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CHAOS DWARFS 
Thi s month sees the re lease o f new 
models for the Chaos Dwarf, High Elf 
and Dwarf armies. 

The Hobgoblin wol f riders and wol f 
riders command group arc an exciting 
addition to the C haos Dwarf army. In 
the ballie report on pages 40-57 of this 
issue, you can sec how these new units 
perform on the tab letop when a Chaos 
Dwarf army commanded by Ci tade l 
Miniature designer Gary Morley takes 
on a High Elf army led by Robin Dews. 

HIGH ELVES 
The High Elf Army is also expanding 
wit h some wonde rful new miniatures. 
The Dragon Princes of Caledor have 
been designed by Jes Goodwin and must 
stand as some of the finest work he has 
ever done. On the inside fron t cover of 
thi s issue. you can sec the three new 

THIS MONTH'S 
SPACE MARINE RELEASES 

Blood Reaper 
Daemon Engine of Khome: £2.99 

Brass Scorpion 
Daemon Engine of Khorne: £2.99 

Doom B1asler 
Daemon Engine of Khome: £2.99 

Banelord 
Chaos Titan of Khorne: £9.99 

Space Marine Battles £9.99 
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Dragon Prince miniature s painted by 
Games Workshop's expert. paimer ~1 ike 
McVey. 

DWARFS 
The o the r set of Warhamme r release s 
thi s month are for the Dwarf army. 

For a number of years, the rules for the 
DW3tf Gyrocopter have been one of the 
mose requested articles from back issues 
of White Dwarf. Now with the release 
of the Warhammer A rm ies - Dwarfs 
book. the rules arc once again in print 
and there is a brand new Gyrocopter 
model to go with the m. 

Yo u c.m see the model on the bac k 
cover of thi s month ' s issue and needless 
to say. wc'll bc bring ing you a battle 
report featu ri ng the Dwarf Gyrocopte r 
and the ir other new war machine - the 
Flame Cannon in the near fu ture 

NEW EPIC MINIATURES 
It 's an exciting month for Space Marine 
ga me l's with the release not on ly of 
Space Marine Battles. but al so a host 
of new miniatures for Epic C haos 
armies . Firs t off we have the new 
Dae mon Engines of Khorne. These 
three new miniatures - the Blood 
Reaper , Brass Scorpion a nd Doom 
Blas ter add to the exi s t ing three 
Dae mon Eng ine s to pu t eve n more 
firepower into the hands of Epic C haos 
gene ral s. Elsewhere in thi s issue, Andy 
Chambers has wrilten the rules for these 
three Il ew models and we've provided a 
cut-out minion ca rd . Yo u can add the 
new models to your co llect ion in any 
combin ation wi th your cxis iting 
Daemon Engine miniatures. 

Ncxt lip we have the Banelord - Chaos 
Titan of Khorne. The new mctal pieces 
add o nto the exis ting plas ti c Warlord 
Titan to create a devas tating Khorne 
Titan . Jervi s Johnson has wrillen the 
rules fo r thi s new model a nd these 
ap pear in thi s issue of Wh ite Dwarf 
together wi th a complete data sheet so 
that yOll can get your Titan into action 
straight away. 
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SUNDAY 3RD OCTOBER lOAM· 4PM AT DONINGTON EXHIBITION HALL 
Games Day is the largcst fantasy gaming event in Europe where you can actually come along and participate in the games. 

Throughout the day you can try any number of games and see allihe latest Citadel miniatures. 

Games Day 1993 is a ticket only event, available now for only £S 
Donington Park Exhibition Hall is situated within easy access of junction 24 off the MI . Tickets are available from your local Games 

Workshop Siore, or direct from Mail Order on (0773) 7 J 3213. SpeciaJ coaches will run from every Games Workshop Siore. 

Ask your local store Manager for more details. 
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By Andy Jones 

The first supplement to the Man 0' War game, Plague Fleet, is here, and the seas of 
the Warhammer World will never be the same again! If you field a Chaos, Skaven or 
Chaos Dwarf army in Warhammer Battle, you can now choose a fleet to match ... 

Last month v',Ie previewed the contents of the Plague 
Fleet supplement. As it is now in the shops, we thought 
it an opportune moment to exa mine some of the tactics 
open to the fleets of Chaos. Plague Fleet contains rules 
for many different warships, and over the next few 
pages I examine some of the options available when 
using the Chaos ships in your games of Man 0' War, as 
weU as provide some useful tactical observations. 

The Skaven and Chaos Dwarf fleets warrant separate 
articles, as each has its own fleet lis t, special rules, new 
weapons and, in the Skavens' casc, a different magic 
system. All of this means that they play very differently 
to other Chaos fleets and to each other. What is good 
tactical advice for a Chaos Lord will not necessarily hold 
true for the Warlord of a Skaven Clanfleet, and vice 
versa! 

Clmos Sorcerer 

The ships of the Plaguefleet are very different to any 
other Man 0' War fleet, and open up many new options 
and tactics. The Plaguefleets of Chaos have their own 
magic system, and their crews develop in to tally 
different ways to the crews of normal fleets. What's 
more, a Plaguefleet never gets Man 0' War cards, and 
Chaos Terrain is actively on the side of the Chaos player! 

If you choose a Chaos fieet, you have the choice of 
putting together a fleet of a s ingle Chaos Power, o r a 
combined Plaguefl eet of all four Powers - Nurglc, 
Khorne, Slaanesh and Tzeentch. Each fleet has its own 
unique feel , from the Bloodships and Ironsharks of the 
Khorne fleet that are great for boarding actions, to the 
Bane Towers and Winged Terrors of Tzeentch that, 
though Wlpredictable, can be the most powerful vessels 
in the game. 

PLAGUEFLEETS 
The following notes should prove useful if you decide to 
play with a Plaguefleet. They provide an overview of a 
Plaguefleet's strengths and weaknesses, and any 
unusual traits you should remember ,",vhen deciding its 
composi tion. 

CHAOS SORCERERS 
The first thing you' ll notice when you come to choose a 
Plaguefleet is that if you want a Chaos Sorcerer you have 
no choice about how many points he will cost. A Chaos 
Sorcerer always costs 200 pOints (50 points more 
expensive than a Wizard Lord in Man 0' War!). 
Furthermore, you have no choice about whether to 
choose a Wizard or a Sorcerer - it's a Chaos Sorcerer or 
nothing! This mea ns that your commitment to magic, in 
a 1000 point ga me, is 20% of your entire fleet! It follows 
tha t you should be extremely careful with your Chaos 
Sorcerer, and do not expose him to unnecessary risks. 

On the plus side, the spells of the Chaos Sorcerer are 
very powerful, and he does come complete with his own 
vessel - a Bane Tower of Tzeentch - included in his 
points cost. A Chaos Sorcerer is not placed aboard the 
nagship of the fleet, as would be the case with a normal 
Wizard from the Man A' War rulebook. 

W 7 
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MAN 0' WAR - SEAS OF CHAOS 

BANE TOWER OF TZEENTCH 

Even without the Chaos Sorcerer aboard, a Bane Tower 
of Tzeentch is a dangerous opponent - capable of 
moving up to 18", repairing three lots of damage, or 
firing three energy bolts per turn. 

By having the Chaos Sorcerer aboard his own vessel, a 
Chaos Fleet gains two advantages: firstly it spreads the 
risk of losing the Admira l and the Chaos Sorcerer i f the 
flagship is sunk,and secondly, the Bane Tower gives the 
Chaos player an initiative advantage that no other fleet 
has. 

Normally, by purchasing a Wizard, you give up the 
chance to buy another Man 0 ' War or squadron of Ships 
of the LiI)e. Instcad, the Wizard is placed aboard the 
flee t's flagship along with the Admiral. 

Because the Man 0' War game works by each player 
taking it in turns to move and fight w ith one of his 
squadrons, the player with the most squadrons always 
has the last say. He can save his best ship or squadron 
lUltillast, waiting until everything else has moved before 
taking dec isive action with his most powerful vessel. By 
having the Chaos Sorcerer abomd his own vessel, a 
Chaos fleet has an extra vessel to move, and therefore an 
initiative ad vantage over most other fleets. 

A Bane Tower of Tzeentch is also different from other 
ships in that it hovers above the waves, and is therefore 
capable of moving over rocks and islands (al though ,,,rith 
a smal1 chance of crashing). Furthermore, the wa rping 
influences of Tzeentch permeate its very structure, and if 
attacked in a boarding action, there is every chance that 
some of the attackers will be mutated into Pink Horrors 
and join the Bane Tower 's own crew. 

However, although the Bane Tower is a powerful vessel, 
never be tempted to expose it to danger. Remember that 
it carries the fleet's only Chaos Sorcerer, and if it is 
destroyed, so is he. As will become clear later, the natu re 
of Chaos Magic gives a Chaos Sorcerer plenty of 
opportlUlity to kill himself wi thout you taking foolish 
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risks \-"ith his Bane Tower. Apa rt from anything else, in 
the closing stages of a game, having an unscathed Bane 
Tower around firing energy bolts at battle-damaged 
enemy ships, will be a grea t advantage. Unti l such time, 
keep your Bane Tower out of reach of the enemy, using 
its fast movement to get away from danger, or to sneak 
up on damaged or straggling enemy vessels. 

1\(8 (8 
CRAWlING FLESH 

CHAOS MAGIC 
Chaos Magic is very powerful indeed, much more so 
than the PlU1Y spells wielded by. other Wizards. 
However, Chaos Magic holds its own risks, and a Chaos 
Sorcerer is always on the knife edge of either glorious 
success or abysmal failu re and death. If he gets things 
bad ly wrong, he will a lmost certainly be destroyed by 
the power of the Warp that he strives to control. 

Although superficially very similar 
to the normal Man 0' War magic 
system, Chaos Magic has fun· 
damental differences, not the least 
of which is that not all the cards in 
the deck are spells. A Chaos Magic 
deck also contains a number of 
Power Ca rds. It is entirely possible 
for a Chaos Sorcerer to have no 
spells ill a ll in some huns, i.nstcad 
holding a hand of Power Cards. 
Alternatively, he may sometimes 
hold nothing but Spell Cards. 

As a Chaos player, your strategy for 
using magiC should be very 
different to your opponent's. You 
don' t have to worry about having a 
correct colour spell to dispel enemy 
magic - any of your spells ca n 
potentially ca ncel out your 
opponcnt's most powerful magic. 

On the other hand, Chaos spells are 
very difficult to cast, even though 
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you have a +1 spell casting bonus like a Wizard Lord. 
You'll notice that your spells have casting numbers 
going up to 9+, yet you still only roll one dice to try and 
cast them. The only way to cast such awesome magic is 
to usc Power Cards to augment your energy - each one 
you use adds + 1 to your casting roll. 

This means that th,: best strategy for a Chaos Sorcerer is 
to cycle through the Chaos Magic Deck as fast as 
possible, looking for th ree things - a powerful spell to 
cast against your opponent, Power Cards to augment it, 
and a lesser spell to dispel incoming enemy magic. 

Sometimes, as a Chaos player, you won't want to cast 
any spells for a number of turns, instead biding your 
time for the moment to s trike. Always bear in mind, 
however, that every time the Chaos Dwarf Sorcerer tries 
to cast a spell, there is a chance it will go horribly wrong. 
The more Power Cards you add into the spell to cast it, 
the greater the Chaos Sorcerer 's chance of destr;uction if 
the spell fails ' 

Of course, if you have a number of spells that can be cast 
without using Power Cards (Death Venom has a casting 
number of 5+ for instance) there is no harm in casting 
them. As long as you do not use Power Cards to 
augment your casting roll, you a re in no danger. 

However, keeping a spell such as Death Venom in your 
hand is useful, as it can dispel any incoming spell on a 
5+. When you add your +1 on the roll because you are a 
Chaos Sorcerer, you have a 50% chance of dispelling any 
enemy spell. 

So, the ideal hand of cards for a Chaos Sorcerer is 
something like Death Venom for dispelling, 4 Power 
Cards, and a powerful spell like Plague Sea. (Plague Sea 
is normally 8+ to cast, modified to 7+ by your +1 bonus, 
and then modified by +4 for the Power Cards, so you can 
cast it on a 3+. Oust pray tha t you don' t roll a 1 or 2 when 
casting it, as using 4 Power Cards means there. are 4 
chances that the Chaos Sorcerer will be destroyed by the 
power of the Warp if the spell fails). 

CHAOS SHIPS 
As each of the four Chaos 
Powers contributes its own 
unique abilities to the ships in 
the Plaguefleet, it would take 
many pages to describe the best 
tactics for every ship in the 
Plaguefleet rulebook, and we 
simply do not have enough 
space. Besides which, half the 
fun of any game system is in 
discovering and developing 
your own tactics and cturning 
strategies based on your expe­
riences from game to game . 

MAN 0' WAR - SEAS OF CHAOS 

Nllrgle Plaglleship 

NURGLE 
Nurgle ships, and in particular the Plagueship, are not 
very fast. On the plus side, however, they do have both 
paddles and sai ls, so they are fairly difficult to 
immobilise completely. Given thei r lack of speed, they 
are unlikely to be effective if deployed in the front-line of 
a Plaguefleet, as they would hold up the rest of the fleet. 

Ftuthermore, their ranged weapons are catapults, and as 
such caIUwt fire at targets within close range. This means 
there is absolutely no point in getting too close to the 
enemy line with them. They also fire plague-spores that 
ca n infect the enemy vessel's crew and destroy them, so 
there is even more reason to hold off and keep firing. The 
more plague-spores fired at an enemy ship, the more 
chance of it contracting Turgle's Rot. 

However, it is worth spending 
some time looking at the basic 
st rengths and ,,,'eaknesses of 
each Chaos Power, so that 
you' ll have a general idea of the 
opportunities and pitfalls to 
look out for. 

TIle Brt'tolllliallS hall(' adopted their typical lille astern Jonlla lioll, ill all attempl 10 ellcircle tile Plaglwship. The 
8retOllllian player /lOW has a diffiCl/1I choice to make - does he motl(' ill close, to get IInder tilt' mllge of the CIIfllPli lts, or 
does he. ke.ep away to avoid the horrifyillg Prosllt!ct of boarding (lCtiOIl, and the chalice of ell/chillg Nll rgle's rol . 
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MAN 0' WAR - SEAS OF CHAOS 

At the start of the game, Nurgle ships arc bes t p laced 
where they can move to provide covering fire, w ithout 
ge tting caught in close-in fighting or boarding ac tions. 

In addition, enemy ships should be dissuaded from 
trying to board ! urgle ships, because they nm a very 
real risk of being infec ted with N urgle's Rot. 

Having sa id that, in the later s tages of the game, Nurgle 
ships aIC certainly well served in il ttempting to board 
enemy ships. The Plaguecrushers are especially effec tive 
in this role, as they have a grea t tower at the front, 
designed to protect the crew in boarding actions. The 
p resence of this tower means that the crew are immune 
to the c ffects of defensive grapeshot. 

KHORNE 
Khorne ships give real muscle to a Plaguefleet. They are 
fai rly fas t and all are very effective in an offensive role. 

The mighty Bloodship can move 9" in a stra ight line, and 
is armed with devastating weaponry. Given the 
opportunity, it can close with and cripple the biggest 
enemy ships. It is crewed by Chaos Warriors, so if the 
Admira l is aboard it ge ts a d ice +7 in boarding actions. 

lronsha rks of Khorne have no option other than to 
engage the enemy ships in close-i n fi ghting as they have 
no ranged weapons. As their shark heads are so dev­
astating, it is w ise to quickly manoeuvre a squad ron of 
Ironsharks into contact w ith the enemy, so that they can 
do their worst as soon as possible. 

If a complete squadron of Ironsharks attacks the same 
vessel it is almost certainly doomed, as they always 
attack low. With three low a rea attacks - each wi th a -1 
saving roll and each causing 2 points of damage - the 
chance of sinking the enemy ship is fairly good, par­
ticula rly if 2 or more of the attacks happen to hit the 
same place! 

/ 
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Slaauesh Hellship 

WOl D 

SLAANESH 
Slaa nesh has the greatest variety of ships, wi th the 
HeUship, Hcllslicer and Hellram mer. The Hellship is a 
powerfu l Man 0 ' War, on a par with a Bloodship or 
Plagueship, whi lst the Hells licer and Hellram mer are 
fairly cheap ships that can bulk out a Plaguefieet. 

The Hellship is peculiar in tha t it never causes d amage 
to enemy vessels. You may think that this makes it very 
weak, but it is extremely good at killing crew. Ultima tely, 
a ship with no crew is no ship at a ll, and being able to 
seek out and kill an enemy ship 's crew wi thout having 
to pulverise the ship and inflict critical damage is 
actually a great strength. A Hellship is fas t - so long as it 
does not sail into the wind - and can therefore wreak 
havoc among quite d istant enemy crews before boarding 
them with Ironsharks, Deathga lleys or the other Chaos 
ships. 

In add ition, whenever anyone tries to boa rd a Hcllship, 
there is a chance that they will succumb to the lure of 
Slaanesh and join its crew! This means tha t your enemy 
should be looking to blow the Hellship out of the waters 
from as far away as possible, whilst you will want to get 
in quite close. 

At the s tart of a game, a Hellship only has 2 crew 
(although they are Chaos Warriors) and must try and 
ca tch smaller enemy vessels and s teal their crew early 
on. If it succeeds, it will be in a good position to try 
boarding actions against enemy Men 0 ' War late r on in 
the game. 

The Hellrammer and Hellslicer are fairly self 
explana tory - one has a big ram, and the other slices its 
opponents to bits. Both ships are designed to get in close 
w ith the enemy, although the Hellrammer does have a 
single cannon battery. Note, however, tha t the Hellslicer 
is only of any use agains t fairly large targets, as it only 
attacks high loca tions! 



· of Nurgle are hideous to behold. They are 
huge, rOlund vessels lashed together from mildew­
ridden, slimy planking. They fly vast, ragged and rotting 
sails from their uneven and splintered masts. Their great 
treadwheels lazily churn the sea as they plod forward 
under a cloud of flies. 

PLAGUECRUSHER 

NURGLE 
GUESHIPS 

PLAGUESHIP 

NURGLE PLAGUES HIPS AMBUSH A BRETONNIAN FLEET 



MAN 0' WAR - SEAS OF CHAOS 

TZEENTCH 
A pa rt from the Bane Tower, the 
only other Tzeentch ship is the 
Great Winged Terror. Like a Bane 
Tower, it is a flying vessel that 
skims over the waves. It starts off 
with 6 d ice each turn, which it can 
split up into moving, firing and 
healing itself. Potentially it could 
move up to a maximum of 36" in 
one turn, stay where it is and fire 6 
Bolts of T zeentch at the enemy, or 
have 6 attempts at mending 
damage, or any combination 
thereof. 

This makes a Winged Terror par­
ticularly useful for disrupting the 
enemy battle line. Up against a 
vessel that can potentially move so 
far - and can completely disregard 
terrain - the enemy player w ill be 
very hard put to think of any 
effective countermeasure. He 
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should have no real idea of what the Winged Terror 
is going to do until it does it - and it w ill often be 
able to strike at almost any vessel in the enemy fleet 
it chooses. 

A Winged Terror can therefore be deployed almost 
anywhere in your fleet, and saved until near to last 
when it can strike deep within the heart of your 
opponent's fleet. On the other hand, you could just 
as well sendi ng it zooming off on one side of the 
action, hovering just out of range. Your opponent 
may then be distracted by the presence of sud, a 
powerful ship, and you may upset his strategy, 

DEATH GALLEYS 
Every Chaos Fleet must have at least one squadron 
of Deathgalleys, at a cost of 200 points each. 
However, you decide which Chaos Power the 
squadron follows, and each ship w ithin it comes 
wi th one free Chaos Reward of that power (chosen 
randomly from the Chaos Reward Cards in the box). 
Deathgalleys are superficially the same as 
Wargalleys, but their Chaos H.ewards can turn them 
into very deadly vessels indeed. 

CHOOSING A 
PLAGUEFLEET 

Working wi thin a 1000 points limit is quite tricky for 
Chaos players as they have so many vessels to 
choose from. It is entirely possible to choose a fleet 
from just one Chaos power if you wish, but being 
able to select from them all is obviously advan­
tageous. What you need to do firs t is decide whether 
you want a fleet that is geared towards close-in 
fighting and boarding actions, one that stands off 
and fires from a distance, or a combination of the 
two. My favoured Chaos fleet is of the forme r type, 
able to move fast and deal plenty of damage up 
close. 

WD12 

MAN 0 ' WAR - SEAS OF CHAOS 

MAST 
s.vtISortl ..... "" Cawa_ under ad 

",o.nw ... 
dO note ..... er'ot.cal - . 

CHAOS REWARDS 

FORECASTlE 
Sa-Ie 4, 5 or6 

OAR DECK 
S..,.Sor6 

6 CIII .,Oh dAlliO, 2 J. 0.. ""- """'" rn:we I.I:IdeI c;us. May rei .... 

SINKS 

Deatligalley template with Khome Chaos Reward. 

