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CITADEL 
NEWS 

WARHM'lMER BADGES 

Qne orllle w.uLIS ofllle recent I'l:lHlc:r!.' 
survey was thaI yuu wlinled U~ 10 
produce more badges. Nu sooner said 
than done. we: hal'c three new pin· 
badges 110.,.' available. CaSI in high 
quality pewter these pin·b~dgcs lou!.: 
great 0 11 hDg.~ Dnd jackets. The lh ree 
!Icsigns are al'ail~blc from ~II Games 
Wnr~stmp stores and Mai] Ortkr. 

T he Wtlrhllmrner 40,000 eagle costs 
£2.99, the Tcrll1il1~tor symbcll is £4.99 
and the Watharnmer BailIe badge is 
£3.99 

REA DERS' POLL WINNE R 

While on the subject of the n:aders ' 
poll. lhi~ ycm"li winner- Ma rk Irwin 
l'an\<! dU"1I10 Nouingh~m l hi~ OIomh 
to T\!!;'eh'c his pri7.t'. 

Mark spcru the morning at the Cilndcl 
Miniacurc~ faclOry where he gol to sec 
how Citndel Minilliures a re made as 
well no lilling his podet~ wilh all of the 
lmcsl n;lea~u . He lhen camc to lhc 

FREE EXT ISSUE!! 

WARMASTER 
By Jervis Johnson 

No:.lt monlh's ',SUIe or Whi te Owarfwlll include Il complete free Kume! Oeslgned 
hy Jervi, John~on. the ~ amc re(;'rcutc~ the ti t ~"ic 1i1l~1 COUfrOli lRIIon between 
Wn(01D~ter Horu~ and [hc mighty Emperor of Mankind. Ihallook place 31 the elld 
Of the galaxy spallniog rcbellion known II~ the Hnru~ lI ere~y . Entitlcd 
Wltrmas tet. the game indudc~ a m~p or Horus'S Bailie Barge nod ol'er 70 full . 
colour countcrs I'C.'pl'C.'scntin!1 the rorce~ that 1001: part ilL battle, including Space 
Marlllcs, Imperial GUllrd , Chllo~ Space M~rinc~, Dreadnoughts, TerminaLOn, 
Daemonk Hurde), lhe EmperoraAd Horus Ihem_~II'~ and mIlCh morel The game 

~1$11\ juS\ as a haud plckcd ass.ault force led 
'EMF~iOi'l by the Emperor has tdepurted 
I onto Horus's Bail ie 

Gamc~ Wurl;shup Siudiu alld spem lhe 
nftcmoan ehallinE to all uf the: G:unc$ 
Work$hop an._<l< :uuI designers. At the 
end of the day, Marl: " 'cnt home with 
his poll winner's prilc of II ~oVy of 
ever), Games Work)hup g~nlc, 

rulebook and Citadel Miniatures bosed 
set currently in print, 

MMl:sils ii, II~ ,~iJdluJf /ols }l''IInJ pri~t 

GAMES WO RKSHOP 
ATWOOLWORTHS 

The lat~$ t conver t 10 the Games 
Work~hop hobby is Wuolwurths,11M.:ir 
newly refurhi~hed More in Hounslow 
will (c,oJlCn on /Tol areh 26lh nnd fealllTC 
a spccial secliun devolcd to Gamc~ 
Workshop games anu Citadel 
MinilllllTCS boxed sets, 

Bnrgc, In • (kS~l'Ilie 
ntce ~Gall1~1 hllft the 

Emperor IUL1!oliind ami 
defeat hj~ Ilreh cnemy or 

die inlhe 3llcmptl 

T ITAN LEGIONS 
nile 10 [he pre:s~Ure$ of work hclt :11 the 
5tlldio T llSt n Legions has unfnmmately 
been delayed so il certain ly ",on't be 
released Ihis year, J Jo,,'cver, fear not! 
Work i~ cominuing on both nCll' rulcs 
and tlew modt'ls for the Epic system. 
i\mong~t the new models soon IU be 
r~lea~ are. a ~plendid new Ork Great 
(jar&anl and :10 awesome Khornule 
W:ltlord Titan for lhe forces of Chnes. 
Wc wi ll be includ inG c~ccrpls from 
Andy Chamber 's ongoing work for 
TilRn Legil)fts in f",ure While Dwarfs 
aloll.l: with baltle 1'C1)C)l1(, new rule~ ~nd 
'Eavy Metals for players of the Spact' 
Mllrlne game., 

WARHAMMER RECORDS 
Warhammer l1:<:elltly nellie-I'ed :1 major 
coup by signillg Brit ish ruck Ic~~nds 
Slixon for th ~ir fourteenth lil bu rn 
clllitlcd Foren>r F'rt'~, T he boml hnl'e 
jU51 fin ished a se!l 'uul eurOI/t:fln lour 
with Motor hl'ad ~nd will sunn ble on 
Ihe road in Ihe UK supported by 
W raith , 

WA RHAMME R NOVELS 
The. highly acclaimed ~cries or 
Warh a mmer fiction has been newly 
published by Buxl rff IU1d lbe books are 
now available from all major book 
Slores, Games Work~hop ran~ in 
Oxford " 'cre tr~ated to ft special press 
launch in Dilluns Books tore. on 
Febrttury 10lh when load.~ of the Games 
Workshop SHIff were on hAnd 10 chat 
aOOUlthe the books and our hobby 10 
general. 



Throughout the spring and summer, every Games Workshop store in the UK will 
be running spccial Warhammcr days. Thcrc' lI bc competitions, prizes, qu izzes, 

painting and modelling demonstrations and of course loads of games of 
Warhammer , Warhammer 40,000 and Space Marine that you can join in wi th. 

Games Workshops' expert garners, painters and rnoclellers will a ll be Ihere, so 
come along and j oin in [he fun ! 

WARHAMMER DAYS MARCH/APRIL 1993 

20th March 
London Plaza and Manchester 

27th March 
Reading and Nottingham 

3rd April 
Preston and Oxford 

10th April 
Cambridge and Middlesbrough 

17th April 
Plymouth and Norwich 

24th April 
Cardiff and Leicester 

LOOK OUT FOR FUTURE WARHAMMER DAYS AT STORES NEAR YOU. 



THORGRIM GRUDGE BEARER 
By Bill King and Rick Priestley 

Your Dwarf anny may be led hy ' I'h<lrgrim Gruugc Bearer the 
Lord of Kar:IJ.-a-Karak and High King of Qil Ihe f)warfs. If 
you decide 10 do this. Thorgrilll will be ttle General of your 
amI)' lind therefore repillee lht C",neral described in thi! 
Wanummcr Armies list for Dwarf~. 

Thorgrim is the desl,:endant of the most ancient and noble of 
all Dw"rf LorI' S. Il i~ anceslUfS hav~ rukd ovu Ihe city "f 
Karal-a-Karak for IUlodreds of generations. As the I ligh K in~ 
IK' is Ihe keeper of Darnma<l Kroll. oommonly kmlll'n as the 
GrC:a1 Book of Grudges.. Sirn:e ancient t.I~y~ Ih.., I)W8rf~ hav", 
rttur\.k. ... in Ihi~ hook: e\'ery ~lighl and each" rong done 10 
them by other races. The account i~ uid 10 even include 
wmng~ dOlle to 1111: Dwarfs by Ihe I:ods ttlemseJ\'cs and by the 
Forces of nOlurc, the rnoUllluins. weather. rivers. lind so on. 
Dwarfs nre very, very good at hearin~ ~rudg..:s. The Dw",rf 
language h3, nu wurd for f(lrgi\·eness. bUI many ~ublk 

vH rln t ion~ on revenge . reco mpcnce. n ll tl r.llri hutio ll . Each 
D""arf Clan has it~ own lisl of reckonings, a dctailed al~vunt 
of all the grutlgcs it holds ngninSI it foes lind ne ighbours. The 
bilgeS( and most imvonanL orthesc records is [)~mm:u Kmn. 
tbe G~nt Rook of Grudges. This book records all the big 
racial grudges, deeds of tre;lCh<:ry. bmke" promiscs.liCll anti 
all thc causes ever gjv~JI fur lht Dwarf flI(:C 10 resent anything, 
II is II vcry thick hook. and i1 is ke pt up lu d~l" by the Higb 
King himself. Only he has tile righl 10 ClmS 0111 an entry onec 
propcT ~tribution h:llo bfen nJa<k ( .... hich i$ hardly ever." and 
even grudges whIch have been cros)t!t! OUt can sliIl be rc/ld 
and are 11C\'Cr fOl'J:OIlen hut fondly recalled togcther with the 
slo ry of buw .... :ui:e~nce WIS tlnally enac ted). Over lhe 
centuries the book ha~ soaked up all lhc resenlment ond biuer 
feelings Mlhe J')warf race. Magic ha~ glUWII imu ilS pAGes. the 
ycan hll\'e gh'cn it$ vellum leaves autlmrity lind power. Whell 



ThOfgrim Grudge Rearer goes to banle the Great Rook o f 
Grud~~ ~OI:S wilh him, The bool: i~ cnn(ulted d~ily I~<t Ihe 
upponuniLy Iu riShl som.: lIoci.:m \\-1'OI1g be missed. Of COU~. 
war .... iII alw8y~ bring new grudges 10 c~fuUy dcSCriM. The 
muSI ~riQus grudges. lhe great racial gnJdges or the UW3rf~, 
are wrincn in blood lI11tll.:arned ulT by hear! by o:\'<:ry Uwarf. 

ThorgriUl Grudge B~;I",,'T b 11 DWflrf of lUll!: beflrd Bud llrenl 
ginh. a~ i~ only right ami lilliul( for u lord of such ancient 
IinclIJ:c ,miL higllilonour. He i~ (iulle cnpnhle of ~ tompin!! 
nlonllthc mi le lon8 pillared hall ofhi~ p~lftee ,'ftu!ts in Kamk. 
II·Karllz. bUII)r.~rcrs tQ be carried aloft on his throne. bome on 
the stu rdy ~houJdcrs of four wOMy lxxJyguarlb. It is ;t JOIij!: 
e~tnhllthcd trod ition thai Ihe King or Karaz a· Karuk shoulll 
clltcr baule borne aloft on his throne, and Dwarfs are gr.:at 
respectcrs of tradition. The throne hlt, Ix-cn us<:d by Ibc High 
Kings of K:Ir.I.Z·II·Karnk for o,·cr four thoosand y.:ar.>. AU the 
most Imporlan! grudges were wrillen lmo the Anok of 
Grudgc~ from thi~ \l·.ry SClll . lis antiquity lind cmft$ulIlIl$hip it 
p murvcl umong~l th.: Dwarf kind. wrouSlu frill" preciOlls 
melllis And polished Sloncs and in ~crihcd with many attaAt: 
runeS of 1)l'(ltection. 

Thorllrim weurs upon his head thc ~"denl and venerated 
Drfl!:on·Cro .... n. This ernwn I~ a~ old n~ the kingship and is 
~uid tu huy!;' bee" nJadtl by GruHS"i himself in lbe first days. 
when Ihe pa!!cs of Dammaz Krall were f~·w and rcJ~ti""ly 
un'uUied. The Dwarfs look back 10 those day~ " 'ith tears of 
joy. blissfully recalling lhe lillie "hen the \\QI'hl wa~ D hener 
and mun: tru~tin~ pi .......... 111(; Cro .... n has been wom by e\cry 
high king sincc. nnll sits nobly on th ... brow of Thorgrilll 
Grodge Bearer t ord of Karn7.II.KDrnk. 

THE THRONE IN COMBAT 
The Throne Renrers are honoured veter:ln .... alTior.~. chosen for 
Iheir (lQl>llhty courage. wi~donl. nnd might . They belong to 
11luI'Sl'im' s guard Which is madc up of thc "cry bc~t of ,111 the 
Veter.IIl~. The Throne Bearers arc cOl1lpdh:d by the 1H0~t 
terrihJe Dnd binding of oaths never to llee from bmtle. Hinch 
from dangu or abandon their lord. D\\'Mf~ tllke thi\ ~orl of 

THORGRIM GRUDGF. BEARF.R 

thing cxtremely $crioudy. and 10 bn.;ak wo,;h 1111 oath would 
bring 13~lin g dishonour 10 theircnlire family. descyndams 111m 
aIlCCSfOf$. no D\\'~rl "ould ever dt=r1the Ihrone. In fXI. one 
DwarfThJ\llIl.· Bcan:r did ouc\: abandon his lord, .' l'Uorded 
in Ihc Grcal Book of Grull)1cs. Ilis narntl W3!> Forkhelm 
S[oLl1baek. ever nfler know" os Shiverh~ck. who is $~id 10 

han: abitmMll·d his tort! ill [he face of Mille andwho!le enlire 
family subsequently abandoned their ~m:,:slral hornc and 
wundercd Dnrk Lnmls never 10 re~um. This tcrrible shamc is 
not S()"lClhing Dwmf~ ever talk abnut. 

The Throne AearcN! h~,'c such 1I1us.cula!" stamina and lishtinj,; 
pro"css Illpt Ihey are full y capable of lighling while s[il] 
carrying aloft the King on hi, tltronellfthe thronc group is 
engaged in hand·to· hand comoot all of the bean:n. anti tI~ 
KinS him(elf ll1~y fight to any ~idc including [he rear, The 
i>e;>re1' h!ICk ~11 around them and surgc ahelld with the throne. 
kcepin!! foes 3WllY from the King. Ifany l"UIIIC 1II:lIr erlOUgh [0 
Ihe Thrnne to threllien the Kinl'. they are htlwn !.IOWII hy 
'Ilwr~rim hunsclf, 

Anynne in cO 'llhm with the Thro ne mU SI Iherefore fllt:tl up 
ag3;n~t ]2 allacks. 2 from cae ll o( the bearers IlIld 4 from 
1"horgrilll. If two or more thruuc bcurn~ 111'1.' removed as 
cn~u o lli es. rh.: throne can no longcr mov(.' and must be 
r.lcfcntltd whe re it K King ·111orgrim ~nd [he hearers always 
May wilh Ihe IhnJlltl. In III(' crush or hand·to-hand comlxll nn 
enemy in eOnthll1 with thc throne m3y choo~c to ~u;'l'k 
1110[1:11111 Of 11 Ih((Hle bearer. 

When the Ihmn.: comcs undcr missile fire it counts lIl< 1I larse 
tllfgl'! (ie +1 10 hit as descohM III the Wll1hammer Rulebook). 
Th.: Ihrone shield \ Thorgrim and Its hearers from P fuir 
~motJlII of incoming fin:. For each. missile thlll hit •. roll a [Hi 

nud consuh the fnllowing table to scc who or \\-hal ha~ bI:~n 
hit. 

2-3 ,., 
Thor~rim 

Thc 1:lcan:1li 

.'"he Throne 

RUNE ARTIFACTS 
Thor~rim h~~ the foJlowiug rullC ~ltiracK l"he eomplete mle~ 
for runi~ arliru\:15 a", gi'en in t1t.~ forthcoming Warhammcr 
Armie\ PWIlrfs hook. but you Call find an cw-Ikr version in 
WOLB . Although !hi ~ earlicr sec of rulcs hos ~in\:c been 
t':Sled. rdined. and ~ubst3Jl[ialJy improvcd the gencrMI !IICH it 
Ihc s~me. 

:\1 \\S US S r \\ I A L 

Thorgrlm 

Thron(' DCliurs 

3 

J 

7 
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6 

J 

4 

4 

, 
4 

.1 5 

3 

, 
1 

.0 

9 

2+ (su special ru)('s) 

3+ 

Weapons a nd amtOur: Thorgl'irn is eqUIpped with The AmlOllr of the Dwarf Kings and annetl w ilh 'I1te A.'lC of 
Grimllir (u douhle-handed weopan). The DwmfThrone Bearers are IInned wi th hand w Bpons and wear hllav)', 
gromril annOltr in"Cribed wish ancienl runes. This give~ litem a magic III mout save 01"3+. 

Thnmc of Power: Points Cost 400 



THORORIM CRUIXiE BEAKEK 

THE THRONE OF KINGS 
Th~ thron~ on \lhiclt Thor,grim 5iu is Ihe grelll throne of 
Knt:l7-a-Karak from the th rune hall uf lin: pllaee. It WlS 
C~lIled . accordIng \0 tt:ldition. by Grungni himsl'lf. Tu Ihe 
Dwarfs it represents all Ihar they hold dear, grnl age. 
craftsm:lIuhip. tradilion. and cndul1loce. II i~ ~nid that while 
the Thrnne endures then the Dwarf race will cOli linuc. II is 
also said Ihlll should Ihe Throne be ~~Iroycd , Ihen the Dwarf 
ra,'C will pcri~h , The T hrolle I~ carved lI'i lh images of 
onCCSI Dr~ lind ancient mnl'S which prulccl lhe High King from 
hostile nlllgic. To repre.~ent this aur.! of prot~tioo ,t1"OOnd the 
11lrolH.·. which pI'Oleer~ nOI only Inc. king bul lhe cotin: throne 
group, roll D6 if any ~Ilell is cast al Ihe group Of any UM il is 
nmlcbed 10, On a roll of ~ or more th!: spdll$ dbpcllw . 11lu 
~ltdftl !;alt. may lie made oncc .:tg.ll.inSl any 5pell dire,·ted at 
tile l1lrone. If It fllil~ you t"an still U!le olhcr dispcl caM 10 try 
3nd coumer the spell e:tKtly 115 nOfmHI. 

l11c Thmnc hM pnw.-rful protective qualities. II heals wuurnls 
inJlic ted upon Thorgrim or Ilny beHrer. The Throne has a 
re~er\"e uf 4 " ·ollnlls. If either Thorsrlm or II bCllrer is 
wounded then one of the re~n'e of wounds is lust. Once thcSl' 
arc ~ IJ gune tlo cl1 (he bcMers or T hi"lrgrim takc wound .• as 
normal. In effcel th is IilUIlS Ih~tlhelhronc s roup mllst susl:lin 
.j wounds before wounlls start 10 accu mu latc un either 
TIIOI""riru. IJf the lXarc~. 

The Throne il ~elf i~ inscribed with Aumar. Ihe Rune Of 
Etcnlity, II nlilc SO poIent that only one of it can cxist in the 
enli,,: worlil. 11~ Thronc cannOt be harmed by IIny klK)"'n 
force. l1\olirim :1IId the be;uc~ may be ~Iain but I~ 111f0ilC 
WIll endure. tven cannon shou "ill MIKe orrit . Tlle 11mme 
ha) 110 tOUgtlllC,~ Of wounds chant('teristi1:~ because it cannot 
he de~lmyed. 

If the throne ~roup is hit by acannon or bolt thrower()r similar 
W/IT cngine. roll 10 determine whi~h v,lft uf lhe throuc groll ]) is 
lilt lH you would fo r othc r missi le fire .. In the ~asc of war 
machi nes \\' it h Icmpla tcs the usullI rul~s apply, so any 
individual clement will be hit ifillies hnlf within the template. 

THE DRAGON CROWN OF KARAZ 
Thol"/!rim's erown i~ OLllt"cd witlt Za, the Rune of Klngthip. 
The Dr.:tgon emwn aUlomatiClilly makes Thottrim. his throne 
bearers lind any uoit he is Icilding immune to/cur and Irrmr . 

A unit Jell by Thl.l tstim also le sl" agllln~t Thor,r im'5 
lead~rship of 10 durin); brenk le~;ts , T his is nevcr rcdllced 
regardless of combm resull\ or magi1:. the number 10 to;: 1~5U .. 11 
against is alw~y8 10 on 20(0. 

THE AXE OF GRIMNm 
Thorerim cnnies one of the 111'0 lcgend;u-y Axes of Orimnir. 
This axe h I.IIIC of tbe nlOSl aocienr, ~:tCred and potenl anifncts 
pos§c~s;,d by the Dwarf race. lbe uriglnal pair 1"115 forged b)l 
Gmngni (01' Grimn;r at lhe dawn of T1!Corded time ...... hell the 
Dwarf race w~~ )IDling. Grimnir fought with one lIAe III cach 
migh ty hnnd. The other axe 11'35 lost long age& agu when 
Crimnif fcllliJ;hting Clotos in Ihe fur north. M3ny page~ oflhe 
Book of Grullgcs an: Ilcvotcd to lhis incident, and there are 
mnny sorrowful lament5 aooul th,: passing of Orimnir. 11lc 
wc~POI! 15 for~ed from hardened G romril u~ing U lechnique 
ll.lst sine.: Ih.: days of Illl!atnc-~s. 'n lC allc ncver loses its ed ge 
evcn if used for ~pl iu ins boulders all day. The ru nc~ IIIC 81.1 

polcutlhnt no KIII~nlith hn~ ever teen able to duplielilc them . 
Once a hi t ha. been 5COrcd wilh 1 he axc, it wounds on 0 2+ 
re~le~5 of tht vh:tims loughocss. 11"" Il'IJgcl gets no armour 
save unless m: is wcaring mall ica l armuur. MaGical annour 
sues as I1()ITIlRI bUI wllh I 53\'ing throw modilier of .J. Each 
sun'nsfullut causes DJ w()tlnds. AIl.in.~t Daemons the aJle 
caustJ; D6 wounds per hil. 

TIlE ARMOUR OF THE DWARF KINGS 
T ltorgrim's arllluur is forged fro ll! hardened GrnllIri t Dnd 
lx:ars sevef"rl l Just !"\IlleS or 111I)1000("lion, tlte like of which canliOI 
be IlIlide in IheS\! Inter. ~adder dayt . It grants bim an ...roinary 
!lfmoUf ~RI' lng throw o f 2+. This is modi fi ed for Ihe 
OPPOIIeIll'S slrenSlh as normnl.nd:is otherwise lremed exactly 
like ordinary armour. If Ihis uving Ihruw is flliled Ilten 
Th()fgrlm is .ll.llnwed .II. re-roll. TIlis second time he has an 
uumodiflcd armour SIIving throw or 4+. This i .~ not affecled by 
saving thmw modilico for strength or lIIagic weapon~ or 
nilythilll: eille. 

The;umour uJSI.I ma"es him cumpletely imnlune 10 llre.naeks 
such .liS Dragoll tlremh ~ntl S!:al'ell warplire throwers. 

TAE BOOK OF GRUDGES 
This Cbn be u~1l by TIlorgrinl 0111 :1 whell he Is !eading n unil 
of Dw~rfs, " 'hich he does si mpl y by joining the uni t ~, 
cAplained in the Wlirhalll ll1er Rulehook , tr T horgr im is 
k~lli"g a unit he Clin reci le 3nei~nt and damning I! rudges 
Iluring lhe Dwarfs' movement phase. The Dwarf uni t and 
Thorgrim mlly move normally bUI may not charge that lurn. 
They must remain loge ther whilst the Book of Crullges is 
read. As the Hllh King reads Ihe litany of truchery aoll 
shame:. the Dw:arf, b .. :wme ioo.:reasiu,&ly all,&1)' nnd I'engefu l. 
working up .:tn un'-luen~ hable lust Jor retributioll of the many 
wrongs done to Ihem over the centuries. The Dwarr~ t~ar Ht 
lheir bcard s and walland gnash Iheir teet h. cuning the 
fick l~n~ss or OI.h~r laceS 3nd tIle evil intenl (If their enemies. 
The Dwarfs heco me so e nraged thaI a un sh"kc~ble hHlred 
grows wi thin Ihenl for Ihe enemy army. The Dwa.ris bteOIfl(' 

subject 10 Ihe rules fOf" lin/red as described in the Worh.ammcr 
Rulcbook. This lasls unlil the unil is brukr:n in combat 
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THRONE OF POWER 
Thorgrim. DWMf klflg 01 KMa,o:-a-Karak IS known liS the Cnldllc 
Bearer because lit: kttps his ",wn pcrwnal L'UpY Or In.: Damm~ Kron 
or Book of GrudS~5 with him at all times. In oonte TItorgrim recites 
ancien! nnd damning grudges from the book ionaming the Dwarves 
with hatred for their enemies. with lhe result that they become: resolU!c 
and almu.! unbn;abbll; in CUIl1~t 

The thru~ uf power h an ancient Dwarf relic which has been u~ctl by 
Ihe k'ng.~ of Kara1-a-Kllrak for over four thousand yean;, Encrusted 
with counttess powerful runes, It confers magicill pl'OlC<::tion upon the 
king and his throne Ixarcrs and h abl~ to heallhcm from thc.dTcclS of 
wnund~. DW ARt' ~ANNEK 

OF KJNGSH IP 

THORGRJM'S THRONEBEARERS 

THORGRJM 
GRUDGE BEARER. 

KING or 
KAKAI.·A.KARAK 

I 
WAR BANNER 
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STORES 

cvnYlhing we sell. but j f you wam anything fmm a 
Snlllling fwm p!>1Slk Laud Raider kit you' ll be able 10 find 
it ill our ~lOIl!S! 

As wcll as our extensive product range, Games Workshop 
~lores 3rt: a rcal centn: for lhe gaming hobby in your area, 
Each Store ha~ a spccialtablc set aside where you can try 
your band at p.linting. or impf(n'c your skills wilh lhe help 
of (Jur know]cdg\'ablc staff. Every siore holds a weekly 
game~ night where you and your friends join in one of 
Games Workshop'~ exciting games. or it-am ho w \0 pi,,), 

Games Workshop stores afC much more than ordinllry 
model ~hops - they'n: the cenln: of Games Workshop 
bobby gaming in your area. As soon as you walk into one 
of our Stores you' ll sec gnming aoo paiming mhlt'.~. and a 
stunning iJisplay of bcaUlifutly paimed Citadel 
Miniatures. Our friemlly. young ~Iaff have been specially 
selected to make sure you gellhe maximum l:ujuym<:UI 
from the hobby, whether you play Warhlllnmcr, SP;ICC 

Marine. Warhnmmer 40.000 or nny of Ollr mher game.~. 
Just like yOll. they aT\: alll'nlhusiaslic gamers. and enn 
Il ilswer nil your que.~lion ~ aoom rules. paiming amJ 
modelling, or which minimu~s 10 collect for your anny. 
'nlCy' 1i also be able to tell yOIl about the lotesl new games 
and miniatures that havc come into sux:k. and what's in 
~Ion: for the (Ullll\". 

Our stvc!;~ stOl:k Ihc complcte range of Games Worbhop 
games. Citat.lel amI Mar.1ulll:r miniatures. White l)worf 
magazine. Ci tndel paints. inks. hrushes am! ntO!Jdling 
accessories, plus lOIS of other g~m prodnct'" like nur ever­
changing range ofT-shins. II's impossible to list 

... 0", fn(ndly <t~tf", 1 1 be happ)' IO.n, ,,'c,,,,,y '1""'''01\5 )'UU ""P>I roo' • 
• b< .. ,,,"-,,,,lIill!"'~lIIill.ll. 

new ones. (At particularly busy tillles of tl~ year. like 
nround Chri Slma~. this may nol always be po~si blc. so 
please phone the store first to check.) r"''lCh SIO~ 
celebrates its birthday with a yearly special e\·ent. wilh all 
sorts of competitions, games. special offers, nnd 
sorm:lillles surpri~ guest pcrsonalitic.~ such as Games 
Wurl.:shup writers. artists alld figure designers. These 
cvcnt ~ lire nlways hu~cly pupular. so be there eady! 