You must have at least 1 Man 0' Wari so pick that first. I 
chose a Bloodship as it is a good all rotmder. Cost 150 
points 

You must also have at least one squadron of 
Deathgalleys. T make them Khorne to fit in with my 
flagship, and because their Chaos Reward Cards are 
generally to do with straight forward death, damage and 
des truction, Cost 200 paints 

1 always take a Chaos Sorcerer, as he is so potentially 
devastating and if used correctly can win a battle. Cost 
200 points. 

That leaves me with 450 points to spend on other 
vessels. I decide to spend 150 points on one squadron of 
Hellslicers and one squadron of Hellrammers, to boost 
my numbers and help give me an initiative advantage. 

That leaves me 300 paints to spend, which I split 
between another Man 0' War (which cannot be another 
Bloodship), and another squadron of Ships of the Line. 

My second Man 0' War could be loyal to anyone of the 
remaining three Powers. Even though a Hellship could 
kill enemy crew before the Bloodship gets stuck into the 
survivors, I decide on a Winged Terror for its flexibil ity. 

K),ome irollshark 



My last 150 points are spent on Plaguecrushers, to get 
those Nurgle's Rot counters into action. 

This fl eet is gea red to getting to grips with the enemy as 
quickly as p ossible. None of the ships rely on the wind, 
so it w ill be d ifficult for my enemy to bring me to a halt. 

In terms of tac tics, the HeUslicers and Hellrammers 
provide a good screen to adva nce behind, hopefully 
soaking up enemy fire. If they reach their targets so 
much the better, as they can do some damage and tie the 
opposing ships down for a w hile. 

My Chaos Sorcerer can stay out of the fracas to start 
with, looking fo r spells such as Carnage, Deathsurge, 
Abject Terror o r Plague Sea. These spells affect the entire 
seascape, either causing the Chaos fleet to move faster, 
the enemy to ground to a becalmed halt or even send the 
enemy mad wi th terror! Anything that I can do to ensure 
my ships get into contact with the enemy wi ll help. 

The Great Winged Terro r gives my fleet flexibility, an d 
could be set up ei ther in the centre of my fleet to react 
quickly to w hatever my opponent does, or sent out on its 
own to worry enemy ships from the rear. A Great 
Winged Terror is potentially so fast, it can zip behind the 
ene my flee t and attack from any unexpected quarter. 

The Plaguecrushers are a fairly safe bet in w ha tever role 
they play. They are quite s turdy, are a rmed with · 
catapults, and can ignore g rapeshot in boar:ding actions 
as long as their towers are intact. 

Behind my Hellranuners and Hellslicers come the 
Bloodship and Deathgalleys as the main hitting force of 
the fl eet. 

MAN 0' WA R - SEAS OF CHAOS 

The Plaguecrushe rs are best situated to one of the flanks, 
w here they can hopefully be swung arOlmd to fire upon 
the enemy ships wi thout ge tting in the way of, or being 
obstructed by, other vessels. 

In addi tion, a fleet of seven squadrons like this one is 
grea t from an initia ti ve point of view. I have a Bloodship, 
a Bane Tower (with Chaos Sorcerer board), a G reat 
Winged Terror, a squadron of Deathgalleys, a squad ron 
of Hellslicers, a squadron of Hellramme rs, a nd a 
squad ron of Plaguecrushers for exactly 1000 points. 

A typical Bre tonnian flee t might have a Ga lleon, a 
Wizard Lord, two Corsair squadrons, a Buccaneer 
squad ron, and an extra Man 0' War card for exactly 1000 
points. You can see that a Bretormian player has only 
four squadrons to my seven . 

This means that I can save my Bloodship, Grea t Winged 
Terror and Deathgalleys until the end of each Battle 
Phase, w hen the Bretonn1an player has nothing left to 
move. I can use these vessels however T want, and the 
Bretonnian player can do nothing to s top me! 

All in all, a Plague fl ee t is a wonderful fleet to play with, 
as there are so many d ifferent vessels available, g iving 
all marmer of di ffe rent tactical alternatives. No o ther 
fleet has so many op tions open to it w ithout recourse to 
allies. 

Depending on your preferred style of play, you can have 
an ything from a fleet geared up to get stuck in fas t, w ith 
many squadrons of small ships, or a fleet that just has 
one of each Chaos Man 0 ' War, a squad ron of 
Deathgalleys and a Bane Tower. 

WO l3 



A RLD OF FANTASY GAMING 
The first thing you notice when entering a Games Workshop store is how 
different it is from nearly every other shop. Here you'll find not only everything 
you need for the gaming hobby, but much more besides. With friendly 
approachable staff and a vast range of Citadel and Marauder miniatures, 
you ' ll find everything you need to build up an army for Warhammer, 
Warhammer 40,000 or Space Marine. 

Top: The gaming tables at the Peterborough store. 

Right: Enthusiasts enjoying a game of Warhammer at 
the Leicester store. 

~
., 

" 
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Throughout the summer, every Games Workshop Store in the UK 
be running special Warhammer Days. There'll be competitions, prizes, 
quizzes, painting and modelling demonstrations, and of course loads of 
games of Warhammer, Warhammer 40,000 and Space Marine that you 

can join in with. Games Workshop's expert garners, painters and 
modellers will all be there so come along and join in the fun. 

31st July 
STOKE 

and 
TORQUAY 

7th Aug. 

BECKEN HAM 
and 

BIR AM 

• 

14th Aug. 

CHESTER 
and 

DERBY 

21st Aug. 

HARROW 
and 

MAIDSTONE 



• 

Top: A game of Space Marine at the 
Leicester SlOre. 

Left: Bob from the Nott ingham Slore 
gives some tips on miniature pa inting. 

Below: Some of the vast range of stock 
in a typical store. 

Bottom: An exciting game of 
Warhammer 40,000 at the 
Peterborough store. 
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STO 
1\r.W STORF2 {I. BF.RDF.F~~, u:-;rr l. UPPER K1RG.~ TE 
TEL:012H1!I26J 

BECKflillAM: l92·m mCH sr. TEL: 0816S8 8102 

BEUAST: lOA CAsn.E OOURT. TEI~ om 23-3684 

BIRMINGIlAM: 116CORPORA1l0NSTItEET. TEL:011 2367880 

I\l:\\' !ITOR£~ BOLTON: USIT 25, FlRSTFlOOR GAl.l.ERY, 
SHlPGA n:.s CFNTRE.. 

I\T.W STORF2 ROURNr..'IOlTf'l~ 24, POSTOf}1CE ROAD 
la:0202JI9292 

BRIGIITOS: 1 NILE PAVILIONS, NILE ST. TEL.: 0213 2Il3113 

BRISTOL: 13 BROAD I\'FJR. Tl'L:om 251m 

BRmtLRl': 8 BROMlEV MA[.L TEl..: 081 .:6Ii1Xi18 

CAMBRIDGE: ~ QUA YSI[)f~ (OFF BRIDGE ST). TEl..: am 31illO 

CARDJJT: 29-30.IIIGIl STREIiT. TEl..: 0'22 6.\4917 

CHEI.TENHAM: 16 PITV1l.lE STltElIT. TEL:0242 228419 

CHISlER: 1[2 roREGAThmEET. TtL 0144 JIJ967 

COLeJl£Sll:R. l SHORT WYRF: sntEF.T. TEl..: 02(l(i 761279 

COVFJ/TR\': 14 CITY ARCADE. ra:0203217311 

CitO\'OON:lINIT 35, DRUMMONDCENJRE, KEEl FY RD. 
m:OSJ6S04600 

DER8Y:4!SADLER GAll'. TEL:Om371657 

DUDLE\':KlOSK 1I. UPPER LEVEL, MERRY HILL CENTRE. 
DUDl.EY. GAMES NIGHT: THURS TILL 9.00. OPEN MON· FRt 
10.00TlLL 8.00. SAT9.00 TILL 1.00. TEL: Q38.I £81818 

EDIN8URGH: 136IUGIi ST.OPE.."ISlIN 11- S. lEL:031 n06540 
GUSGOW: 66QllEEN ST. TEl; (1.112261162 

GUILDfORD: I! T1.INSGATE. lEL:(l.ISJ4S17'13 

IlA~l'I[RS.'1IT1l: 1 IJAIl.lN"G ROAD. TEl: ~1 W J4..l5 

HARROW:296STATlON RD. m:OSl861 mo 
~"£W STOR£! IUGH W\'CO~IR E: ur;rr29. TIiE BALCm'y. 
TIlE OCiAGON ce.VJ'RE. lEL: (1.194 B1494 

IiVU.: JO PARAGO:i mEET. TEL: om 58%711 

~"£W STORE! K I~GSTONOS TIIA~IES: 33. f1FEROAD 

LEEDS: 12·16c£., ... rRAL ROAIJ. TEL:0:S3242004 

LElCI::STER: 1600SILVERSf. tEl.: 05]3530510 

UVERPOOIl 47lORDSTREl:i. Tf.l ~ OSI1S81~ 

Ct;,vrRAL LO:-''OON: lJ?"<TIFJO, THE PI..AZA, 116-1280XfURD 
SlREEf.lEL:07J4J6!ID9 

LUTOl'i: 12 PARK mEET. tEl...: 0582 mm 
MAIDSTO:<l'E: lINrT6, ]·9 PUDDL\'(i UNE.. TEL:OO!6m35 

~""EW STORE! M,\ ID.:~HEAI):18LANDY HSE. 3IS Jmi'G ST. 
TEt:0628 ll~ 

MANCHESTER: UNIT 1,3 BRO\\'N STRF£J. tEl.: 061 S326863 

MEAOOWHALL CENrRE SIIf.fHELD:918. HIGH ST. 
IJI'PER MALLOE'EN MONTOllIURS 10-8. FRIDAYS 10 - 9. 
SAl1lRDAYS9-7.SUNllA\'S 11 - 4.lEl.: 11m 5698J6 • 

MIDDI.ESIIROUCII: 39 DUNDAS ST. TEl.: 0642 2S4OO1 

NEWCASl1.E: 61 etA nON STR£IIT. tEl.: 001 ill W8 

,r:w STORE. NEII'CASTLE: MElROC"I:NJ1tE.. mm R14. 
f1RSTFlOOR. TIL:001461 0050 

NORWICH: 1 2·14 E.XCHA.\'GE STREET. TI-J iWlJ 167(66 

NOTTlJliGllAM: 341 FRIAR WE. TEL: lV.,OH&l651 

OXt'ORD: IA I\'"[W iNN HALl ST. TIL: 0865242181 

PETF.RBOIIOUGII: 3 WENT'Io'ORTll SlREF.T.1E..: om 890052 

PI.VMOI1TH: S-I CORNWALL STREET. TEl...: 0752154111 

PORTS~IOI1fH: J.I ARUNDEL STREET. TEl...: IJ7O:S 816266 

PRrmON: IS MIl1.ER ARCADE. TEl...: 01n82JS5S 

READING: lJ?"<'fT 3. CHEAPSInE.. TEl...: 07J.1 S9S693 

sm:mELD: 16 FITZWnllAMGATE. TEL:0742150114 

SOITtllA.\lPTON: BEAST S'IREET. TEL:0103 J31962 

SOUTIIE.'Th 12SOUTl1CHURCH RD. TEl.:07OO46lUl 

STOKE ON TRE.'T: 27 STAfFORD ST, HANLEY. TEL: 0782 205281 

SWfNOON: 17 A..EEf SIREtT. TEL: 0793 430036 

T1IUR ROCK UKF.5mF.: UNIT 4IS.I.EVFl. 3IFOOD COURT, 
THURROCK LAKESIDE (JUNCTIONS 3001. Mll). 
Ta:01IlS861l3l OPENMON· rnu 10 · 8, fRI1() · 9, SAT 10· 7..30. 

rORQUA\,: 12MARKET ST. TEl.:OJOJ 1010J6.{Clo5td~)1) 

\\OR('~"TER: 4 CHARLES STREET. rF.L; 0905 6167(}1 

YORK;26GOODRAMGATE. Tfl..:(OO.! 65J51S 



The models on this page were painted not by our own 
'Eavy Metal team at the Games Workshop studio but by the 
talented staff of the Games Workshop store in Chester. 
There are expert painters and modellers amongst the staff at 
every Games Workshop store, and in the future we hope to 
be able to show you more of their work in the pages of 
White Dwarf. All the models on litis page are displayed at 
the Chesler store where the painters themselves are happy 
to talk about and demonstrate the different techniques used. 

In addition to individual models , we want to show you 
some of the best units and armies from the stores, as well as 
vehicles, war machines and interesting conversions. It' s not 
only the staff that display models in Games Workshop 
stores, many examples of local painters' work also appears 
in the shop cabinets and we'll be featuring some of the best 
in the pages of White Dwarf too. If you have a fine army. a 
special unit, or even a gem-like character model that fiL~ the 
bill why not take it down to your local Games Workshop 

shop to put on display. You 
never know - your work 
could appear in a future 

1-'~"'" " White Dwarf. GRAND MASTER OF THE KNIGHTS PANTHER 

CAVESQUIG 

NIGHT GOBLIN FANATIC 

NIGHT GOBLIN SQUIG HUNTERS 

THE ICE QUEEN OF KISLEV 

CHAOS SPACE MARINE 

ULRIK THE SLA YER WOLF PRIEST LORDOFBATILE CONVERTED CHAPLAIN 



(OF OUR NEWLY RE·FURBISHED STORE) 

SATURDAY 21 ST AUGUST 
Doors Open gam! 

r---------------------, 
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I 
I 
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ONLY ONE VOUCIIER PER PRODUCT ONLY ONI:. VOUCHER PER PRODUCT 
RED EEMABLE AT GAMES WORKSI IOP 

YOItK 21$1 AUGUST 199J 

%OFF 
ANY GA!> IES 

WORKSIIOPOR 
CITADEL 
PRODUCT 

REDEEMABLE AT GAMF_~ WORKSHOY 
YORK 21 sl AUGUST 1'.193 

%OFF 
ANY GAMES 

W()RKSHOI'OIl. 
CITADEL 
PRODUCT 

I 
I 
I 
I 
I 
I 

I r;-OT TO BE USED WITH ANY OTHER OFF!:.!!. ~OTTOaE USED WITII A."YOTHER OFFER I 
r --OXI.\' m"E-V~~~H-c~ ~E: ~;;D~~ --:- --O~~; ~,,~ ~'~~C-H;;;~ ;R-O~~(;- --. 
I REDEEMABLE AT GAMES WORKSHOP REDEE),\,\lIU:. A rGAMES WORKSI IOP I 
I YORK 21)1 AUGUST 1993 YOItK 21st AUGUST 1993 I 
I % OFF % OFF I 
I ANY GAMES ANY GAMF..s I 
I WORKSHOP OR WORKSHOr OR I 

CITADEL CITADEL 
I PRODUCT PRODUCT I 
I l\"OT TO BF. USF.O WITH ANY DlliER On-loll. NOT TO OE USI::D wml ANY ornER OFFER I 
- -----------------------~---------------- - ------I ONLY ONE VOUCIIER PER PRODUCT ONLYOSE VOUCHER PER PROOUCT I 
I REOEBI ARI.F. AT GAMES WORKSHOP REDEI:..\ IAHLI:. AT G,\~IES WORKSIIOP I 

YOR K 21 st AUGUST 1'J93 YOkK 21s! AUGUST 1993 

: % OFF % OFF : 
I ANY GAMES A..W GAMF.s I 
I 

WORKS.IOPOR WORKSHOP OR I 
CITADEL CITADEL 

I PRODUCT PROD~CT I 
L

I'iOTTO ill:. USED WITII ANY OTIIER OFFER NOT TO BE USED Wml AI"Y ornER OFfF.R 

---------------------~ 
PLEASE NOTE: YOU l"ANNl1r USElllE VOUCHDIS wlm ,,""YOF mE ABOVE OFFERS OR 0:" MB 
GA!>,fS HEROQUEST, SPACE CRUSADE OR BAlTlE\IASTERS, """1) 1l0X'TllEE ROOKS' W"RHAM!>'FJt 
NOvEU ARE SOT ISLCUDED, 

26 GOODRAMGATE 
YORK 

TEL: 0904 653575 

Normal Opening Hours 

Monday to Friday 10am to 6pm 
Saturday 9.30am to 5.30pm 

o 
BUY ANY TWO RED DOT ITEMS AND GET 

ONE YELLOW DOT ITEM FREEl 
Eg., Buy Warhammer and The Lost & The 

Damned and get Castle Drachenfels FREE! 

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

£3.99 BLISTER PACK FREE! 

Offers open all day (while stocks last), 



DAEMON ENGINES OF TZEENTCH 

DAEMON ENGINES OF KHORNE 
By Andy Ch bers 

Across the nightmare battlefields of the 41st millennium, lumbering 
beasts of iron and brass reap the souls of thousands in the dread name of 

Khorne - dark God of bloodshed and war. A force of unstoppable 
destruction and terror, the blood-drenched hordes of Khorne grind the 
bodies of their foes to leave a desert of shattered skulls in their wake. 

Though Khorne despises magic and wizards he does not limit 
his followers 10 swords and axes to garher souls - technology 
and even magical weapons arc all tools to increase the tally of 
the fallen. Greatest of Khornc's weapons arc the part magical, 
part technological Daemon Engines. Daemon Engines vary in 
size and appearance but all are large and bristl e with weapons. 
Covered with heavy armOUf of black steel and marked with 
brass s kull runes of Khorne, Daemon Engines resemble 
deadly, hul ki ng monsters. Their advance is a lmos t 
unstoppable as they clank forward on rattling tracks or spiked 
wheels. Daemon Engines of Khorne are utterly implacable 
and must always have advance or charge orders and attempt to 
close the distance towards the enemy. 

Daemon Engines are moti vated by the will of Khorne and 
their potency increases if Khornc is pleased by the battlc ·s 
progress. Your success is dependent o n whether you are 
winning by scoring more victory points. If you have the most 
victory point s during a turn Khorne is pleased by your 
progress and all your Daemon Engines receive +1 on the ir to 
hit roli s, +1 on their saving throws and roll an ext ra D6 in 
c lose combat. If the victo ry point total s arc drawn or your 
opponent has more points. Khorne is less well di sposed and 
you receive no ex tra benefits. 

E BL( JOD REAPER 

The Blood Reaper is a towering Daemon Engine of Khorne literally bristling with 
weapons. The battery of guns mounted in its central tower blaze with continuous 
sa lvoes of des tr uc tio n and the heav ie r upper cann on bl ast apa rt armo ured 
o pponents. Anything luck y enough to survi ve the Blood Reaper' s withering 
salvoes is overrun and impaled on its mighty batt le scythe or crushed beneath its 
giant wheels. In battle Blood Reapers often rumblt: steadily forward over 11 broad 
front , leaving a trail of smashed and blasted remnants in their wake. 

Troop Type Move Saving CAF Weapons Range Attack Roll to Target's Notes 
l1U'Ow Dice Hit Save Mod. 

The Blood Reaper lScm 2+ +4 Skull Cannoil 50cm 2 5+ -2 

Tower Guns jOcm 4 5+ -\ 

® 



Troop Type Move 

Brass SrorpiOll 20em 

DAEMON ENGINES OF KHORNE 

BRASS SCORPION 

Saving 
Throw 

3+ 
All round 

Brass Scorpions arc f~st , fearsomely armed and possessed of a daemonic viciousness 
and cunning. They clatter forward on brazen wheels to hunt down thei r prey, racing 
ahead with their whirling power saws promising a qu ick death to an ything fooli sh 
enough to come within reach. A Brass Scorpion is we ll-equi pped wi th short range 
firepower - a lethal galling "Sling" rears up from its back and more guns j ut forward 
from its daemonic maw, but it's at its most deadl y in close assaults. Up close the 
scylhing power claws sli ce through armour and flesh with ease and few can stand 
before their charge. Normally, woods and buildings are the infantryman's sanctuary 
from such metal predators but even these offer no succour as the Scorp ions slash 
their way forward to winkle out the hiding troops. Because of their power saws Brass 
Scorpions can move through woods, counting them as d ifficult ground. They can 
also close assault buildings in the close combat phase, causing the build ing to take an 
unmodified save or collapse into rubble. 

CAF weapons Range Attack RoUlo Target's Notes 
Dice Hit Save Mod. 

+7 Scorpion Cannon 25c m 6 5+ 0 See above for 

Jaw Guns 50em 3 5+ - 1 special niles 

Ix)( )M BI.ASI'ER 
Doom Blasters crawl forward on heavy, clanking treads with the gaping maws of their 
quad mounted doollllllortars menacing the enemy. The doom mortars lob a thunderous 
carpel of shrapnel-packed shells amongs t the foe , toss ing troops and vehicles aside 
with their close packed barrages until there is nothing left but bleeding remnants to be 
crushed as they advance. 

Because Doom Blaste rs mount four barrage weapons they can fire two barrage 
templates per tum, each with 4 barrage points and a - I saving throw modi fier. The two 
barrages always fall close together so the templates must be placed so that they are 
touching. Note that because the Doom Blaster is a Daemon Engi ne of Khorne it can' t 
li se first fi re o rders orders so it can ' t fire indirect barrages at all . 

Troop Type Move Saving CAF Weapons Range Attack 
Throw Dice 

RoUto Target's Notes 
Hit Save Mod. 

Ooom Blaster 15cm 2+ +4 Doom Mortars 75cm 6 5+ 0 See above for 

Bolters 15cm 2 5+ - 1 special niles 

DAEMON ENGINES. OF KHORNE ARMY CARD 

A squadron of Daemon Engines of Khom!:: consists of :lIly three 
D:lcmon Engines of Khome. 

POINTS VALUE 300 * 

DRI::AK POINT 2: The squadron is broken one!:: it has lost 2 
models. 

MORALE VALUE I: D:lemon Engines of Khome must roll 1 or 
more on a D6 to pass their momle check. 

VICTORY POINTS 3 
Your opponent gains 3 VP· ... wht:n the .~quadron is broken 

WOl9 
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CHAOS TITAN OF KHORNE 
By ervis ohnson 

The dreaded Banelord is one of the most feared of all of the Chaos Titans. 
Dedicated to Khorne, the Chaos god of war, the Banelord is a towering 
mountain of destruction. The Banelord excels at short range combat, closing 
with the enemy to blast them with its missiles and cannon and to smash then 
with its fists and tail. Only the most powerful opponents are able to withstand 
the onslaught of a Banelord Titan! 

Titans are the supreme fighting machines of the Imperium -
towering meta l gi.II1IS armoured in adamantium and armed 
with the mightiest weapons the Imperia l TechPriesls of the 
Adeptus Mechanicus can devise. At the heart of every Titan a 
blazing plasma reac tor harnesses the power of the sun to 
supp ly the machine's massive energy requirements. Eaeh of 
these vast war machines requi res a ~ubstantia l crew to control 
and direct it. Few troops can survive the assault of a Titan's 
devastating weapons. 

In the dark days of the Horus Heresy great numbers of the 
Adeptus Mechan icus were lured into the service of Chaos with 
promi ses of forgotten knowledge. The Teeh Priests of Mars 
we re pitched into bloody c iv il war, unleashing rorbidden 
weapons to scour the surface of the red plane t. The Titan 
Legions of the Collegia Titanica split into loyalist and trai tor 
fac tions, with over half of the Titan Legions joini ng Horus. 
Throughout the He resy innumerable battles were foug ht 
between Titans and whole cities shook beneath the heavy tread 
of these awesome war machines. With the failure of the Heresy 
the renegade Titan Legions were drive n into the Eye of Terror 
where they still dwell tcn thousand years on, waiting to board 
space hulks and devast<tte the worlds of the Imperium <tgain. 

During the ir long sojo urn among the Daemon worlds the 
renegade Titans have warped and mutated, for the mutab le 
power of Chaos is not limited to c reatures of li ving Ilesh. 
These gigantic engines of terror are univcrsally feared as they 
wander the Daemon wor lds from battle 10 battle, eterna lly 
wreaking the carnage they were built for. No-one quite knows 
whe ther they st ill con ta in thei r original crews, their lives 
unnaturally prolonged by the warping power of Chaos , or 
something fa r worse. Chaos Titans are fea red and respected by 

the followers o f Chaos as monstrous, brood ing e ffigies of 
ancient gods of war. The Imperium fears the Chaos Titans as 
the avenging revenants of an horrific past. 

Mo~t Chaos T itans are Warlord class Baule Titan ~ as these 
were the commonest type at the time of the He re~y. Nearly all 
of them have been altered in some way. Some have had their 
heads reshaped into daemonie visages, or mounted with close 
eombat weapons 01' extra guns, and another common change is 
the additi on of lo ng sinuoll s tail s mounting weapon s or 
gigantic blade~. The Banclord is aligned to the Chaos Power 
known as Khorne, and has take on the appearance and hues 
associated with that Power. Fl ag~, ki ll banners and pennants 



BANELORD CHAOS TITA 

fly from the weapons and anns of the Titan, wi lh the symbol of 
Khorne promi nently displayed. 

BANELORD MINION CARD 
Cards for the Banelord Chaos Ti tan of Khomc are supplied in 
this issue of White Dwarf. They are included as Min ion cards, 
so lip to live can be chosen for each Greater Daemon in your 
force . However, Banclords may only be taken as the minions 
of a Bloodthirster, the Greater Daemon of Khome or a Lord of 
Battles. They Illay not be taken as minions of any other type of 
Greater Daemon. 

BANELORD SPECIAL ABILITIES 
A number of special niles apply to the Banelord which do not 
apply to other Titans. To reflect the fury of its advance and the 
T itan's desire [0 enter in to close combat , the Banelord must 
always be g iven charge or ad vance orders. and must a lways 
attempt to move towards the enemy. 

The Sanelord is under the protec ti on of Khorne , and thi s 
makes it particularly resi stant to psych ic attacks. Bane lords 
always receive a special saving throw of 3, 4, 5 or 6 against 
Psychic allacks, in addition to any mher saving throws it may 
receive. Psychic attac ks inc lude Eldar Warlock powen; , 
Weirdboy psychic bolts, and Space Marine Librarian powers. 

The fo llowers of Khorne are strengthened by the release of 
psyc hic energy brought about by bloodshed and death. Their 
potency increases if the batt le is going well for the aJ111ies of 
Chaos. T hi s success is judged by which side has more victory 
points . If the Chaos army has more victory points during a 
turn , then all Banelords receive +1 on the ir to hit roll s. +1 on 
their saving rolls, and roll an ex tra D6 in close combat. If the 
victory poin ts total s a re eq ual or your opponent has more 
points no extra benefits are received. 

BANELORD FIRE ARCS 
Because Sanelord weapons are mounted rather differently to 
those on other Titans they have different fire arcs, those shown 
on the diagram be low. The Havoc Missile Rack has a 900 arc 
of fire forward , the le ft and right anns have a 1800 arc of fire 
forward, wh ile the tail has a 3600 field of fire. 

3600 Flln: A UC 
FOR CHAOS 
TITAN TAli . 

BANELORD WEAPONS 
Sanelord T itan s alway s use the weapons shown on the 
Sanelord data card included wi th this isslle of White Dwarf. 
You should photocopy one of these for each Banelord in your 
army to kcep as a permanent record of that particular Titan. 
You can al so use the data card to keep a note of how many 
enemy Titans the Banelord has killed and how many baules it 
has fought in. The weapons li sted on the Banelord data card 
are avai lab le exclusively \0 Banelord Titans and may not be 
used by any other c lass of Titan . They are : Bloodletter 
Battlehead, Hellstrike Cannon, Havoc Missile Rack , Doomfist, 
Chaos Titan Tail of Khome. 

BLOODLETTER BATTLEHEAD 
The once noble head of a Warlord Titan has been horribly 
mutated on the Saneiord so that it resembles the features of the 
Daemonic servant of Khorne known as a Bloodletter. Juning 
from the mouth of th is horrific visage is a large assault cannon 
capablc of spewing high explosive rounds al an enormous rate 
of fire. 

HELLSTRIKE CANNON 
The Hellstrike Cannon fires a huge shell that is loaded with a 
highly corros ive and inflammable mixlUre that is known 
appropriately as hellfire. The shell s are set to explode in mid­
air just above the target, so that the splatter as wide an area as 
poss ib le w ith the deadly hellfire mi xture . As the he ll fire 
saturates the area it ignores cover, making it particularly potent 
against infantry in woods or buildings. 



MOVE CLOSE ASSAULT FACTOR 

15cm +14 
T he Banelord Chaos Tilan has s ix void 
shie ld s and capac ity to mount four 
weapons. 

Record shie ld loss using the Ti ta n's shield 
wheel. 

SPECIAL RULES 
The Banelord a lway s be • 

must gi ven 
Advance or Charge orders. 

The Banc lord has a sav ing throw of 3 or 
more 0 11 a 0 6 against psychic aHacks . 

I f the Chaos playe r 
. . • all IS wln illn g, 

Banelords receive + I on their saving and to 

hit ro ll s and ro ll a n ex t ra 0 6 in C lose 
Combat 

• 

. WEAPON RANGE ATTACK TOIDT TARGET'S NO'I'ES 
DICE ROLL SAVE MOD. 

Bloodletter Banlehead 25cm 2 4+ - I 

Havoc Missiles 75cm 8 Barrage Points -I 

Hellstrike Cannon 500m 6 Barrage Points -I Ignore To Hit modifiers for cover. 

Doomfist 25cm 2 4+ -3 Add D6 to Close Combat score. 

Khome Titan Tai l 50cm I 5+ -2 Add +2 to Close Assault Faclor 

HIT LOCATION TEMPLATES 
FRONT SIDE REAR 

WEAPON 

1+ 2+ 1+ 

2+ 
I.EG LEG LEG 

© Copyright Games WorkShOp Ltd., 1993. All rights reserved. Permission granted /0 photocopy for personal use only. 



HEAD DAMAGE TABLE - Roll D6 

1·2 The cannon in the Bloodletter battlehead is dCSlroyed . 
Thi s damage so e nrages the Banclord tha t i l must be 
pl aced on charge orders next tum. 

3-4 The hit lempof<lri ly blinds the Danelord . II may not fire 
thi s tu rn or next lUrn . At the vcry slart o f the next 
movement phase the Sanelard run s a mok , charging 
forward SD6cm in a straight line. Anyth ing in the way has 
10 fight the Banclard immediately but it roll s 21)6 for its 
effective CAF in each combal. Keep moving and fighting 
unlil the Banelord has moved the fu ll move di stance 
rolled. If the Banelord runs into impassable terrain such 
as a building it wilt be slopped and suffer an automatic hit 
to the reactor. roll damage immediately. 

5-6 The shot rips through the Banclord 's head and triggers 
massive intcrna l explosions wit hin it which destroy it 
ullcrly. With an anguished groan the Banelord crashes to 
the grou nd . Dccide randomly which way the Banelord 
fall s. and place it on its side lyi ng in that direction. Any 
vehicles or sramls units that arc fallen on are destroyed. 

WEAPON DAMAGE TABLE - Roll D6 

1·2 The weapon has been damaged by the attack, and may not 
be used again until it is repaired. 

3·4 The weapon has been destroyed and may not be used 
again in thi s baltle. 

5 The weapon is blown clean off the Banelord and scatters 
2D6c m in a random direction. Any vehi cles or stands 
underneath the point where it lands are deslroyed. 

6 The weapon is blown o ff the Banelord as above. but there 
is also a nashback to the Banelord 's hu ll. Roll a D6 to sec 
what was affected by the nashbaek: 

1-3 Reactor 

4·6 Head 

Then roll the D6 again and refer to th e appropria te 
Damage Table 10 tind out what damage is caused. 

CARAPACE DAMAGE TABLE - Roll D6 

1·2 The Banelord's void shidd generators arc damaged and 
shu l down temporarily. Until the void sh ield generators 
are repaired they may not be used. 

3·4 The Banelord's void shield generalOrs shut down and 
may not be used any furthe r in the game. 

5 The Banelord's void shields are in danger of overload ing 
and you must shut them down before Ihey explode! Roll 
a D6 - on a 5 or 6 Ihe shields are safely shU! down. On a 
1·4 the shie lds explode as described below. 

6 The Banelord' s voi d shi e ld s overl oad and ex pl ode 
causi ng mass ive intern al dam age. The 8ane lord is 
destroyed bUI remains standing. Any uni ls wi lhin 206cm 
are hit by n ying debris and must make an unmod ified 
save to avoid damage. 

REACTOR DAMAGE TABLE - Roll D6 

)·2 The B:melord 's armour is hol ed and dozens of captive 
soul s escape into the warp. badly weakening the 
Banelord. The Banelord ' s CAF is ha lved for the rest of 
the game. 

3·4 The Banelord' s plasma reactor ha s bee n breached. 
Attempt to repair the damagc in the nex t repair phase. If 
you fai l thcrc is a reactor meltdown and the Banelord is 
destroyed (see Ih e nex t rcsu lt for the effec ts o f a 
meltdown). If you succeed the reaclor comes back on line 
and the Banelord Illay Illove and fire as nonnal . 

5·6 The Banelord' s plasma reactor has been destroycd, and 
the Banclord is vapori sed in a spectacular meltdown. The 
Banelord is removed from play (replace it with a model 
crater if you've got one). All units withi n 306 ems suffer 
an aUlOmatie hi I, and must make an unmodified save to 
avoid damage. 

LEG DAMAGE TABLE - Roll D6 

1·2 The leg is damaged, forci ng the Bane lord to walk with a 
pronounced limp. The Banelord 's move rates are halved 
and it may not enter difficult terrain . 

3·4 The Banelord 's leg has suffered extensive damage. and it 
is very likely Ihal it will give way if the Banelord attempts 
to movc. Roll a D6 in each ens uing repa ir phase, 
subt racting 2 from the roll if the Danelord has charge 
orders, or I from the roll if it has advance orders. On a roll 
of 0 or less the leg snaps. 

If the leg snaps Ihe Banelord will crash 10 Ihe grou nd and 
is destroyed. Decide randoml y which way the Banelord 
falls. and place it on its side lying in that direction. Any 
vehicles or slands fallen on arc deslroyed . 

5 The Banelord is completely crippled by the damage to its 
legs. It may not move or turn for the resl of the game. 

6 The leg is blown apart and the Banelord collapses to the 
grou nd . Decide randomly which way the Banelord fall s, 
a nd place it o n il s s ide lyi ng in that d irec ti o n. Any 
vehicles or stands fallen on are destroyed. 

HIT LOCATION 

HIT LOCATION/SHOOTING 
Ro ll 10 hit the Banelord as normal. If yO ll hit , refer to the 
location templates. Nom inate the target area . Roll the pair of 
aim dice and move the locali on hit as indicated up, down, left or 
right. If the shot lands in a location area lake any appropriate 
save. If the save fails refer to the appropri ale damage table. If 
your shot lands on an emply square or OUlside the grid it has 
missed. 

CLOSE COMBAT 
If beaten in close combat, the enemy chooses a location and 
damage is worked o ut fro m the appropriate damage lable. 
Shields have no effect in close combat and s:l\'ing throws are 
ignored. 



HAVOC MISSILE RACK 
The Havoc Miss ile Rack is loaded with six deadly Havoc 
Missiles. One or more miss iles can be fired in a deadly salvo 
that roars towards the target at ground level to avoid enemy 
fire, exploding 10 cover a wide area in death and destruction. 
These miss iles are fired individually so it 's up to the Chaos 
player w he ther he want s to fire some, a ll or none of hi s 
miss iles during a turn. Whenever a miss ile is fired , record it 
with a counter or a D6 placed close to the Titan. Once all 6 
mi ssiles have been fired the racks are empty , and no more 
missile attacks can be made. 

Each miss ile creates a barrage with 8 barrage points and a - 1 
saving throw modifier. If the Chaos player wants to fire more 
than one mi ss ile on the same turn , then all of the mi ss ile 
barrage templates have to be placed so that each one is 
touching at least one other miss ile barrage template. 

A Baneionl Tital/ can fire lip EO 6 
Ha lloc I\</issiles ill a single tllm. hilt 
th e tellll}lat e.~ IIII1.H be placed so 
that each olle touches at least olle 
other barrage marker. 

DOOMFIST 
The Doomfis[ is a deadl y hand-to-hand combat weapon which 
combines the close combat abilities of a Chainfist and a 
Powerfist. In addition it is anned with a pair of melta cannon 
which provide a powerful ranged attack. In the combat phase 
the Doomfist may be ll sed either in close combat or as a ranged 
weapon. It may nOI be used as bOlh in the same turn . 

If the Doomfist is used in close combat then the Banelord rolls 
an ex Ira 06 to resolve the combat. What' s more, if the 
Banelord wins a combat against another Titan, then the Chaos 
player may choose to make a special grab attack with the 
Doomfist instead of rolling for damage as normal. To represent 
the grab attack the attacker nominates location on the victim he 
is going to grab and both sides roll a D6. The Banelorcl adds + 1 

POINTS VALUE. 900 

[jANELORD CHAO II L~ 

Chaos Titan Tail 
of KIlO m e 

H m 'OC 

Missile 
Rack 

Doomfin 

Hellslrike 
Cali/lOll 

8 

Blood/eller 
Ballleheat/ 

to it s total , and if it s score is hi ghes t it has ripped the 
nominated location apart. The enemy Titan takes maximum 
damage (worst result on the table) . If the defender's score is 
highes t he has s lipped ou t of hi s attacker's grasp and no 
damage is caused. If the scores are equal , the defender has 
slipped away but sustains normal damage to the nominated 
location . If the Banelord hits a building with the Doomfist the 
building is destroyed unless it can make its saving throw with a 
-4 modifier. 

CHAOS TITAN TAIL OF KHORNE 
The Banelord has mutated into a helli sh mixture of metal and 
flesh with a long sinuous tail armed with a large battlecannon 
on rile end. Tn battle the tai l can either be used to crush and 
gouge its enemies, or to fire at opponents that are too far away 
to be attacked in close combat. In the combat phase the tail 
may be used either in close combat or as a ranged weapon. It 
may not be lI sed as both in the same turn. If used in c lose 
combat the tail adds +2 to the Banelords close assault factor. 

The Banetord Chaos Titan fights As a slngte unit which cannot 
be broken and so does not need to take a morate check. Victory 
points art! awarded to the opposing player once the Titan is 
destroyed. 

VICTORY POINTS 9 
Your opponent gains 9 VP' s when the Titan is destroyed 
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BY JERVIS JOHNSON 
Doom of the Eldar is the latest battle game in the exciting Wargame series. This 
month, Jervis explains how the game was originally developed, as well as 
providing the history and background to the campaign. He also explains why 
this latest addition to the series makes for an action packed scenario guaranteed 
to keep you battling to the bitter end. 

The or igi nal inspiration fo r Doom of the Eldar was a short 
p iece of background tex t written by Rick Priest ley for the 
Space Marine supplement 'Renegades'. It descri bed how the 
E lda r of Iyande n C raft world had m anaged to bea t off a 
Tyranid assault, but only at great cost to themselves. The fi rst 
time I read Rick's description I thought how perfect it would be 
as a scenario for a campaign, and so when I started work on the 
third game in the Wargame Series I decided (0 Li se the assault 
on Iyanden as the basis o f the game. There were a nu mber of 
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other reasons for choosing thi s subject in addition to the fact 
that it prov ided such an exciting scenario. For the next game 
in the series I wanted to feature at least one race that had not 
appeared in either o f the previo us games. T he assa ult on 
Iyanden was perfect from this point of view, featu ring not one 
bu t two races ( the E ldar and the T yranids) who had not 
appeared before. I also wanted to expand the Wargames Series ' 
game system to include ship to sh ip combat in deep space. 
Aga in, the assault on l yanden offered the perfect opportun ity 
to do th is, fea turing as it d id huge space battles as the Tyranid 
Hive Fleet closed with the drifting Eldar Craftworld. 

Before I could starl work on the game I needed to expand the 
brief description g iven by Rick into a complete background on 
which I could base the game. This is an important step of the 
desig n process, as it gives you a solid basis to work from and 
a set o f specia l events which can be incorporated into the 
game as inte resting specia l rul es. It's a lso a lot of fu n! The 
history that follows is based on the background I originally 
worked out when I started to design the game - though in its 
original form it consisted of a few scri bbled notes, and was 
most ly kept in my head ! But. be fore I give the h is to rical 
background to Doom of the Eldar. I'll give a bri ef description 
of the Wargamc Series of games for any deprived readers who 
have not had the chance to play one of the games in the series 
yet. 

THE WARGAME SERIES 
Unlike mos t of our other games, which recreate indiv idual 
ba ttles on a wa rgamcs tab le using C itade l Mi ni atu res to 
represent the soldiers, the Wargame Series games concentrate 
on entire campaigns involving hu ndreds, thousands o r even 
millions of men. Such vast conflicts are impossible to recreate 
on the tabletop (unless your collection of Citadel Miniatures 
runs into thousands of models!), and so the Wargame Series 
games use a co lo urful mapboard a nd sets o f ca rdboard 
coun te rs to recreate the confl ict. Both players have a set of 
victoly conditions they must achieve in order to win the game 
based on the hi storica l objec ti ves of the twO sides in the 
campaign. T he m ap shows the terra in over which the 
campaign took place, while each counter represents a unit of 
troops rather than an ind ividual sold ier. For example, in Horus 
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Heresy the map shows the Empero r' s Palace and the 
surrounding spacc ports and fortresses, covering an area of 
several hundred square miles, and each counter represents an 
complete Imperia l Guard a rm y or an e ntire Space Marine 
chapter. 

The game boards used for <I Wargame Series game are divided 
into a number of diffe rent sized areas, and each cOllnler is 
given a movement value. which shows how many areas it can 
move in a tum. Most unit s have a movement value of one, but 
some swift ly moving units can have a movement value as high 
as 3 or even more. In addition to their movement value, each 
counte r is rated for it s abi lity to attack and defend .. For 
example, an Imperi al Guard unit might have an attaek value of 
2 and a defence value of 4, showi ng that it is bctte r on the 
defensive than when ordered to attack. while a unit of Ork 
Nobs could have an attack value of 6 and a defence va llie of 3. 
as befit s troops thaL are famed fo r thei r attacking qualities. 
Combat is resolved by comparing the strengths of each side's 
counters, and then rolling a dice on the special Combar Results 
Table that is included with the game. 