All new stores. store grand openin~s. spct:131Ilay). amI 
our two premier gnrning anrl p~iming events Gam<:.~ Day 
and Goldell Demon IifC advertised in White Dwarf. ~o 



OPENING T IMES 
An UK G:moc:s Work§hop ,rore' ~re up:tl 

from IO.~ unuJ 6.00pm Monday IQ 

F,iIb} MOO fron> Q.lO'ltIlllmiIS_lOfHn 
s,.,unlays unlco» ud~r",'i"., SlalW 

GA MES NIGHTS 
10, ery UK {;;mw:lo WOI'Ubop wn holoJs 
"'fd:ly ;a"~ nith" .. hen:: you can join 

In wuh J;a~s 0( Wlrhammcr 40.000. 
W"";un",,,, Fanl.:uy Sall~. Sp;w:e Hull; 

~n<l SpK'C Manne 

GAMES WORKSHOP STORES 
IIEL"I'AST: :!llA CASTlE COllRT. TEl..; (2)~ l'}6SoI 
BlRMlNGllAM: 116CORI'OIt,\TION STREI:.T. TEl: Oll 216 71U1O 
8RIGHTON, 7Nrt UPAvIlIONS, ,,,UI S"1 lu~ mnllunl 

BIUSTOL! IlDlWADWt:11t lLl.-0272 2.5 lj}J 
CAMilIUDG£: ~ QUA " SII>£, (OF!' 811. 11)(;£ Sl). Tl'1.. (22) 313)j() 
CARDIFFI :N.)o' 1I!CoII S-l'Kf.F.T. 1'F.1~ 02126oW911 
CHELTENHAM, 11>1~IVIlJ..F.Sl'lUOF.'r. rn~ Ol.22l80119 

CIIEST£R: II! FOREGATE STREET TEL.: 024~ lll!JCil 
COLClD:STEll. 2 SHORTWYl!.E STREET. TEL. 0-'06 767219 
OOVENl'1lY, ,. OTY ARCAI>£. TEL 0200 2271 11 

DERBY, 41 SADl.ER GATE. TB.:03Jllll6S7 

DUDLEY, KIOSK U, UPPER LEVEL MCRR" lU LL CL''T1I.1!, IlIUCltUlV 
HILL. DllDLEY. GAMES t-\iGHT. TlIVRS Tlll 9.ClO. OPE." MOS· FRl 
!O , (l(nIU . ~oo. SAT 'I IIO 'n u . 7.00. rEI ~ OJlW ~81 . 11 

EDINlluaCB; 136 HIGII ST. OPE.." SUN 11.<10- S,OO. TEL:Oll Z20M-IO 

GLASGOW: 66 QlIEE.X $T. TEL. 0-11 2l6316l 
GUlJ.I)fOllI>: 12 ro';SGATE. TEL: O>&J ~51191 

GRAND OPENING 5AroaDAY 17d1APIUL 
RUU.: JO PARAGON STRELI nL: Q.I~Z SIJ';In6 
l.!KDS: 12·16 CENrR;M. ROAI). Tlil: OS3H:!08~ 

LElClSl"Elll I6l'2OSU.Vli!l ~T, TU~ OJ I) 'JO'I 0 
LIVJI:IlPOOL, 47 LORD STRl:LT . TI:l..; 051 2S1l I.l.(U 

LONDON 
1I11.cKP..NKMI: 19l·Z9J HIGH ST. TEL: 081 6'8 SI02 
8ROMI.JI:V: 8 BRO.\U.EY MI\LI_ TI;I~ 081 JtI6 061~ 

GRAND OPENING SA TURllA Y 31Ul "'1'R1L 
CEN11lA.L LONDONI U)..'IT 1'10. 1'IUl PI.A:!." . 11~1 2lI OXI/(JN!) 
STREET. QPI:.. .. MOS TO WIiJ): 10,OO·1.00.1l IUM 10.00 8.00. FRI 'ro 
S"T 11)00-100 G"MI!S N IGlfI~: MON ·W Sl\.l '. TI:I~ 011 ~3601lW 

CROYOON: UNIT 35. DRVM.\IONDCt:NTR£. KJ;I:LIlY RI) TU: 0111 
", .. 00 
HAMMERSMITH: I D"U.lSG ROAD 1"'.,0II11J I ).U, 
flAIlROW: 296STATION RD TEL:0811161 mQ 

LUTON: 12 PARK STREET. TllL.cOSSZ Jl1J1J 
MAlDSIONEI usn' !I. 1·1I 1~ IlI>lS(l U.Sf_ TfJ ~ 06ll677Jli 

MANCIIl!:STIll.: UMTI . l I1NOW/'I"nU.lIT 1U , 01'.11 &:.\2f1&t,) 

MEADOWHALL CENJ'Jl£ SREWIEI..D: 
u:-;rr'll ll. lUGIi ST. I, I''''R MAIJ_ Mt .... I.IO" II"IJ_ 
OPC." MONTOTlIUIlS 10.00 ~oo 11111)" "S 10.00 - ~OO. 
SArol!.DAYS 9.00- 7.00. SUNDAYS 1l.00_J.OO. TllL.c07JZ S69S16 

MlDDLESSROUGH, }9 001'1)1\.$ ~T T1]~ !J6.'2l,1.oOlNl 
l'o"'£WCAB'l'LJ!: 6JCl.AYTO)..' STRl:1T n :L' 091 2)2 2JI8 

NOIlWICH: 11·14 I;X(;II AN(,II ~·INEli'·. 'I t:I_iIII011h71>5f> 

NOTTINGHAM: J.Io FR I" R LANE. TEl.: 0602 480651 
OXJlOIID: ," I!lJSt! HOUSF_ NEW IS'; HALL STREET. TEl.086l 
2-'1182 

F'I!'ntRIIOIlOUCH: 3 WE1''T\I'ORTH STREET TEL: 0733 890052 
I'LVMoc.mt: a. COR1\'WALL STRUT. TEL. 075l2,",J ~ J 

POIlTSMOtmJI ).I AR U)..'O£l. STREET. 1B.; 070S '76:!66 
PIlE8t'O.~: ., MILl.nl ARCAOO lW O1n Inl~ 
READING: UNIT 1. CHEAPSlDE. (JAMB SIGHTS WEll ,.., ... ,) " IURS 
TlU. 1.flO. TF..l.: 01).1 598693 

SHEFPIEU>; 16 Rnw[I.LJi\~' GATll n:~ Ol~l HOI I ~ 
SOU11lAMPTONI 2J eASTSTRI;L'T. TU.: 070) Jl I\11>2 

SOUJ'IlEl(D; 12 SOVTHCHURCH RD. TEL O7Ol.&6ml 
STOKlONTIlF.HI': 27 STAFFORD ST. I1,,';lEY. TEl.:0l8! 2OS2f1 

SWINDON: 17 AJ:lIT STRf:lIT. '/n~ 07113 ~.lfIO~ 

"'"1:\\ STOR£! T1IL RROCK I \Kf"iIOI:: I "II .l j. I ..... vf.I.JIFOOI) 

COURT, TlIUIROCK 1.i\I(CSllll (JlTl"CI'I()NS JOfII . .\lUI 

TllL.cDl'OlIl61tll 
OI'tJII "i!)S · HIU 1/~1I1I'1If-n. Flll lo..lI'~. SI\.T !!len, ·1.3Opm. 

TOIlQUAY, 11 MAR"llT ~T. (:LOSU) IUM''''VS. Tl-J" 080J :!OIOJ6 
WORCl!STER: ~ <."lIltRlESSTIlur r . In.' ~()II>l07 

GRAN]) Ow.NrNG SA TVROA Y 17111 MARCH 
YOIlK116G(}{II}NAM(l"TE. TEL: 09().I65l57S 



This month sees the release of Man O' War, our brand new game of sea battles 
in the Warhammer World. In this article, Andy Jones explains tllC background 
to this latest addition to the Games Workshop world of hobby games. 
Elsewhere in this issue, there is a special 'Eavy Metal guide to collecting, 
asscmbling and painting the new range of ship models. 

The Warhllmmer World is an excit ing and dangeroLls 
place, tilled with mighty hcrocs and deadly monsters. Vllst 
amli~~ cla~h in titanic MnJes. and smoke colllmn ~ ri~ over 
th~ burning ruins of once proud ci t i e.~. Our g~mc.. bring all 
thi s exci tement nnd act ion tu the tubletop. a~ you 
mllnoeuvre your regiments of troops into battle. 

Man O' W/If is the tirst Game~ Wnrksoop gamt tu take the 
lICtion to the high seas. In this game or naval warlare each 
player takts command ofa mighty warflcet. You will h~ve 
10 think carefully ~bout the deployment of your warshi[lS. 
taking into account the direction of tho: wind. the 
positioning of the terr.&in and of CUUDC the strengths and 
weaknesses of your upponent' s flcct . 

8retonnian Galleons run herore the wi nd . bri nging 
hundreds of cannon to bear against their foc . Orc Hulks 
lumber forwards. propelled by slavc tread wheels. ready to 
smash their opponents with smash-hnmmers nnd iron 
clawz. Horrific monsters luri; within the imll1en~e Dark Elf 
Bl ack Arks of Naggaroth. ready to emergc aud wreak 
havoc: upon tho:ir c(lcmics. Dwarr In:melads. 1111 riveued 
plalC'S and belching smoke stacks, chum through the W'.&ters 
with grem cannons swivel ling to bear on the enemy flcct . 
Below the waveS the Naut ilus submarines slink towards 
their prey. torpedoes ready for launch. 

The decks (If these warships are crammed with ballle­
hartlcncd warriors, eager to carry the fight onto thc decks 



of {he enemy vessels ill despo:f'~le bounling uctions. led by 
Admira ls of great renown, they fight to the death unt il the 
\ie<:ks of the ships run red with blood. 

Wizards s trive to contro l the elemenlS. hurm:ssing 
immense destruclive POWCI1I which they hurl at Ihe enemy 
neet. Senring boils of lightn ing s trike from the sky, 
fireball~ and goul~ of flame explode deep within the 
enemy's ranks. in!.! whi rlpwls strive to dr.l.g the higgesl 
warships 10 their doom. 

In Man 0' War, all Ihis action is represented on the 
tabletop, with you as the :tdmiroll of lhe neci . You mU.~t 

work OUt the best strategy. and C3tefully plot the downfall 
of your oppOnenl , Walc h your plan un(old as your 
Mju:KlI'lln.~ of ~hips move into place, and pmy thnt the wind 
does nutlum ~¥uinst you ~t the-last moment. Wai t until 
your shIps are almost touching the warships uf your 
opponent before un leashing devastating salvos inlo his 
n ed, or s tan!.! off and shell him from long rnnge. The 
options are unlimited. atld tho:re lIl'e many fleets to choose: 
from. cach with Its unique charac teristics, strenglhs and 
weaknesses, 

Wllrhammer players wlll recognise all the races in lhe 
game -Orcs. Dark Elves, Ihe Empire. Dwarfs, Brctonnians 
and Elves are all 3Ccounted for. As you would expect, lhe 
ships of each neet IlfC true III the nature lIf th~ir f'~ce: Elves 
have sleek, ag ile ships while Ihe Orcs have relatively s]lIw. 
tough hulkships, for example. Whate\1~.r your favourit e 
Warhammer llnny, you will be ahle to coUect their warlleet 
ant! take (() the ~ea~ in search of ever g reater honour, 
conqucst. trea~lIre Wid j;]ury! 

THE IlEVELOPMENT OF MAN O' WAR 
T he game originated al the tl~Sk of I h~ ing~nillus Nigel 
Stillman, who has a great enthusiasm for naval history and 
s trutegy. Nigel cremed lhe core system and 101.5 of people 
were involvet! in Ihe early baule~ played out on our gaming 
tables at the Studio. FOf these games, Nigel ~ven designed 
and hnnd-clISI some prOtotype Ship mode-Is romplclc with 
sails ami banneB. 

Right (rom the outsct it was c lea r thaI we ha!.! a vcry 
elegont new gnme nn our hands and after sel'era l ballies 
betw~en the Imperial fleet an!.! Bretonnian Galleons, we 
knew it was a winner, Here WlIS a labklllp gam!:. that really 
gal'e the feci of greal warships ploughing through the seas, 
guns firin g and c rews poised ready to board the enemy 
ships in bille r hand-to-hand s tru ggle. All the basic 

MAN O· WAR 

elemenl5 of the ~y~tem were the re, bUt the whole project 
now ne~dt!!.! to he pullL'd togelher lin!.! given II good going 
ovcr. 

We gathered together all the protOtype niles nnd played 
even mlln: gumes. ]1 soon becume clear which plIns of Ihe 
game system were rea lly fun and exciling. wid which parh 
just didn ' t worl.:. Afler abou t a month 's work. we arrived at 
a poin t where we were all happy wilh the gnmeplay, Allhis 
sl~e there Wa!> no magic in the game, and very few fleel~ 
to choose from, but the rules and IlIcchaliisms for 
controlling movement , combat nnd damnge were nil in 
place. 

Based on OI.Ir e~periencc with lhc. lmperial and a~tonniwl 
fleer~, we began to de\'ise rules fOf' the other rnces in the 
game.. sume of which we've nlready mentioned, but also 
Skaven ami Chaos. Bill Kin¥ th~rr ~el to wurk un thl,: 
rulebook and wrOIC' the backgro tl nd :lUd colour texllhat 
woultt he lp to creme Ihe mmospherc of wurnt Stu, 

Bill brought plenty of new ideas to the game. nnd he. Nigel 
anel [ fOll 11 111 mllll)' bUllies over our ncwly pninted bluc 
tOlble Orcs ve rsus Bretllnnians (m)' nllg~hip the Gnlllde 
Rui always m:mage!.! IU do .~omelh i ng .~ peClaeular ur 
hcroic ), J::lve~ versus Ihe Empire (10 Ihis day Bill' s flagship 
retAins its solit! rcputation for somehow mnnllging 10 be 
IIbln7): from stem 10 stem by Ihe enll of the: firsl ltIm). and 
Dark E]ves versus Dwarfs. Allhe end of many thomughly 
enjoyable 1110 t1\hs, wc Ita!.! the gallic rea!.! y 10 ~u iut ll 
production. 

AI Ihc samc lillie. Norman Swale). unc of uur Cila!.!eI 
Miniatures design team, was called in 10 crealI.' a rangc of 
minil1ture ~ to cover all the new ships we'd invented. 
Norman worked closely w ith 10hn Blunche nod A lan 
Merrell to ensul\' thnt the lIIoc.1els for each rdl·~ COl'II'I:),t!d 

Ihe right atmosphere and technology le\'e l of thei r war 
machines anri inventions. Meanwhile. artists John BlllIlche, 
Mark Gibbons. Dave An!.!rew~ und W3yne England were 
working on the anwork for Ihe rulcbook an!.! the ulher 
game componenrs such u the cards, eounte rs and lelTflin 
templates. 







MANO' WAR 

TilE IMPERIAL fu;n '$AIU FROM .IIARIF.NHUIlli 

Man O'War is now finally fini~hed! TIle box conta ins twn 
packs of plnying c~rds. l:uloaT templates. hundreds of 
counter,;;. a cumprehensive roleht>ok, II cumplete se t of 
press·oul fu ll colour card islands. s;md bars. rocks lind 
headlands, a fu ll colour paiUling guide and a doun pillstic 
Wargalley models complete wilh masts and colour sails. 

The game itliClf is easy to learn. whh /I 'quick sian' option 
highlighted as you go through the rules. Ii docsu'llake 
long to assemble the ships and read Ihrough the rules 
quickly, so within a few hour... uf getting the game hume 
you should he ready to play your first game. The pl;lstic 
Wargalleys inl:lud~d iu the Man O'Wllr box allow you to 
play out a bllt\le between an Imperial neet and a Pir:llc 
foNC slnt.;ght away. 

Onl:l: you are more familiar with the game. you can I:xpand 
your collectiun of models with the new range of Cimdel 
ships. All the main n eets in Ihe Warhnmmer World lire 
covcrc!d in the ru1cbook. so take your pick! Whether you 
prefer the agile. elegallf Elf ships or the resilient Dwarf 
Ironclads. your local Games Workshop store will stock the 
model~ you need. Most of the ships described in the 
nJlcbook should be available by the time the game is on 
sale. The painting guide included in thc game shuws you 
how 10 paim your ships with Cilll(I~1 acrylic paints. 

Til E FLEETS 
Each ship in Man O'Wnr is a powerful fighting ve!>.o;cl in its 
own right. capable of givi ng and taking a gn:al deal of 
damage. The smal lest s hips in the game operatc in 
squadrons of th rc!e, and each ship in tile squadron is able til 
sink a ship many time~ bigger than ilself. if the fortunes of 
war go YllUr way. These are called Ships 0/ the Line. and 
they make up the hulk of your fleet. 

The bigger ~ hi ps lire the foundation stones of your fleet, 
carrying hundrc!d.~ of suns or catapults, and crewed by tbe 
best warriofli at your command. These aTe the mighty M(!1I 

o·War. immcnse lowcring construct ions o f awcsome 
destruct ive power. A battle bl:tween two Men o' War can 
last a long time. as there is no easy way to send one of 
these gi ant ships to the boltom of Ihe se~ . Rams bite. 
cannons roar. magi c flashes and warriors fig ht bitter 
boarding actions, yel still the Men o'War stay afloat, of len 
terribly damaged lind burning fien:cly. These ships are the 



n0.1ting fortresses of tnc sea, bastions of power which can 
win the game if used properly. 

Vou have to marshal your forces, as there are no 'throw 
away' units in Mnn 0 ' War: the loss of one of your ships of 
the lin~ i~ a great blow. and the loss of one of your great 
Men O'War i~ an unthinkable tragedy! 

MAGIC 
Magic is a vcry important element or allY Warh:lInmer 
game, nnd this isccnainly (he case in Mon O' War. Playt:r.> 
can choose their wizard from one of the eight Cotlcses of 
Magic. YIIU mUSI choose a wi1.3td to suil your neel - a 
Celestial Or Grey Wi£an.l is a good choice if you have II 

neetlh;!.1 needs wind 10 filJ lIS ~aib. for instance. These 
wizards can control the elements. and at lenst gh'c you 
some COiLlro] uf the fick le forcc.~ of nmure. Ir you want a 
wizard who can call down hellfire upou your opponenl'S 
neet, you would be beller takmg a Bright or an Amethyst 
Wi7.ard. 

The spcll ~ come as a deck of cards, and you gel boli USCS for 
casliug ~pc ll s of your own colour, Careful mnniplilmioH of 
your houd of cards can pUI yuu in a strung pusitinn, and it 
is oftcli worth holding onto cards which you think your 
opflOnenl needs! Using the eutmple above, if you are 
playin)! a game against a neet which is dependent on the 
wi nd, such b a BrCIOn(li~n ncel, it is likely Ihal your 
opfIOnenl will have a Grey Of CeleSiial Wizard. Given Ihc 
uppununilY, y"u should try and h3ng onto hiS spell eards if 
they rome into your hand. depriving your opponent of his 
most JXlw"rfu] nlagie. But be !>un: that a skilled player will 
be doinG Ihe same 10 you if he can! 

Eaeh ship in Ihe Man O' War game hns n template which is 
lIsed for fCI.'Urding the damage the ship "ufrers throughout 
Ihe cour.~e of the bail ie, The templale also acb 3!> a 
targeting guide, dividing each ship LIp iJllo a number of 
clearly defined scclions so thaI you can see where any 
shots hit. A~ well as the full--(colour card t"lIIplatcs which 
we have inchldcd in the game, the Fleets section for cach 
rJce has :I full sel of templales for you to photocopy and 
Slu.;: OUlo card:as you collect more and more ships. 

The nllebook also includes a number of scenarios which 
provide you wilh set object1>'e.'l and viclory conditions for 
your battles, a campaign sy!>lem that allow~ you to link a 
numher of MllleS Together, and an c"\~ rie\we ~ystem so 
your ships clLn improve from game 10 gnme. 

YOu clUl characterise your big)!cr ~hips by buying them 
Man 0 ' War cards. These cards gi ve your Ships sp('tial 
abili ties, from long range gun~ Ihrough TO magical 

MAN 0' WAR 

figurehellds, In bailie, Ihey of len add thaI exmL ~pecial 
anack which really makes your biggest ships vessels to be 
feared , 

NEW lI-nNIAT URES 

In the Man 0' War box YOIl will find n dozen Wllrgalicys 
to light your first bailie" with. When you wDnt to huitcl up 
YOt'f fleet with bigger a.nd bclt~r ships you will find plenty 
of choice in Citnc1cl Mininrures' brand new runge of Ship 
models designed by Nllrmun Swalc~. Michael Perry and 
Kevi n Adams. I would he hHTd pushed 10 S:IY which I 
prefer. as the models are all equally good. III the garuo!s I 
have played. j"\'e favoured tile Brctonnians Of the Dwarfs. 
and am currently p::tinting lip a neet of each. 

FUTURE DEVELOPMENTS 

We're looking forward to seci llg some exci ting Muo 0 ' 
War fcatun:.~ in While Dwarf over Ihe neXI few months, 
including 11 ballh.:.rt:!potl and »orne in,depth painting details 
in 'Eavy Metal. Needless to say, we have Lllany metal 
models designed or underway for Man O'WltI, lind these 
will be comi nS OU! at 11 steady mle Ollee the game has breI! 
rcJcaso:d. f..hu\ O' War is a worthy additio n to Ihe 
Wllrhllmmer tllllgc of games lind onc which we look 
forward 10 ployi ng nnd wriling about. We 'd also like 10 
hear any iueus IIr ~ul!ges\ions for our new 8 11mi'!. So. feel 
(ree 10 drop uS a line 3t the Games Wurl:.~hop !>tutliu "'ith 
sugge.-.lions for what )"oo 'd like 10 sec fOl theM3tl O' War 
game. Perhaps yOIl have i(leas for new ships, new flceb, or 
ncw )!ame rules, or maybe you'd like 10 pass on n hot 
modelling tip or painting dctails. I'm afraid we cao't 
promise to reply to every leiter (illld we certainly wOn' t he 
able to repl y unless yuu send us a stamped adc1ressed 
CHI'dope!) but we du rcad and appreciate all CUllUllenL~. 



ARHAMME 
BOOKS 

Many of )'OU han written iu to ask when the WHrhanuner series of nllvels and shol'l stories 
will once ugain be available. Book publishers Iloxtrcc ha\'e recently taken ovcr publica tion of 
the hooks and they are now once again available through major bookshups and nil Games 
Workshop s tores. The first s ix releases cons is t of two Warhammcr 40,000 and four 
WadulInmcl' Fantasy books. This is the first time in print for Ian Wlltson's Space Mari ne 
and David Ferring's Warblude, the third DlIl'C) in the Konr-ad series. 

INQUISITOR 
BY IA.N WATSON 

In thr Wllr-l<)(n universe of the 4 lsi millenni um. 311 is 
whelmed in d~rkness. nnd Ihe Empoeror is the only light 

Behald th t Libcr SccreJonam of the so-called renegade 
I nqlli~ilor, laq Dr.KO or tile Ordo Mallcu~. 

Is this the only hard c"iUcueeoran awesome: plut lOo"cnhrow 
th", Empemr and hold hUI1I3nkilid in lhr~l1? Or is il.m amazing 
pl~n for Ihe menl"l s.ulvolion fcnsl,1VelU",nl orlhe Iluman mce? 
A p lan lluideoJ by lhe I:. mperor's OWl! wisdom which he 
hjm~lr will not acknowledge lest e"en lnyal bel icvtrl n:bo.:l 
~gaj llsl il'J 

This i~ lhe Slory of tile Inqu isilor Draco, and his IOYIlI servant.' 
Grimm Iht S411~l lmd lhe exolic Mch'Lindi, an assassin liS 
delldly liS she is beautiful. 

III(\U; ' ;10r lakes us from lhe purson! of the 'Stealer-infcsted 

"''' 

world of Slalinvast to a 
~Cerel meeling IIboard 
nn uncharted Silaoxhu\k 
ndrift in the .... arp. to Ihe 
Eye of'relTOf. lind as far 
us lite (hrone room of 
the \3.mperor him:.df. 
Oraro uncovers ~ major 
eon~piracy which 
throws all hi ~ training 
and dogma ;.un doubt. 
lind ... hieh may threateD 
lhe future of Ihe 
Imperium and evcn 
humanity itsclf. 

·· •• ,0 lIig" rllISI _{>fIN!. 

fII/r.mlrlre. e.l"t!C'Ulet1 
,,';111 ";gollr"'l(l 

If;:~'g:r;rd Times 

SPACE MARINE 
BY IAN WATSON 

HIS grluled hllif wa~ 
cropped tight , II pad of 
wi re ll[lOn a ruck· like 
~ k "lI , and implanled in 
h;~ brow were lw() shin)' 
~led studs. 

Lexhndro'J; hCHrl 

surged. and a ~cnai" 
awe invaded him. From 
de\uli(lnal vids 
broAdcasl by the 
Eee les iarch),. and 
mctnury u f ~ $Inined. 
s lass wi ntlow In II 
chopel where lIis muthcr 
h~d IPj:e n him when 
much younger co drone 
prayers. he recugnitcd 11 

SplICe Marinc .. . 

A fur-lrimmed d::tfk bluc 
cloak embroidered wilh onf:tmilipf 1l"OnS and sunoo!"l;ts hung 
to lap che Marine's hcavy jacl.: boots panly conccallng a 
ye llow uniform ehevlUnoo in n~ure - a unifol11L bulling wilh 
~ l"b.< ormu·,cle. FaUl!'-'d sku ll s whhin potem crosses ado!'lled 
hi~ knees;. The gianc was wearing nn cngra"e(t power sword 
und a imilarl), encased hoI< gun in ~ holster nf brass lined 
with slithery Iw.rd hide. 

"71Ie brillifml idtll.f II/tlII of R,.;,I,,'I, ScicnCf! FiI·li(ln . .. 
Flnnndal Timu 

" "f1It~ ma'(f ".I"cili,tg n :icllcc/lClioll Ii'rif!" J'in'f': II.G. Well.( . .• 
1)1IU,. MIIII 

""0, SlIter j".·,,"';rr.ne.l.f and illlell«I'1CI1 b,.illlflllU. Ian 
\Vaf1(m 11(1$ IIlrrad,l' /!stab/i.(hni a II/ace i,1 lilt /r<)/I/ "mL al 
camclllparorJ' "·ril.·,,'. " TimCll Litemr,' Suppll'lIumt 



1- '· THE KONRAD TRILOGY WARBLADE @ W 
BY DAVIl) n';KRING "K~~Ir&d I" hi 5~.~ the SJ.a~cn. "We' ,·c been TJ7t 

Konrad, StNtdo\o.-breed lind Warblade fom\ a tri logy of no''CIs wallHlg fur ),00,. 1£ 
$C1 ll1lliu\y in the Empire oct"' ... ...:!! lhe yean uf 2490 and 2502. GaJliar. had adoptc~ hi$ h~man ,:ui$e. and he 
1110: m,,,, of tile S\:rio:s is Konr.uJ. lud.c:d in a struggle 10 unr...-c:l $Iood 10 the cave mlO ~h,ch. the narrow wnnel 
the mystery of hi$ p:m and free him~e lr from th.., forces of opened. The CIlltcm WlIs LII\lrnlnm(~ by ~phoresccnce. from 
Ch~ which,;eek In coolml and t1eslroy him. the wbicmtU<:1Ul ru<:U. H g1M»lly 111;111 ",'udl "'"lI~1 no !>IH'dow), 

KONRAU 
The BeaSlman WIIS not 
much rHller than Konrad , 
bUI it scemed far bigger 
because of il~ width. 
COI'ered in th; c~ r.:ddish 
fur. il wn~ I1lso clad in 
pieces of rusty armour 
which WHe worn 
seemi ng ly IiI nendom. 
pud arounll its I'PI belly 
was a belt from which 
hung a ~nri<!ty of knives. 
s~ws Hull cleavcrs -the 
toob uf a butcher. 

They both frul<:. slaring 
at cach Olhcr. Thc 
momcnt s t rctchCd into 
cternity. then Ihe bein~ 
rapidly raised its right 

arm, in which it held a ma~~i\'e ue. 11 roared OUi a hlood 
curdling war-cry and hurtled low;vds Konrad, 

"Thl! n/VJ'/ ;/IIr;gll;"1: I/~' 1/f!"I!/vpmf!,,1 infimwsy .. , ~ 
Malcolm ~.:uwllrtls, Hritish Hook NC"-li 

SHADOWUREED 
The hone sccmc:t1to kl\Qw ui>Ctly whal it must do. and Konrad 
dill not havc to think abolH C(lmrollinl: il. Neilhcr lIid be hltvc 
to Ihink aOOt11 kilhll!:. Ihal came naturtllly . 

The Schulle" .:allIC rrO li1 both ends uf the va lley. They 
auacked with insane fren?y. incited by Ihe now of blood. 

In a maner of minute~. Konrad .~ hed a.~ milch t>I('IoO(Ias "'a~ 

spilled during 8 Sl\Cri licc lu Khomc.. His swuru swung through 
the night, slushinll anti 
slicing. nnd the bronze of 
the bln!!e lUmel1 10 blood 
as the Seast illen tUf!l~LI 
10 corpsc~. 

"Gnm .. s IVnrkshnJlllas 
Jlel'ped i/llt) Ihe-/ray 
".i,ll C/ sf!rits o/nol·tls,,, 
pm log .. lh.-r b)' p.-opll!: 
... 1wr.(lI/",ri,,! ... The 
$(I()Iler IfI()rl! rt,';t"...,s 

urge genera/filii IllS)' 
n(uiers In lal;. .. a ~d:. .. , 
litis uriu. lit", qukur 
Iltf! wobbf!r,. 01'''' lhis 
1)Pf! o[book lI'i111w 
hml:tll do" II ... " 
John Gil~r1, Fur 

KQI'TlId and th", Alldurf orlico:r gal.cd at the terrible scene 
which confronted them. 

Lil7.enreich Dnd U~InDr 
were nail cd hy Iheir 
hands and feel 10 the 
ground, their l imbs 
outspread ... T h ey 
wrilhed in ngony, but 
were unablo.: to vuice 
Iheir p~in because th~y 
had been gn2gl!:d . 

Humbo and Owarf loy 
eighl feel apart. 
Bet ween them wns 
room for another 
crucili.\iun ... nil four 
iron nails markeLi wlkl'l: 
the third victim's palms 
and ankle~ would be 
hammered 10 Ihe rock -
and Konrad was the 
inttnded 103Crifice. 

DRACHENFELS 
H\' J .\ CK l'EOVIL 

Abuvc Iho;lII. Iho; [Orln:S) .;)f Drll l'ho;lIfd) )\uod ~gllinst tho; 
crimson sky. it~ scven turn-ts titnJst d:y ..... an1 like the taloned 
fingers of a deformed hand. 

Thi~ wa~ where their 3d\'enlure ..... oold end. in a fooren older 
than the Empitl!'. and darker thOI1 [kalil , 'Ille lair of the Gl\'al 
Enchanter - Drachenfcis. 

With the help of GenevicI'c Ih.: vampire. DCIler Sicrck. 
greatesl playwright and 
impresario In the 
WKfhalllU1cr World. 
ullcmpts to recreute on 
stage the dc" th of 
Orache(lf('; ls. the Great 
Enchamcr. But the lk:ad 
do not skep so easily. 

"Crtat [1111. a fall and 
lI'i/,)' hadulagl.' drnllln 
lI';lh l'Ontl/irt'S all/I 
""J//:>'trl,hrOll'n in 111(1/ 
nny 101·tr o[ [nnltll)' or 
hQrror would filJd 
dllllrillg .. » _ EUllene 
Hyrne, Vellut 

. '" lhororcshbrrd, 
JupitftUllural tuil'tn/urt. · 
John Gilbe-rl, Fea r 

11'VJl 



BROMLEY 
~ 

GRAND OPENING 
SATURDAY 3rd APRIL 

8 BROMLEY MALL, 
BROMLEY 

Tel : 081 4660678 

DOORS OPEN gam! 