THE TYRANID ASSAULT ON IYANDEN 

Thousands of ycars ago Eldar civilisation was all but destroyed 
in a catastrophe brought about by the Chaos God Slaanesh, the 
only survivors fl eeing from their planets in giant space vessels 
known as CraJtlVorids. Iyanden was the largest of all of the 
Eldar Craftworlds and its people the most numerous. It drifted 
se rene ly through the void o f s pace, far away fro lll the 
inhabited planets of other races. Then, from out of the darkness 
of inte rga lacti c space exploded the Tyranids, and lyanden 
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became the scene o f the Eldar's first encounte r with the 
Tyranid Swarm, the all consuming menace whose locust li ke 
advance through the galaxy has since enveloped hundreds of 
human worlds. 

The Ilrst waming the Eldar of Iyanden had of the ir fate was 
brought by the Craft world 's far ranging Scouts, Eldar whose 
instincts dri ve them to a life of exploration and danger, and 
who secretl y monitor the planets and alien races ncar the ir 
Craft world . The news that the Scouts brought was dire: a 
Tyranid Hi ve Flee t o f immense proporti ons was heading 
towards Iyanden Craftworld. Already over a dozen Imperial 
plane ts had been consumed in the Tyranid 's advance and . 
although the Imperium was mounting fu rious counter-auacks 
as and when it could, it would be months until a major Imperi al 
task-force could be mobilised to deal with the threat. By then 
Iyanden would have been overrun. 

Farsecr Kelmon. leader and spiritual head of the Craftworld. 
called together the Eldar of Iyanden and warned them of the 
impending Tyranid assault . Each Eldar Craftworld has a great 
ha ll , known as the Place of Answering, which is capable of 
holding every member of the Craft world . At times of cri sis the 
Eldar meet there, so that all may know of the peril that faces 
their Craft world, and so that any Eldar may voice an opinion 
on the course of action that should be taken. Only once all 
views have been debated and a consenSlis of opinion reached 
will the Craft world's Farseer dec ide on the course of action to 
be taken. The debate on the action to take against the Tyranid 
Hive Fleet was heated and pro longed. The more conservati ve 
elements of the Craft world argued for a policy of isolat ion, 
shield ing the Craftworld behind a powerful psychic shield in 
an attempt to avoid all contact with the Tyranids , while the 
more aggress ive e lements wanted to attack the Tyranids 
immediate ly, di spatching the fleet to destroy the Tyranids 
before they reached the Craftworld . Both courses of action 
were deeply flawed, however, because they took no account of 
the sheer size of the Tyranid Swarm. It took a powerful speech 
from Eldar SCOlit Iri lith , who has seen the Hive Fleet at first 
hand and understood the terrible threat that it represented. For 
over an hour she drove home to all present that the Hive R eel 
was too large to hjde from . and too powerful to be defeated by 
the Eldar fleet alone. It would take the combined effort s o f 
every Eldar on lyanden Cralhvorld to have any chance to turn 
back the Tyran ids. Even the n they might not succeed in 
defeating the alien menace. 

A hush fell on the Hall as Iri lith fi ni shed her speech. No more 
needed to be said , for all the Eldar present now reali sed the 
sheer enormity of the task ahead. Farseer Kelman rose and 
began to issue the decrees to prepare the defences of lyanden 
Cra ftworld . All e lements of the fleet would be recalled, and 
every single Eldar must take on the Warrior aspect of Warlock, 
Guardian or Aspect Warrior. The ent ire gigantic Craftworld 
wo uld be fortified , for the re could be no doubt tha t the 
Tyranids would breach the ir outer defences and land on the 
ship. Help must be requested from the other Eldar Craftworlds. 
The Avatar, the embodied spirit of the Craftworld's War God, 
must be awakened to take part in the battle. And, most terrible 
of all , all of the Craft world's ancient Spirit Stones must be 
plucked from the ir resting places and implanted in metal 
righting bodies to battle as Ghost Warriors. When an Eldar 
dies the spirit is released into a gem known as a Spirit Stone, 
which is grafted into the very structure of the ir Craftworld to 
preser ve the dead Eld ar's consc io us ness. Thus, each 
Craft world is a li ving thing which preserves a little of the once 
great Eldar c ivili sation. By ri sking the des truction of the 
Craft world's Spirit Stones, Kelmon ri sked the destruct ion of 
Iyanden's culture and racial memory. It was a grave chance to 
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lake, but Ke lmon knew that the Ghost Warriors could make rhe 
difference between victory and defeat in the struggle that was 

• 
coming. 

The first Tyranid Hive Swarms attacked (yanden just 20 days 
later. By then the Craftworld had already been isolated for over 
a week by a Tyranid psychi c blockade, wh ich made it 
extre mely difficult fo r the other Eldar Craft wo rlds to send 
help. Apart from a few scattered units that made it through, 
lya nden would be fighting the Tyranids 0 11 it s own . 
Nonetheless, the first Tyranid waves were dealt with easily and 
efficient ly by the Eldar flee t. The Eldar's spacecraft were 
fas ter, more maneouvrablc and had longer ranged weapon than 
their opponent s. In battle aft er battle the Eldar spacecraft 
destroyed the lumbering Tyranid Hive Sbips, only suffering 
minimal casualties themselves. For a while it looked as if the 
Fleet might be able to hold off the Tyranids on its own, as 
wave after wave ofTyranid Hi ve Swarms were wiped out. But 
Farseel' Kelmon was not convinced. Already the abi lity of the 
Craftworld's Forges to replace destroyed Eldar spacecraft was 
being outstripped by the casualties being suffered in the deep 
space battles that raged around the Craftworld. The Eldar fleet 
was being ground down in a massive battle of attrition, a battle 
that onl y the Tyranids could hope to win. 

As if to confirm Kelmon 's worst fears, the nex t Tyranid wave 
was massive, very nearly twice the size of any that had hit the 
Craftworld so far. The Eldar Fleet suffered terrible casualties 
in its attempt to hold the Tyranids off, and for the first time 
was unable to stop them landing on the Craftworld. Although 
the landing was wi ped out befo re an y ser ious damage was 
done, the Eldar Fleet as a large scale fi ghting force had ceased 
to ex ist. Still there was hope, espec ia ll y if the wave had 
represented the Tyranid's main assault force. Eldar spirits were 
raised even more as the next wave turned out to be tiny in 
compari son to what had come earlier. Altbough the weakened 
fl eet couldn 't keep a ll of the Swarms away from the 
Craft world , the landings that were made were easily isolated 
and destroyed. For a short while it seemed that the Eldar had 
weathered the storm. 

And then Iyanden was hit by two huge waves in succession. 
The pitiful re mnants of the Eldar Fleet opposed the Hi ve 
Swanns as best they could, but were swept aside by a tide of 
alien spacecrafl. Iyanden was all but engulfed as Horde after 
Horde of Tyranid Warriors, Genestealers , Hunter Slayers and 
Scream Killers were disgorged from the Hive Swarnls onto the 
Craftworld. Huge battles erupted all over Iyanden, the fi ghting 
close ranged and bitter, with enemy forces often only separated 
by the width of a corridor of Wraithbone wa ll , as the Eldar 
desperately attempted to beat off the ali en invaders. Often they 
succeeded, but the Fortress of Tears, Shrine of Asuryan and , 
most terrible of all, the ancient Forests of Silence all fell to the 
Tyranid hordes. The Eldar counter-attacked , with the ragi ng 
figure of the Avatar leading the Craftworld's Aspect Warriors 
and Ghost Warriors in a berserk orgy of destruction which 
recaptured the Forests of Silence from the Tyranids. It is said 
that the Eldar Warriors wept tears of rage and sorrow to see the 
damage infli c ted on the ancient fores t domes of the ir 
Craftworld . Slowly the Eldar managed to turn the tide on the 
Tyran ids and gain the upper hand, forcing the Tyranids back 
onto the defensi ve. And then a nother huge Tyranid wave 
arrived , the third in success ion, and the largest yet. As Swarm 
after Swarm flickered into ex istence on the Eldar's scanners 
Kelmon knew that, barring a miracle, Iyanden Craft world was 
doomed 

Over 50 years before the Tyranid assault, High Admiral Yriel 
had led Iyanden fleet. Allbough he was considered one of the 
greatest Eldar navel tacticians to have ever li ved , his character 
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was fl awed by the sin of pride. When Iyande n had been 
threatened by a Chaos Space Fleet raiding out of the Eye Of 
Terror, Yriel had led the fleet on a pre-emptive attack on the 
Chaos Fleets flag ship , leaving Iya nden C ra ft world 
unprotected. He on ly returned just in time to stop a suicide 
attack by a s lll a ll flo till a of Chaos Raider ships, who 
nonetheless managed to damage the Craft world . Expecting to 
be fated and honoured for his victo ry, Yriel was deepl y 
angered whe n he was ca lled upon to defend his course of 
action. Claiming that hi s record should speak fo r itself, Yriel 
refused to enter into the debate, leaving his old friend Kelmon 
no choice but to elect a new High Admiral in hi s place. Almost 
apocalyptic with rage, Yriel vowed that he wou ld never set 
foot on Jyanden again. He and a small band of followers left 
the Craft world and formed an Eldar Raider compa ny th at 
became the single most powerful Eldar pirate force operat ing 
in the ga laxy. 

Wben be heard of tbe Tyranid's assault on Iyanden, Yriel did 
his bes t to ignore the terrible pe ril that threatened hi s old 
Craftworld . But proud though he was, ri ghteo ll sly angry 
though he was, Yriel could not leave Iyanden to it s fate in thi s, 
it s very darkest houT. Battling hi s way through the Tymnid's 
psychic blockade, Yriel swept to the aid of his people. He 
arri ved just in ti me. 

Like a thunderbolt from the blue Y riel and hi s Raider fleet 
smashed into the Tyranid Hive Swarms. He was quickly joined 
by the few remaining craft of Iyanden's fleet, and together the 
combined Eldar space fleets tore the Tyranid Swarms apan. 
Two more waves of T yranid Hi ve Swarms attacked rhe 
Craft world, only to meet the same fate. Not a single Tyranid 
ship reached the Craft world , though the cost to the Raiders was 
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dear. Bloodied but unbowed, the Raiders prepared to sell their 
li ves to the last in order to tum back the next wave of Tyranids. 
On the bridges of the Craft world and o f the circ ling Eldar 
ships, vigilant eyes watched the scanners , waiting for the fi rst 
tell·tale blip that would indi cate the direction of the next 
assault. Minutes passed, then hours, and wi th a growing sense 
of wonder the Eldar reali sed that no more Tyranid Swarms 
were coming ~ the assaull was over. The Hive Fleet had been 
destroyed! 

But on Iyanden Craft world the war wen t on . The Tyran id 
Hordes that had been fighting a tenacious rearguard action, 
awaiting the aid of the rest of the I-li ve Fleet now turned like 
cornered rats and hurled themselves at the Eldar. Caught by 
surprise the Eldar staggered back, desperately try ing to hold 
the suicidal Tyranid onslaught. The Fortress of the Red Moon 
fe ll to a surprise attack, and for a moment it seemed that with 
victory within their grasp the Eldar would be defeated. BUI. for 
the second time, Vrie l led his Raiders to the rescue of the 
Craftworld . Disembarking from their orbiting spacecraft , the 
Raiders joined with the battered defenders o f lya nden 
Craft world and, yard by yard, step by step, forced the Tyran ids 
back. A final wild charge Jed by the Tyranid Hive Tyrant was 
annihilated by the combined efforts of the Aval:!r, Yriei and 
the Ghost Warriors, and then in a series of vic ious one·s ided 
baules, the last of the Tyranids were hun ted down and 
des troyed . The Tyranid att ack 0 11 lyanden Craftworld was 
over. The Tyranids had been defeated. 

But the vic tory was a hollow onc. Though the Eldar had 
repul sed the invaders, the cost was bitter. Their once proud 
world stood in ruins, and four· fifths of the inhabitants were 
dead or lay dying in its shattered halls. lyanden's mighty space 

fl ee t was a pitiful shadow of it s fo rmer se lf, the blasted 
remain s of its majest ic spacecraft and their brave c rews 
hanging silent and weigh tl ess in space. But all thi s could be 
rebui lt, maybe not for hundreds of generations, but one day in 
the di stant future. What was lost for ever were the souls of the 
Eldar whose Spirit Stones had been destroyed in the battle 
against the Tyranids. The massive destruct ion wrought upon 
lhe people and Ghost Warriors of Iyandcn dealt the Craftworld 
a blow from which its culture could never full y recover. 

THE GAME 
Tyranid's attack on Iyanden Craftworld . Newcomer Richard 
Wright pai nted the original artwork for the map, and has 
excelled himself, producing the best Wargame Series maps 
yet. Considering the standard sel by Battle For Armageddon 
and Horus Heresy thi s is high praise indeed! The game board 
shows a map of Iyanden Craftworld and the area of deep space 
surrounding it, and is di vided into a number of different sized 
spaces to help regulate movement. In add ition, each area of the 
Eldar ship has a 'special ability' which can be used by the Eldar 
player once per turn . For example, the Forge of the Singers 
area of the Craft world allows the ~Ida r player to repair 
damaged spaceships, while the Fortress of the Red Mood area 
is capab le of firing a barrage of plasma torpedoes at the 
Tyranid Hive Swarms as they approach the Craftworld . 

The spacecraft, ground forces and important characters that 
took part in thc campaign arc rep resented by a number of 
different sized and shaped counters, and here again Doom Of 
The Eldar sets new standards of design and production. The 
Eldar counters come in two main types , one oblong and Ihe 



OIher hexagonal , representing the spacecraft of the Eldar neet 
and the ground forces of the Eldar arm y respect ive ly. In 
addition, there are tr iangular counters which represent un its o r 
characters with special abilities , such as the Ghost Warriors or 
Farseer Kelmon. 

All of the Tyranid counters are round and are printed on both 
sides. One side shows a Hi ve Swann, which is used while the 
T yranids are trave lling through space, while the othe r side 
shows a Horde, and thi s side is used when the Tyranids reach 
the Craftworld . As long as the counter is in space, onl y the 
Tyranid player is allowed to examine it to see what is on thc 
Horde side of thc counter. This is vitally impon ant during the 
game, as it means that the Eldar player is never sure if a Hive 
Swarm will Ili p over to re veal a Horde of re la ti vely pun y 
Hunter Slayers, the fe rocious Hive Tyrant. or 11 counter with a 
special type of auack such as the deadly explosive Spore Mine. 

In all of the previous Wargame Seri es games there was only 
one type o f combat w hich took pl ace between oppos ing 
ground fo rces. In Doom of the Eldar, however, the comba t 
within the w inding corridors and bui lt up areas of the 
Craftworld was bitter and prolonged compared to the swirling, 
li ghtning fast battles that take place in deep space.To represent 
the differences between the two types of combat, Doom of the 
Eldar uses two different Combat Results Tables, one for the 
battles fought on the Craftworld, and one for the Battl es fought 
in space. The E ldar had a substanti a l adva ntage in s pace 
combat due to the long range of the ir weapons and supe rior 
maneouvra b ility of the ir ships, whi ch is rep resented by 
allowing the Eldar always to attack fi rst in space combat. The 
Tyranids onl y get to fight back if they survive the first round of 
Eldar fi rc, which often means that small Hive Swarms can be 
des troyed be fore they get to fire back. However. the Eldar 
Fleet is small and bri ttle, and il can be severely mauled if the 
Tyranid player is able to mass enough Hive Swanns together 
to survive the Eldar's initial rOllnd of fi re. 

The game sta rts just as the fi rs t T yranid Hi ve Swarms are 
picked up the on the Eldar' s scanners and as the game 
progresses mo re and more T yranid Swarm s will arrive to 
auack the Craftworld. At the start of each turn the T yran id 
player roll s two dice and adds their scores together, with Ihe 
result be in g the number of new counte rs he receives as 
reinforcements that turn. The total number of countc rs thc 
Tyranid player has reccived over the course of the game is kept 
track of by the Eldar Player on a special chall called the Wave 
Assault Track. To recreate the Eldar uncertai nty about the size 
of the Tyranid assault, if the Tyranid player rolls a double 0 11 

his re in fo rcement roll then the re is a chance that the assault 
will have ended and that no more reinforcements will turn up! 
T he chance of a doubl e e ndin g the ga me de pends 0 11 the 
number of counters the T yranids have rece ived so fa r. For 
example . if the Tyranids had taken 10-19 cOllnters, the game 
will onl y end on a double I , but if they had received 30-39 
counters then the game will end on a double I , 2 or 3. What 
th is means is that nei ther player can bc surc how l;ugc the 
Tyranid assault will be or how long it will last. This makes for 
ve ry tense game play, especially whcn the game is in the 
balance late in the game and just a few Tyranid reinforcements 
more or less can spell the difference between victory or defeat. 
Unde r such c ircumstances, the Tyranid reinforcement ro ll is 
fraughl with exc itement , the Elda r playe r willing it 10 be a 
double and the Tyranid player praying that it isn't! 

If Iyandcn can hold out long enough, however, the Tyranid 
Hive Swanns will stop comjng and , once the Eldar playe r has 
wipcd out any Tyranids remaining on the map. each player can 
count up their victory points to see who has won. Thc number 
of victory points the EJdar player gcts is detcnnined by the size 

of the Tyranid assau lt, while the number of victory fK'inB 
scored by the Tyranids is determined by the amount of dama:;:1!" 
that they cause to the Craftworld. At the end of the.. game the 
two players victory points totals are compared and the side th i'I 

scored highest is the winner. 

HINT AND TIPS 
Pl ayers often ask me for hint s and t ips on how 10 ", in lhe 
games I have des igned , which is fa irl y si ll y re all~ _ as I 
invariably lose when play ing my own games (i n fact I seem iO 

invariably lose when playing other peoples games too. but 
that's another story ... ). Still there arc a few pointers that I can 
pass on to new players of Doom of thc Eldar which may be 
useful in the first couple of games that they play. 

ELDAR TACTICS 
T he Eldar player needs to keep in mind that he is involved in a 
war of attrition , and that he must make his fo rces last for as 
long as possible. Once the Tyranid re inforcements d ry up he 
can go all out for the remaining Tyranid forces, but unti l then 
he must do hi s best to preserve hi s units, and espec iall y hi s 
fleet, for as long as poss ible. In game terms thi s means that the 
Eldar player must avoid low odds attacks. In particular, avoid 
trying to wipe out all of the Tyral1id Hive Swarms before they 
reach the Craftworld, it is not necessary! The Craftworld's own 
defences are perfectl y capable of dea ling with isolated Tyranid 
att acks (a ny attack invo lving onl y o ne o r two Tyrani d 
counters) on thei r own. 

Nonetheless, in most games the Eldar fleet will end up getting 
ground down and the Craftworld will co rne unde r serious 
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attack. At times thin gs will look bleak, especially if the 
Tymnids manage to mass a powerfu l attack force. However, if 
you've handled the fleet correctly this will not occur until the 
Tyranid player has taken 40-50 counters, which means there is 
a very good chance that the assault will end soon. Whatever 
happens. you must do your best to hold onto as many areas on 
the Craft world as possible. To do this you should try to keep at 
least 2 counters in each area, as most of the results on the 
Craft world combat results table only call for the loss of one 
counter, which means that you will still have one counter left 
to hold the area. It is also worthwhile building up a powerful 
'counter-attack' stack. Thi s will normally consists of the 
Avatar, Farsccr Kelmon, the Ghosl Warriors, and as many of 
the Craftworld's Exarchs and Aspect Warriors as you can lay 
your hands on. and can prove extremely useful for dealing with 
powerful Tyranid s tacks. Above all , never give up, there is 
always a chance of victory , 

Hil'e Fleer COl/liter s from 
Doom of rhe Eldar 

TYRANID TACTICS 
The Tyranid player does not need to worry about hi s casualties 
nearly as much as the Eldar player, although he should not 
throw unit s away just for Ihe hell of it! On the whole though, 
any attack that has a reasonable chance of ca using Elda r 
casualties is worth a try. Early on in the game you may find 
yourself feeling completel y outmatched by the Eldar fleet, and 
suffering a casually ratio of 3 or 4 of your ships for each I of 
the Eldar that you kill . Don't let this get to you - you can afford 
casualty ratios like thi s, while the Eldar cannot. As noted 
above, in most games you will end up destroying the Eldar 
fleet before the game is out. This bei ng said, it is vitally 
importanl that you remember that you only score victory 
points for causing damage to the Craftworld. The single most 
common mistake made by an inexperienced Tyranid player is 
to try to wipe out the Eldar fleet at the cost of assauhing the 
Craft world . Remember that you r reinforcements may end at 
any time, so you must start capturing areas on the CraftworJd 
as soon as possible. 

The initial landings on the Craft world can be intimidating, as 
you will be making low-odds attacks against a well dug-i n 
defender, but you should bile the bullet and get stuck in. Once 
you've got a toe-hold on the CraftworJd. things will get easier, 
and e ven a sma ll land ing can draw away de fe nde rs from 
another area, making laller landings that lillie bit easier. When 

.= 

you piek a landing sight , g ra b any opportunity to take the 
Forests of Silence or either of the Forges, as this wi ll reduce 
the Eldar's abili ty to replace unit s that you have destroyed. 
When your reinforce ments finally run out YOll must go all out 
to cause as much damage to the Craftworld as possible. One 
useful tacti c is to bypass lhe defence by moving out of one area 
into an weaker adjacent area. You are allowed to do thi s as you 
only have to stop moving when YOll ellIer an enemy held area, 
so there is nothing to stop you leaving an enemy held area, and 
it can often catch the Eldar olll and g ive you some easy victory 
points. Even if it doesn't, it will force the Eldar to spread their 
troops around to defend all the areas on the Craftworld rather 
than concentrat ing them against you units. Above all , never 
give up, there is always a chance of victory. 

CONCLUSION 
I am very pleased with the way that Doom of the Eldar has 
worked out. It's an exciting, evenly balanced game, with plenty 
of opportunity to practice strategy and tactics, and a game can 
easily be played to a conclusion in 2-3 hours. The playing time 
means that it is easy for to play two games in an evening, 
swopping sides and comparing 10lal victo ry points at the end to 
see who did best Doom of the Eldar also makes an excellent 
so lo-ga me, with the player cont rolli ng the Eldar a nd the 
T yranids head ing s traigh t for the Craft world, tho ugh you 
should double the Tyra nid 's victory points 10 compensate for 
their lack of tactical finesse in thi s case. BUI most importantly, 
I feel it captures the exc itement and uncertainty of The Eldar's 
desperate defence against the huge Tyranid Hive Fleet. Have 
fun! 



Chaos in the Man 0' War Game 

PLAGUE FLEET CONTAINS RULES FOR TH E 
WARFLEETS OF THE MOST DEADLY ADVERSARIES 
IN THE W ARHAMMER WORLD INCLUDING: 

Chaos Plaguel1eets 
The Champions of Khorne, Slaanesh, Nurgle and Tzeentch 
sail forth in Bloodships, Hellships, Plagueships and Great 
Winged Terrors, while their crazed minions fo llow In the 
dreaded Chaos Deathgalleys. 

Chaos Dwarf Fleets 
From the Ziggurat city of Mingol Zharr-Naggrund come the 
Chaos Dwarf Wartleets - immense 8 attlcbarges armed wi th 
the largest, most destructive cannons and rocket launchers 
ever devised 

Skaven Clanl1eets 
The infernal ringing of the Doombringers sounds across the fog- laden air as the arcane machineries of the Skaven Clanfleet 
churn the waves with their great spoked paddle wheels, bringing plague, fi re and death to the ships of their enemies. 

SUPPLEMENT 

PLAGUE FLEET IS NOT A COMPLETE GAME. YOU 
WILL NEED A COPY OF THE MAN 0 ' WAR GAME TO 

USE THE CONTENTS OF THIS BOX 
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Magic can be very influential in your games of Man 0' War, and under the right 
circumstances can win a battle. Bill King discusses how to get the best results from 
your fleet's Wizard and how to plan your magical strategy to the best effect. 

One of the most common misconceptions about magic in 
Man 0' War is that it is random. Many people think, 
because they are dealt spells from a deck of cards and 
acquire new spells from the same deck, that they have no 
control over what their Wizards can do. Actually, 
nothing could be further from the truth. Magic is very 
influential in Man 0 ' War and under the right 
circumstances can win many a battle. 

In the Warhammer World, magic is a powerful but fickle 
force. Spellcasters draw energy from the Warp to power 
their spells. Think of the card deck as representing the 
Warp - a vas t turbulent dimension full of potential 
energy. At the start of any battle these energies will be an 
untapped and unstructured. bubbling sea filled with 
random vortices of power. Your Wizard must shape 
these energies to his will. As he does so he will affect the 
flow of power, patterns will emerge, and the energies he 
uses will be denied to his opponent. The Wizard who 
does this best will gain the upper hand. 

This happens in many ways, but the most important is 
planning. At the start of a battle you have little say over 
the spells in you r hand. This does not remain true for the 
rest of the conflict. You can actively seek out the spells 
you want. Remember, you can discard as many spells as 
you like in the End Phase and pick up new ones. If you 
decide that you want a particular spell, you can look for 
it. Discard and pick up till you find it. This represents the 
Wizard building up the power to cast the spell. 
Sometimes it will take you next to no time, sometimes it 
will take you a long time. The Warp is fickle and binding 
its force is not easy. 

Bear in mind that there are only 32 spells in a deck. If you 
have a Master Wizard, you can p lay or discard up to 4 
spells per turn. If you have a Wizard Lord. you can play 
or discard up to 6. With two players doing this it won't 
take many turns to cycle through the deck and find the 
spells you want. Of course, they may be being played or 
discarded by your foe, but that's a chance you take. 
Remember, the more spells you play or discard , the 
better your chance of finding the spells you want. If you 
are cycling through four per turn and your opponent is 
only cycling through two. you have twice the chance of 
getting the spells you want that he does. Once you 've 
found them then hold on to them. 

One of the things that makes so me Wizards more 
powerful than others is the fac t that they can discard 
more spells in a turn. This enables them to cycle through 
the magic deck more quickly and increases their chance 
of finding what they want. This e lega ntly represents 
their enhanced ability to harness the forces of the Warp. 

CHOOSING YOUR COLLEGE OF MAGIC 
The spells you seek to cast will be determined by the 
type of fleet you have. This should also determine the 
College of Magic to which your Wizard belongs. Being 
able to Ie-roll when you have failed to cas t a spell is a 
powerful advantage. Anyone with a sailing fleet such as 
the Bretonnian's or the Elves would be well-advised to 

Wizard of'"e Lig'" College 
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take a Grey Wizard and seek Grey spells. Sailing fleets 
are very vulnerable to the vagaries of the wind . Spells 
such as Wind Master - which allows you to change the 
wind direction - can help you reduce the risk of the wind 
turning against you. Conversely, anyone facing a sailing 
fleet might consider a Celestial Wizard, as Celestial 
spells dispel Grey spells. Not only that, one of the most 
powerful Celestial spells is Sea of Glass which can 
cripple a sailing fleet at crucial moments, leaving them 
becalmed and unable to move. 

USING SPECIFIC SPELLS 
Many spells are usefu l to particular fleets or situations. 
The follow ing guidelines should help you find exactly 
the right spell you need to win that decisive victory. 

The Panic spell that allows you to seize the initiative is 
very handy for fleets with squadrons of ramming ships, 
such as the Empire. Played at the right moment it allows 
you to get in there and red uce your foes to splinters 
before they can move out of ramming range. 

Anyone fa cing a fl eet with small numbers of crew 
counters, such as the Dark Elves or the Dwarfs, should 
seck out spells like Spectre and Storm Strike that enable 
you to destroy the crew. Dark Elf Monsters are 
particularl y vulnerable to this insidious tactic, which is 
why they tend to lurk within the Black Ark for as long as 
possible. 

Arashkigal, High Witch-Pries t of Slaanesh, stared 
down from tile battlements of tile Black Ark. Far be/ow, 
waves crashed against ti,e mighty vessel's stone prow; 
their thunder was almost drowned out by tile screams of 
tile captives below. Witll each offering to Slaallesh he felt 
the strength within him grow; soon he would have the 
power he needed and his foes would blOW the true 
meaning of fear. 

He gazed into the great scrying crystal before him. For a 
second he saw only the reflected faces of his acolytes, 
pale alld thin-lipped as they struggled to cOlltain their 
portion of the power about to be unleashed. TI,en the 
crystal glowed deep, sensllal bille and the Elf Fleet 
became visible within it. 

Arashkigal snarled when he saw the long sleek ships, 
sails billowing ill the wind. Hate f illed him as 
Eagleships raced towards the Ark. He saw the bril/iant 
glitter of a Dragonblade as it pierced the rol/ing waves 
in front of tile Elves' massive golden flagship . Higlz on 
its afteastle he saw a fli ckering grey allra as the Elf 
Wizard struggled to harness the gusting wind. 

"Novice", s"eered Araslzkigai, and with the meres t 
twitch of his mind he sllllffed alit tlze spel/, kil/ing it 
before it was even born . The energy within him was 
hardly diminished. He stillliad more than enough to 
complete his masterstroke. 

The Elf ships were almost within range now. Great 
snlvoes of bolts ripped through the air towards the Black 
Ark. The crew of aile Eagleship were obviollsly baffled 
by the curta iu of illusions sllrrolmdiug the Ark. as their 
projectiles fell harmlessLy il1to the sea . 

Wiznrd of tile Amethyst College 

Spells such as illusion O f Death and Fog Of Limbo that 
protect your craft are handy for those ships that sail into 
the middle of the enemy. Having one of these spell s 
when the battle is close and deadly is always hand y. 
Fleets that do a lo t of close-in work, such as the Orcs', 
should consider the benefits of these Light College 
spells. The Dark Elves, who must protect their Ark at all 
costs, should also think about getting these spells as 
quickly as possible. 

Spells that repair damaged areas are most useful to fl eets 
that stand off at long-range, such as the Elves'. Generally 
speaking, once the fight is close and personal too much 
damage will be being meted out for one repair to make 
much difference. Best to use repair spells early or during 
lulls in the action. 

HOLDING ON TO WHAT YOU NEED 
Spells are divided into those you should cast instantly, 
and those that you should hold on to. Generally 
speaking, anything that does damage - or more 
importantly, those that start fires - should be cast as 
early in the game as possible to g ive them time to do 
their ev i.! work. Cast them as soon as you pick them up 
unless there is a particularly pressing reason, such as 
repairs or protection, to do something else. On the other 
hand, you should hold on to spells like lIiusion of Death 
for w hen you need them. 

Flexibility is important. Dec ide on what you wish to 
achieve and then find the spells to do it. Obviously, what 



you need will va ry according to circumstance; if y'}ur 
Black Ark is blazing from stem to ste rn, a Torrent speU 
will prove extremely handy. If your crippled flagship is 
about to be rammed, Living Mire may keep the ramming 
ship pinned down long enough for you to get away. The 
important thing is to have some idea of what you want 
and of how to get it. 

The other thing to bear in mind is tha t if you are 
vulnerable to certain spells you should try and pick them 
up and hold on to them. Any Elf Wizard who does not 
hold on to Sea of Glass when he finds it is a fool. A Dark 
Elf Wizard might be well advised to hold on to spells 
that kill crew. By keeping spells in your hand and not 
discarding them, you are effectively making yourself 
invulnerable to that spell. 

This, of course, represents the fact that your Wizard is 
devoting a portion of his energies in blocking all efforts 
to cast that particular s pel l. Again, more powerful 
Wizards do better here because they can afford to hold 
on to more spells. A Wizard Lord can prevent two spells 
being cast against him and still cycle through as many 
spells as a Master Wizard. 

It's always worth knowing where your weaknesses are. 
If you have a sailing fleet and don' t pick up Sea Of Glass 
by the time all the spells in the deck have been cycled 
through, it's safe to assume your opponent has it and is 
keeping it for use against you. The best thing you can do 
then is look for a Jade Spell. These dispel Celestial spells 
and afford you some protection when the worst comes to 
the worst. 

Anotlzer hail of bolts hit home, tearing great chunks 
from the Ark's side. Arashkigal concen trated and 
gestured. In the crystal he saw the holed sides of his 
home vessel knit together. A sense of his own destiny 
filled him. Soon now, soon. He adjusted his robe of 
Celestial blue fussily. His acolytes glanced at him, 
admiring his coolness under pressure, 

Now, he thought. Now was the time. He unleashed the 
spell, For a momellt he felt resistance, For a moment he 
wrestled with the titanic ellergies Jze had unleashed. For 
a moment it seemed the spell would go out of control 
and its energies would dissipate harmlessly. He almost 
screamed with fury as his concentration slipped. It was 
a most difficult spell to cast. 

Then it was done. A blue haze shimmered over the sea. 
The billowing waves subsided into eerie calm. The oceall 
was as fiat and smooth as a palle of glass. The fleet o/his 
enemies was becalmed. Now the Monsters could be 
unleashed and the enemy destroyed at their leisure. 
Triumph filled him, bllt only for a mome"t. 

A green blaze filled his sight. When it cleared ,the waves 
rippled, the wind blew. His opponent had countered his 
spell. Arasltkigal called fhe thousand ClIrses o/Slaanesh 
down 011 the Grey Wizard's head. There would be no 
easy victory. In the crystal he saw the Monsters erupt 
from the sea. Battle was joined ill earnest. 

MAN 0' WAR - WIZARDS AND MAGIC 

-
Wiznrd of the Bright College 

Wizards in Man 0' War are powerful. You ca n make 
plans with them. Just because you don' t have a spell in 
your hand at the moment doesn't mean that you' re never 
going to have it. Look for opportunities, be flexible and 
plan for the worst and you' ll be well on your way. Magic 
rarely sinks ships but it can turn a battle's course, 

EXPANDED 
RULES FOR WIZARDS 

The basic rules for purchasing Wizards in Man 0' War 
work well , but sometimes you need a little more 
flexibility. To th is end, we have expanded the lis t of 
Wizards available. The following table li sts all of the 
Wizards available. However, you may still only have one 
Wizard in your fleet, and he may only cast one spell per 
turn. 

Points Magic Dice Battle 
Mas tery Level Cost Cards Modifier Honours 

Wizard Champion 50 2 - 1 

High Wizard Champion 75 3 - 1 

Master Wizard 100 4 - 2 

High Master Wizard 125 5 - 2 

Wizard Lord 150 6 +1 3 

H igh Wizard Lord 175 7 +1 3 

Grand Wizard Lord 200 8 +1' 4 

'Grand Wizard Lords may re-roll on any colour of spell that they fail 
to cast or dispel. 
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BIG BOSS 

• 

STANDARD BEARER ARCHER 

HOBGOBLIN WOLF RIDERS 



DWARFF 

The Flame Cannon is one of the most deadly inventions 
of the secretive Dwarf Engineers Guild. A volatile 
concoction of hot oil and molten tar is mixed in the 
barreL Air is then pumped in until the pressure inside 
the barrel is very great. 

At precisely the right moment the Dwarfs place a 
burning oily rag into the nozzle and release the 
pressure.The mixture catches fire as it spurts from the 
barrel, and a jet of flaming liquid arcs into the air 
towards enemy ranks, spraying fire and boiling tar over 
the target. 

STANDARD BEARER JOSEF BUGMAN 

• 

NON 

BUG 
DWARF 

CHAMPION TROOPER 

Josef Bugman was the most famous Dwarf Master Brewer of all time, before a Goblin 
raiding party destroyed his brewhouse in the eastern forests of the Empire. Prior to 
this foul deed Bugman had acquired a considerable reputation for the fine quality and 
potency of his ale. Triumphs like Bugman's XXXXXX and the notorious Troll Brew 
were a sad loss to the Old World. 

Bugman and his remaining companions swore terrible vengeance on all Goblins. 
Little has been heard of them since except rumours of cunning ambushes and night 
raids on Goblin camps. Sometimes the band will emerge from the wilds, tattered and 
blood-stained, to join a Dwarf army before a great battle against Goblins. They 
always keep themselves to themselves, huddling around their campfire, with a strange 
glint in their eyes and their hands clasped around tankards of their precious ale . 

• 
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THE BATTLE OF ANURELL'S TO 
bin Dews and Gary Morley 

Eldril drew his cloak around him and filmed his gaze 
towards the eastern horiWIl. As the stars faded ;Il/O the 
azure tinl of daybreak he wondered whether he 100 was 
destined to die ill this barrell and forsaken fllnd. 

Behi"d him, a sheer cliff rose dark and craggy ;1110 the sA:),. 
10 lower over his small bmld of warriors. At its bWie, 
shrouded ;n villes, as with some ul/ciem tapestry stood Ihe 
granite pillar of AIIllrell's Tomb. He strel<;hed Ollt his 
fingers /0 louch the cold stolle. Centuries ago, Anllreff the 
great High Elf mariner alld explorer had been laid to rest 
here when he and his crew had been shiplVret:ked 011 this 
coaSl. Now Eldril had come ill the v(lnguard of Lord 
Drama/liel's army to recover Allurell'!)" remains and 
recover Ihat anciellt jewel oj power kllown as the Navigator 
Stolle. 

His mind drifted back to the arduous journey from the 
coast. They had marched relentlessly Jor three daY!i, 
following the treacherous path of the dark river as it 
slIaked its wlIy through tile shadowy mountain peaks. As 
they'd moved illiand. Imrallioll, Lord Dramalliei 's chosell 
hero had flown above them Oil his war eaRle silently 
scoming the land to wam Them of approaching dangers. 

When they reached the lIal/ey of AlIllrelJ's tomb, Imrallioll 
had turned back to guide the main body of the army 
fonvard to join them - alld it was then that disaster struck. 
As the small group of Elves approached tile tomb, they had 
been attacked by a savaRe pack of wolves ridden by 
spiteful, leering creal/Jres thaI Eldril recoglli!)·ul as 
Hobgoblins. They had driven the foul creatures off, bur 1I0t 
before mallY of his men had fallen IInder a mill of black 
arrow!)· or beell Cilt dowl! by the sUlIJrise andferucity of the 
attack. 

Eldri{ had immediately sellt a messenger back to Lord 
DramallieJ to urge haste before the Hobgoblins regrouped 
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to attack again. All day they had scoured the skies waiting 
for Imrallion 's retum, but there had been 110 sign of the 
mighty warrior and his eagle Dear/Hving. Then in the late 
afternoon, the hills around their position had echoed to the 
thunder of dmms and the braying of trumpets. His scouts 
informed him IIwt a large army of Chaw· Dwarfs was 
marching towards their position, alerted flO doubt by the 
sneering tales of the Hobgoblins, and just before t/iRlllfall 
he had seen two great wil/ged beasts flyi"g high oller the 
Tomb. At first he thought that it was Imralliol/ and Lord 
Dramalliel returned to aid them but as the creatures 
descended he realised that both of the mOl/sters were 
wreathed in smoke and flame and now he did indeed fear 
the worst. 

He knew that the dark Dwaifs would have little idea of his 
real strength and lVould IJe unlikely to trust the tales of the 
Hobgoblins. He also knew that ifhe could hold his position_ 
the mai" High Elfforce led by the Silver Helms and Reaver 
Knights would soon come to their aid. With a heavy heart, 
he posted sentries and settled down for the night to wait for 
dawn ... 

"My Lord?", Eldril looked up, tom/rom his thoughts. 
Before him stood a young Elf His bright features marked 
him from a 1Ioblefamily, but there was a him offear ill his 
voice. Eldril " odded. "The seutries report movements to 
the north and west. They fear the dark olles are here and 
are preparing for battle. " From where he srood at the 
centre of the clearing Eldrii could jus t make out the 
silhouetted/orms of the selllries standing guard at the edge 
of the trees. He turned back to the messenger, "Go my lad, 
halle no fear and prepare your weapons. " 

As the sun crept higher, the chill mist that had filled the 
vatley alld all night long seeped illlo the bones mid hearts 
of Eldrjf's warriors slowly burned away. To rhe west the 
broad valley stretched away, dipping gently to where it 
touched the dark ribbo" of the river. From the edge of their 
camp, one of the sentries came rwlt/ing. My lord, the enemy 
is once again upon us. I can see 'heir fiendish war 
machines being set lip 011 yonder hill. 

Eldril was silent. He gazed at the messenger alld 
remembered yesterday'S battle. the blood, the fear and the 
comrades who had Jallen. As he strapped Otl his sword and 
prepared 10 sell his "fe, he heard a great shout come from 
Ihe south. The triumphant yell echoed Ill' the length of the 
valley. It 11'(1.'1 the waf oy of Dramalliel, the High Elf army 
had arrived ... 

® 
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In the days of Bel-Shanaar before the Dark Elf wars, the High 
Elves had ranged ac ross the world in the ir g rea t age of 
explo ration . Mighty ships sa iled fro m UltllUa n carry ing 
nav igators, cartographers and warriors to chart the coasts of 
the new lands and establish selliemenls and colonies. Contact 
was established with the Dwarfs and the great era of trade and 
friend ship began. 

At this time, Anurell was a great High Elf seafarer who sailed 
the oceans of Old World in his mighty Dragon ship. He held in 
hi s possess ion an ancient jewel of powe r kn ow n as the 
Navigmion Stone, with the aid of which he could sery the stars 
and sense the ebb ami How of Ihe Walers and the movement of 
the winds. Drawing 011 its power, he could ride the tossing seas 
when other ships were becalmed, or traverse the deep oceans 
and locate the narrowest of channels between dC<ldly rocks and 
reefs. 

In 1658 (Imperial calendar - 2739) Anurell se t sai l from 
Ulthuan in an attempt to locate the eastern route 10 Cathay. A 
monlh laler he rounded the southern tip of the SOllth Lands, 
where a thousand years later, the Fortress of Dawn would be 
built. The weather and omens had looked fair, but as he sailed 
north·east into the Sea of Dread disaster struck. 