NORMAL OPENING HOURS 
10am· 6pm Monday 10 Friday, 

9.30am • 5.30pm Saturday 

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

Eg_, Buy BJoodbowlllnd Mighty Empires 
and get Dungeonbowl FREEl 

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

C3.99 BUSTER PACK FREEl 

otrv", open aU d.y (whill Slacks lasl). 



SATURDAY 17th APRIL 
12 TUNSGATE, GUILDFORD 

NORMAL 
OPENING HOURS 

lOam - 6pm Mon 10 Fri , 
9.30am • 5.3Opm Sat. 

Doors open gam I 

BUY ANY TWO REO DOT ITEMS AND GET 
ONE YELLOW DOT ITEM FREEt 

Eg., Buy Warhammer 40,000 and Space Hulk and 
get the Wllrhllmmer 40,000 Banle Manual FREEl 

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

£3.99 BLISTER PACK FREEl 

Offers open all day (while slocks last). 



I- I' 
Orcs & Goblins is the lates t 
volume in the exciting 
Warhammer Armies series. 
This new supplement is packed 
with illustrations and includes 
background information, a 
history of the Ore and Goblin 
race, and a comprehensive 
Bestiary. There is also a full 
army list, special rules for Ore 
and Goblin forces in 
Warhammer, and a selection of 
new magic items. 

WARHAMMER ARMIES 
ORCS & GOBLINS 

This book is an invaluable companion 
to the Warham mer game of fantasy 
battles. The hi slO ry of the O rc and 
Goblin races is described at length and 
details lhe rise to prom inence of some 
of the most fearsome Ore and Goblin 
Warlords and their voracious quests for 
power and glory. 

Army List : The comprehensive army 
Jist for Ore and Goblin annies includes 
Big'uns, Gobl in Wolf Chariots and Orc 
Boar Chariots, Goblin Wo lf Riders, 
O rc Boar Boyz. Savage Orcs , Night 

Goblins, Forest Goblins. Trolls, and many more types of warriors. Fiendish war machines such as 
Rock Lobbers, Bult Throwers, and Goblin Doom Di ver CUl<lpults arc also covered 

A full list is provided for including hcroc.o;, shamans. and monsters illio your army. A separate section 
describes some great Warlords of past and present. including Grom the Paunch of Misty Mountain, 
Gorbad lronclaw and Azhag the Siaughterer. 

Special Rules : Cumplete game details arl! included for all Ore and Goblin weapuns. devices, and 
unusual warriors includ ing Doom Divers, Squig Hunters, Big'Uns, Snolli ng Pump Wagons, Night 
Goblin Squig Hoppers. and many more. 
In a ddition: a large and colourful selection o f 'Eavy Metal phoTographs of 
the Ore and Goblin armies painted by Ihe Games Workshop figure 
painters, and a complete batt le report featuring OrcS and Goblins in battle 
against DWlIrfs. 

Games WorIcshop. !he GaI>'* WO<bhop logo and Warh3mmof as. reQislered I ........ ' ... 01 Gat\'lIlS Workshop 
lid. co Ga .... WooUhop lid. 1993. AI rights reserved. 



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

modeUcrs compete for the honour of wilUling 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 tiUe of Golden Demon Award Winner 1993. 



GOLDEN DEMON '93 
Golden Demon '93 is the Grand Finals of the 1993 International Citadel Miniatures 
Painting Chnmpionships, and this year it's going to be even bigger and better than before. 
The world 's best painters, along with thousands of their beautifully painted miniatures will 
be at the Sheflield Arena on 2nd May 1993 to compete for a host of prizes including the 
coveted Golden Demon Slayer Sword which will go to this year's supreme painter. 
There will be numerous participation games where you can come along and join in. All of 
the miniatures and terrain are provided so just turn tip at the table. In addition there will be 
special cxhibilion games where vast armies will fight over stunningly detailed terrain. 

The mammoth Games Workshop, Citadel and Marauder 
miniatures retail stands will be packed to capacity with all of 
the latest games and forthcoming miniature releases. 
Stunning displays of the finest fantasy art will be on show 
lIlong with the latest work from all of the Games Workshop 
designers and artists. They will be more than .·eady to chat 
about your favourite game or answer any of your questions 
concerning the hobby. 
Electronic A rls will be there with the completed version of the 
Spacc Hulk game plus demos of their two new games featuring 
Orks and E1dar. 
And throughout the day therc will competitions, quizzes and a 
host of special events taking place under the watchfUl eye of 
Commissar Bone. 

• AI)(wc: Commi~SM Dom: takes tho: s tand. 

• Tup r ight : The gigantic Space Mllrint gall K'. 

• Oppos ite: A bau le 10 decide the rOle of the Empire. 



GOLDEN DE/o,10N A WARDS 

Clockwise - tnp tn tKInnm: 

• Some of thoe bril1iantly painted flags lind b"U1ners 
on display. 

• Crowds around the 5~d painting competition. 

• Hundreds or gamer,;join in thoe fUll . 

• A game of Space Hulk in progress. 

TICKETS AND HOW TO GET THERE 
With Golden Demon fast approaching, now is your last opponunity to buy a ticket for the world's 
premier miniatures and fantasy gaming event. Entry to the event is by advance ticket onl y. 111ere 
will be no ticket sales on the door. Tickets to the event are £5.00 and can be bought by either: 

1) Dropping into your local Games Workshop store or 2) Phoning the Mail Ordcr Golden Dcmon 
Ticket Hot line on (0773) 7 132 13. All mail order tickets are post free. 

All G3mes Workshop stures wi ll be organising 
speci31 coaches 10 the event, so contllct your store 
manager !lOW to book your plAce. 

SHEFFIELD ---ARENA 
The Sheffield Arena is one of the largest and beSt­
equ ipped exhibition centres in the country lind lin 
ideal venue fo r the Go lden Demon Award s. 
Transport to the venue could n't be easier with 
excellent road lind rail links, 



I!ACI 
THE ASSAULT ON 

BARBARIUS 
By Mark Watts and Richard Hemwell 

This month 's b~,ttle is a bitter struggle between an Imperi ~lIl Guard army 
commanded by Mark Watl., and an Eldar Warhost led by Richard Helliwell. 
The battle took place near to the now devastated city of Barbarius Prime .•. 

Fo'" /110mI'm. ajler Ihe prelimiJlllry oomburoml!nIl'rllff{J. /I 
... as um:fllmil,. qr,ier. Now /hill Ihe IhwwcrollJ roar fJ/rhl' 
Hn.lj/isb IJ//J ~rof!ped. IIIP. silcllC( UI!/IU!ilIlIIIIIIS/ /Q rillS ilr 

Komi'f.rkl 's tars. He ral.fed llis lasgu" "en-OllSl)" 10 llis 
shou/dn ond. leulring forward against lire rim 0/ the 
lo.lho/e, sighlcd a/01/8 " ~S barrd. A (he st(l/lrred Ihe 0111'11 
(lfin helU'UII Ihe dly',f cdgl' lind Ihe rubbi/'liis sIQIIU/('h 
lil(hfnlcd w/t/, a mi.lWre 0/ fcaf and unlidp(Jl;(m. Th e 
enemy ... tre OUI fhert. He cOllld st".It il. 

Belrillli Kwulmk.llhc lIi, ,Wlddell/y I'ibmll!d wilh /hl' rl){lr cf 
~lIsinl!$ (IS lite cr ... ws of lit I! Sh",/"", Sl1,tlrds ulld Sumll 
Hammers drol'l! /hl!ir .ru/lt',-he(ll'y wnks Into pnti/ion. A 
hidt'"JIIJ gratlns so/lIId assuul"d his tars ('~ Ihl' I'drkles 
U/fshed and pawdl:'red '''1< ",I,bie belleulit Ihe;r Rrem 
lror-h. Tltl! ('''rlit shook bt'neatlr Ihl' mOI~.,mltr tread of" 
Nl!oVl'r n'an, Thl'ronte ... n Ihol Corpoml Sm~go hod fl'ft 
h<,llIlIud fm~cariously 011 Ihef(),rlroll!'s edge IlIntbled lind 
fell bock i/rto l/ie pil, TlrC' lillie nUll! C/fr~wJ liS his supply of 
Iwrljied drin~;"g lO'a",r puddled iI' ,hI' c()ld hard I!orlh. 
Kllmi"sH refused 10 IH dlstrar-ud. lie comilll/td 10 sltJrt 
imelltl)' oil/word, (I,r ifhi! lif .. de{H'IIdtd on il. 

All "IOIrg lite I//Iperilll (il/{milinl~ h .. k,I"II' "il' {tl/a", 
IrtxJ~rs 1I'0111d IN dnifl$ Ih .. sume. II was tht'ir job It) hold 
Ihls ptltch of srord,ed .. arth asuinsl Iht' fOt' WlWleV('f Iht' 
COSI, Hill:h mrm wo1l1d be quIRinali', 10Sl ;n his tlwuShu, 
wonderilll: wluuher Ih e nUl Irour would brillg dl'(I{h or 
slary. &ch IIf Ihem I<'oliid fNo l/tillkif,g of Ihl'lr hom ..... ,orlr/ 
XenIJph()n. Elich I1f 'hem would bt "'elllderi"s if Ihey /rlld 
,ro,I,,'ed Ihe cold glllf ~I ... U" .Itars o/l/y 10 dit' l,ul! In Ihe 
frrJSly Slreel.l of 8aroarl"l'. 

A CMU lilt' open I]ro""d i" frl1n1 of Ihr /lUlled lind 
Ilblllldo"t'd I",{ace IIviMllg "">I'~d sm'e II WfIr scrllp of 
porc/etnenl, bll1",,, by lilt' chill IWf/ltem wind. At litis TIlIlStl 
Krlllritrslci kilt'''' he OOll/d hll lilt' Pllpu Im.fil)" If he watllt'd 
/rI, bill th, illgfajn .. d ('Iw/i()" (lcqllfred IhfOlltl" elldl.·u 
SlTutfightilig III tilt' plllSlull'orr/(/QrJ of /tis hil'ewllrld 
Itflll/e wl"lIt'd IIIIU;'1.<1 II, Yt'lIrs (If 1;11118 'II'or omid lite 
$hlldo ... ), 1II1111 ·madr call),()n,f of Ihl' Powtr Sec lor had 
IIIII8hl him II nmpl,. ml!': 1l!'1'l" "f~e away your po~llion. 
,lillll his fiRger I ... ilr/ .. :ri, Pari of him .'rtl",!d all)' rtll'm'" 
from Ille dl"r'(IIifrll lel/Jiml, Ally IlCliOlr SUllied priferabll' 1(1 

1M, '!:IIdlclS 'II'(Iilin8, . A 

"'" 

Ill' .,..alcl,l'li Iile ruined bllilding 11'(",/)', ... alldt'rillg iflilefat! 
skulked InsIde II,,!m, 8rokt'n wimlaw" srart'd blKk III /rilll 
tikI!: ,tiglrll"ssl7luckfllg eye", The ski~ beMeell M.t silallilltr 
blades crawled His Imllre b()/i), fell rigiti, locked, 
lIlI/ie/pating Ihe slwt l/em mighlkJlI hillL lit' forfftl hitn$l!/f 
10 1 .. 1 his bremll out quidly, realising eme(l.triy thol h .. It(ll1 
1If1!11 hoidilll> il ill, The III, IIwt'd cklm (1/11/ Mid alld eltllr, 
He m/s .... d II//! m"'llllie lal'l/ of Ihe recycler, fwd lilt' 
countless Jrems thaI filll!d Ihe /ril't Dlmospllcrt', II!' mi$Sfd 
1I01'In8 II //Iell1/ roof 01'", Ihe ",oriel, He ffll exposed hu .. 
belU'(llh lite cmd billt' of II II: ()pelt $~)'. He 11d<1 bell" mid 10 
\\~I,,'h Ih,. sky. 11,e elle",y ntighl desnmdfrom ii, 

The EMf" 1I'l'rt' OUI Iher .. , alrd Ihe,V .. ·ere alit'n. lliffeFt'III, 
IncompFt'henslble, Thcy miglellO<Jl; l'tlguely hlllllllll, btll Ihey 
Will'll nm, 111ey spoke diIferem/)', 1~~"1I1t1 diffl/remly, The)' 
eWlle front /I diff .. "'fli mlillft'. allli ,~Gminski /wIQlI8I.d to a 
socil!ty 1/1{l1 itnd lallghl him to hi. ,lIlSpiciollS of IHWpie JUSI 
from 0 diift'rt'llf sm:et, They ... ..,1' illfidels; IIIty did "')/ 
belittoe /n Iltt' Empuor, TIll' Ihl1u,III of IbM bI.upllllmy 
almf)$IIQ(1k Kamillski's brelllli away, lie .... ondued wl/al 
mt'TC)' h .. ('ould expect to rectil,t'twnt a f()lk thaI did nlll 
~/fe\'~ illlhe I'roll!(:lor <,Jf Mmtkintl', Nor IIII1CIt, hl'lhflught, 
Imd flull did /lot jnclint' him 10 slm • all)' IIIUCY himself 

~1..txI4, Iflfl'tlr SlreSIl )hOlllt'/, Kt,mi/lsl:i'!; lIaz.ejollrl\\'ld 
Iht' corporel!'!; poilllingjinst'r. r .. $. IIIings "'~rtl mo,'illS, HI' 
COIIId set' ~mllll, sitek streaml lnt'd I'ellililu slidinS 
I",n/l/urall)' acrl'SS Ihf grollllil. Great flIn~s ,~klmmcd 
Ihrough lite /Iir, Strtlngt'ly I"m f,'url!d lI'arriors lIIol/td 
ullloll8 1ft .. ",i/l$, SIIimlllcrin8 jil'ldr of polychromatic' lixbl 
IIIII/rltted Iht' preSfnre of some/h/lll' big iI, 1/": diSWllct, bill 
"''l'II as he II'fl/C/rt!(11/1f fiflds dund:d alld lllijl,d, /Tol/bl/lls 
Iht' eye mw IIl{lking /I I'irrr",/ly impa$Slbl .. 10 l'l'l' w/!tIIllle,' 
co,ruGll!ll, Th' hair ()n th .. bad 0/ Kamitr.rkt 's nl!ck JlVOiI 
()" cnd.ln lire nriddlf' of lite enemy I {II~ Ilf .fUIt' II glllllfjigurt' 
c/"'r-hillg a blood-dril'/llns spe(//', The llIfJ;e alien 1/lin8 
IIlrn .. d ilslmnrlns S"~on /rim ell/d Kaminski's ht'em allllMI 
.rrQP~d. He kllt'w Ihllt if 1.:"">1' he' fmJ lookinS m ;1 and IItI. 
st;lI.w"l iu Irrrifyitl£; f"'Y and bfllOlflust. Kalllilll.:si 
whisl'"".d a JIrITfer IIJ Iltt' £mptm'~ IIIICI.'r1oillt'Vfl! whelhc~ 
tilt Proll'CIOr could ,WL'C him from II,is apparirion, 

"FITt' Cli wi/l," Strl.'gtl ordert'd , KI1It1/nd:! /{udt'tlllo 
enroltfase/llI:III, 1/I$}11I8" sqlletud Ih", ";~ger, Ti,e 8m/I!' 
lifH,ublJriru hUff be/:lIr/ 



THE GAME 8ACKGROUND 

Thc CJ!IICt rea~on~ fOf tile Eldar stri ke 3~ainstthe Imperial 
worltl or Barbarius arc unknown . Random mitis o n 1I0man 
worlds by Eldar pirates Hre 1101 011<:0I1HI10n, bUllht forces Ihm 
Inunclled this aunek uppo:ar to hal'e ~,()1l1e frOm AlnilOC::, Qne of 
the oldcst and mO_~1 resp«lcd of the Eldar nanwurkl~, 

Who knows what provokl:u the Eldllr of Alailn.:: In movt 
against II human I\'Ofld? Inquisition wun...:. ha\'e .ptCulm .. ..:j 
IhHI the cause of Ihe raid may be d irec l ly traced to the 
disturbance of cenain archaic ((lies 1'Cl1.'nlly discovered on Inc 
plallel. 

A pany of Tcch ·Adtpt~ had broken open Ihe IIneicll l 101l1h­
com pi e:>. known A~ fht Male of Kulhul'an lUld re moved 
aneflll.-IS Ihal appeared 10 hove been of Eldar origin. Virtually 
every member of the: cxplurnlory pltfly died uoder mysterious 
cireu m5tllnce~ shortly artcrward~. Within weeks civil 
tlistutb.:1oI1CeS !lad become etwlemie 00 Barbarius. l1«eS~italing 
the ~plo)'lTK:m of dcrncnts oflhe Fifth Xen<)phnnian Guard 
army and Iheir supponing Tilan legion. TheS<' " 'cre swiftly 
joincd by warriors of the Uhramarincs who PUI down thc 
upriSing wilh prompl hlld COllllnend3hlc dispatch. 

1uM H~ thiS crisis wn~ n,'cned Ihe Eldnr 3rT,,'cd and dCIII311drd 
Ihe relum uf Ihe artefncIS. cln iming thut they wcrc ~piri tually 
dangcrous to thcir human finders, TIIC Imperial to"emm quile 
righ ll y rcfused to s urrender Imperial propeny 10 thcse 
arrogant illlcrlop<: rs and re fu~cd 10 I j ~tcl1 10 the word~ or 
inlidd~ concerning ~pirilual dangers. With 00 ]'II'O\'ocmion!he 
Eldar forct5 launched an :\)suult on the gOlwnor"s pa lace III 
the capillli c ity of Borbarius Primc, thc vcry place wben: Ill..: 
EIU:i.r relics wcn:; stured, Mas~;I'c 10.~~ of life en~ucd, Planetary 

Ti lE ASSAULT ON BARHARIUS 

Govcrnor Hildcmar Bo rgcn was killcd in the lin..: of duty 
while lead it1¥ hh palllCC gllarrl agaiMllhc Eldar. The allack 
was drh'cn off btu heavy IosSd " 'ere incum:d. 

Rcinforcemcnts we re rushed 10 Harbariu$ Prime in timc to 
counter Ihe second wavc of the Eldar att;\d:., This lime the 
aJil'ns 111111 returned in l11n.~~ive force, O nl y prom]!1 <lclion by 
Imperial Fieltl COll\lnalldcr Zhuko" ~Qnld savc the day, 

Since the ",lease of Space Marine ~nd it5 supplemcnls. " 'c'\,1: 

been ]'Itaying 10l~ of games althe Siudio. somc of which ha\'e 
been publishcd in While D"'Drf as battle TeVOrlS, The hl st 
game I!o:lweel1 M:uk and Richard pitted Ihc forces of Chaos 
Dgain.~1 an anny o f Spal"C ~bfjn..::S. !'olnTk usually fi!hlS wilh 
his OW" Imperial Guard army, and so when the opponunll)' 
arose 10 usc his fa, 'ounte Spacc Marine amI)' again' l a force 
of EhJar, he j umped ~ I Ihe cMnte. 

Like mO~1 of Ihe Space ~Io r; n e lamcs we'vc played, th is 
wOIJld hot :I 4 .000 paim ~aHK', TI ll: IIdvsllIagc of a gume Ihis 
siu Iwer largt.r poinl games i ~ Ihal il rorces. you 10 c hoose 
carefully the. lroops you re:llly n-eed In get the job OOIlC. ThiS 
poso!,~ 1iOmc interesling luelielll problcms, aM lhe size of the 
gallle ll1e~M you should be: able tu l"Omplc[c il o"cr the COUI'llC 
of au a f'tc rnoon or Ion cvcning. 



THE ASSi\ULTON BARBAKJUS 

THE IMPERIA I. GUARD ARMY 
(Mark Watts) 

An Imperial Guard army i i 
baskully madi' up from large 
comJl'lnies aloog Wilh • range 
of accompanying ~upporl 

unilS. Top of my hq "·as an 
Aninel")' compan)" _ w.th 1111 
th(tse barrage weapons at my 
disposal I wou ld he 3hle to 

~o rte n up areas o r ~ t rong 

o pposit ion at long range 
before my grnund (or,·cs 
arri vell . The trem ad\'mntllgc 
the Imperia l Basilisks und 

$iege monars hal·c ol·cr othcr ruces' ~"i l1el")' i.~ their high save 
modifier. On II'erage. half the buildiugs you hil with these 
weapons lin: likely to come crashing OOwn. This factor alol>e 
should make your opponent think twice about ocpluYlIIg his 
infamry in t~ 'co,·a· of build ings. Anaclled to Ihi~ company 
were my Dcuthstrike mis~iles, which wo;tc looded with multi . 
hamlge warhcltd~. Although Ihe resu lts from these weapons 
are sometime~ u liule unpredictable, for a mere 2.~O points 
tht:y arc a mu~t for any Imrerial GuanJ ann), . To protect my 
anillery from f •• t-moving el()<;t combat troop~ like Eldat jet 
bikes I bought II tktachul(:nt of Rough Riden;. 11lese woul<1 
act as a mobile reserve. able 10 n:ck:ploy rapidt y ttl engage any 
cnemy unil' thnt gOI behind my liu~s. 

My Ile~t Iwn ~n«b. the Tactical an<1 lleavy C(lmpllni ll$, would 
prol'i(].e tlte iJulk of my cOMiderahle number uf illfantry. A~ 
long a~ I coul<1 gct tltl:- neav)' platoon~ into ~lrong pos it ions 
with good fields of fin:: they should be able to just sit tight on 
fi rst li re and pick off Richard '~ I'thicles if they try to mnke 
pop-up att:1("k$. 11Icy wOllld al~ hal'e the job Ilf laying down 
~upporting fi re fur llny attacks I made. The Ta.;tica) company 
nlone eonsls tell uf Ihiny StOll<1S oflnfmllry, plus Ihe comman<1 
stands. prolmbly more infanU}' than the EldAr will he ahle to 
fieJ<1 fur Ihc ",hole battle! I)espi,e their Close Assault FlICtor 
(eM) Q{ Lero. tlley should be able to win :I.IIy small wmbats 
simpl y by ganging up agains l Ihe enemy stnnds. As the 
TlICticaJ com["l~ny W!IS so largc il would be able to SOIlk up a 
llli of fire hefore It broke, mnking it an ideal (ao<1 cllpo:n<.labh!) 
unit III ~penrhea<1 my .1ltack. A SenTinel Suppon raru fur this 
company provided I~m ",ith wme ~pccdy mobi le force.o and 
an Ogry o SupP"On card toughened up 'heir clllse eombar 
ability. 

Whnt 1 really ",:~lIeli now was some weight to throw in wi th 
nJl l he~c infnnlr)·. If you w,mt weight you can' , get heHI·ier 
than Imperial ~u pe r- heal'y tanks. I decided 10 Ul ke two 
cllll1panics of these. The lin;t wou ld be a company of Stom! 
Hammers. whusc four ooule C/lnMn~ nnd 1'!lSi aJT:Iy ofbulters 
make I~m devastaling at shun rangc.. T~ tanks would he 
used to adl'ance aloug.side Ihe T~Cliclil cutllPIlOY or nc t ns 
mohile fonifi,·aliun). ti:!Uoi nins nn !irsl fire Ilnkl1i tu 1I\)I<13ny 
ohj~cli\'c~ I caplure,j . f or Il l)' other henvy tun\; company I 
chose Sha<1llw Swords. The~e an; onc vr my reol favourites. 
Their a"'C:>QlllC volcano cannol\s.. wi th thei r high sa\'lng Throw 
modirier and h)w to hlt roll in~pires gn appropriate :unouut of 

fear in any uppurICnt wi lh Titan:; In hiS arm y. No Impcrilll 
force "<OIIld be complete wilhout a Titan IItld as Nei l, OO~ of 
the ·E:wy i\·Ieta] milli~lt1re pnio lers. had ju~1 fini shed a nice. 
heavily arme<1 Reaver, I opted to include that in my army for 
an lldllillOnal bit of mobile firepower. 

Th" unly thing my pnn)' IlICked n'lW wa.~ a quick. stnle furce, 
so I turned to the SPl'l"C Marines ,100 5tlceted an U1tr.ullari,l(: 
Scout company supported by th ree Thundcrbawk £unships. 
With a highly mobile fm:e like this I cuuld snatch oojcelh'CS 
or make li~hlcnlllG .nllCk~ nn n1\)' of Ri~ha""~ weapons or 
veh1c l e~ thaI might be cau siul~ me prob l em.~. Fo r e ach 
Imperia l Quard Company card I seJcl· te<.l (c~e llld ing the 
Scouts. as they alll elnsscd as SPfl'~e Mnrines), I autotl1atic~lIy 
received n free commi~~ar ~t ~nd Wi th i ,~ RC«Impanyin£ Rhi no. 
Not o nly can you use commissars to take control of any 
IIetadllncnts I'''hose command stallds an: kiJlc<i , bul as they a~ 
an exceptiun lu the normnl Chain of Command ru~ 'hey can 
lead attacks while the Compauy ,~ommnn(1 ~tands stay saMy 
altlte mlc\; . 

THE IMPERIAL BA'.-I'LE PLAN 

One of Ihe mOSI important decis ions for nn lmrerial Guard 
eotl1l11nmier li es in the initial <1cploymcnt of his t((lOp". On tilt 
whole, tho; ;lOuy is ,·ery slow mnlling :Uld Ihi~ means thm it is 
vcry h~tlI tu eorrc<:1 IIny budly deployed units onl"C ,he 1:~ n1e 
has" ~t aned. My oo"ic plan " ·as to move all my troops imu lite 
best f'O!'i tions for fil1it fin: by the e,1d of Tum One. After Ihi~. 
lhe only \ln its I intende<1 to move wuc: the \."()ml)a 'lIe~ and 
delachme ots [ ha<1 cltosen to b(: responsible fur capturing 
ohjeelil'e.~. As most Ilf lhe Eldar nnlly woo!<1 be attempting 10 
engage my delRchment~ in close ':ombat. thc ones on ftrlil fi re 
would have ~ b\;lIer chnnee of k.illing uff thcir oppo nents 
before the hllocl-tll·han<1 combat took rlne~. Failing lhi~. my 
numerically @"reater Tacticalinf"" lI)' ",ould rJmpJy attempl 10 
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THE i\SSAULT ON BARBARIUS 

,wamp their opponents and win the combat b) ",eight of 
number9_ 

As J l~ullln'lllope 10 malch tile Eldar army for speed. I knew 
it was likely that they woulu ~'apl\ln: mosl of lite objectives In 
Ihe ti rs! fum. including the ones thm appc'lIreu 11) bo:l quile dN:p 
illto my side of lhe ~11l1 . Howel'cr. J dedded not 10 worry 
aboul thi s 100 mudt ~s I eoulv ~h,·ay5 re-c~pfUre the Ii!!htly 
held ones later. 11.$ well ~s usin~ \he Thundcrhawk gunshi~ 

and Ultrnmarine..~ to sna tch any ungll<lllkd on~) on th,· other 
side or.hr; board. 

H~ving woo 1m" dil'C- Ihrow for chQice of fDble edge J hoo to 
think. 10011 and hanl abou t which side J wamed. Allhough II 
was lempting to go (or Ihe mO.n cover I reasOllcd I.h~1 a. Ih.;. 
Eldar were likdy 10 be doing the ~lIacking I would lUke the 
mon: open side IU 1;1\'e my troops a bcucr field of fire. E"en 
toongh I had tbe far l:1Jl!er army, I dcciOcd 10 l'Qrll.'elllnue my 
fon,.",,~ where I fell tbe (lbjeclive<i wen: thkke~t. and drew up 
my OOlll~ plall accordingly. 

I deployed the Artillery company and ~ uppottin!! Rough 
Rider5 in the centre (opposile Ihc IlrCIIIC~1 eom::entrntion (If 
building.~) on the ,"ery edge of the table in mit: lonilline with 
lh~ Basilis k. dC I;t.chmenlS on cilher end. Ry pUlling the 
m~~imum distance between ca~'h whick (6em) I wOllld he 
ab le 10 CUI dmvn on M)' losses caused by area tfT~l1 weapoliS. 
By placing the m as fllr Jw.ck 11$ po:s~ihlc. my artillery could 
SlilI hit mosl of lhe tabk, while tlIRking it impM-~ible for the 
Eldar jet bikes to reach me in the first fUm. It was lhe tllSk of 
the Tactica l and Storm Ihmmer companic) tv capl\lre 
Ob;"'Clil·c.s 3 ;t.nd" And I placed them to the righl vrObjttlil'e 
6. DChiml and to Ihe right of these forccs. the Deuthstrike 
mi ~s ile s waited for the order 10 scnu their Itwlti·l)RrrBge 
warheads arcing fowArd~ the Eldar lints. 

I placed one detachment from the Support compan y illiu Ihe 
buildinl1 cvntailling Objeclive (i, lI'hile anOlher detachment 
d~plo)'~d oulskk in unler 11,1 charge forward and take control 
of the building on the hill direcll ), in front of them. Thc 
relllaillinil d(;t~chmel\l stood al the hclll(lm of tht hill on tht 
len , beneath Ihe shadow of tile IOwerinc Reaver TitAn. 
Alth(lugh ~ Iightl y e'xpoS«!. both Ihe SUPpOrt detachment Al td 
Ihe Real'er had ~wceping fields of fin: across tho: centre of the 
ootllcfield alld around tbc opcn ground ,n front ortbe Imperial 
!l0\'emor's p;tJacc. 111t Senlmcls ~taltdHlg by the edge (If the 
ma~h were to adv:mce on Object;I'!: 7 (", ilh a comml~sar 10 
lead Ihem) in order hJ prol' j,1c me with rhe few exlr.l l'ictOJry 
points thai I was sure 10 11~,<:d on Ihe firs t mm. 