His fleet was 3nacked by hideous sea monsters rising from the 
depths to engulr the rragile Ships. Loathsome black tentacles 
and cavernous jaws crushed the ships, sucking them down into 
the dark waters from where there was no escape. Their boats 
crippled and taking water, only Anurell's crew and one other 
ship broke free of the horror and fl ed northwards. Sighting 
land, Anurell and a handful of companions managed to haul 
themselves ashore on the southern tip of the Dark Lands, 
where they establi shed a settlement and readied themselves for 
the harsh winter ahead. 

THE BATTLE OF ANURELL' S TOMB 

As the months passed, despair g ripped the group. Goblin 
raiders cut down their numbers and di sease and hunger took 
their toll . When Anurell was killed in battle, his grief stricken 
kinsmen erected a huge monolith and laid his body underneath 
with the famed Naviga tio n Stone at hi s s ide. Leaderless. 
demoralised and fear ing for thei r lives. the ragged g roup 
dec ided to strike no rth rathe r than linger on a nd die of 
starvation. In the spring of 1659 they headed north towards the 
Plain of Bone and were never seen again. 

Centu ries later. an expedition from the Fortress of Dawn 
located the ancient monume nl. A force was dispatched under 
the command of Dramallielto di scover whether this truly was 
Anurell's tomb and to recover hi s body as we ll a s the 

avigation Stone. As the advance guard under the command 
of Eldril reached the site. they were attacked by a strong forcc 
of Hobgoblins. After a bitter struggle, the foul creatures were 
dri ven back but many of the Elves were lost. A messenger was 
sent back to the main force in order to haste n their march 
before the Hobgoblins reg rouped and attacked again . The 
remaining Elf dde nders waited for word from the main body 
of troops, but as dawn broke, the beat of drums fro m the 
surrounding hill s o nce aga in pounded oul a message of 
doom ... 

SETTING UP THE GAME 
When we decided to fi ght thi s battl e. Gary and I agreed to 

create a scenario upon which to base the game. Depending on 
who you normally play with . thi s can make for some highly 
entertaining games. It' s sometimes hard to judge exactly how 
the detail s and special victory conditions of a scenario will 
affect the outcome of the battle, but with experience you will 
be able to play some exciting battles. The Mighty Empires 
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THE BATTLE OF ANURELL'S TOMB 

campa ign system is also an excellent way of 
crea ting Warhammer games with slightl y 
unusual forces, or for creating a na rrative 
campaign within which each battle is fought. 

BACKGROUND AND 
DEPLOYMENT 

The battle was to be fought the day afle r the 
encounter between the ad vance guard of the 
High Elf army and the Chaos Dwarf force. We 
decided that one foot unit of the High Elf anny 
could se t up firs t, anywhere wi th in 12 " of 
Anurell 's tomb. The Chaos Dwarf army could 
then deploy anywhere in a zone stretching from 
the river to the half-hill on the north-west table 
edge a nd up to 18" o nto the table . The 
remainder of the High Elf army would then be 
allowed to move onto the battle fi eld anywhere 
between the river and the half-hill on their table 
edge during the movement phase of Turn I . 

Thi s set-up gave the High Elves the advantage 
of seeing the di sposit ion of the Chaos Dwarf 
force before they committed their troops to 
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battle. However, by allowing the Chaos Dwarf army to deploy 
up to 18"onto the table. we also balanced the advantage of 
speed that a High Elf army has over a Dwarf force. 

VICTORY CONDITIONS 
The victory conditions for the game were simple. All of the 
normal Warhammer victory condition rules applied , but in 

, . 
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addition. the High Elves would gain five victory points if they 
managed to have an unbroken unit wi thin 6" of the Tomb of 
Anllrell at the e nd of the game. If the Chaos Dwarfs army 
prevented this, or had their own unbroken regiment within 6" 
of the tomb, the n fi ve ex tra victory poi nts would be g iven to 
them. 

Having set up the terrain and agreed on conditions, we both 
went away to select our armies. 
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THE HIGH ELF ARMY 
(Robin Dews) 

Thi s was the fir st ti me I 'd 
fought a battlc with the High 
Elves and I was really 
looking forward to it. Over 
the last few month s, we've 
added lots of new models to 
the Studio army and with the 
re lease of the Warhamm er 
Armies - High Elves book, 
there was a lot of background 
and inspiration to draw upon. 

The C haos D warf army is 
re lat ively new and so I had a 
good idea as to what the core 
of the force would be. Gary 

was bound (0 choose both the Bull Taurus and the Lammasu, 
and so I fe lt that I would also need some flyers that could move 
around the baulefield quickly. to counter this threat. It was also 
highly like ly that he would include both the Death Rocket and 
the Earlhshaker Cannon in his army. Hav ing flyers on my side 
would al so give me the opportunity to drop down o n these 
fearsome war machines and kill o r rout the crews. 

My first choice was the army General. I chose the mode l of 
Eltharion riding on the War Griffon Stann wing and anned him 
with the Sword of Teclis - to give him some deadly striking 
power. 

My next choice was lmrallion, a High Elf Hero mounted on a 
War Eagle. I equ ipped thi s character with The Amulet of Hoell! 
giving him a mag ic level equivalent to a Wizard Champion, 
and a Blade of Darling Steel which gives automati c hits in 
close combat. I wanted this character to be my mobile strike 
force, attacking the war machines and swooping down on the 
hapless Chaos Dwarfs. When I came to allocate my spe lls, 
Imrallion drew Tempesl and Fiery Convocation, which placed 
suitably destmcti ve forces in his hands. 

My fin al two major characters were a High Elf Mage Lord and 
the Army Standard bearer. 

I mounted the Mage Lord on a Unicorn (because I reall y li ke 
the model) and gave he r the Skull Wand of Kalo/Ii and the 
Hea rl of Woe. The Skull Wand is a deadly close combat 
weapon tha t has the abil ity to d ra in the soul f ro m your 
opponent if yo u manage to s lr ike them and Ihey fa il a 
subsequent leadership test. 

This can be a great advantage if you are fighting a high level 
character who has a number of wounds, as a single hit is able 
10 destroy them wilh no save. When I made the draw for magic 
items I picked all of the spe lls from the High Magic deck. I 
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was lucky to get the Assallit of StOlle, The Clamour of Teciis, 
The Coruscation of Fill reir and Drain Magic. 

This gave me a good balance of attacking, movement , and 
defensive spell s, plus the ultimate weapon if ever I am under a 
serious magical assault . 

For my army standard I used the mode l o f a Tiranoc 
Chariotee r. I wanted him to be a ble to keep pace with the 
Reave r Knights and S il ver He lms but a lso be a powerful 
fig hting unit in hi s own right. Used prope rl y. a charg ing 
chariol can be a devastating weapon, and I spent the extra 100 
points to tum the standard into a Battle Ban ner, giving him an 
extra +D6 to any combat resolution - more than enough to 
roul even a large Dwarf un it. 

T urning to my rank and fi le units. my fi rst choice was two 
reg iments of archers. Under the set-up rules for the game, I 
was allowed to place one of my units within 6" of the tomb, 
before any other models were placed on the table. I decided to 
use one of my archer reg iments - Eldri l's Arrows - for this 
task, Thei r job was to keep the Chaos Dwarfs away from the 
tomb unt il the end of the game. Thi s was quite a tricky 
decision. From their position on the tabletop. I knew their lines 
of fire wo uld be restricted by the woods at the edge of the 
clearing. However, High Elf archers arc also tough fighters. If 
a Chaos Dwarf unit got close enough 10 charge them. then I 
knew Ihey would be more than able to lake care of themselves. 

The second uni t o f arche rs I placed w ith my main force. 
Although I had never faced one in battle, I knew that the 
Earthshaker cannon was a deadly threat. Even if it failed to 
score a direct hit on my regiments, the earthquake effect was 
more than like ly to immobili se them or di srupt the ir 
movements. I couldn ' t afford for thi s to happen as it was 
essent ial to my strategy that my army moved in quickl y 10 
reinforce the archers located althe tomb. I therefore decided to 
deploy these archers opposite the Earthshaker cannon in order 
to kill the crew and prevenl it firing. 

The other units in my anny were a regiment of Phoenix Guard 
and a reg iment of High Elf spearmen. My plan for both of 
these unil s was for them 10 close with Ihe main body of the 
Chaos Dwarf army in order to engage them in hand-to-hand 
combat. I was confident that with Ihe except ion o f the 
Blunderbusses, with the ir deadly ranged fi re , my forces were 
more than adequate for the job. 

THE PLAN 
My overall plan was basically very simple (and with hindsight, 
fatally nawed! ). First of a ll , I intended to send the Sil ve r 
He lms dashing for the clearing in order to re inforce Eldril' s 
Archers pos itioned next to Anurell' s tomb. The Reaver 
Knights and army standard beare r would swing around the 
wooded hill to attack the wolf riders and Blunderbusses before 
the latter could do any real damage to my forces. At the earliest 
opportunity I would send both of my flyers up high both to 
threaten hi s war machines and also hopefull y draw the Bull 
Taurus and Lammasu up off the ground . Both of these 
monste rs cause te rror and could easi ly send my warriors 
running from the battlcfield . If I could draw them away from 
the ground my army would be able to manoeuvre freely and I 
was confident that if it came to a battle in the skies, my general 
and hero would be able to hold thei r own. With only four turns 
to play speed was of the essence, and I couldn ' t afford to get 
drawn into a long slogging battle. Finally, I would allempt to 
knock out the crews of his war machines using my second 
regi ment of archers and the Repeater Bolt thrower. 
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LORD D AMALLIEL'S HIGH ELF COMMAND 

Lord Dramalliel: High Elf 
General. Hand weapon, heavy 
armour and shield, riding his war 
griffon Nightwing. Dramalliel also 
wields the Sword of Tecli.{, 

Imrallion: High Elf Hero. Hand 
weapon, Heavy armour and shield, 
riding his war eagle Deathwing. 
Imrallion wears the Tali.unan of 
Hoeth and carnes a Hlade of 
Dartillg Steel. His spells arc 71!e 
Tempest and Fiery COl/vocarioll. 

Anaryll: High Elf Mage Lord 
riding a Unicorn. Anaryll bears the 
Skul! Wand of Kalalll and wears the 

Heart of Woe. Her spells are: 
Coruscation of Fillreir, A.uallir of 
Stone, the Glamour ofTeclis and 
Draill Magic. 

GladaryU: Army standard bearer. 
Hand weapon, heavy armour and 
shield. Gladaryll rides in a Iwo­
horse chariot and carries the army 
standard which is also a Bailie 
Banner. 
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6 Reaver Knights: 
Armed with swords and 
spears and wearing light 
armour and shields. The 
regiment includes a 
standard bearer. 

16 Phoenix Guard: 
Armed with halberds and 
wearing heavy armour. 
The regiment includes a 
standard bearer. 

Yvresse Emerald 
Company - 16 High Elf 
Spearmen: Armed with 
spears and swords and 
wearing light armour and 
shields. The regiment 
includes a standard bearer. 

Ithrim Patrol- 16 High 
Elf Archers: Armed with 
longbows and hand 
weapons and wearing light 
armour. The regiment 
includes a standard bearer. 

Eldril's Silver Arrows -
16 High Elf Archers: 
Armed with longbows and 
hand weapons and 
wearing light armour. The 
regiment includes a 
standard bearer. 

6 Sih'er Helms: Amlcd 
with swords and lances. 
The Sil ver Helms wear 
light armour and shields 
and ride barded horses. 
The regiment includes a 
champion and a standard 
bearer carrying the BWlller 
of Wrath 

1 Repeater Bolt 
Thrower: The two-crcw 
members are armed with 
hand weapons and wear 
light armour. 

Total Points Value 3002 

W045 
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THE CHAOS DWARF ARMY 
(Gary Morley) 

I really like playing scenario 
battles as I am a keen Mighty 
Empires player. linking games 
with a ca mpa ign can really 
tes t your generalship. With 
the scenario set, I was really 
excited. High Elves are fa st 
(es pecially compared to 
Chaos Dwarfs) and usua lly 
have plenty of High magic to 
wield . But with the new 
Chaos D warf army I knew I 
would ha ve a force to be 
reckoned with. 

I decided that I wou ld give my army plenty of leaders and 
magic, and al so make use of the Hobgoblin allies. I wanted an 
army with plenty of backbone capable of holding and pinning 
Robin's forces whil st I made a dash for the Tomb of Anurell. 

Chaos magic is full of enraged volcanic destruction, so I 
thought a powerful Sorcerer Lord mounted on a Lammasu 
would be a match for any High Elf Mage. My Sorcerer, being 
a level 4 wizard , is allowed 10 have up to 4 magic items, I 
chose the Book of Ashur as one thereby increasing my magic 
level to 5, allowing me to have up to 5 spells fro m the Chaos 
Dwarf pack. J also chose a Giant Blade, giving me +3 strength, 
Amlliet of Fire increas ing my chance of di spel and 11Je Rod of 
Power allowing me to store power cards for future usc. When I 
came to pick my spells I got Flames of Azgorgh , Lava Storm, 
Sorcerer's Curse, Ash Cloud and the last was Eruption, which 
is my favourite and rea lly sums up my image of a Chaos 
Sorcerer at work, spewing forth molten lava and ash clouds! 

Next, my Army Genera l. I mounted Lord Bzaark on a Great 
Taurus, giv ing me the ability to move around the battle fie ld 
quickly . This monste r is certainl y a powe rful foe. breathing 
nrc is a great missile weapon to soften lip your victim before 
you dri ve home your attack. I armed Lord Bzaark wi th 3 magic 
items, Spellshieid to deflect spell s, a Healing Potion and the 
Obsidian Blade which would give mc a chance at destroying 
any mligica l armou r my enemy should be wearing. 

To give real backbone to my ground forces I decided to give 
each unit of troops a leader of at least champion level. First 
was a Unit of Bull Centau rs led by Bulta r, armed with The 
Blade of Leaping Copper giv ing him + I on hi s attack 
chliracteristic, these Bull Centaurs have 2 attacks, li toughness 
of 4 and 2 wounds provi ding the C haos Dwarf~ with a 
powerful. mobile, hard-hilling unit to counter e nemy cavalry. 
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The unit of Blunderbusses wa~ a must. These great models can 
have a devastating cffeci and a good round with thei r weapons 
can cause man y casua lt ies in the e ne my ra nks. The ir 
Champion was wearing the Crimson Armour of Dargan . I 
intended this unit to provide support for the Hobgoblin un ils, 
one of which was to be a unit of wolf riders led by Glashruk , a 
Hero armed with Heart Seeker and Ellcilamed Shield, allowing 
him to re-roll his auacks and give him +1 save. The second 
unit of Hobgoblins were Warriors led by a Champion wielding 
a Parrying Blade, forcing a - I Enemy allack. 

I a lso inc luded a unit of Chaos Dwarf Warriors, wearing 
Heavy armour and armed with huge double-handed axes, they 
are more than a match for Elf spearmen, led by a Champion 
carrying The Blade of Slicing giving him a -2 save modifier. 

Probably the biggest ad vantage the Chaos Dwarfs have over 
H igh Elves is war mac hines. Posit ioned properly on the 
battlefield they can tum the events of the battle dramaticall y. I 
j usl had to equip my army wi th at least one Earthshaker and 
onc Death Rocket. These models are brilliant and are certainly 
worth the points. 

A CUNNING PLAN! 
With my army worked out , and considering the deployment 
conditions, I decided to deploy the Hobgoblin Warriors on my 
right fl ank, supported by the Blunderbusses and Death Rocket. 
Here I hoped to entice Robin to attack me, to draw off some of 
hi s forc es , smas h the m wi th miss il e fire a nd then make a 
sweeping right flank attack with the wolf riders. 

In the centre I positioned the Earthshaker, hopefull y to cause 
many casualties to the Elf ranks, or at least slow them down. 
The Bull Centaurs were to providc support to the Earthshaker 
or counter an y cavalry attacks. 

Meanwhile. to their left , I had di ve rted the slow but s teady 
Chaos Dwarf Warriors towards the Tomb of Anurell. Led by 
Lord Bzaark, they would be posi tioned and ready for action by 
the time Robin 's troops caught up. 

The movements of my Lord Sorcere r we re to e ngage and 
destroy the enemy Mage, I knew Robin was bound to indude 
at least one Mage, and I fe lt very confident that I could beat 
him with my Sorcerer. He was a very powerful character now 
raised to level 5, mounted and with a lot of magic, the onl y 
thing that could go wrong was Ihe dice! 

• 
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Lord Bzaark: Chaos Dwarf 
Lord: The General is armed with 
an axe and wears heavy armour. He 
is mounled on a Great Taurus and 
carries three magic items, a 
Spellsllield. the Obsidian Blade 
and a Healillg Potion. 

Zhr.17..ak Chaos Dwarf Sorcerer t.ord : 
The Wizard is armed with an axe 
and rides a Lammasu. He carries 
rU Uf magic items - a Giam Blade. 
the Book of Ashur. a Rod of Power. 
and an Amlliet of Fire. His spells 
are: Flames oJ Azgorgh. EruP/;OIl , 
Ash Cloud, Lava Stnn ll and 
Sorn:rer's C//rl)"C. 

Chaos Dwarf Blunderbusses: 
10 Chaos Dwarfs equipped with 
Blunderbusses, axes and wearing 
heavy armour. The regiment 
includes a standard bearer and 
musician and is led by a champion 
who wears Crillwm AmlOur of 
Dargall. 

THE BATTLE OF ANURELL'S TOMB 

'S CHAOS DWARF ARMY 

16 Chaos Dwarf Warriors: 
Anned with double-banded 
axes and wearing light 
armou r. The regiment 
includes a standard bearer 
and musician and is led by a 
champion armed with a 
Blade ojSlicillg . 

8 Hobgoblin Wolf Riders: 
Armed with axes and shon 
bows and wearing light 
armour and shields. The 
regi ment includes a standard 
bearer is led by a Hero 
equipped with an Ellc/ul/lwd 
Shield and /-Ieart Seeker. 

12 Hobgoblin Warriors: 
Armed with axes and 
wearing light armour and 
shields. The regiment 
includes a standard bearer 
and musician and is led by a 
Champion equipped wi th a 
Parrying Blade. 

8 Chaos Dwarr Bull 
Ccnluurs : Armed with 
double-handed axes and 
wearing light armour and 
shields. The regiment 
includes a standard bearer 
and musician and is led by a 
Champion armed with a 
Blade of Leaping Copper. 

1 Earthshaker Cannon: 
The three crew members 
are armed with hand 
weapons. 

1 Death Rocket: 
The two crew members 
arc armed with hand 
weapons. 

Total Points Value 2950 

WD4 7 



THE BATTLE OF AN"URELL' S TOMB 

HIGH ELF TURN I 

HIGH ELF 1 
W ith a mighty shout, the High Elf army surged fo rward onto 
the battlefield . On the left flank , Gladaryll , the army standard 
beare r, dro ve forward hi s chariot with the Reaver Kni ghts 
galloping alongside. Their task was to seal the gap between the 
wooded hill and the r iver a nd prevent the Hobgoblin wolf 
riders from running round the flank of the High Elf army. To 
hi s ri ght , A nary ll , the Mage Lord , spurred fo rward he r 
Unicorn. 

Further along the line, the Phoenix Guard gripped the hafts of 
their halberds in silent , grim determination as they marched 
forward towards the wooded hill. The only sound from their 
advance was the c hin k of 
armour and the slap of 
leathe r on metal. Be hind 
them, the Yvrcsse Sapph ire 
Company strode forwards . 
To thei r ri ght , the Ithrim 
Patro l halt ed in their s tride 
as the warriors notched their 
bows a nd took aim at the 
huge Chaos Dwarf cannon, 
silhoue tted on the d is ta nt 
hill. On the extreme right of 
the line , the mighty Si lver 
He lm s spurred on the ir 
steeds and galloped forward 
towards the copse of trees 
concealing Anure ll 's to mb 
a nd the w a it ing ad vance 
guard . 

To the rear , Imra lli on 
g ripped the neck of 
Deathwing, hi s eagle mount, 
as the grea t beast pre pared 
for fli ght. To hi s r ight , 
Dramallie l, the Hi gh Elf 
Ge ne ra l spoke ca lming 
words to hi s mi ghty W ar 
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CHAOS DWARF T URN I 

Gr iffon as it sensed and 
smelled the acrid , volcanic 
odo ur of the Chaos Dwarf 
army 

Meanwhile, hidden amidst 
the trees, Eld ril ' s men 
readied the ir bow s and 
prepared to se ll the ir li ves 
dearly. 

Tak ing careful ai m, the 
Ith ri m Pa tro l let loose a 
vo lley of arrows towards the 
crew of the Earthshaker on 
the di stant hill. The hail of 
mi ssiles danced around the 
crew but fa iled to wo und a 
single Dwarf. 

Gazing towards the skies 
Imra llio n drew upon the 
power of the Am ule t of 
Hoeth and unleas hed a 
magica l storm of te rri fy ing 
inte ns ity. Luri d, fla shing 
polychromati c clo ud s 
spiralled madly around the 
sky and a crackling mult i­

coloured rain sizzled across the battlefield. Along the valley 
E lves and Dwarfs cowered in fear, and the fl y ing beasts on 
both sides remained rooted 10 the spot, unable to take to the ai r. 