Behind Ihese IInil~ ~Blthe mOn~ t rous shapes of the Sha<.luw 
Swurds with their awesonle volcano cannonS. These ~ uper­
he~vy baltlt lank~ 1.I"0ul<.l ~ it on lirsl lire, taktng 0111 Btl)' 

armOllfed F.ld~r 5kimm~rs on pop-up allacks, or. should the 
event arise, 10 dcl il'erlhe killing blow to any Titan that stTa)'w 
wilhm their rnugc:. 11le U l lramarinc..~ in their Thundc:rb~wk 
gun~h;p~ were in orbit above the planel waiting for ordc r~ 
fr()nl the commander on the battlefield. 

Thisju~t left me to position my two d use (~mbal uni ls. Ihe 
Ogryns and tlte- Hough Riders. I wnnled the hulking 08r),n5 
dos<' to Iny Taclic1l1 iufantry when Ihey Dllaeked the p:tltlCe so 
Ihat Ihey could <.leal wilh any stubborn defcnders lIS well as 
prOl'iding a formidabl e defence When th t Eldar cuunte r­
Hlhleketl All I had lefl 10 do was place my remaini ng 
commissars ( rhat [ gOI free wllh my Company eDrd~) in 
p05iti(ln~ Where rht lighling aud c ~~ua ll ics wOllld be Ihe 
!hid:ut, ro i n~pi rc my army should they stun IU doubt Ihe 
oniuil'otcnee or the Ernperor. 



TilE ELDAR WARHOST 
(Richard Hclliwcll) 

It 's been four months since 
my IllSt banle WIth f"lark. and 
ou~·~ ~ain 1 ha"c taken up the 
challenge of u gume of Space 
Mur ine. This l ime t ile fiJ;ht 
will be a );~in~ 1 Impnial 
("Tees, wil h 111 ... lI,i01e! the 
!!Idar fnrcc5 U de.~cribed in 
the H .. ,t~8",11'~ ~ltpplemen'-

Right from the ~l nrt, r knew 
this game would Ix: a majur 
chalkn);!.'. Mark i . wl.'lI-n:rscd 

in the Il,o;e: of Imperial Guard - his own lmpenQJ (jU:lfti Pffil)' 
hat been 1U1>ed AlmoS! [(I perfect'Oll ()ver~'OUnllc.si baul('~. ami 
his basic stoueSY of holding bock ;ant! bombarding the hdl out 
an opponent is tirelessly dcmuctl\'c. On the olher hand. 1'1] be 
lighliog with::m army quite new 10 me. The IOldllr are on ann)' 
o f IIwc'ornc power ""ilh lin Mr~y of Ulltl5\J~1 Olla d('adly 
wcapous, lmlllicsc new powers IIIU~I be l1I:wcrcll. (actin need 
to be changed and fresh .~tr~legies for01e(\, This i~ ~n anny 
very unlike O1y 1"lIood i\ngel .'ipace Mnrine1;" The HhlM sec lli 
u) be a jad, -of·aIHrades aud yo u HlUst learn 10 maSI.:r a 
combination of I~Clics in order 10 defem your en.:my" I 
pmcticc(\ ~o~ new srmleglO:s Ily figlll;n~. few bA llle( wirtl 
Ille I::ldarocforc we played Ihis gault, \\hich al~ !;av.: m.: thl: 
dllU1("C 10 II)' OUI all the exotic EJdar weapons and work OUI 
wllich 0Ilt$ would be: Ihe mosl dfc:eli",c agalMI the Imperial 
GlIard" 

The first company cards I picked were Illret I:.lrtnr Hosrs: the 
Winli Rider Hos!. an EJdar Falcon Host Mnd a Guardian 
DdcmJer Warhust" These were to be the core of Illy llnny, and 
with Itlc Wind Ridcr~ Dnd FDlcon,,~ I plnnne(\lo Dt1<lck the 
tl nnks of MlIrk"s s IO\l"- rnO\'ing Impcrin l GlIurd. 1 could have 
taken the Eldar W.u-hust in place uf the Defender Wamosl and 
tlllO Ehlar Falcon n ost" bur for IhI: eXlrII fifty points I (!ccided 
to lake the equh"alent of lhe Warhosl bill in two $eP/'nlle pMI$. 
Thl~ allnwe<1 me 10 19keJlll e..~t.-a Special card, :ulli it GlI\e me 
the nexibilily of transpor1iug ilifalllry sland~ in Ih.: Fakon 
~rav- tDnks without havinE to keep both the GuardiJns and 
Faleon5 togelher" Laler in the gamo: , eou1<1 ,,~ pllt oflthe 
Falcons for attacks elsewhere Oil the board" 

With three Company cards 1 cuuld nuw take up to three 
Special e;uU.~" 1 decided to take alllhree. and e~ a Wllrlocl 
wilh hi s prolem psych.c power~, alld the E.'lI rch~ w;th their 
CItCCJ!Cllt clos.e combat score anll IK.wuful an;:i~nl undllCt 
wcupuni" The last Special can! had to be a Titan" ;md for Ihi~ 
bilnle I chose a Warlock Tillln" The p~ychie IInllCk~ nre wonh 
the equivalent of a Warlock" and \I' ilh the l'sychic umcc the 
Wllflocl h ~ furmidllbk war ma~"hinc that can mind-wipe 
anything ~rll!ath il~ barmge"lt should prove to be un excellent 
\I."eapon ngoin~1 the Imperial Gw.rd mfllll1l)' Mnd Yehicles" The 
Til3tt williliso ~ armed with la~cannUII" mi~~ik l:tullchn 
\I"ing,,' umJ un Eldar power fisl. enh;tnced by the :uJdilion of u 
bauery of Shuriken CDnnon in Ihe fingers and ' knllckle\ ' 
which 8t\'e.' il II polent mngert caPAbility as well 

THE ASSAULT ON BARBAKI US 

AS the Ellillf llrlllY j~ mainly paintc>! in the ~uiours uf the 
Aluih.><: crafmurld I look the Aiaitoc Scouts as u Fr~e curd, 
ror my other Free cnrd I cllosetlll Avnlnr" li ving Cillbodimem 
o(lho: r:llIn,' wa, god Khm:: la Mer"hll KIt,tine - the bluvdy­
handed Coo 

~eDu<;e I tOOk the I-):arch S,lCCial card I had to talc at least 
IWO Aspttt Warrior SUI'llOrt canis" This \I as n"t much of II 
restriction as I wanled to take the Dark Reaper.! anyway to cut 
down lhe Imperial (jullr(\ hcfore rhey gOl into range wi th Iheir 
0\1' 11 wcapons, ~ wdl as lhe Siriking St"Oll,iul1s - truul)S the 
Impc:ri~t force~ can"t m~lch in clrn:e comb~t" To provide 'he 
nnny wilh somc bartrlge \I'capons 1 look OIlC Warp HuntCf and 
t\\'o,) Doot1l\\'cllvcr ~u:wrons" FUI" buth tt1l.'~ ' ''chidCli th,"re is 
al\\'~y 5 a high dUllce of thdr weapons deviating from thdr 
chosen tar,~IS, hut thi.~ i~ no prohlem wh~n lighting l1lo~~d 
formnliOl1~ like Imperial Guord - rhe remplatcs nrc 'n"re thM 
likely 10 lond 011 lOll of Otle enemy formmion or DllOlher! 

To provide 111)' troops \\-ith sou\(c a<kk:d lil'l:I)o,)\I"cr I chose I\I\) 
ami·grJv l~amllJll Support l"ards" Tbt:y are quil': dll!ap" :uuJ 
would he ~h1e to keep to Ihe had and provide eO"enng fire, 
For the \Dme re"<;OII I loot a ()emhSI~tker Prism Cann"n, \I ilh 
its adckd abilllY to make pop-up &tt:lcts. To :JCe04npan) my 
Iroops as they :td,"an«'li into enemy position~ I took the war 
walker5 which con provide bolh long range fire Illl well O~ 
deHtljy s han ronge lire with their scnner loscR" 

The IIiSI tWO wcapon~ ore Dmong my fov()lIrtte~ _ the 
,"lbroc31lUons which can plough through milks" buildings and 
anything else in lIteir way" and lite Wa"~ Serpents" which can 
be uscd for either of 11'0"0 rotc~: lra n~porting I rllop~ in 
rc"~on,,bje sofcl), or HI Iheir \I"capoll mode, firing off their 
}hidtJ} an>! laying waste to all in their path" 
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TIfE PLAN 
J WIS undaunted aner losing the dice roll for table o:d~e. 
tx-~'ause in this instance bolh sides ,,'crc very ~imil ;J.r. and 
ailhoogh Mark had g~ foc the ~ide. wilh rhe hlll~. Ih is gave 
me lhe side whh most cover la mIlCh bellcr place for 1101'"'uP 
aua~b). The cover would also ~dve me the opportunity 10 
creep forward willlom becoming:m obvi()u.~ 14rgcl. 

My p!;LIl wus rellsonnbly simple. J would plnce Ihe main pan 
of my force.~ in the she her of lhe buildings 011 Ihe left. with 11 
fll$1 Unn!;in/: 11118CIo;: f~ 0/1 (tie far nihl. It,) rollvw the tugc of 
thc cover lind SWlIOI' round inLo my uppon.cnl·~ left flank. 

r pluced my mllin force of long T3nllc wcapons. lhe 
Dcnrh~rnlk:er. D(H)l1lwcsvcrs and Warp ~1\lnl c rS, bcbintl 
buitdings a.~ clOSt!.IU lhe S<:l-up lint as pussible (2S,m fll)m the 
table edge). All of Ihese wcapons wcrc snfe behInd Ihe 
huitdln8~ and coo lct eitw make pop-up AUIICl.s 01'", in the case 
ot ])oom"cavclS. lire indir«tly. TlIe laSl.'1lnnons wen" placc:d 
bet"'cen buildings 011 the Icft of the boon1. "here they wQUld 
be able to co,'er both the open ground Dnctlhe hill~ in Imperial 
lerrilory , l bc Dark Reapc!i waited in the co,'cr of a wood. All 
vflhellC lnutklli besan lhI: .!!~mc with fit'llt fire orders. 
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My enlire Wind Rider 1·1051 were mi~ed;n wltll lhc froot rank 
of my mAin r~, II docsn', nlllUcrifyOll pUltlVl.lp$like these 
out ill !lie OfM.'n on th( first tum. becauM" yOIl will always get 
the chancc to race them 10 cover before the firinS belin~, e"en 
if you don'T gCt ,he ,niTiative. My plan rOl'"tl~ lruops WitS for 
them to charge rorward lakin]; ",over around the hill nellr 
Objective 5. tlringing them inlo close comb.1l o-n Ihc ~ecoml 
mm. 

I planned In occupy the cenlre of Ihe lablc with Ihe Titllll, lind 
hold Objeclh'e 3. Froilltilis cenlral position 1 eQuid blast at the 
enemy troops as Ihey come oycr the hills. To pr,\\'idtl !Uppon 
and prtlLecllhe Tilan from 5uicide squads of Spacc Marines 
dcscending in the ir dmp ~hip~ 10 engagc n in cI~ comhm, I 
plllCCd the WAr walker 5quadrOll and Warlock close al halld. 

TIle Enn:h~, two thlrd~ of my G,,~rdiAn Defender W.rhosl 
and Ihe mighlY Avala r would all bej!in ~hind Ihe rubbl( 
surrounding Obje~til'e 2. Their order~ were 10 :ld\'~n~e 
forward to take the objectivc, and Ihen ~I down any Irool)5 
foolish enou&)l 10 cross Ihe open gro"ud in fro,lI of il. 

For my high.speed /lunking Pllack, r inlended 10 ,,~e my entire 
Eldar Falcon 11OS1 on Ih~ far rishl ofthe.tllble, supported by ~ 
Vypcr jet bike uniI.111<: Sirikilig Sl'Qrpions and Ih~ ~n1:liniUI! 
third of Ihe Guardian Defender WarhoSI lIould be carried 
abo.1rd Ihe FnIcOlIS. These swill uuils wQUI<J be able 10 follow 
the terrain along this edge of lhe boord lind :lIIetnpl 10 ~:LIMllre 
Objectil'C57 and R. 

Last of aiL I 1)laced the r~ EldaT SI:OUIll in Ihe woods below 
ObjeClh'c I where they coold pmgress 10 firing ~ilion~ 00 

lhe edge of lhe npen ground. 

ELDAR WAVE SERPENTS 
O"e of Ihe I!IdaT's stmngesl and potentially be~t weapons 
is the Wave Serpenl. Thi~ troop·carrying \'Chicle conln,n.~ II 
powcrful warp energy generalor Thol form' II protective 
and lmpcnclmble wall of force thaI il pushes OUt ahc:ul of 
it. Altcrnativdy, thc Wave Snpent can {orgo Ihe 
protttiion of ils shield for a lurn and Opl 10 usc Ihe warp 
\l'1I'e as an offenslye weapon As the Wavc Serpei'll fires J!l 

thc orders phase, before allY order COUlltelS are placed, il 
has Ihe polentialto cause immense disruption 10 your 
enemy's baule pl ~n, With forelhought It's ponlble to 
I;."e.s~ where your 0PllOn(nt will place his besl unil~ (1ik~ 
Tilans) enabli llg you 10 deploy your Wal'e SerpenlS 
opposile them, With good dice mll~, the \l'ave wHi hit Ihem 
before they move and 101'1& before they can fire, Any 
moocls lIt1: wa~c pa~SC$ OVI.'f arc pushed aside and may do 
nothing for Ihe resl of Ihe 111m. In addition. Ihe force of lhe 
WAve will cause II hit on a [)('i roll of 4. 5 or 6. Once the 
W~~ f,:. S"'fP"IlLS h~l' rued their shields if I OCSL to !nove 
them inLo lVYer. possibly wilh some clO5C com));,L troops 
around lhem 8~ pmtCCIIOl'l AgAinst ,'engeful R"~ 

Richard used Ihls nbili lY 10 good effecL in our game when 
he found h,~ WII VC Serpenls opposite m)' l)(:a lh~lrike 

missiles. Nne only did the resulting wa~~s deSlroy IWO of 
the launehe,~, bUI by hilling part of the Taclical 
detachment in fmnt, he prevemed 11Iem and Ihe ct'Immnnd 
stands next LO them frol11 moving up amI Lakinj! ObJccllve 
5. luckily for tne, ~ nearby commissar was able to speed 
over and secure it fmm the prowling Eldar jet bikes until J 
could mo\'e the Infllll1ry up in Tum Two, 

.. .,,, 
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TURN t 

TURN J: THe HEAVER TITAN ADVANCES TOIVARDS THE 
CUMR GUARDIANSItND F.XARCII5. 

A$ the Irnpcrilll afmy rolkd into 11M: oulskirlsuf OtIC ~Iion of 
lh~ cily. th ... mtlar force $wepl down frurn Ihe encircling 
mountains and hills towards the olher. The Imperial Guard 
had barely got 10 their ~Ianing pOdliM~ when 1\ 1m!,);1 of WllfJl 
energy from !he Eldar WOI'C Serpents crashed into their lines. 
A Tactical infantry delachmtinl that had ~c:n advancing 
through th e. ureets loward~ OhjeCI!VC: .5 !lever .~ BW lhe 
Shimmering wave o f force as illapped over and around a 
building 10 their frunt und crashed down, sweepins li ve of 
them aside as it rushed paSt , Ikhi"d them Ihe air was rent hy 
exrt O$i"n~ ns one flf Ihe WBI'es 51mck Ihe lkalll.mike mis~ile 
de tac hme ll l, des lroying tWO of them Ile fore II finally 
dissipaled, 

Their impene lrable 5hields t,emporarily gone, Ihe Wave 
Serpents withdrew to the shelter of a building on Iheir lefl. 
Dropping down from their pMition in low orbit two 
'l'hunderhawk gunships streaked ol'cr tbe banlcficld towards 
1m: EMili" lines, With the pn,,'ci~ion Uuit unly YClln ur Illiining 
can achieve Ihe gunships landed directly behind lhe Wave 
SerpentS .nd n squad ron o f Doomweavers, sending Ihe 
Ulu-ant.armc SCOUIS charging inlo COlilbat. 'The following figt!! 
was short bul bloody,lUWJ altho\lgh 1111 the Eldar ,'chides wert 
destroyed. Ihe Scouts' casualtie:> ""ere higher than expected. 

'The Eldar Wind IlosllOOk 10 the ai r like J vast swann of angry 
wa.~ps a~ lhree unit~ of jet bike.<: and one unil of Vypel'l' ~ped 
across the open ground past Objccli l'e 4 and behind the COI1:f 
of the hill beyond. One unit of jet bikes separaled from the 
main body and dived in low tov.'ards the ruins of Objl!i:tive S. 
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As the skimmer.! ~pproaehed, CornnuSSl!r Voig. leapt fmm 
his Rhino and da~lled into cover amidst the rums llmund Ihe 
ubj<:<,.1i~o:. As he I'IU1 , he .~ueeled off 3 bur..t ufbolter iiI\' tJt3( 

SCn! a jet bila.' spillning down to tile. ground in nnme.~. 

The: remu;ning uilli of Vypcr jet bikes Ihnl had Ilccn deployed 
un Ihe olher flank by ObjO:~'li"O: J skiuunw o,'cr Ihe t~top~ 

before di~p~aring behind Ihe woods on the hUII.!rial side of 
Ihe OOIlIe/leld, Rising up from tM:hind the hill with them. till­
Eldar Fakon IlosllllU"o:d tuwllJ\ls their plnn.\ed nhjective5. As 
one detaehmern of Falc:ons landed behind Ubjective H, thcir 
h.uehes eracked open ami lhe Striking Seorpions leaped out. 
~culllin!l forward into the cover of rhe trees. The Olher 
dctachmcnts of Falcons both peeled off and dropped OUI of 
sighl of thc Imperia l army behind tbe woods in frooi 01 
Objettivc I. 

In lhe ccrnre. rhe AVMar slOnned forw;mltowanJs Ihe ruins 
with his hunour Guard of "-:tarchs aod t\l'O detachments of 
Guardians follow ing in his wake. Towerin, above the 
bMtldield, the War lock Thall slrode forwHd as Ihe war 
walkers daned nimbly bel ween it$ le~s and sought Ol,ltlhe 
protection affurr.k.'<I by Ihe thiek palace walls, The only olher 
Eldar movement eUlnt: fronl lite IInti-grnv las and vibrocnnnon 
Imuerics as tbc:irerews guided them betweenthc buildings anll 
began selling lheir tMgcters on rile rl i~! anl l mpcrial fOTCe5. 

On Ihe Imperial right, wtth half of the Tactical detachment 
~t ilt 5tunned from the WIve Serpem 811aek, the remaining 
'ICIuad.~ dashed forward to join Cummissar Volga amidst tlte 
ruins around Objective 5, Wi th a deafening rumble ot clIl!incs 
till- ma~sive <U1uOIJr-clllrl forms of the Storm Hammcili creslell 
the hilt. their turn:\s swinging round to brin" rheir bailIe 
eHnnon tu benr nn tile mdnr, 

In the dark shallow5 of Ih", towering SIOfill Hammers yel 
another detacbmenl of Tnclicnl infantry charged OUI from Ihe 
buildings tow811h the paillee, Ilotuing their III~noons onto 

their shouldclli a d<;oo:hmcnt of Support Jnfamry ~prin led fl'll' 
lhe co,'e r of the eentnol boilding:s, lIut Oil Iheir heels , the 
Ogryns led by CommiS5ur Ihrak m:cupicd the adjacent 
building. With Ihe Selllillels stortin!: the edge nf tile maffih Qnd 
securing Objcclive 7 on its !en Ilamk, Ihe Kca"cr Titan strode 
forward low8nls rhe cmlen; in ord,~r to gel a line of sighl on 
tlte ~hirnl1tcring form of rhe W~rtOtk Titan. 

Shulldering flom the massi,'C recoil of rheir h igh explrn;;vc 
she1l1, the Imperial Basilish began 10 rain death upn" the 
,,-IMr Guardians in an anemptto db,lodge till-III from the ruius.. 
The Eldar oorely had lime to rnke cover hefore the !lCteeehiog 
shells rain~d lIown onlheir position bla~ting tWO Guardian 
~uad~ lind nn E:tW'Ch from llll- rubble. TIlt spirit or baule now 
begull to flow rhrough Iheir hlood a~ the surviving Exarchs 
poured firo: inlO Ille Reaver Tit~tl . With a blinding fI:lfC lhe 
energy beams look duwll one y.:!id shield aflcf anolher, 
~lripping Ille TitHn of its protection. Taking advantage of Ihis 
silllat ion Ihe n ark Rea~B in the woods fired their mhsile 
launehen only to see their ~hlm. ri cochet off Ihe Titan's 
~,. 

Vulnenoble without il$ shie lds, Ihe Reaver began 10 ~ lIrnet 

m<)1'e fire. A shot from a dislant Prism Cannon slammed illiO 
the Ti lan's lell. weaken ing il$ annour and causing e~lo:nsiw 
d~magc , TIn,< W~rlock Karltedron lricd to use a Pyschie Lock 
10 immohili~e the Titan. but it); sil:c and ~~onlpJc~ily defc/lted 
h;ll1. A shot from Ihe Warlocks aceompanying the FalcOIl 
gR'-Ia/lk mel \I'ith similar failure. 

An Imperial Support detlehmem in the building overlooking 
Objec tive 6 littll It hail of shots 3t the Eldar TitHn bUI Ihe 
de;.dly he~ms failed to find thei r target amollgslthe ~vnrllsini: 
mull i-eOlollrtrl ~hard_~ of the W~rl(JCI, Til~n' s holo-liclll . n ,e 
awc~ome Titan rcturned /ire on it:. Hggressurs w; lh i t ~ wing 
miss ile launcher and 5ucceo:do:d ill bringing Ihe build Ing 
erashinG down. cru~hing all the troops inside it. TItt: Warlock 
Tilan's awesome psycannon and power fist Shuriken ClInnon 

HI'1I (.'OMI'IINYOI' S,(OR'\/ IIAMMeRS R&AOf THe CNF.S1' OI' TIIF.IfILL 
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only m3n~lIcd to kill II couple of Tactica l infamry squads, 
although it~ wing-mounted laKannon lIIanaged to Ilit Ille 
cxposed RC3\'Cr in il.~ Other lcg, fU5ing lilt jointlllogether and 
crippling it fUr1her. 

In reply, crimson beam~ ~tllhllotd nUl fmm Ibe Rca\'Cr'5 turbo 
lascrs but only 5uccccdcd in incinerating some. trecs and 
raining flaminl! foliag~ un the Dark Rcapcr~. The Glitiing 
BID.~ter wu equally unsuccessful at gunning down the few 
remaining Guardians in the ruins . The carapace-moumcd 
warp missile sped tow~rds the Warlock Titlln but pllssed 
hllrmlessly Ih rough its hnl n-lield.~ 111 explode in the dislllnce. 

TIle incnmin1! fire against tile Eldar in the ruins intensified as 
the shells from the nther derDehment~ nf Basi l isks and 
Bo mb9rds WOfe joined by the lascarmons of II Suppnrt 
det~ctllncnt :md tWO Shadow Swords. whose vo lcano cannons 
\'apnuri.~d hrick and flesh with equnl ease. The ruins 3TOlmd 
Objcctive 2 became strewn witll dead and d~'ing Guardians as 
tile ceaseless tOrrt:nL of fin: stripped awa~ what liLl Ie eov~'r 
rem~incd. 

Rising slowly at!ul·t tile balllefield the Eldar Warp lIunters 
searched for a .s uitable target and hegmn to hring thcir 
powerful weapons to bear OtL Ihe Imperial line. Wi th a grelll 
sc ream Llle ai r ~plit open as a ..... hirling blad: warp ho le 
appeared ~mnn8.~t tile massed Tactic~l infantry and Storm 
Hammers on the till! Ol)pnsite. I)e~f'he lis huge bul t.: . the 
command Storm Hammer was unable to i,'"S(apc the yawning 
abyss Ihat opened up in front of it. and ..... ith a squealing of 
locked tracks it wa.~ ~Iowly draued forward. As suddenl )' as it 
Ilad appeared the ..... arp oolc \·anJ-shcd. takin, the. st'IJCr-heav}" 
battle tank with it and !cuing bt-h..iml ~ few St'allered infantry. 

A rising howl preceded tile opening of anothe r Wlirp hole 
funher do"' n the banlc line, but apan from knocking n few 
men to the ground :mil giving the TlIClieltl tktaduoent reas-on 
10 thank tile Emperor it had lillIe effect. Beron~ Ille Warp 
Humers could sink back do ... n bellind Ihe buildjng.~. one was 
engulfed by It Inll~ s i\'c explosion tllat sent burnlllg detms 
r.lining down inlo the ~Ir«ts below, the volcano cannon from 
thc Shadow Sword on tile hill h.:Lrk ing its deli:rnt reply. 

More trouble loomed for the Storm I lamJnCfS Dnd Tactical 
infantfY h Ihe sUIIHghl glillered off tile monn-filament wire 
tllrnd casl by the DoomwclIvcrs. As the thn:ad slowly floated 
down panic brokc OUt ~~ in(nntrymen scr~bbkd to avoit.l the 
deadly webs. One of Ihe Siorm Hammcrs remained 
umJaruagct! as Ihe Ihrcat! s licerJ only panly 11lI0 Irs thick 
armuur. but the Tactica l d~laduu~1II commallder was fl ayed 
lIlhe by rhe .desecnding weh. The anti _ gr~\' lascannons 
unleashed a niekcriug Siorm nf In(er benms " 'hich bLucd 
arounrJ the Other SlOnn 11311HlItr . .\Coring a succession of hits 
on its armoured Ilu ll a.~ well 01.5 51riking down onc infant ry 
squad. Some ~hCMS hnunced nff. but nr leas! one found II weak 
SI)()I. selling off a series of explosions lbat crumpled tile giant 
\'Chic!e like ~ ellild'stoy. 

TURN 1 VI CTORY POINTS TOTAL 

IMPERIAL GUARD: 20 

ELDAR: 33 
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TURN I . THe ULTRAMARINF.SCOUTS OV~:RL\'H~:Ull'HEIVAVE SEfWENISANUlJ<JOMIVEIIVEXS. 

TURN 2 
Kno"";n~ Ihe Eldar Wind I1MI on their righl flank was poised 
tv 5trike, the order \I'em nUl tn prnteetthe Lmperial aniLlery 
3nu super- heavy ballLe tanks from any surprise 8118Cks. 
Srrurrint Iheir moum~ inlo O1"ion. the Rough Riders raced 
~eross 10 form I protecth'e ~creen around Ihe doseSI 
detachment of tJasi lisks. Ultram8rine Scoul Commander 
Douval and Commissar Varl prepared to sell their Ih'CS dearly 
pmrecring tlK last De:ullMrike launcher. As a unil uf jet j,ikcs 
~kimmed in low. rheir Shuriken cannon kicked up gouts of 
earth aroulld the feef of too Uhmnmrinc communder. Hi~ own 
return fire failed to find auy victims. ~~ rhe t':ldar ~kilfully 
OOdgcd ami Wl'8\'o:t.L oot ofrhe way. Likewise the Artillery HQ 
drew in dO)e around the Bomlmrd~ in order to fend off any 
furtlM:r jet bike allllCks. 

Two more lIrlits of jet bikes $Cre~mcd out ofthc sky and dived 
down to engage the Tactical uetachment Ibat bad muvcd up 
imo the ruln~ eonraining Ohjeetive S. The hopelessly 
oulclassed infantry fell tike wheat before thc EldM scythe M 
the riders gunneu down their upponenb. UnoowC<.l amungSI 
the massacre srood the stalwurt figu~ uf Commissar Volga. 
With controlled hurst.s of holler fire he di~patched IWO bikers 
befun: neatly s~tcppinl: and dec."itar;ns IInOther with hi~ 
chain~""ord as it sp:U past. hl~l)ired by his heroic e~ample, lhe 
~Llrviving Tactical infantry leaped up from rheir cover ;md 
began linng bock at rhe hike!$, tlringin! down two more. 

H8 ~ml: set down their ~uDd5 . t~ Thunderhawk gunships 
Ikw ulT to look for suilable tlll'gets 10 strafe furthcr alOllg the 
Eldar line. Ilalr the disembarked Uhr.lITiarint: Scout~ sturmt:d 

forward into rh,.. building containing Objcctive" while thc 
others engaged Ihe an ti -graY vibrocannons outside. The 
bui lding ""as taken witnout rcsiSllIflCC, but the Eldar iun crew 
ruu~ht back furiwsly. IJUilig une ::;quao of the &:outs before 
two of the ~ibrocannon were destroyed. 

S~'Cing the gUII.hips hurtliu& 10",lI/d5 them. the crew of Ihe 
anli'gnlv lascannon spun tho:ir W"'lIpous LO bt:ar on rhe rapidly 
looming fomll. Befon rhey could fire. oue of the gunships 
opened up with it~ rocket~ Iud haulecannnn. blnwin! tWO of 
them 10 pieces. whi le ils bolter shd15 harmlessl)' tore lip the 
ground behind the last Doumwea\·,..r ~uaW:un. The "-,maining 
la~c3nnon~ locked nn tn their targel~ Dnd both gunships 
exploded in mid-air as rhe laser beams cur rhfough their 
lighlly armoured skk s. 

On the uther siue of th", bllulelield. the last Thllliderhawk 
gun~hip streaked Dcros~ the ~ky . l anding on the hill and 
c~p\llring the unguarded Ohjecti\'e I. The IJhrtlmarine Scout~ 
spilled down from rhe access ramps os soon ~s the gunship . 
touched dowu and look up defensive pu~itiul)s on the hilltop. 

As the gunShip pa$$c<J overhead (he Falcon uet3chm";lI t 
c3TTying the GUilr<Jians raced "fler thent . When Ihe f alcons 
l~nde(t. Iheir Inscannuns provided wvering fire for the 
Gu~rdians as they joillc<J ill the attempt to clear the ScoutS 
from the objective. Nearly invisible iutheir camdeoline COOlS, 
rhe Alait()C Scouts lying eoncenled in the wood nt the foot of 
(he hill began pitkin, otT the ~urv iving Ul tramarine Scours. 
Under this accurate and Illlenlles..~ fire the Space Marines wefC 
vinually wiped CN\ with only one malld lefl by the cnd of t.hc 
,,~. 

On the Imperinl right. the Vypers behind the hill brol.:e off and 
bunled back tnwards Objective 4 in an allempi 10 dislodge rhe 
Ult ramarine S~'uuts in tht builuing. Guiuiug their s leek 
skimmers in dim:, the gunnen te r loose a hi1 of lire frum 
their Shuriken cannons. blbting out win·!lows and riddling the 
walls but failing to illflictlWY clI~llIltiCl> . 
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OrlCl." again, the Doumwca"cO' ca~t locir deadly w\:bs !Ig.unst 
lhe lasl Sionn Hammer Qnd Ihe remaining Taclical infanlry 
JXlSl\loocd on the hill. Fale ulIcn'cllCd And the Impcnpi force 
wu Sftved from fuuller casu~ l lic~ by ~ bl~sl of willd which 
c~uKhl Ihe crud gus~~!II ... r slr.lnth and blew lhem a .... ay from 
Ihe ImperiDlline .. The war walkeNi ~Irode OUI fmm behind lhe 
palace, inlending to /:un down Ihe Tael ic~l iufantry as they 
crossed Ihe upo:n groumJ .. Tu t'n~ure Ih ... ir surv i\'al, Ihe Exan:hs 
poured fire inlo Ihe ~urvil'ing Sionn I lammer in an auempl 10 
knock il Qui before It cou ld annihihue the fragil e walkers. 
Dcspilc Ihl; fMelthMI Ii,'c ~hut~ erllshed ,tgllin~1 ils pbtcd hull. 
they 1111 failed!O penclMe the bltlilelan1.:'s Ihil·k annour. 

A~ the Storm HanUllcr's guns began lu swing ruund lu bcar,on 
the wllr walkers. the Warlock Karhedron quickly summoned 
up lin Eldrileh Storm th~r hurled Ihe 5upcr .. helt\,y bllulel~nk U) 

unc ~idc .. A be~1Il uf tlilcr d~rkncss lh,shcd fruUl Ih" last 
hu\'erinl!; Prism Cannon and punched Ihruugh the tank's 
IIrmour, cau~ins II series of il'llernal explosions Ihlll left the 
Storm Hamnlel a blackened wreck. Yet again II S hadow 
SwonJ's gUll crew sllOllcd the Eldar skinullcr before it ","oo ld 
drop b:K:k l>ehind the building and lin accurate shot fmm its 
volcano cannon hlew the Pri~m CantlOn OUt of the sky. 'rhe 
Warlocks' FalcOft made a pop--up attack, SIUIpping off a shot at 
une of the Shadow Sword~ bul failed 10 hit it. 

Once again the Imperial Arllllcry company opened up, this 
time ~witching their fire to the Warlock Titan. Repea ted 
bamlgn fmm the tWO 8a.~m~k dctachments crashed around 
the towering glanl. ·llIi5 time the Eldar Ti tan 'S sophisticated 
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hulu-fiehh were uu prOlcctiun and il Wb c~u):hl by the 
thundering rain of high explusive 5hclls. In II shuwer uf sparks 
ils right wing was blown off ano sen t ~pinn;ng aClms Ihe 
b~nlelield, Its holo-ncld generarors desrro)'ed, Ihe. Warlock 
Tilan's funn sudd",nl y ~'W I~sced into II clear alld solid shape. 

In response. e\'ery availabl~ Imperial weapon lum,'d tu fm~ 
this vulnernhle new t3rgel.luSI as Ihe 1"'0 Shadow Sword$ on 
the Imperial lefl opened fire. the one nearest the m~rsh was 
deslruyed by II seri~~ uf pup .. up allads from the Falcuns 
IIround Objec ti"e R, Onc of Ihc s hols from the Shlld ow 
Sword_~' vokano canMM paucd hormle.s., ly hel\veen rhe 
Watiock Titan'S legs while the othcr scored adirtet hit onthc 
reac tor, T he impact of the ~ h\ll nal·kcd and buckled Ihe 
:tnnour plating. oot miraculously did no other damage. 

Wirh Ihe walls of the huilding ree~11I1y p.ocle .. marked by:t 
series of !lear ,,)i sse~ fmlll the Darle ~eape~ in the "'nod. lhe 
SUPPOrl det(K:lumml added the hefty "eight of fire from their 
I;ucannons 10 the attack on the Eldar Titan. Those unable to 
see lhe Ti tan clearly fired on tile war walkcf$ sending two of 
them loppling 10 the ground in sheets of ftame, Ftve shots 
struck home un the Titan, hitting both \If its arm weapons. but 
yet again tiM: Tit:tll 's hc:a,·y lU'tnOIlr prevenred any damage .. 

Limping fOl"Ward. lhe Real'er Titln'~ G:ttling bl:lSler stitched a 
line of ~mnl,;ins IIOle~ acrM~ rtle Warlock T itan 's right h:tnd 
SIde, SMuuing vilal oompoocnls and causIng its power fi5l10 
seize up .. R:tvtning bo:ams lanced out from the turbu i:ut.T and 
punched throogh Warlock TilDn ' s he:td. damaging thedclicalc 
infinny circuits. 

. .. 
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Swarming OI.It from ~hind (he woods a unit of Vyper jel bikes 
lIew past Obj~~· ti\'e 7 and e ngaged two Imperial Sentinels 
while the othtr~ rose up 10 allllek the Reaver. The Titan 
,wlIlle<.l twO of the bikes out o f th~ ~ky like insects but tbe 
th ir<.l managed to hit the reactOr causing a temporary shut 
down. ~ Vypers dC5tro}'«l both the SenlineLs but a hail of 
fice (rom Ihe unenE3,ed sucvivGn blew the bikes from the 
sky. 

Baltcr<::<.1 but Stilt Manding. the Warlock Titan placed a Hoom 
on the Rea"cr as;t brouGht its remaining weapons to bear. The 
wing lascannons stabbed out . )tril:ing the ImpC'rial Titan but 
glanced off iI~ armour witho ut causing any damllge . The 
Psychic Lance sang a~ I bursl of energy e~plotk:d in the bri<.lge 
oflhe Imperial l italt wiping the brains of lhe crew completely 
c lean. With an o minous groan Ihe Reaver swayed and then 
pitched forward. crn~hing head first inlo the ground. Wllh itS 
remaining wing- lIIountcd weapon the Warlock barraged the 
T!IC1ieal detachment scunying It\.TUSS theopen ground towards 
the pal~ . leaving a s moking hole where two squad s had 
stood. 

Eager for revense. the Support infantry by the mar~h 
concenlrdtcd Ihe ir heavy weapon fire on Ihe Warlock 1' iI311 . 
Once more. thtl 1'iulII·s armour SIIVOO it fmm the VIL~t amount 
of shots hut m·o managed lu lIl'nelnlle Ihe al~ndy weakened 
plat0.;5 of the reaclOl", causing it tu uI·erload. For what seemed 

like nn eternity the Tilan'5 aUtUSY~I<,;mS ~trugi:led In p~\'enl a 
meltdown Ilnd eve munlly managed to brin!; the dant~ i:ed 
real'lor back under control. 

01lCt again the form o f /I Warp Hunter appeared abuw the 
buildings, signalling Ihe appearance of anolher warp ho le . 
T his l ime il bu rn into c:~ i ste1lee witbin the waUs o f Ihe 
build ing on the hill. A~ Ihe f~bric of ~~lity wu tOm apan, 
the fr~gile struCllIrc collapsed in nn itselr. killing the 
occupants instantly. 

Amid the burning battle lanks and Doomweuver webs that 
littered lhe hillside the remnanls or tnc T.ctiul detachmelll 
a<.lvlm~"Cd down the s lope, picking ofr Ihe last war walker as 
they went. 

Anuther shell from the Imperia l bombards hurst among thc 
ruins around Objec tivc 2, blowing Rpnn 3n Exareh and a 
GURrdlnn squad. The Guuniians· rtlum fire killed one or Ihe 
exposed Tac t ical infnntry sq llad.~ in front o r the p818<,;c . 
lIow1ins OUI his rrustrlltioll al not being able 10 reach hi s rue, 
tile Avalar hurled his spear. scanering anOiller squlld. As the 
wcapon returned 10 his hand, the AvalW' screecllcd in fury as 
he heard the psychic messllgc from lhe Warlocks ordering thc 
~trea l. 

T URN 2 VICTORY POINTS TOTAL 

IMPERI AL GUARD: 56 

ELDAR: 26 

TURN 2: THE IMPERIAL FORCES MWANCF.IN THe CENTRE. AS TIfE ELDAR HUSH OflTro MEETTHI::M. 
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TURN 1: 11/e UUNAMAN/NE SCOUTS SEf7.E ORJF.CTIV,.: I UNDt::R II£1i.V)' fiR! FRO.lf TIfE EWAH GUAR/)/ANS ,INDSCOUTS. 

CONCLUSIONS 

THE IMPERIAL DEBRIEFING 
Dc5pite the: seemingly hll~ difference in vitiOf}' point 100al$, 
the bailie was a 101 cI~er than it seem$ at fint 1I];tllc,,:. All 
thre .. of lilY Infantry cl"Impanies were d ose to being broken 
and I would onl), have needed to Jose one more Shadow 
Sword to lo~e my la~ t heavy tank cumpllny liS well . 

One of the mon importantlhinl;s when yon play Space 
Marine i~ IO !;li ck 10 )'ouroriginal bailie plan- lIIaimenanreof 
aim. Se\'eral tinlCS durinll the: coorse 0' lhe game I resi~led the 
templiltion to deviate from my planned Stlllle&), Ind in the end 
I he lie\·c this paid off. 

Losing the initial;ve in the >elVl1d tom ris ht .... hen 1 needed it 
most was a "" of a hlnw. a~ [ was forced 10 tompJ .. t~· my 
move mcnt with the Wind Host waiting on m)' nanks 10 
pounce on lin )· unprotec te d unilS. Lucl;iJy. h"ving plnyed 
Imperial Guprd before. r was well used to pla)' itll1 upponCIllS 
with f~5tcr-mol'l ng tmops than my~clf (he they Sp;lteMarilles 
in Thunderhu",,'1; sunships or Eldar wilh jet bikes). As D result 
I had planned for Ihi$ 50rt u{ siluatioo.llnd hlld held my J,/Oligh 
Riders bact Il~ a son of mobile n:scn-e tu pt\lIect lily artillery 
fro", surprise a\lacks. By using tlw:se and ttlt! command sland$ 
and Rhioo from the Artillery company I WI~ able to protecl 
the vehicles thai were wi lhin stril;iuS dist:mre of R1chard· s jet 
bik.es. This enabled them II) continue firing thruughuul the 

~olld tum and \·cry ncMiy brought about the downfall of ttlt! 
Warlocl; TiHln. 

As my Taclical company hud the Hb ility to $ustain 1\ Jot of 
cas ualties . and because I considcred them my Z[lU~1 
expendable: unit. they h~d been sel the Ulst of puming forwal"ll 
nlld capturin(l Objectives 3 and S. Despite their high l os~e~ 
1he)' succeeded in takiug the ohjectives and still rcmaiued 
unbtuk~'n by the end of the hanle (not by much. though). 111e 
SuppOrt company was unlucky to suffer such higll lo~ ~c:s 
(mainly due 10 Ihe tWO barrages thai hilthe. buildillgt thcy 
y,'e~ in) bOI still performed their pan exaclly as planned. 
laying duwn plenly offlrcpowcr Just where I nudc:d il most. 

My uoly two "tajor disappointments _thc fin;t r was unable 10 

nelUal1y do anything abuut - was the lleBth~rrl ke mi.n ile 
launchers helns dc~tmred befon: the game really started and 
before! they could launc h thei r mi ~si les . Being armed with 
mUlti -barrage warh..:~d s they coold have eaused unto ld 
dRmage lmongstthe Wind IIO!iI or Lhe Warlock Ti tDn "jth 
their·2 save modifier. Ob\'iously this was ellKlly the resolt 
Richard WII) playjn~ for. ~ r take my hm off to him wid 1001; 
forward 10 my chanc~ or re\'enge. The second was that tht 
Ogryns never managed 10 !;et into ~'Ombat. With the exception 
uf e llb~J::i lll: tlte AVOIM (whieh would have meantl"ros~i ng the 
open ,!!round in full viewof lhcenemy) none of the Eidareame 
dooc: enollgh ror mc 10 let loose my cliw combattmof!~. 

I lend nOI 10 use Sentinels vcry mueb in my own army bUI 
after tlM:lr ~terl ing performance in this 00111 .. I may decide to 
reconsider my previou jud,emenl. Thc comm issa rs . 
p~rtkullirly CommisSlf Voila who wa5 singlehandl y 
respnn~ible for holdiog uolu Objcctil'e j, did D gTem job. and 
had the I\d\'antage of being completdy free! 

."" 
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ALAITOC CRAFTWORLD ARMY 
A,-ala. WarWalbr Warp Hunl. r [ [£'Rlj 0 ® ~ WArlo(k I.lNanno" 
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The real ace in Ihe hole of my army. lind Ihe one I looked 
f....-wlll\llo u.iUIlIIMhl. w~s Ihe Thumk:rh~wk gun.hips IIIId the 
Ultramarine Scout. ( m;tinly tx-cause il would make a nice 
change fmm having lhem used ~gainSI me J. AlIh<M.lg h I had 
originally planM'd 1(lliII\'e them nnlll la ler on in Ihe Dau le I 
oonunil\\'d 1 ..... 0 or Ihem in Ihe first tum. As it turned out. Ihis 
\\'a~ ulrtmcly fOr1uilOu~. what with my losin~ lhe initiativc 
ami Ihe gallle ending in lhe second lum. TIle ;cIea was Ihal nOI 
ouly wvult! 1 1:cl rill 1,11' 1\ Doolllwcllvcr lIuli 1\ w avc Scrpo.;u t 
S<luadron (especially lhe W~ve Scrpt'nIS, aner whalthey didtu 
my DeolhSlrikes) but il lIo'ould force Richard 10 bring back 
rome of his bikes or f~ce Ios.ing more \'ebicles and O bje.::lh·e 
4. [n Ilt~ second turn J ncarly landed Ihe last gunship on Illy 
~ ide of the board 10 protect an nbjecti vc or my ar1iJlcry but 
sticking 10 my bailie ptnn [decided 10 lake Objcctive I and go 
forbrokc. 

UJu.:wbe. the Shadow SwQfds fulfilkt.!lhcir rule lidnl;rably, 
using lheir vukllno t~nnon$' long I"'~nge pum:hing p!)wer 10 

shOOI !town the mdar \'ehicles m~k;ng pop·up auaeks, lind 
were uICn!dibly unlucky nOl to gellhc Eldar Titan. l1le Storm 
Ilamm~n' fearsurne f<,pulaliun pruveli tu be their bane. as 
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IMPERIAL GUARD ARMY 
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they came under such inlense fire that one way Of AlI01hcr they 
flfilet.llo fire •• illille $hOt all baltic. 

The I(ea\'er , ' llan worked well ennugh. Al lhnngh s lightly 
outgul)ocd and II. linte unlucky it nearly proved more tban a 
match fur the Warlock Titan. The. impurtant thing tu reali se 
about the Rener and the Stonn Hammers is Illat although the 
weapons they carried fal1c<l to make A grea t impact on Ihc 
balilc Ihe 1I 111 0UtU o f fire. they lI11ract~d and absorbed was 
oonsidemble. Without them I could well have Io.~tthe bailie a.~ 
lhe ~Idar wmlld pmhnbly hAve heen free 1<'1 cnncenr rale Iheir 
lire on my anillelY and infaUiry instead. 

ELDAR DEBRIEFING 
At the start of Ihe bail ie, when the screen we usc to hide our 
set-up was removed, I wa:> ovcrjoyct.l to sce oneuflhe grealcsi 
thrtat~ to my amly. the Deathmikc miuile.~ . directly in front 
of my Wave Serpents, the one tbing Ihat could SlOp the m 
before launch_ Thh WIIS the beginning of whllt slartcd tu louk 
like a n e xce llent first turn . T ga ined the initia ti ve. the 
Deathslrike missiles were crippled ant.! the Reaver Titnn's 
s bie lds were ripped away in a series of shots frolll my 
E~archs_ 

However. CJlpvs.cd a$ it WIIS. the Titan just s tood there altd 
tuuk lhe punishment . Perhllps this was the rtrSl sign of my phrn 
crumbling. Titans CIn he $Cary Ihings, especially when Ihey 
are poiminJ:: veal bill warp missiles at you. looKing back. J 
IlUW realist that I bcxame ob.sesSed with de.nroying Ihe Titan 
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Th~ Ihin!!~ I enjoyed th~ nwSI 
nboul Ihe I!1dar army arc the 
unusual weapon~ wilh the 
ability 10 n1llkc po.1p'up alla<.:ks. 
as thest' can cause g reat 
annoyance to the enemy. The 
w~apon ) are sta nge an<l ne" 
and do lake a while to gel used 
to. I ch ink each one ha.~ its own 
mit 10 fulfill . Some are all1'lMl 
us eless aga inst certai n 
opponents while they are 
hrillinnt again~1 ntheB. 

TURN '}: VICIOUS IIAND·TO·/JAND FIGIITfNG ERUrrs AROUND OBJECfIVf:: .s. 

For eXllrnplc . the Warp 
Hunters have a wide range of 
H·a t\Cr. This cou ld mean a 
Warp Hunter tc mpl:lle go ing 
up to 24em off course. If 
yu u'r,' fi ); hliug HU Ork or an 
Impe rial Guard lmny thi s is 

early on ill che b3ule. I had longed to ~ee it crashing co the 
ground. 3nd thc fact th:u I had wiped oue ics shields lulled me 
inco chinltin& its cime hllli come Ml(1 r wos to be its neme$i$. 
TIle Tilall became a siumbling block Iv my plans: I wasti;(J rar 
100 mu~h energy blasting away at it. If Ihe Til3n had ~ome 
toppling dnwn DC tke .~tart nr the game when it WOlS f~ted 10. 

Ihen tIly firepower C()Uld h~ve been m\'ened co when! i! was 
badly needed. sonins out Ihe hcayy tanks and che Support 
inf~ntry . 

On my nllltU butll thejel bikes and Falcun gnt\"hm};,~ touk up 
ellcellelll positions IUld 1 was \'ery happy tu SYo'UOP duwn from 
my advantage poinlS onlo the " 'ftiting enemy. Againsl Ihe 
infamry tllcjet bil.cs dId \cry "'ell bul nm out of Il.ICk "hen 
Ihey came up M.J:ainSilhe oommissar, As ellj)eC.1cd, lhe Rough 
Rider.i fled from my jet bike aUack tv pTOlo:t:C the artillery 
making ic 31~t impos~ihJe, for me \I) I:Irgelthe anillery nellL 
1'he ~01lgh Hoiden win he hiAh on my list rOt a heavy barrage 
the neXI time Yo'e play, 

Outing till.' balll~ som~lhillg was made quite clear tu me - I 
needed ~ome troup~ 10 a~1 'IS a defence force again5t the 
swann of drop ships. If I were playing the gllme again I wl}uld 
do two th.iuJ;s differently. Firstl y. I would leave a number of 
jet bikes behind my Hnt's 10 protl!~1 the arti lkry vehicles 
vulnernble CO drop ships , lind secondly, I would have fewer 
vulnerable artillery p,eces Dnd a I()! more troops and jet bikes. 

By the end of the game, my plan.~ had come crashing 10 the 
ground, A samble to attack tile SCOUtS holed up in the building 
wi th Objcctivc 4. which would have gi\'~n me 1I chance to 
break the Scout company and regain the objC(:livc. came to 

ruins when not one of s hots agains c the: 11'0'0 Sl8nds in che 
building hil. This III)t uitch SctlIbblc to n:gllin yictury poinls 
clime too late. I should ha\'e Wgt'ted ~lting!he objecl;''Cs far 
more and although I find chis a bit pmey. I ~hould ha\'e kepi 
note$ 011 wh ich Imperial COll1j'18nies were abouc l(llneal( and 
then coneerurated on chern. With the full 3ltcniion o r Ill)' 
weapons broughl to bear I would hal'e broken !he companies 
and had a chance II'! sel'!d chern imo retretu. 

not II problem M you arc 
buunll 10 hit sOll1clhing in s u~h M huge 1I111 )S . Obyiou)l y, 
ag~il1st a Ius nUIllemU5 foe thei r effectiveness will be reduc~d 
. nny Rldar player WOMh hi~ ~DI! hn.~ C<l lenm che.<:e Ihinl!.~ e~ rl y 

on mid linllihe best lVe~polls 10 use agllinsc different focs. 

Tllese unusual weapons ate fairly cl1c~p In points Hn(1 flexible 
in \h~ numbt: rs you ~an buy. This means you C,;II lailur yoor 
speciaiisl wcapons 10 be approptintc for each ocw opponenl ­
nntl that's somelhing other plnyer$ would sell their 
gnI!l!ImOl.hers for. 

We ll . il '$ back to my Wrailht)(mt c ham ber fM me !O 
cunlemplate my lo~s and Mark' s well''''on victory, and to 
think 300uC nur nut hanle and my nut viclOr)'. 



Wurhammer Magic includes the 
following components: 

64 page rulebook conWilling full 
rules for L1 sing wizards ,lOd 
magic. a hislory of magic in the 
Warhammer World. mugic 
'Eavy Metal . II demiled spell 
l.'Ommentary. playsheet, and 
much more. 

135 spell cards including 10 
different spells for each of thc 
eight Colleges of M~gi~ ; 10 
spell cards each for the polent 
forces of High and Dark Mngic; 
plus spells for Ore Waaagh! 
Magic. Skayen. and for the 
Chaos gods T7.eentch. Slaanesh 
and Nurgle. 

Oyer 100 magic item ~ard.~ 

Warhammer Battle Magic adds 
spells, magic items and wizards 
to the Warhammer game. 
Special rules and unique spells 
are included for the eight 
Colleges of Magic: Light, Gold, 
Jade, Celestial, Grey, Amethyst, 
Bright and Amber, plus High 
and Dark Magic. There is 
Waaagh Magic for Orcs and 
Goblins, Skaven Magic, and 
spells for the Chaos Gods 
Slaanesh, Tzeentch and Nurgle. 
Magic items include many 
powerrul magiC weapons, 
armour, amulets and rings, plus 
statTs, rods and scrolls ror use 
by Ratti. Wizards. 

including oyer 50 magic weapons ranging in potency from the humblest enchllnted blude 10 the might )' Hell fire 
Sword :lnd the Hammer of Sigmur! Also 15 new magic sHlOdurds 10 fortify yOur IfOOp~ , mllgic armour 10 protcel 
your heroes, :lI1d an amazing selection of unique magical items such as Ihe Chalice of Sorcery and the Crown of 
Command. 

36 card magic deck: A specinl cnrd deck used to randomly deal power. dispels and special curds In the bauling 
wizards. 

Wamammcr Baltic Magic is an expan~inn to the Warhammer , arne of fanta.~y baule.' . 
A copy of the Wamammer Fantasy Banle game I~ e. ... <entiallo use the coment~ of lhi~ box. 
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TI-IE GAME OF FANTASY BA: 
In a war-torn fantasy world mighty armies clash in 
terrifying combat. Massed ranks of troops manoeuvre 
and attack, massive War Machines unleash their 
devastating power and mighty Wizards cast 
earth-shattering spells. 
Warhammer enables you to fight out fantastic fantasy battles on 
your tabletop. The box contains all you need to get Slarted in the 
Warhammer hobby. includi ng over 100 Citadel Minia tures 

Games WQfkshop Inc, 
3431-C Benson Aveooe, 

Bafinora, Marytand 
21227-1072USA 

(64 Goblins and 40 
Elves), a rulebook. 
a Bestiary book, a starter 
scenario booklet and 
full-colour card buildings. 
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By Kevin White 

Kevin White takes us through this month 's 'Eavy Metal pages and offers his 
advice and tips on how to get the best from your own painted miniatures. 

WO LF RIDERS 
Cublin wolr Riders are an e~cning and dall¥erous part uf ~ny 
Ore and Goblin honk:. T111...~ uew mininrures look great ()JIthe 
tnhlelop and will atkI a hard hilling ~Irike force 10 your arm)'. 

Befole you SUlCI . mak .. sUle thlt you clean any muuld lirt<:S 
lind hiu of flash frum your ,uiniaturt:S. Yoo Clln then "rnden::oal 
yuur mUlle ts wi th Ciladel MinialUn:~ undercoat Of cllr sprny 
p~int. Whcn this has dried, you are read)' 10 begin p;tinting. 

Fi rst, upply SOl11e Goblin Green j"Klint to Ihe al1:~s uf ..... puS<-"t.! 
skin such as Ihe hands. amlS. f~¢c ele. When Ihls is dry. you 
C~JI starl 10 hring OUI dcmi ls such as lhe eyes and mouth pnd 
cre~tl.': ~ hadow~ in the various eomnUfll of the bo.Kiy. An (;a~y 
and effective way of duing this is to painl a thin luyer of 
Wanagh l Green ink oyer Ihe whole area This tcchuique. 
I;nown as II Wish. will ensure that thc ink rtrll~ intQ the 
receue5 such as cye 50cl;"el$. nostrils etc, ~nd create the 
de~ired 5h:lding. You can now add highli,hts 10 any raised 
areas of the skin. ~uch as the top ur the nVSC, the hrow, chin. 
knuckles clC. To do thi~. mix Gohlin Green with Sunburst 
Ycllow alll.l upply 10 the appropriate HrellS. FIIt1her highlights 
can be lIChie\'ed hy adding Skull White to Ihe nlix. Pay sp«.ial 
lttlcll tiou to Ihe GQhtin's face becuuse the e~pressions eHn 
rClllly bo.: broUGht 10 life by somc careful brush wurk. To give 
Ihe skin It really vibr.1Ilt cuLour. upply R watered down wash uf 
FircstQrm Yellow ink. 

To nlpke the cye~ ~tarnl uul. tho.; ltI\:U around the eyc~ can he 
d~"CVly shll(led. It is best 10 du this by ""iming Ore Flesh imo 
the eye svcket, Of if you want to make the cyu louk. rcal1y 
dramatic add a liule Chao~ BLack 10 Ihis. Mler picking Ihe 
e)cballs OUt in white. ""int lhcm Blood Ked and pulll smaLl 
dot of Sk.ull While in Ihe eenlre 10 give Iho:rn a mean 'TIIl 
gonna git you·· Iype sparkle. Opcn mouths look good if fir.lt 
painled Ouos Black and the detail ~uch ~~ leo! lh ~nd IOngues 
pkkcd out in ~kutl White. Teelh are l",ft whi te. while the 
tungue is painted Blood Red ~nd highlighted with Blood 
AngelOmnge. 

The Goblins· .:lolhes look reaBy ~lrikinJ!. if they are paimed in 
bright. vivid colouno. Typ[c~l Gobl1n coLour ~cheme$ are 
bl~d. fed and whi le. wilh checks and $lri IJe~ heing good 
pallcrn~ to use for decoratiun . Stri llt:s arc fairly 
straightfOlVoH.!rd. but checks require a lillIe ulra time. The lir.ll 
step i~ to paint the ~rc~ uf Ihe model where you wDnt the 
cbecks to he in the lightcst ofthd IWO colours you an: guln, to 
u~ _ in II1I s case S~ull White. When this is dry. Ihe IIC)(I Slep 
i~ 10 pa.im on ~ lim: grid of lin~~. both horitonlal and vcrticaL. 
wllh Ihinned down OI:"lOS BLack. Use your tiMSt nru~h for this 
and tuke yOllf time. 

You·1I sO()n lenrn how much waltlr to "dd 10 )'Ol.r pAim tn 
nmktl it Itow smoolh ly <:>ff the hrush onlo the mood. 1·low I"M 
np~rt the lines arc will go,'ern how large Ihe checks will be. 
Whe,l )'011 have finishcd painlirl.g your grid. ptJ Ihm is left is to 
liIl in the allerMlc S'luares with Chaos Blad. .. 

If YOIl choo~e tn paint ),our Gubl ins' uniforms!n red. I. 

strikiug effect ell.\ he tlCh ieved by using th¢ fullowing method. 
First. ~pply an Lludcrcoat of Skull White and covcr this wjlb II 
base coat of Go F3sta Red. W~n dry. gh'e this 3 wash of 
Plasma Red ink. You can then highlight wilh a mix of Go 
Fastll Red gnd Sunburst Yelluw. A lin~l wash of La"'11 OrAnge 
ink will make it ft re.lly hright glowing red. Tho.: boQIs /till! 

leather stmps wcre l.ainlw in colours TMI wOllld make !hem 
slftnd out From Ihe ren of Ihe mudel . For in~lnnce. II. red 
unifurm CQu lcl he coupled wilh b lack buots to provide 
con trast. While II blnck and white uniform might be brightened 
up by udding gomt ~d or nalur,d ~vl ours. Lellther nrtlclc~ can 
be giv..:n 8 bll$e Cnll! of Snakebite Leather Slid when dry, n 
Rust Drown ink wash. Finally, mi~ Ore Brown with ~umc 
Snakehile Leather and highlight the lighler (101m of lhe straps 
and 1.Joo(~. 