CHAOS DWARF 1 
Amid the pounding thunder of their drums, the Chaos Dwarf 
arm y advanced. O n the ri ght , the Blunde rbuss regime nt 
shouldered their weapons and droning their dark battl e cry 
advanced towards the wooded hill . Behind them the Hobgoblin 
wolf ride rs moved s low ly forward . the ir savage mounts 
snarling and straining now that the scent of Elf wt1;s in their 
nostrils. Their champion, Grashnak Signalled to his warriors 10 



The /II'U greal (lI"IlIies advallce 

hold their line and draw bows and ready to fire. To their left . 
the Hobgoblin regiment marched forward alongside them, 
bickering and muttering dark threats to each mher about what 
blood they would spill when they closed wi th the enemy. 

Behind them Zhrazak the Great Sorcerer Lord descended the 
hill to ensure lhal the treacherous creatures stayed in line. At 
the sight of the mighty Lammasu, Ihe Hohgoblins fell silent as 
a black fe llr swept their heam;. 

On the le ft of the Chaos Dwarf line, the warriors raised their 
mighty axes and let ou t a deafening cheer as Bzaark flew down 
from the hill on the great Red Bull of HashlH. At the General's 
command they turned face and began to march towards the 
clearing and AnureU's tomb, just visible through Lhe trees. In 
front of them the Bull Centaurs edged s lowl y forward , 
watching with hate rilled eyes, the sight of the Silver Helms 
galloping across the battlefield on their swift Elf steeds. 

THE BA TILE OF ANURELL"S TOMB 

As the Centau rs reached lhe trees, there was a thundering roar 
and a Ibick cloud of black smoke erupted from the brow of the 
hill where the Earthshaker cannon was positioned. 

BZ3ark watched through narrowed eyes as the dark silhouette 
of the enomlOLIS miss il e tumbled towards the High Elf lines. 
Huge gouts of earth were blown into the air as the shell ripped 
a great gash in the eal1h just in front of the High Elf line. In an 
instant, black smoke and flames hid the Elves from view as the 
ground around {hem began to shudder and quake. The Phoenix 
Guard gripped {he hafts of the ir halbe rds as the ve ry earth 
trembled but their nerve was strong and they remained on their 
feel. To their right, the Yvresse Silver Arrows also steadied 
themselves and loaded their weapons ready to advance. 

Amidst a blast of smoke , the Death Rocket crew fired thei.r 
weapon. The deadly missi le !lew hiss ing towards the High Elf 
chariot like a winged serpe nt and although the projec tile flew 
straight and true it ove rshOi the mark [0 explode with a great 
flash behind the advancing Elves. 

The skies above the bauJefie ld still flashed and crackle.d with 
blasts of energy. Unde r Ihis maelstrom of e lemental fo rce. 
meta l shards flew from the Death cannon and Earthshake r as 
both weapons began to di s integra te. The Sorcerer Lord 
attempted to thwart the magic but was unable to stop the stonn. 

However amidst the Hig h Elves the same force was al so 
wreaking havoc. The Bolt Thrower was damaged and the 
churiot nlmost des troyed by a blas t of thunderous e nergy. 
Fearing further damage. Imrallion raised hi s hands to the sky 
and <I t the word of cOlllmand the tempest ceased. 

" 
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THE BATTLE OF ANURELL' S TOMB 

HIGH ELF TURN 2 

HIGH ELF 2 

Across the entire front, the High Elf army advanced. On the 
left, the Reaver Knights and Tiranoc chariot surged forward to 
close the gap between the river and the wooded hill. As they 
emerged into the gap, they saw, directly ahead of them, the 
Hobgoblin wolf riders and Chaos Dwarf Blunderbusses drawn 
up in formation , ready to receive the charge. 

Now that the magical storm had lifted, the Silver Arrows once 
again loosed their bows and aimed a volley of missiles at the 
distant Earthshaker crew. As the Dwarfs dashed for cover, one 
of them was struck down by an arrow in the back. Stepping 
over the corpse, the two remaining Dwarfs grimly continued to 
load their weapon. 

Seeing the danger to the Reaver Knights , the Bolt Thrower 
crew loosed a volley of missiles at the solid mass of the Chaos 
Dwarf Blunderbusses, but to little avail. Three of the bolts flew 
wide and the fourth thudded against the stout armour of one of 
the Dwarfs and failed to penetrate its target. 

Anaryll gazed across the plain and focused upon the mutated 
form s of the Chaos Dwarf Centaurs moving forward at the 
edge of the trees. Drawing on but a small portion of her power, 
she began to trace a complex web of patterns and lines in the 
air. Immediately a mi st-like haze engulfed the Centaurs, 

WD50 

spiralling round them and 
holding them in its grip. 

No sooner had this spell 
been cast, than Anaryll 
sensed a surge of magical 
energy emanating from the 
enemy Sorcerer. Twisting on 
her mount she focused her 
mind on the dark power and 
sent it surging back into the 
void. 

Exhausted by this effort, she 
was unable to prevent a 
further build up of magic. 
With a hissing roar , the 
Rea ver Knights were 
engulfed in a stinging cloud 
of volcanic ash. Choking and 
coughing, the Elf riders 
struggled to rein in their 
horses as the evil smelling 
cloud engulfed them, 
blinding their eyes and 
filling their throats with dust. 

CHAOS DWARF 2 
With a braying of trumpets and thunder of drums the Chaos 
Dwarf army advanced. On the left, the Chaos Dwarf warriors, 
shouldered their axes and began to march in column towards 
the gap in the trees. On the right, the wolf riders, 
Blunderbusses and Hobgoblins formed up in a so lid wall, 
ready to receive the charge of the Reaver Knight s and the 
speeding chariot. 

Entwined within the Glamour of Teclis, the Bull Centaurs 
were unable to move and remained where they stood. With a 
great roar, the Bull Taurus surged across the battlefield. Its 
mighty wings beat the air as it carried the Chaos Dwarf 
General over the trees and into the mid st of the clearing 
containing Anurell's Tomb 

With a thunderous blast, the Earthshaker launched another 
projectile across the plain sending it crashing into the midst of 
the Ithrim Patrol , killing five of them The remainder were 
shaken but resolved to hold their line. As the blast subsided, 
the ground beneath the Elf centre began to rumble and quake. 
Although severely rattled , the Phoenix guard, the Sapphire 
Company, Ithrim Patrol and the Mage Lord all managed to 
stay on their feet. Shaken, but resolute, the grim Elves stepped 
over the bodies of the slain and closed their ranks. 

On the right, the crew of the Death Rocket primed the fuse and 
aimed their weapon towards the Reaver Knights lined up 
below them at the foot of the hill. With an evil hiss, the missile 
flew towards the Elf cavalry and great clods of earth and flame 
exploded in their midst killing one Qf the warriors. 
Miraculously, three others reared away from the devastation 
and avoided being caught in the blast. 

As they closed their ranks, the Knight s were caught in a rain of 
arrows from the Hobgoblin wolf riders directly in front of 
them. Four arrows struck home, but all but one were stopped 
by the fine Elf armour. Shaken by this assault, the Reaver 
Knights steadied their nerve, inspired by the sight of their army 
standard mounted high on the Tiranoc chariot. 

As the Red Bull of Hashut thundered to the ground, great 
bursts of flame tore from its nostril s, engulfing the High Elf 



archers. 

As they cowered from the 
heat and smoke, two of the 
Elves were burnt to death , 
but the remainder stood firm 
under the steady gaze of 
Eldril 

As the winds of magic once 
more began to flow over the 
battlefield, A naryll 
attempted to di spel the dark 
ash c loud engu lfing the 
Reaver Knights. Despite her 
efforts, she was unable to 
counte r the Chaos Dwarf 
Sorcere r's sinister magic. 
Sensing the confusion 
emanating from the Bull 
Centaurs. Zhrazak attempted 
to drive away the magical 
enchantment cast upon them 
by Anaryll. He too was 
unable to counter the 
powerfu l magic of his foe. 

Drawing once aga in on the 
power of the Amulet of 

CHAOS DWARF TURN 2 

Hoeth, lmrallion focused his energy on the entrapped Reaver 
Knights . Despite the power of the Sorcerer Lord, who had cast 
tbe spell , be broke through the enchantment and the cloud 
dissipated. 

The Red Bull of Hashut sweeps imo the clearing to attack £ldril ·s comma1ld. 

THE BATTLE OF ANURELL' S TOMB 

Although thei r Sorcerer had been unable to release them, the 
Bull Centaurs at last broke free from the magical effects of the 
Glamour of Tee li s drawing upon their own grim determination 
and innate resistance to magic . 
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HIGH ELF TURN 3 

HIGH ELF 3 

On the right of the High Elf line. Eldril' s command fled in 
terror from (he apocalyptic form of the Red Bull of Hashut. 
Ignoring their commander' s shouts, they turned and ran from 
the clearing. 

At the edge of the trees, the Silver He lms formed up in a line 
and advanced towards the Bull Centaurs. 

High above the battlefield, (he High Elf General and Griffon 
swooped down upon the Chaos Dwarf Sorcerer riding his 
Lammasu, and deadly baule to the death began. 

On the left , the Reaver Knights and Tiranoc chariot surged 
forward and charged into the wolf riders and Blunderbusses. 
As they surged fo rward , a vo lley of arrows flew fro m the 
Hobgoblins, cutting anothe r knight from his horse. To their 
left, there was an ear-splitting roar frolll the Blunderbusses and 
the chariot was engulfed in fi re and shrapnel. 

GladaryJl was cut down where he stood. His dead fingers still 
gripped the re ins as the chariot crashed into the front rank of 
Blunderbusses. At the same instant Imrallioll swooped dow n 
on the rear of the Dwarf regiment. Rearing back on his eagle, 
Imrallion ye lled his battl e cry as the beast ripped in to the 
Dwarfs with beak and claws. 

In the centre , the Bolt Thrower crew aimed their weapon at the 
distant Earthshaker and let loose a volley of bolts. The four 
missiles darted across the valley and anothe r c rewman was 
impaled and cut down. 

Despite Gladaryll ' s death, the mighty chari ot scythed into the 
first rank of Blunderbusses, cutting down two of them while 
the mighty Elf steeds champed and kicked out at the terri ficd 
Dwarfs. From behind them, Imrallion, wield ing his Blade of 
Darling Steel c ut down another Dwarf, as Deathwing clawed 
and ripped his way into their ranks. The great eagle beat down 
with his mass ive w ings , leavin g the bod ies of two more 
Dwarfs twisted and broken. 
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HIGH ELF TURN J 

The Blul/derb/lsses hreil/.: and 
flee f rom 'he ReOl'er Knights 
bllt are ellt dow" by /mral/ioll 
mOl/llfed Oil his II'{/r eagle. 

Assailed from all s ides. the beleaguered Dwarfs broke and 
fl ed. Before they could cover more than (I few yards, Imrallion 
once more swooped down on them and th ey were ull e rl y 
destroyed. 

Alongs ide thi s bloodlust, the Rc:wer Knights drove home their 
charge at the Hobgobl ins mounted on thei r snarling wolves. 
Two of the evil greenskills fell under the force of the assault 
and a th ird was trampled underfoot by a rearing Elf steed. In 
the bloody fight ing, one of the Knights was pierced by a crucl 
Hobgoblin blade, but the malevolent half-breeds refused to rlln 
and the bitter struggle cont inued. 

High above the battlefield, the High Elf General overcame his 
fe a r as he di ved down upo n the Chaos Dwarf Sorcerer 
mounted on the Lammasu. As the two mighty war beasts 
c1ashcd, Dra mallie l drew The Sword of Teclis and made a 
deadly thrust at hi s opponent. Crackling ce lestial energ ies 
ri ppled up and down the blade, but it was turned aside by the 
smoky black threads of sorcery e manating fro l11 the 
Lammasu's skin . Nightwing lashed out w ith hi s beak and 
c laws , tea ring at the Sorcerer and wounding him , but the 
m~li evo l ent Dwarf struck back, wounding the Gri ffo n and 
sending him rearing back. As the two great beasts tumbled 
across the skies, tearing and rend ing at each othe r the 
Lam masu gored the Griffon w ith his migh ty horn s. The 
Griffon let out a roar of pain as Dramallicl struggled to rcgain 
control of hi s wounded mount, and the Sorcerer and the Elf 
both steeled themselves for another deadly joust in the sky. 

Thi s [Urn , the winds o f magic blew stro ng across the 
banlefield , but wi th a swift gesture Anaryll , the Mage Lord 
drained the energies away, leavi ng the spe ll casters wi th no 
power to work their sorcery. 
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The Reaver Knights lIlld Standard Bearer charge towards the right flank of the Chaos Dwmj anny. 

CHAOS DWARF 3 
With a vast sweep of it s leathery wings , the Red Bull of Hashut 
propelled itself towards the centre of the battlefield to land in 
the very teeth of the High Elf army. On the len , the Bull 
Centaurs galloped forward to charge into the Silver He lms, 
whil e the Dwarf warr iors 
moved forward into the 
clea ring, now empty but for 
the charred remains of the 
dead Elves. 

As its sole crewman sweated 
and laboured to load another 
mi ssi le, the Earthshaker 
cannon was unable to shoot, 
but over on the ri ght , the 
Deat h Rocket c rew fi red 
their weapon at the now 
crippled chariot , killing the 
remaining steed and blowing 
the war machine to 
smithereens. 

Once again acrid smoke and 
name belched fro m the 
nostrils of the Great Taurus, 
engulfing the Silver Arrows 
in a bli stering column of firc. 
Three of the Elves were 
burned to death, bu t thc 
remai nder steadied 
themselves for the fight. 

CHAOS DWARF TURN 3 

On the right, the raging battle between the wolf riders and the 
Reaver Kn ights continued. One of the knights lashed out at the 
Hobgoblin champion , but the blade was deflec ted by hi s 
armour. In reply. the champion thrust wi th his Hcartseeker 
Blade, chopping through sinew and bone and cutting down the 
two remaining knights. In triumph the champion leapt from his 
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horse and seized the fallen Elf standard. With a bloodcurdling 
screech he rai sed the bloodied banner above his head while his 
wolf mount began to feed upon the fallen Elves. 

As the battle raged below, high above, the Griffon and the 
Lammasu once again clashed in mortal combat. With a mighty 
sweep of his blade, Dramalliel plunged his weapon deep into 
the heart of the dark Sorcerer . The magical enchantment 
emanating from the Lammasu' s skin was unable to save the 
Sorcerer Lord and with a shriek he fell from his mount and 
tumbled to ground far below. 

With the death of his master, the Lammasu bellowed in fury. 
Engraged, it kicked and gored at the Gri ffon, raking its belly 
with its horns, gouging ali t deep furrows of flesh. The Griffon 
reared and struck back and the two great beasts remained 
locked in mortal combat. 

Wielding his Blade of Leaping Copper, the champion of the 
Bull Centaurs crashed into the Silver Helms with hi s warriors 
beside him. Shouting above the din of battle, Prince Aenerion, 
mighty Elf hero and captain of the Elf knights, issued his 
challenge to the Chaos Dwarf champion. With a savage cry the 
two warriors locked their weapons in a fierce struggle to the 
death. 

Oblivious to the baltle 
around them they hacked 
and thrust at each other. Two 
knights re ll before the 
weapons of their foes and 
though the Centaurs were 
wounded in re turn , they 
ignored the pain and 
returned to the fray. 

Severely mauled, the Silver 
Helms steadied themselves 
and stood their ground. 

Crying revenge fo r their 
fallen comrades, the Silver 
Helms standard bearer drew 
upon the terr ible power 
stored with in the Banner of 
Wrath. Incandescent 
lightning bolt s lashed the 
Bull Centaurs, but only one 
of them tumbled to the 
ground amidst the smell of 
burning flesh and ozone. 

Anaryll now turned her 
attention to the nightmare 
vis ion of the Red Bull of 
Hashu t that threatened to 
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HIGH ELF TURN 4 

send the High Elf centre fleeing in terror. Tracing a delicate 
web in the air with her fingers, she attempted to trap the beast 
within the Glamour of Teclis. Before the misty shroud could 
materialise about the monster, the Chaos Dwarf General held 
high his spell shield and the sorcerous energies spiralled away 
to once more ensnare the Bull Centaurs in the magical maze. 

HIGH ELF 4 

On the right flank of the army, Eldril' s command overcame 
their terror and fanned up in readiness to rejoin the fight. In the 
centre, the remaining warriors of the Ithrim Patrol and the 
Silver Helms, grimly steeled themselves to face a vision of hell 
that was the Red Bull of Hashut. 

From the summit of the hill, the Bolt Thrower crew levelled 
their weapon at the exposed flank of wolf riders, in an attempt 
to impale their foes with a volley of bolts . The razor sharp 
weapons struck home, killing the first rider but the Hobgoblin 
champion beside him took the full force of the missiles against 
hi s armour. Although Graznak was sorely wounded, the 
remainder of the bolts failed to penetrate their target. 

The lthrim Patrol once more attempted to prevent the 
Earthshaker from firin g, but the lone crewman remained 
concealed behind his weapon and was unharmed. 

With hi s War Griffon now sorely wounded , Dramalliel 
desperately fought to drive his foe from the skies. Drawing 
upon the ancient magic stored in the Sword of Teclis he fl ayed 
the Lammasu with a hail of energised blows. 

Unable to withstand this deadly onSlaught, the Lammasu let 
out its death shriek and tumbled to the ground to join its 
master. 

In the bloody battle between the Silver Helms and the Bull 
Centaurs the staggering power of the massive creatures began 
to overwhelm the Elf knights. Their hero, Prince Aenerion was 
cut from his horse by the Centaur champion and yet other 
knight was split in two by the savage blow of an axe. 



In the face o f thi s blood and s laughte r, the Sil ver Helms 
resolve fa iled them and they turned and fled . Desperate 10 
pursue the ir foes, the Centaurs remained trapped wi thin the 
sorcerous energies of the glamour of Teclis. 

As the sun began 10 scI in the blood fed sky, Anary ll the High 
Elf Mage Lord saw a vision of her destiny. Spurring forward 
her mount, she charged at the Bull Taurus, swinging the 
mighly Skull Wand of Kaloth high above her head. As the 
warri ors clashed, Anaryll rained blow after blow upon the 

·Chaos Dwarf General. As the final blow fe ll , the eyes on the 
skull opened and an ice cold voice hissed " You are mine!" 
With an anguished shriek, Bzaark 's evi l soul was sucked from 
him and his dead and broken body tumbled to the floor li ke a 
dry and lifeless husk. 

Roaring with anger and grief, the great Bull Taurus drove at 
the Wizard, rending her body and crushing he r head on the 
ground like a smashed gourd. In response [ 0 the agony of her 
death , the Heart of Woe shattered into a thousand shards, 
slicing through both the Great Taurus and the Unicorn to leave 
their ripped and shattered bodies strewn in pieces on the blood­
stained ground. 

Obli vious to thi s carnage. Imral lion swooped down on his 
eagle 10 attack the Death Rocket positioned on the hill. With a 
blow from his taloned claw, one of the gunners was swiftly 
dispatched, while his companion turned tail and fled. 

Swivelling on his mount, Imrallion drew upon the power of the 
Amule t of H oeth , and cast a Fiery Convocation upon the 
hapless wolf riders. Still triumphant in their victory, the Wolf 
Riders shrugged off the magical altack and prepared for the 
charge. 

THE BATTLE OF ANURELL'S TOMB 

High above the battlefield, Lord DralllllllieJ lIlld the Clwos DlI'aifSorcerer engage ill a bitter srmggJe 10 Ihe dellll/. 
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CHAOS DWARF TURN 4 

CHAOS DWARF 4 
As the sun dipped towards the hori zon , the Chaos Dwarfs 
licked their wounds .mel readied themselves for the final battle. 

In the centre, the Hobgoblins faced off against the Phoenix 
Guard while on the right , the Chaos Dwarf warriors occupied 

The High Elf Mage Lord alld Chaos DwaifCelleral dash ill .fitl!:ie combat. 

the c learing under the 
deepening shadow of the 
Tomb of Anurell . 

From the central hill , the 
ground shook as the 
Earthshaker cannon once 

more lobbed its mass ive project ile towards the Phoenix 
Guard, standing silent in the middle of the plain. Labouring 
alone to fire his weapon, the gunner misjudged the range and 
the mi ss ile overshot its target. Nonetheless, the shattering 
impact of the explosion rocked the ground beneath their feCI, 
halting their advance. 

, 
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On the le ft , the Ho bgoblin s fired a vo lley of arro ws at 
Imrall ion silhouetted on the hill above the m, but the shots 
merely bounced off hi s finely wrought armour. 

In response, Imrallion once again drew upon the power of the 
Amulet of Hoetli and cas t the Fiery COl/vocation upon the 
hapless wolf riders. This time, no sorcery could save them, and 
two of the riders were killed , the remainder fl eeing for their 
li ves. 