Areas of metlll ~uch ali chOlinmail and swords RfC lillt given a 
I=c ~val of ChllOS Hlack. The chaillmail is the'l dry·brushed 
with Milhril SilVel 10 pick oulthc links. S",,'Of"ds and axc~ can 
look \·ery effecth·c if the)' arc painl...J with Chaimnail before 
ilI:in); dry·bl"ll.~hed with Mithril SilveT. 

Some of the Goblin Wolf Riders have fur luin dUlhs lind fUf 
edging to lhdr helmets, Ihe~e arc painted using thd ~I\lnc 
technique HS fUf the wolves' fur ~03lS described helnw. 

PAINTING WIOLVES 
Oll¢.ofthe m~1 effective ways ofadieYinS a natuntliscic look 
fur your wolves is 10 IIpply a light hase coat of the ~"Olour yoo 
wish them to be IIIIdthcn add a SL ighrly darl:er ink wlIsh o,' .. r 
the top. ~ that thc eulour rllru; inlo the ereviccs and cremes lhe 
n1tuntllook of fur. When !/tis is dry. lightly dry-bfush using II 
mi ... llIre of Ihe Of'iginal base colour Bud Skull Whitc. !'elt 
mHkings can he hu i lt up by adding thin wa~hes when 
everything else i~ dry. For instance, thc dark. stripes ronning 
from lhe wolves" noses down Iheir hacb to thei r tail~. were 
pninted uing Skavcn Bruwn jn ~: or Shadow Blac k ink. 
i.lepeudlng on whelher Ihe wolf wa,~ brown or grcy. The iuk 
waS al)plicd morl! thick ly townrcis the c",nlfe of the tail, 
creating a distlncti~ .. ~tripc marking. A hMldy tip to remember 
is tlml you can IISC this sam~ lechnique fOf paintin, vi nunlly 
any kind of fur or hair. 

SAVAGE O RCS 
Slivage 0«:5 lire pernapi' the most visually ~citins of all em: 
Iribo:S. Devoid ofthc usulil heavy Orc armour. Ihey adum thl:ir 
hndies whh str.!nge lind culuurful 1111100$. These marking.s. 
coupLed wi lh Iheir c rude flinl spl:ar1l and PlIes, mHke. the 
~avaSc Orcs an c ... eiting nddition 10 an)' Ore or Qublin anny. 
It's better tu pMintli SftVal":e Orc'~ .~ kin a bit lighter than 
norma! so Ih,lllhe tallons Sland out against it. Refore paitn ing. 
skeleh Ihe IBI100S" nn lhe ~kin using a simp 118 pencil. This 
applin to all llIudels, 1l0lju~t Savagl~ Orcs and r:ore~t Gubl ills. 
Savage Orcs ofttlll cove.r their sk.tn with de~igM centred 
~rouncl ~nake~. Lighlning and bonccS. TIlt: bel' eoloui"'- 10 use 





for these t:lllOO5 are blur an<.! n:d bccau~ these C(H1lrD'l mm[ 
slr(lUg!y wiTh [he S:",a,e Ores' skin wiliur. For the bluc 
tllttoos apply a base coat of Uhrll r.hrine Blue hi$hligllted 
with a mixture of En~hantcd 81ue alld Slnlll Whhe. Tn get the 
red tone , lim paint the entire ~re;1 Skull White then follow the 
sa llie proccdure HS for the Waif Riders' re d unifunus and 
b",,«. 

To paint the re~t of the model . ynu elln usc The nme 
lechn iques 1.$ for normal Orcs and GQbliris. I"or instance:. fur 
loirl.(:IOlhs IlrId cloaks would he best painted in the $.I/Oe ""a), 
3.~)'ou would pllint a ... ·Qlrs pel! . One Ihing requires special 
n()[e however. and thllt i~ the flinl weapon headS. These weu: 
giyen a base coat of Chaos Black. Unl ike Qlher parts of the 
mood thC5C were n01 highlighted. but instead g;"cn II simple 
Skull White dry-hrush. 11IC o"crall effect is II prell)' IICcurnte 
flinty colour. 

I.i llle loucheS of octllil wch as kill markings 00 bo"''S. shidds 
Dnd ~ al'l: best len Ulltil last. Work out shield designs on a 
piece of pIIpcr fiTS! and when )'ou are satisfil-d draw tbcm out 
carefully onto an undercoated shield using the truSty liD 
pencil. 

DWARF KING ON THRONE OF POWER 
(THORGRIM GRUDGE-BEARER) 

This II1we] is designed to be the eemrcpiec:e of any Dwarf 
army. ~nd deservcs )ome CJC lflI special anemlon when you 
a~~mble and paint it. It is best if yoo doo· t stick Thorgrim 
Olllo his throne until )'ou ' \'e painted both pans ofthc model. 
While painting TIturgrim. try 10 keep him on his lab Md ~Iick 
him on a span: plastic ba!it\. When you come 10 clenning the 
throne bcarers. rcmcmhcr that it is best if t h ~ Thro ne of 
rower 's puleS iiI nently In to their hands. If yuu Whit until the 
throne is painted. )'ou cou ld find thllllhc model will not hold il 
and )'ou' lI be forced to shavc the inside of his hands. thus 
n.rining your pow jab. All Ihe Dwarfs haye been pain ted in a 
elH>rdinated colour scheme to match Thl'lf!rim'~ perliOnal 
hery. Thcir unifOfT1l$ art blue IUld white wilh red . green and 
£Old (\etail . If you wish. you can use difTen:nt coloured inks to 
shade the beards and make CIIch ofthcm look uniquc. 

Then.:. arc Sollie Mens Ihal require special nute. The kinsmen 
bi:arinl-: Thorgrirn aud hi s massIve Slone pnd gold throne are 
carryins a tremendous weight. This trea t burde n can he 
n:prescnted by Sivin! them flushed and n.rddy complexions. 
1M base coat fur OOfmlll &](111 i5 Snakehilc Leather. btu in this 
Clue I very small amuonl of Blood Red ... ·as added to it. This 
added D liny spluh of colour and made the DWllffs' bces 
slightly flushed looting. A thin red wash was then adlkd tu 
the Dwarfs' checks 10 givc thai OUi of brePih. rudd y look. If 
you decide to use thi s technique. try nultu ad{ltoo Illueh 
Bluu.! Red Ilnint 11'1 the base coal mixture: beeuuse this can 
make the faces look: too pink lind n lillIe odd. 

The stunewt.J[k patlS of the throne wcre painted using a base 
coat of Codex Grey. Areas that would catch tnc light. soch as 
«Inters or sides. were then high lighted With Space Wolf Grey 
and Skull While. When you come to paint Ihe gelrl~. ehuuse 
your culoor luKl stall off hy hi&hllghting the base of the gem 
wilh a n:al1y light version of th is colour. then gmdunlly make 
th is dorkcr. the further up yuu get. unlil il is ~1 1I10SI bl~ek: ntlhe 
vcry top. Then. if you add R smnll dot uf Skull Whih~ tlJ Ihe 
dark IlrCII at the top yoo wi ll givc it Ihat gem-like spiU"klc. 

WHITE LIONS OF CHRACE 
MMt n f the c1othint! un our Elf lIttny J1,ere nt the STud io has 
been paintcd whit~. We decided tu add It splash of colour 10 
the E]f infantry and p~imed the White Lion '~ uniforms red. 

II 
Thc c1o:d:s thc:y ..... ear arc made from the hides or whi te lions. 
,§Q the.se au: IIsually p;tintcd plain white and ~adcd with a IIIIX 

of Skull White and Ore Brown. This also has thc dfeci of 
maki n!; the r~ d of thd r un iforms even more s lrik ing. The 
yc liow h~nds around the White Lk'ns' helms were firSI given 
~ Mse Coat of Sunhurst Yellow urld then highlighted wilh a 
wash that is 3 mixture of Fi~torm Yellnw ink with a touch of 
Laya Omnge ink. 

Raised an:as weee highlightl'd With 11 mbwre of Skull White 
paint and firestorm Yellow ink. befure being coaled wllh D 
thin tla~e of Fi restorm Yellow. 1'0 make the glaze. s imply 
mi ll u sillall amount orink with water until yoo havc an almost 
coll'lurless liquid. with only too n~'rest him of Ihe ink: colour 
you nrc u.~in g. Take care 10 apply this r.juitc: sparingly and not 
leI it fann imo puddles which will dry wi th a patchy finish. 

HIGH ELF PEGASUS RIDER 
This mighty Elf Champion is a li lt lrlg choice for the General 
of ~JJ Elf army. heing ablc to briny his torce:; o f armS to bear 
with tenaciolls ferocity even ngainBtthe siaunchesl enemy. It 
you take time and l'an; tu paint Ihls model you will cnjoy an 
eliciTing challcnge and al ~o ge t the bo:~t resu lts. 

So. to hegin painling tlte Pegasus. SllUI by applying a base C(lftt 
thnt is ~ mi'tnlre of Blue Gre)' and Spacc Wolf G~y. Look at 
the areas Ihal may require highlight inl. such 3., the Clln'e$ of 
the haunches and rounded. bulging ",u~cles e tc . Then 
carefull y highlight untilthest raised areas are pure white. 
graduating the coloor from thc N!it: COOl. through Space Wolf 
Grey 10 Skull While. The manc, ta i] and fctlocks o f the 
Pcgasus were not highlight~d in Ihe samc .... ay AS the re$t of 
Ihe minimure but wcre given a dry-brush of Space WolrGrey. 

Thc Peguus' hooycs were paint td willi a mi ;<.tu rc of Ore 
Broll'lI and Besllal Brown hi&hlighted with SkuIJ White. lind 
his mealy culouf\:d muzzle was given a base coat of Bestial 
Brown lind highlighted wilh Skull While. When you cunle to 
painting lhe winlS. you may find it useful to ~fer to picture) 
ufbird~ ill wi\{llife boolis to Set whcre light and shade fall 011 
the wings: thi~ way you enn /lChievc a more MlUrolistie lonk. 

EMPIRE BATTLE WIZARDS 
This month '~ miniature relea~ ,neludc eight new Empire 
Bau lc Wizards and IWO Light Wil.ard neolytcs. Apan from Ihe 
guidelines below. you can paint the Wizards using tl"ehniqOC$ 
amI t:Uh.lU~ preVIous ly c:(pl~ i ncd. 

11te colour nf the Grey Willlrd's clothing was obtai lied by 
using a base co31 of Elf Grey lind then thc eurvc~ lind folds 
",cre highlighted with SPl\(;C Wolf Grey Qnd Skull Whitc (this 
W.:lS DI~ u~cd on the horse' s barding). You ilia}' notice thalthc 
Amcthyst Wizard is .... cArinl a ri(;hly coloured purple robe. 
You can rocrctIte thi~ colour by lina applying a base Coal of I 
mixture of Fin:. Dnlgon Crim:;on and , touch of Moody Blue. 
Then highlight lhe folds and cu['\.'u ur the doth with Impcrial 
Purple nnd Skull White. 

The Cele."ial Wi7.an:!·S robe CRn be painted wilh II. \J.1SC oo., t of 
Moody Blue. with the folds Kntt curvc.~ highlighted by using a 
mixlure of Ultu Marine 81 ue And P..nehonted Blue. The 
barding on the Grey Wi1.ilru· s ho~ is painted using thi s il!mc 
technique. Thoe Jade Wi7.ard·~ robe W35 first givcn a blI$C lVilI 
of Ore Flesh paim Qnd wns then highlil!hted with Strik.ing 
s<:orpion GI\'I:II and Bad Moon YeJlow.1be sigils.glyphs and 
pDuems on 011 of the hoBes' barding Wi:n: paintro tm llflCf fi rst 
~k.ctchilll: thenl OUI with II sharp HB pcncil. 

" 
" 
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; , WHITE LIONS OF CHRACE 

HIGH ELFAXEMEN 

HIGH ELF PEGASUS RIDER 



IIORN BLOWER 

WITII STONE HAMMER 

SAVAGE 
ORCS 

BANNER BEARER 

SAVAGE ORe BOYZ ARMED WITH STONE HAMMERS 

WITH SPEAR WtTI-I SPEAR WITH SPIKED CLUB 



ORCBIC'UNS 
In Ore el~f\s Ille hi88e~1 OIl:S are 
the Warbossu and Warlords, but 
there nre some aimosl equally big 
Orcs wllo eon~!der tllemsc:lves ju~t 
one step down from the posil1on or 
head of the tribe, Tht:s~ larg~, 
srrong Ore~ are known as Big'uns. 
When the Warboss Is killed or 
hadly wounded, the Bi~'lIns wbu 
fancy their chances fight ~ach other 
for tnc leadership or the tribe. The 
winner becomes the new Wnrbo~~. 

In baul<:: Ihe Rig'uns fight together 
in a single ma8$, They life very 
~trong and mean, and are by far the 
best Mob of Orc~ In the whole 
anny. 

WITH SWORD 

ORC BIG'UNS WITH SPEARS 

WITH BOW 

WITH SWORD 

• I' 
(I 
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''tOBLIN WOLF RIDERS 

WITH SWORD AND SlIffiLD WITH SPIKED CLUB AND SHTEW 

WTTI·I AXE AND SHIELD wrrn SWORD AND SHIELD 

ARCHER Wlnl SWORD 



BANNER BEARER HORN BLOWER 

DOSS 

ARCHER 



RAGNAR'S 
WOLF GUARD 

WOLF GUARD 
In baltiC. Iht: Wolf Guan! fight IIC4vrding to each warrior's 
personal skills and disposition. As powerful inllividuals they 
bolster the fiilt"ng SU'Cngth of the packs arK! act as the Wolf 
LonI's bOOyguard!U1d lieutenems. 

When a Space Wolf is 
elevated to the $Illtus of 
D Wolf Guard, he pUIS 

aside Ius runner pack 
loyaltit5 aud nlsalia lind 
commits himsclr woolly 
to his Lord, M It symbol 
of his MalUS, a new pack 
marking is engraved 
uPfln Ihe righl ~houlder 
pad of IllS power 
armour. Although Ihis 
mnrking 15 unique 10 
each Ureat Compl'lny, il 
is always renderell in 
yellow nnd hlock. the 
trDdit ion~1 C()IOllr~ nf a 
Fenri~;nn Noble. WOLF GUARD WITH 

POWER SWORD AND 
BOLTER 

in Terminator antIour bear the 
Great Comp.my icon on lheir riant shoulder 
pall, TIlcir pilck mArk IS displayed on the;r 
knccpllds lmll wenpon cu~ings, 

WOLF GUARD WITH 
DOL TER AND POWER I'IST 

The mirht;est warriors of a Space Wolves 
GlUt Comp;:any. Ihe.~ furnt:lme Space Marine.~ 
are the Wolf lord's personal retaillCTS. 

Wolf Guan! b\:arinll the honoured Company 
BlUlncr. In this inst~nce. lhe blUlner depicts 
the great Grey Wolf Leman Rur.s hlm~lf. 

WOLF GUARD WITH BOLTER 



I\1AN O' WAR'" PAINTING GUIDE 
One of the most rewarding aspects of the Man 0' War hobby is the painting and 
modelling of ships and terrain that goes on between games. The next few pages 
contain some examples of painted ships, complete with full colour sails and pennants 
for you to cut out and glue onto your models, plus some of the islands. beaches, sand 
banks and cliffs that we fight our battles around at the studio. 

This booklet also ronlilill5 a ship prolinling guide that explains 
how YOUQUI q\lickJy paint the bulk of your ,hips, plu, how )'Q\J 
can use advanced IMlnlitlg l«hnIqucs to tum your lbgshipinto 
II alunnlnl:j l1:'ntrepiece for your neet. 
Obviously, everything st\owtl In this booklf:t Is a guide to what 
)'QU oJn achievt'l and dOl!5n' \ have to be Strictly foUowed; 1M 
painted 'hips ~nd I~",in pi~ lire only e'/Iol1lpt..s, and it's 
perfudly alright 10 paint your n~ in wl/erell! roIo~ than 
those we h3vc ull4ld. 

Chadel Miniatures ptOOl.ICC models of ;ill the warships in the 
Known World, 50 you' ll be able h'l buy ~hips. fm whatever floot 
you daidc 10 coIl1.·ct. The choice of ship6 is vast, from su>am­
powered Owilrf Ironclads 10 the: sturdy Wargalleys and 
Wolfships of t~ Empire, wi th their massed billteti<1$ nf cannon, 

CoUectiJ\g and pei.oting II neet is an aOOorbing hobby in its own 
righL The: :lati, (action tNt tomes from fielding a truly shinning 
fleet ~gainst your oppotItnt will add ~ lot to your game5 of Man 
O'Wllr. 

If you've never painted models bef~, you might find this 
buoki..t a bi t daunting. Oon't worry, as once you've followed 
the guideline irulde, ,lid painted ~ couple of ships, youll 
quickly g..t the: ide.l .. nd you'll bOi! well on the way to having II 
really impressive Wilrneet. 

If you'd like more Infonnat[on, Games Wotbhop's full colour 
monthly maga7;"", Whi", Dw.rf, .It;O OOf\tll;n~ material an 
painting i1tId collecting flffi", plus rrw ru les, battle reports and 
articles for Man 0' War and G>mC5 Workshop's nther hobby 
systems. It is available from all good new5ilgenl5, from your 
tOOl! Game5 Workshop store, or direct from Games VW>rkshop 
MaliOrdef. 

The slaff 8t ynur local G.lmes Wotksl'Klp store will also be able 
to provid!! helpful hints on how 10 pail'll yoor modl!l$ and 
tactical tips for your fleet. All our member.:! of ~tllff ~rt.' kt"l'O 
enihusiaSt$, and wHl of len be alllec.ung and painting their own 
n"",1lI in their ~par@ timol. They will be only 100 Ilappy tn hl!lp 
w ith any rules queries or q ...estlons you mightlulve about MlIn 
0' War, More often th.:ln 1'\04, they'll h.;J,ve a game ru nning on the 
in -5ture gaming tables, or be holding a modeUing and painting 
demorulratinn on how you can get the best results from your 
mod"",. 
This painting guide u intended fCll' anyOM who's inlere'5ti.'d in 
roUertingand gaming with Cll<N:fel mIniatures.. TheeK.1mplesoi 
painred mirli8tun:'ll in this guide are aU from ttle MlIo 0' war 
range of ships, bul the techniques outllMd will stand you in 
Kood st~ wlwn painting many (lth.er Citadel MiMturl!S. Over 
the next few pages, we will take you stage-by-st8g~ through all 
lhe different Il)(hniqul'$ you' ll neOO 10 paint you r fit'st Citadel 
Minl.atures. 

AN EMPIRE FLEET IS ATrACKID BY AN ALUID R..EET Of! BRETONNlANS AND PIRATES 



IMPERIAL WARGAllEYS 

"'lOU( 
"lA IR'" 
"'l lJ iD ( 

Squadron 1 

PIRATE WARGAllEYS 

Squadron 1 

Squadron 2 

Squadron 2 

These full colour sails and pennillnls should be 
(\II out and stuck onto the plastic Wargalleys 
you get in Ihe 00)(, 

n. !<If' >Ort is for the Imperial Fl«1. whil<' tho bonom Nt Is fOf 
the, I'!r~'. Aftt. Ea<h :I'eI 1$ $pht 1nl" [nu. _ th_ oaill .nd 
thtft pen ..... n", fut~ach squadron. 

I mpul~1 S~ib 
You will nol;'" 'M' ~ ... h Imprrial ... il ""'tdlo!S tho! 
bacl<S,ound of OM of the ~ilreS In 1M lop l..ft· .... ".! cOme< or 
" c~,d Imperial Wars-lley "'mpl.t~, wh,l. 'a,h ""Man! 
Ir'W!<:ho:I oneof 1M central d..si8",!lt tl\e sa_ "'1oame: till. Is 
SO you Can Id. ntify which .hip "'mplalt! bo.l""lP' 1<1.Kh >hip. 

ID-==:: ..--
PlrlteSail. 
For the Pirate .hiP'", the ""nlf~1 doign un the .. il mate .... one 
of lhe dtsigno on the card Pi •• ", Wargal1ey tanplalrO, whiLe 
II.. fUlwl\'\! penNnll ~re IMd to tell ,tit dlffi!A!ncf botw~n 
the two "'luad"""" 

To cut ""t tho .. it. and pennanlo ...... harp knife and • ....,1.>1 

;:~~~~~'~8~ ;:o~~ ... ":~~~ ~~l:;' td"; 
oilM wl~ P"" ~ small dot of SUpn)!;tuc 0fI an old sI<:>tt.oho .. 

:~ ;';~~g~.rbo~:::I:r~:! ~C,i~ ~~~l~;t! 
Lot lhis d". for • rew moment> 111m ~dd InOI'e "'p"'fSlue and 
~tt;xh tho oalllOlhe yud. 

~ht:=::...~sl::~~ :"~:f~If.~ ~ ~:t 70. ~~ 
lob Is rvA Klue, which c.n "" w ...... d down bolo .. Ipplyinl! 
1110 I~ pl'n""nt with M old b"",h, lI~_mbo, Ihot tt.. flog. 
"" I .hip .1wI>'" bi"", f<xwMd., no! bockwud_ 
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. EQUIPMENT 

Before you staM painting. }'O\I'II need , ftow simple pie<:es of 
equlplTll'!fll . 

PAINTS AND BRUSHES 
There is a hugl' range of Gtadd paints and bru~$ availllble, 
dnigned spedficaJ.Jy for painting Citadel Miniatures. '(011 don't 
need 10 gel.U of these to begin with: the Glade! Calour PJlinl 
So?! hils 1\11 the piI;nt~ you will nO!t!d IUMIITt. 

n... MI bn.ll;h you should buy is a Citadel 5i:..e 1 brush. This 
will be fitw! fQ<' mOJOI purposes, and you can buy smaller and 
Iilrger brushes as you need them. 

TIlE WORKING AREA 
You will nt'\'d to fmel a d~ and tidy ~a to paint your 
mlniatunl$, pre(er~bJy nc.u a n.1tur .. 1 light source. 

Cover the al'llJ. with I\I!Wspapcr in C3$C 0/ any splUs, and SCI up 
your paln\$, brushE'S, II Willer jar, a jar to keep YOlI, brustles in, a 
roll of ti~ue for drying your brush~, a modelling knife, iI tube 
of $uperglue, a tube Of' pot of polystyrene cement, a mil<inR 
palette and of course tIw miniatures you are going to paim. 
With all this equipm'!I1t 0lI the table. it is very ""S)l1IJ get in ~ 
re.11 ml.'SS, 50;1 certain degreeoforgilnlsation Is e55e1ltiaJ. 

EQUIPMENT 
II is worth having a more detailed look ~t some of the items that 
you should ha ... e before you Stllrt painting. 

Paints 
Ke('p lhi.'se In iI ttily of some sorts to prevem major spills - ItM> 
lid 10 tht- Citlldel Colour \"aint Srt is ideal. If you ktoep yoo r 
paints in a Iray like thls they.:lre It'S! liJcely to be JcnocJced o"'e.', 
alld even if one doe$ ~et ~pilled the paint won't i,'t!! far. 

8rushes Jar 
Always store your brushes in a j;u when they are not being 
uS«!, with the bristles facing upwards so they do not get be,". 

Palette 
Nlyde.:ul, white surface that won't absorb the paint is fine for ~ 
palette. You should mi~ aU your paint on a palette, using'" dean 
brush to dip into the paint ~nd making sure the paint pot lid is 
tightly dosed Mtenvards to prevent the paint from drying up. 

WOlter Jar 
It is important that your water Is In a sturdy conlOlincr tholt Is 
nOl easy to lip over. Keep !lie Wjlter dean and thangp il 
f't'\;ula.rly so you don't dirty the light rolau.s a5 y(>u U5<e them. 

Modelling Knife 
You'll need a modelling knife for dean;n!: mould lines from 
rour modeil and ",imming m~stll; th~ type with replace/lble or 
snap-off' bl~des M'e flne. A1w~ys cholnge th~ blade as often as 
~ry. There is nothinl: mo~d~nK'!rou~ than a bh,mt Ienife 
as you Iuo ... e tOlut a tot mO«' force inlO cutting and are more 
liJcely to slip an Injure your5clf. 

Glue 
You'll nco;:od some gtUl' loa5SeJllbll' your modelsalld attach them 
to temporary bases when you'tt' painting thl'm The only glue 
that can do all these jobs is 5uperglue. 

RemembeT" that lhe trlck with .:Iny type of glue is 10 use il 
sparingly; 5Uperglue in plroclilar isbf$1 Il~ in tiny q""ntities, 
mlkin.: SU~ not to let it make /lny COflt.\ct with your skin. 

If yO\J II", ~tickjn~ together plastic COIl'Ipone'nts, you'U abo need 
/I bottle of polystyrene cement. 

You (;In buy both .uper-glue all< polYSlyrene «'met1t lrom all 
Games Workshop stores . 

You will also oeed some PYA or while glut' to slid< your ship5' 
pennantll on. Vou (:an get lhis fro:.'1\ any good hardware store. 

CARE OF YOUR TOOlS 
Alway. cll'>Se paint polS when Y'lU Nl\'e finiShed with them 10 
SlOP them dryiug 0\Jt,. aud make stitt' you de~ the nuzUl'S on 
your glue rubes to prevetll them clogging. When you have 
fLllishold each p;>inting ~on wash your brusho!s thoroughly 
un(!.@r"rullningcold!llp. 

PREPARING MINIATURES 
S!'fOll' you btgin painting you milS! clean the mould lines and 
bits Of flash from your model . 

Plastie mifliilh"te$ must be catt'I~llly .... mo ... ed lrom their f11lm ... , 
or 'prue, with a sharp modelline: knik. Don't IT)' 3nd Sllilp the 
components off the 'pruo, as you Me almost 'ure to break them. 

ASSEMBLING YOUR SHIPS 
Supetj):lue is the best gener,ll'!l'urpo:!le aUlll'$i ... e lor ~tickiflg 
models ~ther. However, It wJU "lsostlck skill ... ery quickly so 
bcOll'lIem~Jy Cilrcftd when using II! 

If you are gluing two plastiC components together, il iJ; bet~r to 
UM:' pol)'$tyrt'fll' cement ~s il is lIpt'ciaUy furmuLated to do iu,t 
this job. 

S!' arefuJ and patient when gillin& things together, gi ... ing ead! 
piece enough time 10 dry before IYloving on. II you try painling 
a mool'l that nassoml' wet glue on ii, il will ruin your bl'\JS.J'la 

MASTS 
Although it is a good idea to a»emble the IJWts and y.uds 3t 
thi5 puintand doa dry run 10 dleo:k that they'll lonIr; alright,. you 
sh.ouJd finish palJ\ting the ship, Ihe masts and !hi! $.lil$ ~ 
~"'tely belOre gluing the pilr!Jo ~~Iwr. 

The fll'Sl slep when constructing a mast assembly is to remove 
any nash and odd lumps "(lIT, the components with your 
mod"'l;ng kni(t'. Ono> you h~ ... edeane<t up the mllSt,attach the 
ror~ yard arm Of arm~ with pOlySlytI:'t\t' a.onumt. The m~5ts 
and yards have holt'S and locatlna pegs to get a good )oJn. 

Getting the ootr«t masl length Is very import.:lnl: a mast that is 
100 I~tt ~~It'S a gap betw~n thi!' $IIil and thot ~ip, milking lhe 
sail appear to h.1.ng milt'S abo ... e the ded< of the slup. Too short a 
maSI will aamp the Soli!. and destroy tho profile of Iheshlp. 

For Instance, the I::mplre Gre.ll!;hip and Brelnnnian Galloon 
each has it miti"ma5tlh~t ib the lu 1l1~III.'th ""C'Ut 1l1~$t, ptu5 two 
masl5 thal;ve cut just above the ,i~th reel of rope on thl' masL 

When trimming your mast 10 SW), always cut just above one of 
the roel$ 01 rope (_ dlagl'ilm bo~low) 10 qp~11I a 1(1(~t;lIg pin 
Ihal will match one of the holo!S irt thedo:d. of tht: ~hip. 



Ifin doubt aboulthe m!lj' It'ngth lOr yourship, glue the p.1inled 
sail 01'110 the m~st before gluing II to the ~hip. You an then 
measLire the compJdt'd 8swmbly ag.ainst the huU, and C\lt the 
mast will'", Ihe botlnm of the saillQud~ the hull nf the shIp. 

Once the oompleted mlul 115St'mbly is dry, sUd~ It temporarily to 
lin old CiYolodel SIOlt.lb.lSC wllile you paint it. 

Wilen it romes 10 gluinglhc masl a55embly in place, t2Il1cmber 
to use the oorrPCI glue fo< the)OO: superglue is u~ for stidcing 
mel.11 to metal or ml.'tai tu pl/lStie, while polystyrene cement is 
u~ to :>tick plastic to plastic. 

PAINTING YOUR MODELS 
This section rovers the oosich!Chniqui'!; you usc 10 palntObdel 
Miniatures. 

UNDERCOATING 
Om your m<xM is aSi(':mbled and the glue is dry, yOu all' 
Il!.ldy to undC:l'1J3aI h. Thi,ou\ 1;>0! d{>ne in oneol l'NOways: 

Dy brush, using Citado:ol SIt",1I White. Apply J slightly 
watered-down mal ni pall11 to the wholl' model with an 
old brush. 

By spray, US;"!; Citadel Spr~y underro.lI. Make 'Ul'\' th~1 
you follow the Instructi~ on (he can dowly. 

It'IIV!! the model to dry and tht'f\ check th~l you have not 
mi5!oed ~ny a",u. If you have, they can be tuuchnJ up with a 
d.lbofSl<.uUWhilt' 

It i5 V!!ry imporl<lnl (0 let the uOOercoot dry thoruughly booro~ 
you slart painting. If you try p;!in(ing whrul the undercoot is 
still _t, you 'll end up with 11 messy, 51rt!'aky finiSh . 

HOlDING THE MODEL 
WheI1 )'tIur miniature has been cleaned up, baSl.'d, lUldO<l'OOaIOO 
and left todry !haroullhly, you're rtiWly 10 begin painttng. 

Try not 10 hold emlO th!! moot!! it~1f when you 're polinting it. U 
you do. yOu'1I probably get paint on yuw rl/l~rs and smudge 
the roloul1>. To make the model easier to hold, .1'5 a good idea 10 
~tt."lCh it to the top of 11 rork or an ~mply pollnt pot with sornl' 
plasticine or H dab of $uperglue. 

MIXING PAINTS 
AU the paints in the Ot.ldeJ /"3nge can boo fully int"nnixild to 
produce 11 huge rlln~ of cuIours. Use a cod:t.1J1 Slid: or "n old 
brush fOf mixing paintsQn your paletlt' Io;ovoid damaging your 
be$t brushes. Make $ure you w.uh your brush out thoroughly 
between dipping it in different pot$ or you wiU St.lrl to cont­
aminate the paints with dillel'\'n! colours. 

If the paint is J litUe too thick, Iftin il <lown by dipping the tlpof 
your brush in willCt" and mixin.g it with Ih" pflint. The con­
sistency of the paint Is Vety important and getting it right is 
mainly 11 qUe[ltion of lfilll H.1l! ~rror. 

APPLYlNGTHEPAlNT 
The",', rIO Slrict order in which to painl a modt'l . It's juSt a caSo!' 
of common ~. It's II J!uOO idea In paint IN! I~rgnt III'\'IIS of 
oolou. nn a minIature rll'St. When yuu ~tarl p;iinting. ron­
~nlralo! on beinl': as ne~! as you possibly can. 

&eh lI~a mu$t ~ lcft to dry before any c>tlwr par t of tile model 
iii p;iinted, ]f you don'l lei thMI dry, colours will start to mi~ 
together. producing a m"sy 'blurred' effed. 

So tha t you don't obscure any of the- detail. you may Nve to 
ilpply a couplc of thin eo.1Ib of paint tu ac:hieve iI smooth solid 
colour. This is riO< better than painting on one thick ~'OIIt thai 
may weU rill in some of th.o ~urfaoe "'Alutc. 

SPECIAL TECHNIQUES 
So fM we've only talked about painting in general rernu. When 
you've maStered the basin. you 'll wanl to move on to eKpI!rt 
technique, ,uch asdrybo'ushing. sh,ldlng and higflligkling. 

DRYBRUSHING 
Drybrusking is d gQQd tedlnique lor painling heavily lexlurt'd 
",,-eM of your mlnilltures, anel i, P<ltticulilrly good lot ship5. 

It's be$! 10 rlllish all the drybru~ing on your model befo~ 
piI,ntinS 8nything els.e. as il i£ qulle II loose teclmiqut' lind 
you're bou.nd to get pilin! (If\ otlwr i1n!i1S of the modd. Use an 
old brush when drybrushing. PmlI.ISC the tet:hrLiquc wUl 
quickly spoil a good brush. 

Tht' fiul stage is 10 p;c(ntlhe ~rt'a you plan 10 drybrush with II 
very dacit version of the rlMl coIoor you wanl. I'(Ir In~tar'\Q!, jf 
you iI'O! drybru$hing theded: mid-brown. start with ~ baSo!' COOt 
of "ery ~rk bn;>Wn _ a lmost blilck in fact. 

When the ~Sl' 00iI1 is dry. dip yOur brush Into a po! 01 tht' top 
ook>ur ; neI wipe it on a piect' 01 kilc~ pa.per until it ].cavcs no 
tr;,a 01 pilin!. This may sound II 1i"le odd, but the<e will still be 
traces 01 pilint in Ih .. bri>tlrinf tIM! brush even though you can' t 
set' them - just enough, io f1l(l. 10 highli!;ht the modcr, r.lised 
areas . Removing n~a rly all the pillnt from your brusk bt'full' 
)'ou stMI is wh.)' UIt' technique i~ ("AltA"! drybrushing. 

Now yout brush is ready. gently Oid: the tip of It aero" the 
;)r;t,u th,'1 already have the ba!leOOilI. You' ll find Ih;!t the II'Xluru 
of thlo model picks up Ir3CeS of pillnt from the bristles ,nd 
begins to \I'I~ on /0 three-dimensionalloolc. 

It's very impurl1tn~ 10 wipe as much paint olf tho! brush as 
possible before you begin Ihis p~~. o. yOu' lL rl/ld that \00 
much pilint will fiow onto the model . spoiling tht' elll'ct. This 
process of drying your brush before painting is J lw3Y' 
dp.ccivlng. and ILl tirst you'lI probably USo!' 100 much I"'-,lnl.just 
keep prll<'1ising and you' ll gel the hilng of it. Onre you've 
mastered the Il'dlniqu .... try adding more SL1ges. , lowly 
building up the highlight!! wilh lighl!!' shade\. of paint. 

The same lechnique C.lII be u!oed fOl" f""'inting m,;t~l amM. The 
base colour $hoUld be bI~d.,. lind the highlighb built up by 
using Me olthe mt$ll.lic colou.s Uke Mithril Sil\"Llf. 

ShAding 
Another w~y tu m~l;" you, ~hip!l more rc.llfstk is to add:\ littl!! 
slliLdlng; the eMiesl wily to do thi. is 10 use II mlnur wash. The 
Citdodel Expert SEt i~ a So!'If'(lion of inks specially formulHlnJ for 
Just this purpost'. 

Tn sh.lde an area with 8 colour w/lsh, r,~1 apply the rose colour 
and let i\ dry. Then dmo5e an mk tholt is a d/Lciter vi/T"$ion of the 
rose colour and apply it p;enemusly tn the .uea with a bru,h. 
The dacite< wash runs off the raised aretos of lhe model, le ...... 'ng 
the ba~ ralour showlog through to provide highlights. while 
the pigm!!nt itself will fiOi!I lltl in the recesses as shading. 

PAINTING YOUR SHIPS 
Allhough thCTe isn't a ~~I (.roer in wludl to palnl a modt'!. 
we suggest you start wilh the deck, n il is e!!!lier 10 do thil 
bel~ the hull and guns are pilinted.1t Is best pilinted using th ... 
drybrushlng technique to m~ke Ule planking stand nut. 

Any delails on tke deck, such as hllkhes and st~p5. ~re picked 
uut in\lividually us.ing either II COn\nl~ting ClllOur Of" a lighter 
shade of the dedi ro!OUT. 

Qr\c(! you ha~ p!""ted thed«k5. you ran moveonto the ,hip's 
hull . Ag<lin. you will get the best ,""ult if y()U paint tht' hull 
using thedrybrushing technique. Alternatively. you can adLievl" 
eff«t;ve highlights by using ink washe$ 10 put in the d,adlng. 
Whklll'v .... method you c~. you should ... nd up witll ~ 
realistic. tt'ltturt'd r,Ili5h tU)'QUt 5hip models. 
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" I~ERIAL AND BRETONNIAN WARSHIPS 

IMPERIAl. CANNON GAI.LEY SQUADRON 

BRETONNIAN BUCCANEER SQUADRON 

BRETONNIAN CALlEON 



».~:.: -: IMPERIAL WARSHIPS 

TWO IMPERIAL WARCALLEY SQUAOJ(ONS 

IMPERIAL MORTAR BARGE SQUADRON 

IMPERIALGREATSH1P 



Debil W.nk 
Once you have 1l1e hull of lhOl ~hip paintaL you will be ready to 
move onto th~ dOltilil WOfk" such ~s beilm~, c~nnoolS, and ~ny 
other intriCoite elements on the hull . 

A good tip ~ is to pick oulthe5e eleml!fl~ ~~th a thin CD.1t of 
bl.xk befoA! painting lht>m their final mlours. lfyCIU leave a thin 
strip of this undercmt showing ~t the vl'ry oo~ of Iht.- itell" 
you'll give them more derlllilion. 

CUU'lDn5 .nd R.tms 
C~nrlons ~I'I! best given a boise coat of blllek and drybrurnoo 
with MitMI SHver 01' Shining Gold. A3 a rlOishing k'lw::h, )'W 
c~n add a small black dOl at the very l?"'d of ~dl tannOn to 
~tit!muuk!. 

1/ the ship y()u are paintins has a ram, this too should be 
painted in a met~llic colour to give it a snUd. heavy look. 

0 .. 
If the ship you are painting Il.ls DolI'S, these should bf, painted 
black and semhlrybru5hed with II light brown. TM. b v~y 
similar to normal drybru5h.ing, but with a little mort' paint on 
the bru5h. Drag the brush across the oars from left to right so 
that you leave p~lnt only on their upper surfaas; this tequires 
the lightest of touches and m .. y take a bit of practi('j!. 

SAILS AND PENNANTS 
II you decide to make your own sails, IIlways bear In mind how 
large the sail will look on the flrdshed ship. S;oilS lru.t are too 
large will dwarf the model, while /;ai ls that lire too small will 
make the ship look comial. The MllrI O' War rulcbool< rontalns 
some sample.SIIilt~mplatl'S for the most common sllips, thalare 
designt'd to be photocopied and cut out. Man 0' Wir also 
cont.Uns a full colour ~hetot of sails and pennant! 10 .tlck 01110 
the twelve W.u-gaUey modeb thai corne with thegam@. 

SAILS 
It is a Rood idea to paint your sails ... nd maSIS SIlp.lrately, befo~ 
attaching tlwm to the mastaSSC'mbiy. 

To ~tick W paper sails onlo the plastic mas.!:'l you will have to 
seal the leading edge of the sa il witll superslue Put a SlI'IolU dot 
of sUpE'''Klue on an old slottllbllSl' and run the edge of the p.lpe!' 
sail U\l'Ou!;h iI, $(I that the edge that is gQing tQ bi! IIlblched to 
Ikl- yard hils a coating of glue. I~ thi, dry for a few moml!f\l$ 
then ~pNt th~ pf'lXl!'» lUld altadl the sail to til!! yard . 

Curving Your Salls 
The sails supplit'd lire obviously J1at" wl1ile real sails billow in 
the wind. This effect GIn be achievl'd quite 5imply on your 
models by gMtly pulling the completed sail between your 
rlOBef and the ~ pen banel, which will caU5(!: the ~il to curve; 
~ the diagram below fnr more detailS. 

I 

PENNANTS 
A pennant is made as a single pi~..:e tllat can btl bentdOl,ble and 
th~ glued bad onlO ,,,-,If. The best glue for this job is; !'VA 
glue, wl\ich ("an be wllered down before applying It \0 th~ 
po1O~nt with an old bnlsh. 1f you WAnt 10 put some kinks ..... d 
bf,nd$ into the pc1'IfUnt, do ~ wlple I"" PVA glue is still wet as 
when ildries it will be pennlloently fixl'd In sI\.1pe. Remembi!r 
tllat the flags on a 'hip always bklW forwards, not boI<;kwards. 

TRANSFERS 
Iu. well .. s bru~h\'tland paints, Gladel also mnke B hUg!! mnge 
of tJ~nsfers. whldl are ideaL fnr .. dding irulgnla and deoor;JUOI1 
to your ships and SIIitS. 

nefore you USl' it, you'll have to !:eparate your desjgn from the 
~t of the ~ with II modclling knife, ~ .. ~ not to remove aU 
the transfers from their bIIeking slll'el ~t oncel 

Put som~ wal\'r into" S/lucer, dJ:Op the transfer in and make 
sum it'5completely oovered with INaler. Have a pair of tW@eurs 
at till: ready to hold the tranderw itll . I,doesn't bike long for the 
transfer to rome free - betw ...... n thirty S«OI'Ids and a minute 
should be pll!flty of time. 

WItlIe the transfer i, _king. use;] dean paint brusll to moi,~ 
the a~a of the ship or Mil to which you're going 10 apply the 
design. If tl\(' area is dry, you rna)' rJOd wt the tr.'lnsfer will 
ad.hl'rc before you've positiom~d it correctly. 

Once you've Jlfted the tri'loster ~(j ib b3cking sheet out of tl1" 
water. hold them r\t'XI 10 the miniature with )'Our twa-zers. 
UlinS an old brush, slide tl\(' tr.l.Il/lh!~off I~ backing paper and 
onto the model. When you're SUll! the design is in the rigllt 
place uSo(' a pio!a! of kili;hen pa.per to remove the e~ce;.s water 
from the model . 

[f the dd;gn does stick in the wrong plaCl!. all you need 10 do Is 
flood the area with water until il (QI'T1t'S loose ag;Un. Carefully 
re-positlon the transfer with yow: bruSh and dry off the "'" 
with a tissue again. 

VARNISHING 
When you've nnish.etj painting your ship, It's .l. s:nod idea 10 
~i\'e the whole model a rolt of va.rnish. This isn'l ~ntilli. but 
~rlou don't apply any varnish th paint will e\'c:ntuaUy wear 

ThfIlte aA! two types oJ varnish you C.1In use - Sloss and malt. 
GIO$IJ varnish II.u a shlny nnish and if you same with your 
modcl5 a mat of gloss is the anI!( way to protect them. M.1It 
v~rnlsh doesn't give the $lime leve l of prote.:tinrl but has a mall 
fini$h. which some pc."'09le ptefi!f tn gtl.l$&. 

You can always glO5& your model first fur protection, then give 
it a coal of matt if you p~fl'f the rlAish.JllSt makuute)'OU Ie~ve 
plenty of drying t:i.rne between mat:s;. 

Spray vami~ is easier 10 use than bru5h-on varnish, butlTlal<e 
,ure that you spray in ~ well·ventilated 11m, pMrabl), outside. 
The fJlml!$ are dangerous to breathe, so a well-ventilated am'! is 
a must. 

If you lite using a brush varnish, J~ber thot you must uw 
enamel thInners or lurpc'ntine tOdNn your brwhe5. 



FLEET COLOUR SCHEMES 

BRfTONNIAN SHIPS 
AiteT ullden:oioting with Skull Whitt', til.:! BrelOMian ships' 
hulls we~ pilin~ witll a thin coot of &d Moon Yellow as 11 

bilS1:! (C')lour. Once dry, this was washed with an equal mix of 
Bad Moon Ydlnw and Orange Ink to pick 001 th!>delilils. 

After the wash was dr)', the hull was dtybru~ with 11 mix 01 
Skull While and Bad Moon Yellow, lidding mo«! Skull Wl\ite to 
the mix to .,,,,1 a progressively Hghtt:r colour for ~d1 J"ref" of 
highlights. 

Once Ihis wa~ dQOl> the hulls wen: b.l$ic.illy complt1e, needing 
only lhoe beams and dl'COrations 10 be ~inted . The beams_ 
first paintoo in Moody BI\le, then blended through Enthanted 
Blue toSk1,l1J Whillt using thedrybrushinS ttodlnique. 

The decorations Well,! poiinted Blood Rt'd and drybrushed up 
with Skull Whi~. As a finalloudl, bcau5e adding w"ile 10 red 
nUlkef tl'K' area look pink, the deroratloni were W.uMO with an 
equal mix of Yellow Ink ~nd Or.!ngt' Ink. 

PIRATE SHIPS 
l'he Pirate Wargalley. WC!re painted plYduminlltely Ch~05 Blad 
to make them look sinister. l1lc hull was drybru!l~ with 
various miKes of Chaos BI3ck and Skull White. building up 10 
an almost whi~ highlight. 

~ the hull was finished, tM dedu 8"d mUll; were painted 
Ore Browro and d rybrushed with il mile of Bleached BurM:! and 
Skull White. 

We decided that the beams on tM Pinllt W.l.tgalley, would look 
good in red a5 it oonlr.s\:s strongly with tM billd. They ~ 
pairl~ Just like the red areas on the Bretonnian ships: ~ b115t! 
""' t of BlMd Red, drybrushed up with Skull White, and then 
given II W/l$h of Yt!llow and Orange Inks. 

The ram and annons we", under-coated with Clistening Gold, 
and then shaded wlth a wa$h of -Chestnut Ink. Once the w.:uh 
"lid dried, they weredrybrushed t'S"in with H mix olGliSlenlng 
Gold and Mithrit Siker, ~nre being gh'en II fiNI wash with 
Yellow Ink. 

EMPIRE SHIPS 
ThI! red and blitd: hulls of the Emp~ ships we", pilinled using 
euctly the same ~niques as for W PirillCS and Bretonnians. 

'fhIoirdeck.~ ~ painted On:: Brown, drybrusMd with il mix ()f 
OleadJed ~ ~n<.l Skull While, ud !hen gi~ /I thin wash of 
Sf\ilke Bite Leather. 

The mMIl;, on the other hIond, we", painted Snake Oite Leather 
.nd drybrushed with BleadJed Bone, ~ thai they were II 
$lightly dilren!nt tone It> w decks. 

The cannons.nd rams of lhe Ern~!ire ships were p.!in~ with II 
mill of one part C,,- Blad< to ~wo parts MlthriJ Silver, dry­
brushed with Mlthril Silver and Shining Gold. 

DWARFS 
After II Skull WhilE' underooat, the ()o,o,'arf ships we .... given a 
base coat of gtftfI, ma(l{> up f~ equal parts ()f On:: Flesh ~nd 
Woodland Creetl. Once this was dry, it was drybrushed with a 
mix of Woodland CIWfl and SklllU White. Ati a final toudl, 10 
make them al'l!ally vivid green, Ihe ships Wffl! given a wash of 
one part Green W: to three p.!rt5 Yellow Ink. 
The )'Ii'lJow S«tlons on the ship! _ giveo a '-e cnat of &d 
Moon Yellow, washed with ilIl equal mix of Bad Moon Yellow 
and Orilllge W: to pick out thedetaits. 

The red sections ~I'I! painted in tJw same way as those on the 
Pinole ~nd Empire vessd$. 

The ~ areas 01 the Dwarf t~ips were lint pu.ted with 
IIo'nen Bron.1.e, and then drybruiho>d with Milhrll Silver. Once 
dry, they were given a wash or two parts Chestnut Ink 10 one 
part Brown Ink. 

l 'HE IMPERIAL FLEET AMBUSHES THE BRIITONNIANS AS THEY LEAVE 8.RIONNIl 



PIRATE AND DWARF WARSHIPS 

TWO PIRATE WARGALLEY SQUADRONS 

A HRETONNIAN GALLEON IS RAMMED UY A DWARF DREADNOUGHT 

DWARF NAUTILUS DWARF IRONCLAD DWARF MONITOR 



MANO'WAR 
Th~ miuillll.lA:$ tin this page an: lhe. fint rcl~ases in an 
exc iting n~w series of Mon '0 War boxed loCtS.1"..ach bo~ 
comuins either a complo.;to.; squarlron of ships of the IInc 
or a sin),\le mau '0 war ship lIIod¢l. Thc) ntiniBUlre~ rome 
wllh a sprue of plasuc ma~t~ and a large shcct of fuJl­
roJoor sails and pennantS for you to cut 1.11.11 and all(K:h to 
yuur palnred models. 

O,,;r Ihe ne):1 fcw monthS we'll be bringing out modt;b 
fur the Brclonnians. Eh·es. Dilrl. EI\'c~ and all the uth~'r 
t",lCCS ofthl; Warhnmmer Wurld. 

LMPERIAL WARQALLEY 

IMPERLAL WOLFSHIP 

SAILS AND FLAGS FOR IMPERIAL GREATSHIP 

IMPERIAL GREATSHIP 

DW ARt> NAU-nWS OWAN.P LRONCLAD OW ARF MONITOR 



Talisman Dragons contains over 
eighty new Adventure cards to be 
added to the Talisman game. The 
land is now inrested with Dragons, 
and ir the players are to complete 
their quest, they will have to defem 
many of these powerful monsters, 
as well as overcoming the l1unions 
of the Dragon Cult and the many 
other peri ls included on the new 
Adventure cards. Fortunately, there 
are new followers and powelful 
magic artifacts to aid players in 
their struggle against the ev il 
Dragon King - if they survive long 
enough to find them! 

The Adventure Continues ... 

The evil Dragon King has 
captured the Crown of 
Command, bringing a time of 
darkness more terrible than 
ever before. Now the land is 
ru led by the Dragon King 
who heads a huge army of 
Dragons, and rorces the 
people to worship at the 
temples of the despised 
Dragon Cull. The only hope 
of the good citizens of the 
land is that a new generation 
of adventurers will come 
forward to defeat the Dragon 
}(jng and recover the Crown 
of Command. A new quest 
for the Crown of Command 
has begun, more terrifying 
and dangerous than cvcr 
before! 

Talisman Dragons comprises the following 
components: 87 brand new Adventure cards 
including new enemies, events, magical 
objects, places and followers , plus 4 new 
Character Cards and Playi ng Pieces, usable in 
any Talisman game and 1 Dragon King card 
and a Talisman Dragons JUles and background 
sheet. 

TALISMAN DRAGONS IS NOT A CO,'lI'U:TE GAMF.. 
YOU NEED" COPY OFTALlS~IAN TO USE TH .. ; CONTE/I.'TS 

010· TillS SUPPU~MltNT. 



THE MAGICAL QUEST GAME 
With the release of Talisman Dragons, the brand new expansion for the 

Talisman Game, Jervis Johnson takes the opportunity to look back at the 
history of the original game and its many supplements. 

II W;IS ~lmost Len yell~ ago. back in 11)1;3. that TalismAIl was 
releAsed ll('llln Dn un.~u5pecling world. At the lime nubOOy al 
Games Workshop was quite ready for liS runnwAy popolunly. 
Prim run after print run sold out. :( new ..,(1ilioll \I'as released 
And solt! even hcner th"n Ihe fil'l' l. tllcre j ust S(cl11cd to be nu 
end 10 lhe demand for Ihc gllnle! The original ~nd mO~1 
enduring of all f:uHasy OOAnlgatllcs. "!"nlisman Sllll remnin~ 
one n f Games Workshops bl!~l selling samts. /Iud is 1l0W 

a,-ailablc world wide In hnlf a rlmen different lansuJScs. 

The reD~n for Talisman's emJurin~ alll.l wid.! r.mging success 
is thaI il SCf\'CS as an e)u.;ellellt Introduction ;nlo I~ world of 
famasy gaming. Tali)m~n i~ C~)y to understand and can he 
played by 011 of lhe r~mily. cumbining many ranlasy game 
themes wnh the lock lind taclics or a tradilional board game. 
The gartll: h )impic tu leal'll. diflicull 10 ma~tcr. emel'lainlng. 
challenging. and alwlIy5 greal fUll to play. 

In Ih" gllme you become onc of a groul) of brJ"c advenlurers 
011 a que~1 10 recovcr II lOllS lost mllgical ortif~et CAlled the 
Croll'l! of Command. On this quesl yuu will meet powerful 
enemies. di~cover friends a nd magical obje'ls. and meet 
strause beings. f ina lly. wilen you have g~incd sufficient 
power. you can cross the last and mu)\ tlHIlj;CrUUS region to 
secure the Crown of Comm:mtl. DIH berore you ,an tlo Ihis 
yOIl will first nectl lo find one of Ihe magical TDlisman~ th:1I 
will allow yuu Iu V~~. IhruUj;h the de~dly Vull ... \· of f'ire. 
unharmed! 

The rules of TaJisman an: tlc~'Cptivdy simple. Al the ~tart of 
Ihe game each plll)'er is dealt II charocU''' c/lrd. These nlnge 
froln migbty fighters $ueh liS Ihe Warrior Clr Dwarf. 10 
powerful magician~ such Ill> Wi£yttl and Propheless. Elich 
characfer has their OW" spedal stren~ths anti weaknesses 
"bicll. oombincd .... lIh Vl)riOtJ~ spel1~ pnd equipment. makes 
them unillUC. 1111: n1l1gicllllllnd w~e 'hi~ quesltilkes place is 
I'I:prcSl;J1Il..J b)' the Talislnan board. The hoard i~ ~p1i 1 inlO 
thret rCl/iuns ( inner, middle and ou tcr) splil into different 
.1;1.(:(1 spaces. Each char.leler is repre5ented by a piecc. and 
mil)' movc a lIumher of ~~ equllito the roll of ~ dice exh 
lum, TIle closer )'011 get to the centre of too boIIrd. the more 
dangemu~ the spaC'C"s become. 

On mwot of 11K: ~pactS )'00 will be insulICtctlto dmw one or 
m~ A,J.-f'IIIIIU cards. and il is IIK:se "'lIkh are atlhe Ilean of 
the game. The various e"ents. ad'·crsnncs. magical Cllljc.::ts. 
followers anti pial'..:! thaltltc pl~)'ers cflCOlll1tcr on Iheir quc~1 
are illustrated on the c,trds. Th~ poss ible combina tions of 
cardS IIfC almost endless. mHI cn~ure tilai lln two games of 
Talism~n will ever be the same. Once ynu ~tal'l playing the 
game you will lind that the road I(l success is frauGbt with 
peri l: fellow pluycn can .'tenl your hard won treasures. leavi ng 
)'ou t;l(pu~'il to thie'·c.', U1Clt\Slen Rnd cUI·throats. Victory is 
never easy. anti only thc emming and fcsourccJut gain H 
charn:e fa nomic to ultimate victory. 

Soon after fhc rc1eaS~ of TaliS I113n we were deluged .... ith 
leuers from players IIsking for new cards and char.acters. or 
5u~t:Sti ng Iheir own ldell~ f()f the game. These. ~Iong wilh a 
number ()f ille3$ of our own. rowe rcsullcd in che IlIrgc numher 
of ·exp'lIlsion kil~ ' avai lable for the Tali~man gallic. TIlCre arc 
~i~ ofthcsc now. lind eacil can be lidded 10 the Talisman game 
either on lheir own ()f m combination wilh IIny of lhe other 
e~pansion 1:.i1S. 

The first expansion kit 10 be I'cteased was Ihe Talisman 
UfI'/III$irHI Kit. which :KIds new 5pells. adventure c-&ds and 14 
new Ch~raCI "rs 10 Ihe game. It " 'U quickly followed by 



T~1ismal1 The AI/I'j' ,m,rt, which llOI ()!lly include_~ extra card!; 
and th,\rJ~tcrs, bUI also has a set of characler sh(l(:ts and sill 
'a itemalive ending card~' 10 makc §un: thaI the playcn. ncver 
kno .... who may be guarding Ih t Crown of Command. 
Jluwev"'r, il was th '" thi rd ex pansion kit, which prOyel.l 
amonS~1 the mo~t innovalive. Along with 1<1 new charactcr 
cards, Til" TallwlIIlI IJwI8um cOIllaiM a new board that 11M: 
playe rs Ina ), move 10 wllh its own set of 36 Dungeon 
Ad\'tnlun: c:trds, Thl." dun);con is dangl'ruUS compared 10 Ihc 
no rmal board, bUl it can Orrtr a .hon l'Ut to Ihe Crown of 
Command for Ihose locky enou&h 10 5111"1' il'e il! The Oungeoll 
was qukU)' fulluwed by Tn/iil/w" Ti",t'H'C'IIi'. Which included 
a new board, advcnlUre l'unb ~Al1 charaele r~ Ih;!1 ;!lIo \l'ed 
pln)'Crs to leave lhe Talisman \I'orld 10 :!d"emure iruo sir-mse 
:tlld cxolic scicnl.'C riclion selt ings. T(llj~,,"lt1 Lily n:1tl(ned the 
ad"cnture 10 lhe Talisman world, providing II board and 
cH rd$ IhHI recrealed an ent ire 
f~tII~sy city. filled .... ith plt my 
or I)laces fo r Iht plilyers 10 
~pend tht gold they had 
eo ll eeled on lh t ir 
ild"elilure.~. 

RUNNING HEAD RIGHT 

Whic h hrlng~ U\ ne311)' to the release of Talism(lll Drago,lS. 
thc ~ery IlIlIls t Tillisman ellpansion kit . Like all Ihc olher 
~upplements, Talisman Dragolls l'i!1l be ~LlOcd dircetly to Ihe 
hn.it game. II·IMI pla),er, arc happy 10 use ORe ur twO 
e;.:pansions j usl 10 add a lillie more variel)' 10 lhei r gomt~ and 
SOITll: dedicated players hke IV put .lIlho.: CJlpanSions logeiller 
10 form an epic qocslthal mighl lake a whole wl!ekcnd to pia)'! 

Talisman Dr.lgons Ones not include;l ne .... boanI- we fell thai 
then: wen: quite enough of thmc al~ady! - :md 001)' has rOOf 
new e haractcl"$, 11l~l ead II u~ O\'tr tighlY new ad\'enture 
cards LV jltQvidc a brand new quest for the players 10 
undenake. Talis man Drago ns h ~et ~ome limc IIflcr the 
original qUCM. Tht land h3' hetn conque red by the c vi l 
Dragon K ing, and it i s Up lO the players to reStore ureler by 
defeating him and reseuin); thc Crown of Cummand. 111i5 ;5 
eon~i derah ly mort easily said Ihan done, IU Ihc lund uf 
Tal isman Urogons is inf(lSled wi lh powcrful Dnd dangerous 
mvuslcrs, making illl Illudl more dangerous place Ihan c\'C:r 
hefore. During plil)'tesling we fuund Ihul Ih.: lt1ort~lilY rate 
amongsl advcnll1rers w~s two or Ihree tiOlts as high as we 
would nurmally c,\: PCCI! On Ihe OIher Mnrr, if yon win u_~ing 
Talisman Dnl,Kons you will know llial you I·eolly ha y .. 
mnnnged In ~ ueeeed in Ihe ultimate version of (he Tulism.m 
);anll: , And wilh thnt ull I can rea lly do is wish YOII Ihe he_~t of 

luck b~l'au~c Yl,l ur ~oinG to need itl 
H:rvc fun ... 



ORDER'Ir 0773-713213 MAIL ORDER 'Ir 0773-7132 
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~ ~i~:4m®J>® 
UK MAIL ORDER 

OUR TELEPHONE HOTLINES ARE OPEN 
9.00am - 6.30pm Monday to Friday 
and 9.00am - 1.00pm on Saturdays 

NEW THIS MONTH! 
MAN O'WAR ~ 

Man O'War is the game of raging sea battles between 
the great ocean-going werfleets of the Old World . 

Mighty warships crammed with Men, Orcs, Dwarfs, 
Elves and Chaos Warriors banle for supremacy on the 
high seas. Berserk sea monsters reBr out of the watery 

depths, and the seas boil as mighty wizards release 
their powers of destruction. 

Min O'Wsr II. complete games system that you clIn use to enact sell 
ballies In the Warhammer World. The gllmelncludas lIIustrat&d 
rulebook, plastic wargalloy models, coloured card terrain and 

counter8, two CIIrd decks, dice. relerence ShlKliS and II painting guide. 

WAR HAMMER' ARMIES 
ORCS & GOBLINS 

Orcs and Goblins, the !ateat Warhammer Armies book, is now 
available. This comprehensive volume Includes background, 
history, an Orc and Goblin Besllary, an extensive army list, 

colour battle report , new magic ilems, rules for Night Goblin 

NOWAVAIL.A81..1!" 
IN THIS SERIES; 

THE EMPIRE 
HlGHEI..VES 

ORCS Ii G08UNS 

£9.99 each 

~ USA & CANADA MAIL ORDER 1+. 
UNiTED STATES: ~I'OlIMjnmeus. piNsecontllCllhII ~ 

WOO'kshOp Mag 0RkI. SeMo.: 
Games wO!k5tlOp MII~ om.'. 3431 C Be""",,, AWl""". Ba!timom, 
M~!)'\;Ind 21227·1072. PhooI!: 141 ()1 644 56911. MOO"Idayltl..,.,gh 

FlJdIoy, bal_ 9.OOIIm <WId 5.00pm EST. 

CANADA: For Carl8d<an mail ordl>r pIe~98 phone (418) 595 1159. 
Mon!$;Iy to Salurday bolween 10.l»am and 1 00pm EST. 

Squig Hoppers, and much, much more. 

UK MAIL ORDER 

Our UK Mall Order Hotllnes are open aJx days a 
week, and you can pay bV Visa, Access or Switch. 

(On3) 713213, Mondav to Frldav 
between 9.00am and 6.30pm 
Saturdays 9.00am to 1.00pm 

If you're posllng your order, please send 1\ to: 

GAMES WORKSHOP MAIL ORDER SERVICE, 
CHEWTON STREET, HILLTOP, 

EASTWOOD, NOTTINGHAM NG16 3HY. 

Or you can lax Ihe ofder Ihfough on (0773) 530155. 

ORDER'Ir 0773-713213 MAIL ORDER 'Ir 0773-7132 



~ ORDER "Zi" 0773-7 13213 MAIL ORDER "Zi" 0773-7 132 

MAIL ORDER FORM ~@ 
-~r~~<~----------------------.------r--.-~~ 

""~ TOTAL 
DESCRIPTIONICODE PRice CTY PRICE 

USI this 101'1'1\ 10 rn8il erdA' GAm .. Workl lmp PfOdUC11, CitadGI and Mu'aooo( 
Mlr\iatvres i r<)m IhIo. Dr any ,aoonl i ..... 01 WNl. Dwa~. Of from !he C~adeI MWalUr&S 
Ca!.l1ogue. When you ""vtt lotalloild up yow orGel. pln.o don't lorgcllo add 11>0 
~aM p.ockingd)org.. 

METHODS OF PAYMENT 
yOLl ..... ~~by ~crpoo~OIO;Ior.~._"""'~ 
ViM. _tin .. UlQSwiIcI:1. ~,.,.. w.4s/'IlO pi)' by crdcard, pIoese.in II-. '......,..CItIaibi"" .... bmbolow N)'OUllavea~caro.JOI''''''p.c.., 
"""""'""1OI_OVpllCitllng ..... IoI.aIIOrGetHolllnes - ""' ....... _"'" -)'Out 
calli willi you \IIIhon you phone. 

DESPATCH & DELIVERY 
We alway$1/y 10 de"P"'l(;/! y<:U onIef on ~ \lay 01 """"PI. _ I'W __ .......ty 
goI )'OUI'OftIorbildl_10 dlya 

----

---

--

SUBTOTAL 

POSTAGE & PACKING 

GRAND TOTAL (TOTAL ... P&P) '---__ -j 

POSTAGE & PACKING 
UK"f~ _a.50 

o..-ll~EnI: _4OlI.of_""" . • ""'l*fby 
_GInI. ,"'P"""~."'~ __ " 
t-1"P£2.~ 

NAME " •.. . ADDRESS .• 

COUNTRY . . .... Poslcode Code 

Method of Payment: Cheque 0 Postal Order 0 

Card No; UI I 
Card expiry date: ...... ......................... Cardholder Name: 

Cardholder 
Signature: 

. .......................... Tel: . 

AccessIMastercard n visa D SwitCh O 

D=:J Issue No: O (SwilCh only) 

IF YOU ARE PHON ING IN YOUR ORDER, DON'T FORGET 
l ! . 1 • T, • A _ ~ , I 



· . . . 

SPACE MARINE 

ARMIES OF ft.IE IMPERIUM 
(Space Marlnos and IhtIlmpelial Guard) 

RENEGADES (CMOS and Elclar IIrmiosj 

OAK & SQUAT WARLORDS 

EPIC ELOAR 
ELDAR TEMPEST GRAV·TANK 

ELOAR WAVE SERPENT 

ELOAR [)()()MWEAVER 

ELOAR OEATHSTALKER PRISM CANl'fON 

HOAR WARP HUNTER 

HOAR WAR WALKER 

AVATAR 

ELOARTlTAN 

EPIC IMPERIAL 
THUNDERHAWK GUNSHIP 

RAPIER 

'''''''''''' 
VINOICA TOR Uk U 

Ji GORGON M~t 
GORGON Mk 11 

GORGON Mk III 

MANTlCORE TYPE 1 

MANTICORE TYPE 2 

BASILISK TYPE 1 

BASILISK TYPE 2 

REAVER TITAN 

BANEBLADE 

SHAOOW SWORD 

$TOflM HAMMER 

LEVIATHAN 

PHfOA TOR Mk II 

PREDATOR MIl 1'1 

LEMAN RUSS 8A.lTLE TANII Mk 11 

HEll.HO\.INO FIRETHflOWER 

OEATHSTAIKE MISSIi..E LAUNCHER 

£24.99 

£\2.99 

[12.99 

£12.99 

£3.99 

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

(1.50 

" ... 
".'" 
'" '" £1.35 

".'" 
"'" 
"'" 
"'" £2.00 

"'" 
"'" (t.99 

"" 

0773-71}2 

ASSAU :rON 
BARBi~S 

SPECIAL ARMY DEAL 

IMPeRIAL GUARD ARMY 
24 IMPERIAl. GUARD SPRUES 

3 RHlNOllANO RAIDER $PRUES 

3 STORM HMlMERS 

3 SHADOW SWORDS 

3 THUNOERHAWK GUNSHIPS 

3 DEATHSTRIKE MISSILE lAUNC:HERS 

3 BOMBARDS 

6 8ASILISKS (tyPO: 11) 

I REAVER TITAN 

"".'" 
""'-­
£I~ 

£II.~ 

£5.99 

{6.W 

£5.99 

£11.08 

£4.99 

THE COMPLETE IMP(,RIAL QUARD ARMY 
TOTAL VAL.UE £94.88 

SP!:CIAL OFFI:'R PRICE u s 

A LAITOC CRAFTWORLD 
10 ELOAR WARHOST SPAUES 

8 LOAR LEGION SPRUES 

1 WAALOCKTITAN 

1 DEATHST ALKER PflISM CANNON 

2 WARP HUHTERS 

4 ()()()M WEAVERS 

2 WAVE SERPENT$ 

3 WAft WAU\Ef!S 

THE COMPLETE El DAR FORCE 
TOTAL VALUE £43.20 

SPECIAL OFFI:R PRICE 1:31 

tI2.50 

"" CHI9 

".'" 
"" a." 
0 ." 

" .. 

PHONE IN YOUIR ORDER AND 
ASK ABOUT OUFI SPECIAL MAIL 

ORDER DEAL OF THE WEEKI 
For the fastest and most Elflicient 

service, tlle best way 10 pl<lCe your 
order is to phone our mllil ordor 

oopanmenl on On3 713213. 
Speak to any 01 the Mail 

Order Trolls and they'll be 
able to telt you about aW ttw 
lalesl releaM8. Ev8f"Y week 

we run II specIal 'Deal 01 
the Week', 50 phone now to 

find ouI what Ihis week'. 
special oflera Illel 

~ ORDER 1r 0773-713213 MAIL ORDE 1r 0773-7 132 



~ ORDER 1r 0773-7 132 13 MAIL ORDER ?l' 0773-7 132 

WARHAMMER 

WAAHAMMEA 

£29.99 

WAAHAMMEA 
BATTLE MAGIC 

£17.99 

WARHAMMER 
ARMIES BOOKS 

£9.99 EACH 

THE EMPIRE • HIGH EL VE$ 

NEW1 ORCS & GOBLINS 

THE EMPIRE 

NI!.WI MOUNTED EMPIRE SAme WIZAAD 
{BRIGHT. CELESTIAL. GO!.""',Q"",G"" ,""' _______ ~ 

NEW! EMPIRE BATILE WIZARO 
(AMBER. JADE. AMETHYST O~""e'G~""", ___ -.,....,, __ _ 

H!.WI ACOLYTES Cl .2511itCh 

MOUNTED EMPIRE BATILE WIZARD r2.991t11d1 
(AMBER, JADE. AMETHYST OR UOHT) 

EMPIRE SAme WIZARD 
(BRIGHT. CELESTIAL GOlD OR GREY) 

I IMPERIAL HERO ON P~"'SUS BOXED SET 

DWARFS 

I NEWt OWAAF THHOHE OF POW£FI 

HIGH ELVES 

I HEWI WHITE LIONS OF CHAACE 

~ N£WI HIGH ELF PEGASUS RIDER BOXED SET 

HIGH ELF WAR GRIFFON 

£2..50 eadl 

1:':12.99 

[14.\19 
(ElTHAAION RIDING ST= ORe """=cNG=, _______ _ 

OACS 
NEW! SAV"'GE ORC COMMAND t NEWI SAVAGE ORC BOYZ 

NEWI SAVAGE ORC ARRER BOYZ 

ORC BIG'UNS 

1:1.35e8Ch 

1:1 each 

" """ 
1:135ea<:1! 

WARHAMMEA PLASTIC BOXED SETS 
NEWI ORCS (10 p/ll1l1ic Croa) 

NEWIIMPEAIAL HALBEAOIERS 
"0 pllllllC ImptI'/'ftl Hft!I,cudMI",j 

GQOUNS liD plallic GobIN) 

, HIGHELVESIIOplalllC~ElYesJ 

FANTASY FIGHTERS BOXED SET 
1M llMOt\moItII 01 30 plulic CiIadII Minialu'lIII) 

REGIMENT OF AL TDORF 
130plasllclrnpe!lal~J 

"w 
£4.119 

£4 .99 

£4 .119 

£11.99 

£14.99 

Bolt ~ iP«/IIJ t>ofIw ihie/di WId ooIoIN iIWHd r,~QfS 
noI indIIdrtdin #If! £.f.99I>oxsd"" ,J 

GOBLIN WOLF RIDERS 
NEW! GOBUN WOLF RIDERS 1::2.99 each 

WARHAMMER 40,000 
WIIRHAMMER 40.000 1:14.99 

WARHAMMER 40,000 VEHIO..E MANUAL [12.99 

WARHAMMER <40.000 SA Tl1.E MANUAl [1199 

WAAHAMMEA 40,000 COMPILATION " .w 
WAAHAMMER 40.000 COMPENDIUM (1U19 

SPACE WOLVES 
N£WI WOlF OUAAD IN POWER AAMOLiA "-"' ... 
IRQNPR1EST ,ag, 
5mVlTORS 

----; 
£2~ 

WARHAMMEA 40,000 BOXED SETS 
BlOOD ANGELS TACTICAL SQUAD £1 .... l1li 
~br)xed all conlilln$ a 19C1ical SQUod 01 Blood Angel Marines, 
"""'IIIIU"II 01 0118 V8ltUatI, one sa'lI6IInt. OIMI MIl"'''' ... 111 ",viii. 
..... na, """ IIoIarIroo wilh hNvy boIlO'. and 51~ MiUIoos wllh bolters. 

SPACE WOLVES LONG FANGS £9.W 

SPACE WOLVES BLooO ct.AWS 

SPACe WOlVES GREY HUNTERS 

SPACE MARINE TERMINATORS_ WOlF GUARD 

MANO'WAR 
HEW! MAN DWAR 

m.w , 

£24.99 

MAN O'WAR BOXED MINIATURES 
NEWI DWARF IRONCLAD £4.W 

NEWI DWARF MONITORS tOOX Of 3) " .w 

"''' HEWI DWAAF NAUTlWS f 
HEWl lMPERlAL GREATSHIP ~ 

HEWl lMPERlAl WQlFSHIPS (BOX OF 3I'_==j"~"'t~' . 
HEWI IMPERIAL GALLEYS lBOX OF 3) £4.99 , 

OTHER BOARDGAMES 
~ NEWI TAUSMAN DRAGONS plcUil phone 

NEW! TYRANID ATTACI('--________ ";,o •. ""'----< 

WARHAMMER BOOKS 
NEWI SPACE MARINE by Ian Wal$Of1 £3.911 

INOUISITOR bylan."'w' ..... ""''--______ --'''='".,,''-_, 
KONRAD by Oa~ FOf1'Ing £3.139 

SHAOOWBREED by Oavld Fortlrlg £3.99 

HEWI WARSLAO£ by Oavld Foulng £3,W 

ORACHENFELS by Jadt YeoYII £3.99 

Prices corffICI .1 ,..". of going 10 !>Nil. 

ea.,.. WO<kehop ,_ ..... 1M ~ 10 .~ .. prien wiJhDuI pIIDr 

"""'"'-
ORDER 'Ir 0773-713213 MA IL ORDER 'Ir 0773-7 132 



REAVER TITANS 

TURBO-l..AS£R 
DESTRUCTOR 
Onol~' 

t. r" 

VULCAN ..... toA·BOl.TEA 
01&016'8 

INFERNOCUN 
07001&5 

~ 
HEAD, 

07G01!>'11 
HEAIU 

07601IY15 

CARAPACE 
011101&8 

WUlllPl.E ROCKET 
..... UHCHEA 
01001&1. 

O£YOl1ONse .... LS 
071501 &1 ' 

Q(t$ A 
POWERRST 

01601&11 

CHAIN RST 
01601!o'iS 

SHOULPEII 
GUARD 1 
076(115113 

SItOULDEII 
GUARD 2 
(\7001 &'2 

THESE ARE EXAIIPL£$ OF COMPU:TE REVER nTANS 

Designed by Jus Goodwin 

U CH CQUPl£1l: REVER lirA,., CONSISTS 01' : 
I ~ C"'RAPACE 1 ~ lEGS 

1.HE..o 2 . FEU 
2 ASI-IOULlIERGUAROS 3.WEN'ONS 

I • DEVOTION SEALS 
VOO WAV CI"1OOSE TO f(AVE "'BNlNEA 

POlE INSTEAO OF ONE OF THE WEAPONS 
PLEASE &TATE WitCH IT'EMS YOU 

REQUIRE WHEN ORD£RlIIO 

BAtltlERPOlE 
01OO1!o'i D 



NOW OPEN! 
~ ~;~:~ill@J>® 

THURROCK LAKESIDE 
UNIT 415, LEVEL 3/FOOD ~ 

COURT, THURROCK I=~;:==~~ 
LAKESIDE SHOPPING 

CENTRE 
TELEPHONE: 0708867133 

NORMAL OPENING HOURS 

WHITE DWARF SUBSCRIPTIONS 
UK, EUROPE, " THE REST OF THe WORLD 
u ... nl'(>: m~'<Jb_J_(I!""'I, ItUMOI'':',(lS 
I(UI' O~ 1'1 .... II'VIII. ... ,,,,"Iac l.S _ Co_u ... ) r .. _1'-
_ ..... _ .. ~W...w..,.~I ... cw...o-... SO lIiIMup.f ... ~o.>oj 
!<OnlSG1IMt.,;(JI~ .Illy, .... "',-. ....... "' .. ,.- _ .... __ .... 
~~ .. a-.. .... ~I....a. 
u __ ,~_""""",,~_Y"""''''''''_~to,.''''''' 
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IMPERIAL WAR MACHINES 
IAME.LADE 

84JPEA HU...., 8ATTl£TAHk 

TH(: COMPlETE UNEBUOE CONSISTS 0" ,_ 8mE BLADE CHASSIS 

, , BANE9I.AOE TURRET 
1 • SPONSON lURR£TS , 

SHADOWSWOfID 
8UPEA MEAV'I' TANK DESTROYER 

THE CO/oIPLETE 8H.I.I)()WSWOllD COI<SI'" Of: 
1 • SHAOOWSWOAD CHASSIS 

I I vt1CAHO CAW«lN 
, • SPONSON TWlRETS 2 

nMi~ 5TOAM HANMER 
COfoISI8T8 Of: 

,.5fOJWolIU.MIllEAQIA.SSIS 
2. 8TClAW HAMMER TURRETS 

2 ' SI'OHSOH lUIRETS 2 

IMPERIAL LEVIATHAN 

TME COMPL.£lE LEVIATHAN COHSiSTS on 
l,lE¥lArnAN R.QfT SlOE 
,. LEVIATHANtEHS IOE 
, , IXlOMSOAV C/\NooN 
1 . L£VIATWA" TtlAREr 
1 . LEVIATlIAN 1OWE"A 

aANEBLAOfi CHASSIS 
016060111 

LEVIATHAN RICH' SIDE 
01SlI:Yoi! 

LEVl ... 1ltAN LEFT SIDE 
07'11l'1 

'ANEBLADE TUllilliT 
,~ 

-~, 
TURRETS. ,-., 

• i 
VOlCANO CANNON 
,~ 

1 

SPOMSOH TURRETS 2 

'''"'''' 

STORM HA_1I1UIIIIET ...... 

SPOHSONTUAAET$2 -

POO/oISDA'fCANNON 
011i1lM 

L£YlATHAN lOWER 
071II"~ 

LEVlATH4N TURRET 
07tI"3'~ 

Designed by Norman Swales and the Citadel Design Team 



ELDAR TITA~~S 

WAA1.OCIt lITAN HEAD 
0 .... 1)111 . 

Designed by Jes GoodwIn 

EACH COMP~ETE EUo.ut lIYAN COII9ISTI Of: 
2.WINGS 
1. LEOS 

1. "rOflSQ 

" ..... 2. FEET 
2. SIoQU.OEAS 
2.WEA/'ONS 

PI.£A5E fTATl WIICH IfEMa YOU 
IlEOU1RE WHEH YOU CADEll 

SMOU\OUl I ,-



EPIC E[DAR 
El..DAR TEMPEST aRAY TN« 

ELOA"WAVE lEAPOn' 

ELIIA" DOOM WEAVER 

ELD.t.R IOU THSTAlkER 

~UlAR WAR' IWNTER 

WARPHUHTER 
~m 

THE COMPlETE TOlI'UT COHSISTa OF: 
1 • TEMPEST CHASSIS 

,. TEMP!;ST LASliRANO SHURI<EN 
C~NONTURR£TS 

107Il0l211/1 

ll'J.u>EST LASEA .. NO SHURIKEN 
CA NNOt! TURRETS 

0111ot~ 

THE COMPlEtE UDAll w ... ~ stlIPOO cONSISTS OF: 
, . WAVE8ERPEHT tUl 

, . WAIlP EHEAGYClOIERATOA 

WARP ENERGY GENE ..... TOR "."., 
THE COMPLETE fLO"" DOOM wEAVER CotlSlSTS OF: 

1. oeAl'HSTAlKER I OOOIo! WCAVER tf.Jl.l 
1. 0Cl()I,j WEAVER WEa SPINN£R 

DEA1HSTAIJflR I 000.101 WUvtll »UU. " .. , .. ~ WUV£R WEe ""HNEII 
~~. 

THE cot.IPlElE ELIO"II DEATHSULKEA COHSISTS IOFI 
, . OCAIHSTAUI[A I !XlOM ...." ... VEflHUlL 

1 • PRISM CANNON 

DO. TIISlAlKER I 000101 WEAVER HIJU 
107&12')'( 

ELDAJlWIJIWAlKPI 

-~ 

Designed by Jes Goodwin and Norman Swales 

UDAll AYAUR 
018olOCl17 



EMPIRE WARSHIPS 
IMPERIAL WAAGALlEY 

liKA/IIPl.J;OF 
COMPL£TED 
... NO RIll ... 
'A1N1l!G 
,~~ 

W.\ROALLEY 

® 
ntESE 8AU AND 

PENNANTS MAY lIE 
1'HOT00000000. 

CUTOUT. PUfTED 
AND sruac ONTO 
\'OVfI IoI!HIAruAES. 

PERMISSION 
GAolNl'£DTO 

PHOTOCOPY FOR 
PERSOHALUSE 

ONLY 

-------------------~ 

PLASTIC WARGALLEY SPRUE (MOWPLA/l) 

~ 

= 

® .- . 0 
(') , . 

-0 
0-

0 - 0 

MolN o· WAR PLASTIC MAlIT URLIl 

-~ THESE MOOElS .oJIE SUPPIJEO WITH ONE OR MORE MAST SJ>AUES Wll(A~ N[CESSAflV 

BRETONNIAN WARSHIPS 
BAETONNIAN CORSAIR ® 'M'.SE 8.o\II.8ANO PENI<AN1S .u,y BE 

fIHOTClCOPlEO, CUT OUT, 
PAINTED AND .TUCK ONTO YOUR 

MIN1AllJAES 
P[.I!IoIISSION GRANTED TO PHOTOCOPY 

FOR Pf:RSOHAL U$€().'jLV 

NOTE 01.\.1 8QN:E Of' THUe. SHIPS' MASTS KAV£ BEEN SHOAlEl<EO TO MAl(!! 

MW THE CORRECT LENGTH FOR EACH TYPE OF SHP: REFER to TIlE MAH (f 
WM P,w(!1NO G!JIOe FOR t.IOAE DETAILSON HOW TO 00 ftltS 



BRETONNIAN WARSHIPS 
BRETONNIAN 
GALLEON 

© 

BRETONNIAN BUCCANEER 

... 8I1ETOH/lIAJoI gAUJ:ON cotISIST' 0" 
l X HUll. 

, XMTCA.5Tl.E 
1 X FOAECI<Sn.E 

NO* THAT SOME OF THESe stePS' MASTS ",WE BEEH 
5ItOmENED TO w.KE THEM TH£ COflMCf l£HGlH FOR 
~ TYPE OF ~IP; R~fER 10 THE w.H O'WAA P.oJN1111G 

GUIDE FDA MORE on .... 15 ON ' IOW TO 00 THI9. 

EXANPUi OFeoIotPLel"ED AtfO fU~~Y PAINTED BUCCAHHII 

®n d 
© 

Designed by NOfman Swales 
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~ 

i 
'! 
~ 

i 

1 

DWARF WARSHIPS 
DWARF IRONCLAD AOWAAFIfIOHCLAJ) CONSUITIIOF: 

,,~ 

,x ~IJNNElS 

1 lIBRlOOE 

'
'" 

AI ." "II.) 
I ' :.1_ .,:'" 

DWARF MONITOR AOWAAF MOIoITOACONSlSTSOF: 

''''w 

u ... wu. 01' COMPI..ElUl AHO 
I'UUY PAlHTED_lOA 

IX BRIDGE 

DWARF NAUTILUS 

DARK ELF MONSTER'S 
DARK ELF DOOM REAVER 

DARK ELF DEATH FORTRESS 

~L-__________________ ~ ____ ~~ ____________ ~ 

Oeslgned by Norman Swales and Michael Perry 



WOLF BOVZ 

00II,-," WOLF ~FI 
WlTHIPIIWl ewe ANOIKEW 

~o 

008,-," WOLF RlDEFI 
IANNI:FI II!AFlfFl _. 

OOIUN WOLF MlEFI 
WITH .WOAD AHa IHIfW I 
~ 

008UNWOLFIIIOEFI 
WITH 5W011O AHD 5IIELD 2 ..,... 

THESe .. INlAlVFlU AFIf IUPPUfD WITH Ttl! Pl.UTlC WOLF SPRUE ANO THE "'''PAOPAIArr: Pl..UlIC SIUUIS AS ITAHOAAD 

~:7-:..,T~::--=_~~~-~ _:~. _~':- _. -~r.-:jo<~:r-.~\:. ~ __ ~'~~~:.'': 
- ...... " ..... -.' ...... -' -.- -_ ... 
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. ! n 
Ii 
-i • dl 

U-, . 
• ! 'a 

h j . , 
! . 
i 
• , 
~ 
; 
• 
I 
1 !. 

SPACE WOLVES 
IRON PRIEST 

SERVITORS 

TlIEIXMIIPI.E11!IIION_ST 
CON8I8tS Of: 

1 X)FlClftPFIIEST 
1 It IlION PAlEST e...cKP.toCII 

WOLF GUARD IN POWER ARMOUR 

WOLFaUAA04 
=,~ 

WOLF<WAAOI 
OOW,,.,., STAHOARD 

=,~ 

THI'$I1I111N1ATURU AlII; IUPPLG wtTH iii PWTlC t,ACE MARINE _ .I'tIUIE N«I Ii Pl..ASTlC 8,.,CKPACIC 'PRUE 

CTrAD£l Mm~nma'L-______________________________________________________________ --" 

Designed by Jes GOOdWIn 



EMPIRE 
BATTLE WIZARDS 

131'111/1 

ACOLYTES OF THE UGHT COLLEGE 

MOUNTED BATILE WIZARDS 

n.t.MPI.U O~ COMPlETED IW£AlAL 8,1,TTl.E 'Ml.UIO 

Designed by Dave And(ews 
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EMPIRE 
BATTLE WIZARDS 

CELfs nAL WIZARD 
073711111 

MOUNTED BATTLE WIZARDS 

EXAMPLE OF A COMPl.ETED IMPERIAl. BATTLE WIZARD 

BRIGHT WIZARD 
(>73791/2 

OOLOEN 'WIZAAO 
D1JN1/4 

I(Ttl J ADE WlZAfIO 
0737Ql 

gr~ IL ______ .. _"_-__ ·-__ ·_-_·_"_·~ __ O_-_ _ ~_._'_~_-___ O_~_"_._-__ '_""""" __ M_._"_~_'_AA_O _____ ____J 

Designed by Dave Andrews 



THRONE OF POWER 

nAO+IE OF POWER .. ~ -

• 
{ 

ctr= L-___________________ ----"ilVlfll'nl1lC!l 

Designed by Michael Perry 



MfiE UONWlTli 
DOUIIU!! HIoNOEO ME I =-

WHIT!! UON WITH 
DOUBLE HAHOEO AXE t --



SAVAGE ORC:S 
SAVAGE ORC COMMAND GROUP 

SAVAGE ORC BOVZ 

SAv ... OEOAC 
WlTMSPEAA4 
~, 

$AVACEOAC 
WIT" PIKED CLUB , W=, 

f 
i 

I 
I 
I 
i 
1 

·1 
o [ 

Ii 
o! 
I • 
"I -Ii 
~ , 
d 
H 
U . . 

.1 
~ • 
I 
~ 

t 
I 

,1 
mellE MIHIATUAU .t.RE SUPPUED WITH .IoPPAOPRlAlI: PLASTIC _lDS ASIT.I"mARD ClTAJJ£1 L _ _ _ _ ___________ _ ___ . _ _____ _ .JiW,.·n ... 

Designed by Alan Perry 



SAVAGE ORCS 
SAVAGE ORC BOVZ 

SAVAGE ORC ARREA BOVZ 

.... V"GfORC 
WIlH 80W 1 

0752100 

Designed by Alan Perry 

S ilV,I,GEOAC 
wmI SPlKl:D CUJII 2 
,~ 

U.VAGE ORC 
WlTH 80W 3 

07S2 IQ1t 



ORCS 
ORC COMMAND GROUP 

04,.,._' 
"'''''' 

ORC BIG'UNS 

WlTHSII'tAR' ,,,,,., 

BlO' UN 
WlTHSWORDt 

'''''''' 

STAHOAIlO8£.t.AEA 1 
,,~ 

SKI'UN 
WlTH aPEAA! 
,~ 

DAUIoIMERl 
,,~ 

GORFANG ROTGUT 

\WllIIIWOAD 1 
~ 

BIG'UH 
-~. ",,,,. 

• j . 

i 
! 
i 
i 
~ 
i 
I 

e i , 
• • 
g~ 
• • ~~ I' • 
~ i , l. • • -H 
~ . · ' d 
H 
, " II < 

i 

e! , 
• 
I • • • j 

~ 
! 

~i 
CITADEL L-__________________________________________________________ ~~n~ 

Designed by Kev Adams 



I~r 
PLASTIC BOXE.D SE.TS 

illilllM ORCS 

fY 

H. \LBERDIERS 

Each box contains to 
finely deta iled plastic 
miniatures complete 

with bases. 

_c-....... CMoIt ..... ~"' .. ~"""_ .. _...,~ __ ~.oI..-. .... l>A>ItUi 
~l_("_\\''''''*''' ... _ofr_\\'ool ..... ' .... 
C1~ .... <-.\\''''''-.... I,.IoII\IIIJ''!" ..... ~ 