As night fell. the two armies di sengaged. Both sides had been 
severely mauled in this bloodiest of battles. On the High El f 
s ide, the Reaver Knights, Silver He lms, and Tiranoc chariot 
had all been dcstroyed. Anaryll thei r Mage Lord was dead and 
many more warriors would never see the dawn. They held less 
than a quarter of the battlefield, and the Tomb of Anurell was 
in the hands of the enemy. For the Chaos Dwarfs, the once 
proud Blunderbusses had all been killed . Their General and 
Sorcerer Lord were al so dead, together wi th the Red Bull o f 
Hashut and the mighty Lammasu. The wolf ride rs had routed 
and most of the crew of their war machines were either fleeing 
or dead. However, the Tomb of Anurell was within their grasp 
and bloody but unbowed, victory was theirs. 

HIGH ELF SUMMARY 
Oh, so close, so close. Another tum and I would have sent the 
evil scum running from the fi eld . The Phoenix Guard could 
have easi ly defeated the Hobgoblin regiment and with support 
from my two regime nts of arche rs I could have seen off the 
Bull Ce nta urs with attacks f rom my Genera l on his Wa r 
Griffon and the Eagle Rider. 

If I have to own up to my mistakes, I th ink that I was 
mesmeri sed by the Chaos Dwarf Blunderbusses early in the 
game, and thi s affected my deployme nt and ult imate ly the 
outcome of the battle. The background 10 the game meant that 
Gary deployed first in hi s set up area, and I was able to move 
my forces onto the table in my firsl turn movement phase. 

Whenever you play scenario games. it is essential to keep in 
mind just what it is you are trying to do. We had determined 
that whoever had an unbroken force within 6" of the Tomb of 
Anurell at the end of the game would gain five victory points. 
This effectively meant that the tomb was worth five ene my 
unit s routed or destroyed. Even if I had been able to destroy 
both the wolf riders and the Blunderbusses with my charge. it 
would still leave two of my fastest and most powerful units at 
complete ly the wrong end of the table. 

What I should have done, was deploy the Phoeni x Guard at the 
extre me left of my line to prevent the wolf riders coming round 
my flank. This tough High Elf unit would have been more than 
a match for the Hobgoblins and Gary would have been unable 
to fi ght with both the wolf riders and the Blunderbusses on 
such a narrow frontage. Follow in g thi s plan would have 
enabled my Reaver Kn ights Tira noc Chariot a nd the S il ver 
He lms to race for the clearing where they would ha ve been 
more than a match for the Chaos Dwarfs. Ah, the bene fit o f 
hindsight ! 

During the Magic Phase of turn two, I was confronted with a 
horrible dilemma. My General was in combat with the Chaos 
Dwarf Sorcerc r, who could use hi s spe ll casting ability to 
attack my character. At the same time I needed to try and cast 
the Glamour of Teeli:; onto the Bull Taurus to prevent it from 
flying in to attack the Silver Helms or charg ing and destroying 
Eldri l' s Archers. Whe n I rolled 2D6 for the winds of magic, 
the result was a double six! With that much power avail ab le I 
knew that it could be a decisive phase that might see the end of 

THE BATTLE OF ANURELL' S TOMB 

my General. I therefore decided to play the Draill Magic card , 
thus sav ing my General but leaving my other units to thei r fa te. 

The Earthshaker cannon was probably Gary' s most powerful 
weapon in winning the battle. Although it didn ' t di rectly kill 
many of my tTOOPS, the earthquake e ffec ts compl e te ly 
paral ysed my centre by fo rcing the S il ver Arrows, Phoenix 
Guard, Yvresse Sapphire Company, and my Wizard to only 
move at half rate throughout the game. Thus, th is wcapon was 
able to completely counter the major advantage I had over the 
Dwarfs - tha t of speed. I could may be ha ve att ac ked the 
Earthshaker earlier on in the game using my General or eag le 
rider. but again I used the latter to attaek the Blunderbusses (a 
case of real overkill! ) and then locked my General in combat 
with the Sorcerer on hi s Lammasu. 

By the time these combats were resolved, it was too late for my 
forces to get into combat and the game was all but losl. 

CHAOS DWARF SUMMARY 
Phew! That was close , I only j ust managed to pull it off. I think 
I may have gone ano the r move , but w ith m y two ma in 
characters killed and the wolf riders routing off the table , no 
one to fire the Death Rocket and the Earthshaker reduced to 
one crew member - it was only 11 matter of time! However the 
C haos Dwarf Warrio rs did manage to secure the To mb of 
Anurell . 

On the w ho le , my tac tics worked ro ughl y to pl a n. The 
Earthshaker Cannon could have caused more casualties but d id 
manage to s low the Elf army down. My right flank held and 
both the Blunderbusses and wolf riders acqu itted themselves 
we ll. Indeed I reall y did not think that the wolf riders would 
hold up against the Reaver Knights, I am glad I paid extra for 
shon bows, and of course the Hero helped steady the ranks. (If 
they had not fl cd the fi e ld on the last turn , the n I think 
G lashruk would have been a wa rded a med a l. ) If the 
Blunderbusses had not been attacked in the rcar by the eagle 
then I may have been able to send the Wolf Riders off on a 
fl a nk att ack next turn . However the attac k o n the 
Blunderbusses probably saved the Earthshaker cannon from a 
similar fate. 

M y unit of Bull Centaurs we re twice ha mpe red by the 
Glamour of Teciis , but neverthl ess made short work of the 
Silver Helms, and certainly arming their champion Bullar with 
The Blade of Leaping Copper giving him 4 attacks, worked a 
treat. 

I think my biggest mistake in the battl e was the use of my 
Sorce rer. I really think he would have been invinciblc , if I had 
engaged Robin ' s Mage, ins tead of hi s Gene ral. the n thi ngs 
might have been more dec isive. Although Robin seemed to 
have the upper hand in the "control" of the Winds of Magic 
when he used the Drain Magic card in turn two, my Sorcerer 
was about to unleash a whole fury of deadly spell s against hi s 
General, plus there was also 3 unused Power cards stored in 
the Rod of Power. It certainl y was a furio ll s fi ght though, I 
almost had the Griffon, it was down to one wound before the 
Lammasu peri shed. 

My Gene ral did fa irl y we ll and cert ainl y the Bull T aurus 
performed admirably. In combat with the Mage he survived 
the attacks from the SkuJi Wand of Kalot" , los ing on the last 
attack. A pity because I could then have charged him into the 
fl ank of the Phoeni x Guard next move. 

All in all a very close battle, one which was very exciting and 
could have gone e ither way. A lesson to re member, " Make a 
plan and sti ck to it!" 
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TAKE COVER! 
By Adrian Wild 

Many of you write in to our modelling expert Adrian Wild to ask how some of 
the terrain and other models featured in the photographs in White Dwarf are 
made. In this article, Adrian takes a look at cover in games of Warhammer and 
Warhammer 40,000, and comes up with simple techniques for creating some 
stunning looking pieces for your battles. 

When we talk abo ut cover in Warhalllmcr games, we usually 
refer to terrain that does one of two things. It either blocks the 
fi rer's line of sight to hi s target, or it in some way modifies the 
chances of the shooter hitting his target. Generally, any terrain 
that prevents models from seeing each olher. such as buildings 
or woods, are considered {o block the line of sight. If the 
terrain allows the models to see each olher, but affords the 
defender some measure of concealment or protection, then it is 
known as cover. For the purposes of gami ng. cover is fu rther 

sub-div ided into two basic types, known as hard cover and 
soft cover. Hard cover offers real physical protection as well 
as pal1ially concealing the target from view. The corner of a 
build ing. a large rock , walls and wooden palli sades are a ll 
considered to be hard cover, as are positions at windows and 
doors or in bunkers ~md trenches. 

Soft cover can conceal troops from sigh t, bu t provides lin le 
actua l protection against miss iles. You can hide behind a 

Blood Angels Space Marines take cover amongst some jungle foliage. All of these models were made from paper. card alld bits of 
scrap materials like old scrubbing brushes. 
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hedgc and not be scent but a crossbow bolt or bolter shell will 
certainly penetrate this type of cover. Hedges. fences. wagons 
and woods all provide soft cover, and all troops hiding in 
woodland automaticall y COlln t as being in soft cover. 

As with most terrain features, walls, hedges. fences and the 
like can be made simply by using bits of scrap materials, some 
of which are common household items. $0 long as you spend a 
little time and effort and familiarise yourself with a few basic 
modelling techniques you can't go wrong. 

Once you have made some hard or soft cover, you can add it to 
your game set-up and really make the battle exciting. With the 
add ition of a few easily made rocks and boulders, a bare hill 
can be transformed into a heavily fortified position. Likewise. 
hedges and walls can turn a few scattered buildings into a 
strongly defended sett lement that can deter all but the most 
determined of attackers. 

In this article I talk about some of the basic techniques that you 
can use to create terrain for your own games. In places I give 
detail s on how to make specific models but in genera l, by 
applying a fcw simple modelling techniques. you will be able 
to create a varied range of pieces for your own games. 

SOFT COVER 
Soft cover is a term that encompasses vegetation such as 
bushes, undergrowth and collected foliage that either partially 
or fully block the enemy's line of site . 

There are of course many different types of vegetation. The 
main types which might be useful as cover would be plants 
with large, obvious leaves, such as palms, or tropical plants. 
but you can al so crea te rea lly exciting cover with leafless 
plants such as cactii. 

There really is great scope to use your imagination when it 
comes to making different types of plants. For instance, if you 
wanted to make a plant that looks like something straight from 
a Deathworld, then a cactus would be a good choice because 
it ' s easy to make and with a little effort can look very effective . 
All you need to do is to gel a small polystyrene block (such as 
those used in packaging or as insulation blocks), and some 
cock tai l sticks. Then, very carefully trim the pOlystyrene into a 
ball , dome or even a club shape using a sharp modelling knife, 
(remember to cu t slowly and carefull y. and always aim the 
knife away from you r body). Take care while you do this 
because as the polystyrene becomes more rounded, it can be 
difficult to hold steady. Don't worry if you don ' t get a really 
even, smooth shape at first, you can always use a medium 
grade sanding block to pare the ro ugher parts down to a 
smooth finish later on. 

Now you are ready to add the cactus' spines, which are made 
from cocktai l sticks that have been Clil in half. All you have to 
do is to st ick them on and paint them! Start by making a hole in 
the polystyrene with the sharp end of one of the sticks. This is 
basically a pilot hole that will allow you to insert the blunt end 
of the cocktai l stick into the polysty rene without tearing it 
Now add a little P.V.A. glue to the blunt end, fit it into the hole 
and you will have your fi rst spine! To add more spines, simply 
repeat the above process, but remember not to go overboard, 
otherwise you won' t be able to pick the model up ! 

Once the glue has dried , you are ready to start painting. If you 
want to give your cactus natu ral istic colouring, you can apply a 
basecoat of Goblin green paint and then dry-brush thi s with 
Bilious Green. If you want to. you can look in nature books to 
see how a cactus is coloured and marked. You may already 
have suitable books at home btl[ if not, try your local library. 

WOO2 

To start off wi th , here is a list of some of the materials 
that you may need: 

Tools: 

I. A sharp modelling knife. 
2. Steel ruler. 
3. Set square to check that the sec tions you cut are 
square. 
4. Retractable craft knife for shaving the polystyrene. 
5. Coping saw or fret saw for cutting the hardboard 
base section. 
6. Scissors. 

Materials: 
1. Thick card. such as mounting board - available 
from art shops. 
2. Thin plasticard - from model shops, or thin card, 
for example from cereal packets. 
3. Polystyrene sheet - such as insulation board from 
D.I . Y. suppliers, or built-up layers of ceiling tiles. 
4. Glue - Different types for different tasks; Copydex 
or P.V.A. for fixing polystyrene, impact adhes ive, or 
those mentioned for gluing card. 
5. Hardboard - fo r the base section. Alternatively , 
you can use thick card, but thi s has the tendency to warp 
more readily. 
6. Textured paint - or a home made alternative, such 
as sand and P.V.A. mix. or thinned plaster filler. 
7. Das modelling "clay" - to fill any unsightly cracks 
or joints. 
8. Citadel Acrylic paints - as mentioned in lhe 
article. 
9. Flock or scatter material. 
10. Cat litter, coral sand, and sand to texture sections 

When the green paint has dried, you can turn your attention to 
CO louring the spines. I have used deep red because it gives 
them a menacing, poisonous appearance, but you can use any 
colour that you like. 

If however, you want your cac tus to look even more 
otherwordl y, you can easily add strange patterns and designs. 
All you have to do is cover the shape with a layer of Das (a 
white mOdel1ing material available from modelling shops) and 
while it is still tacky, mould patterns, such as scales or rings, or 
anything you think will look effective. 

UNDERGROWTH 
Now I want to take a look at modelling unde rgro wth 
vegetation, which you can make quickly and easily applying 
the following techniques. Although thi s kind of cover is really 
straight forward to model , it can look really effective as part of 
your battle terrain . Flat plastic pan scourers. like those you 
might find around the kitchen at home, or can buy in 
supermarkets. are really good materials to use for modelling 
undergrowth such as bushes and scrub . The bushes can be any 
size that you like. it is just a matter of cutting one scourer up, 
or sticking severallOgether. Whatever size you choose, it will 
be easier to handle if you glue it to a temporary base (double­
sided tape is good for thi s before you do any further modelling. 

When you have done this. paint the whole shape with a coat of 
Goblin Green pa int and when it's dry. carefully cover it with 
P.V.A glue - taking care not to fill in the gaps and lose the 



underlying shape of the plastic mesh. While the glue is still 
tacky, cover the whole shape in flock. If you miss any bits just 
re-dip in the flock and shake off the excess again. Let the glue 
dry thoroughly before you remove the plant from its temporary 
base, then . to add the final touch, yo u can dry-brush with 
Bilious Green paint before fixing it to a permanent stand. 

Now that I have covered low-lying vegetation, let' s consider 
how 10 model tufts of grass or spiky tree-lOp fronds. If you 
look at a scrubbing brush, you may not think of it as being 
useful as part of your terrain, but in facl , the bristles are ideal to 
make tree-top fronds. Natural bristles are a good choice in thi s 
instance, largely because synthetic ones tend not to absorb 
paint very well - which means that you could go to all the 
effort of painting the bristles, only to see the paint gradually 
flake off. 

The bristles are usually stapled into the handle and you wi ll 
need to pull them out, so get a good grip on a pair of pliers and 
you won't have any problem! Although the bristles will come 
out in little clusters that you can then bend into shape, it is a 
good idea to apply a small amount of glue to the point where 
they are joined. This makes the cluster stronger and means that 
you can bend the bristles as much as you like. When you have 
done thi s, yo u can apply a layer of paint directly onto [he 
bristles (what colour you choose is up to you) and when it is 
dry you will have your tree-top fronds. 

You may notice that the techniques that I have looked at so far 
are designed to help you to make cover that g ives the 
impression of foliage or undergrowth, without you actually 
modelling the fine details of individual leaves. Next we will 
look at modelling individual leaves and plant fronds (such as 
on ferns and palm leaves). This sect ion deserves your exIra 
lime and attention, as you can get some rea lly worthwhile 
results. 

• • • 
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FRONDS AND FERNS 
If you can imagine a palm leaf lying fl at on a table, you will see 
that it has a central rib in the middle and spiky fronds that run 
the length of the rib and jut out diagonally on either side. If you 
decide that you want to model fronds , it is useful [Q have this 
objective in mind. 

To make fronds for your own tcrrain , you can use different 
materials, such as thin card or plasticard, although an ordinary 
cornftake packet will do j ust as well. What size [he piece of 
card is really depends on how big you want your frond to be. 
When you have decided this, cut the card accordingly and then 
mark out in pencil a strip about 12 to 15 mm wide, running the 
whole length of the piece of card. In the cen tre of thi s draw 
another Slrip, this time only 2 mm wide. This strip represents 
the central spine of the leaf and it is here that YOll will later add 
a strengthening wire rib that will allow you to bend the frond 
into a curved shape. 

For the moment though, concentrate on scoring the fronds out 
of the card. Place a ruler along one edge of the central strip, 
then cut the card diagonally from th e edge of the ruler 
outwards. Try to cut evenly spaced strips but don ' t worry if 
yOll aren't accurate , it is fine to judge the spaces by eye, just 
take care not to cut them too close together, or the leaf will be 
weakened when you bend it: between I and 3 mm apart should 
be fine. When you have cut one side of the leaf strip, turn it 
around and do the other side in the same way. 

What you should e nd up with are multiple diagonal s trips 
running along either side of an intact central rib. You are now 
ready to cut-out the leaf shape. Use a pair of sharp scissors and 
cut a symme tri ca l leaf shape that is pointed at the lOp and 
slightly rounded at the base. When you are dOing thi s don't 
worry jf any small section s do get broken off, naturali stic 
looking leaves aren't perfect anyway! 

" 
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These alien cacllls pJanrs are made from rounded pieces of polystyrene covered in cocktail sticks. 
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The rocks were made from garden stolles paillled with lextflred paillt. The rugged hill {lIId rocky /Owers were first of all shapedfrom 
polystyrelle alld ,hell also given a coat of the same material. 

Now that you have your basic leaf shape , you can strengthen it 
by add ing some wire fo r extra SUppOll and fl ex ibility. The wire 
wi ll run along the underside of the leaf rrom the tip to about 
IOmm beyond the base. This exira wire will make il eas ier for 
you to attach the leaf 10 a tree or other terrain fixture. To fix the 
rib to the leaf. yo u can use e ither superglue or contac t 
adhes ive. If you use contact adhesive, remember to apply it to 
both of the surfaces to be joined: allow the glue to become 
tacky and then press the pailS together. If you use superglue, be 
ca reful that you don ' t st ick your fingers to the leaf! Try 
press ing the IWO sections together between a piece of 
polythene or a couple of pieces of ti ssue paper. If the glue does 
run through, you can trim the polythene or ti ssue from the leaf 
when the g lue het s dri ed. 

Once the rib is in place. the leaf wil l be prelly st rong. 
However, if you wish to strengthen the structure even further, 
you can apply a thin layer of polystyrene glue to the underside 
which will give it just that little bit of extra protection. 

When you come to paint yo ur leaves, you can apply a layer of 
Goblin green directly onto the card and then highlight thi s by 
dry-brushing with a mixture of Goblin Green and Skull White, 
(again, refer to a nature book if you are not sure how to go 
about colouring and shading). It is worth bearing in mind here 
that you would be wise 10 paint leaves before fi x ing them to 
any other stnlcture. This will just make them easier to handle 
and lessen the risk of them getting damaged. 

ADAPTING YOUR TERRAIN MODELS 
Earl ier. I mentioned that you might want to attach fronds 
and foliage to structures such as tree trunks. If you do, then 
you have a choicc as to what method you use for making 
the trllnk . One way which is reall y simple and 
straightrorward is to usc a tube of some description , for 
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example, a ball point pen tube is ideal, or even some kind 
of fairly narrow plastic or metal tubing that may be lying 
around the house. This will serve as the basic trunk shape, 
to which you can e ither add textured paint , kitchen paper or 
anything you can find that will give a rough tex tured look. 

When you have done this, it is really just a case of 
attaching the foliage to the top of the tube. You can do this 
by ei ther gluing the foliage to the sides or else putting 
some foam or collon wool inside the lip of the tube to 
anchor the tree-top fol iage. 

Another way to make a trunk is to use aluminium mesh and 
some wire. Decide how tall yOll want the trunk to be and then 
take a piece of mesh and cut out a square or rectangular shape. 
Wrap thi s around the wire (remember to leave a lillIe excess 
wire stick ing out of the bottom so that you can fix the trunk to 
a base section) and what you will get is a cylindrical, trunk-like 
rol l. If yo u want to make branches, ju st use the sa me 
techniques, only cut Ollt smaller rectangular or square shapes 
and once again, remember 10 leave a piece of wire protruding 
from the bottom end so that yOll can fix them to the trunk. 
Branches are not usuall y sl11ooth, straight shapes, so bend them 
into the shape that you want. make a hole in the trunk section 
and insert the branch so it fits neatl y. You will need to fi x the 
branches to the trunk more permanently and you can do this by 
applying P. V.A. glue. If the re a re any excess bits of wire 
sticking out, then just trim them off or bend them downwards 
to lie aga inst the trunk and bind into place with tape. 

When all the branches are in place, you can ei ther give the 
entire trunk sec tion a heavy coat of textured paint (you may 
need more than one coat to fill the majority of the holes in the 
mesh), or YOll can cover it with a modelling material such as 
Oas before tex turing the surface. With a little glue and 
imagination, you can stick on almost any type of foli<lge , in 
any arrangement you like! It really is up to you. If you like, 

• 



These fellces and SfrucllIres were made with bils of balsa wood, car body IIIesh alld bits from old plastic kill'. 

you can even mix different types of leaf des igns on the same 
pl atH . You could mix the pan securer type of foliage, or the 
frond type leaves. and surround these with flattened bristles. 
By mixing differen t Iypes of cover, you can create some really 
diverse looking plants, idea l for an alien world selling! 

FENCING 
Fencing is really easy and fun to model. If you look at fencing 
that divides farm land , yO ll wi ll often see basically simple 
structures that are compri sed of rugged fence posts wi th wire 
in between. To make fences for yo u tab letop th is bas ic 
principle applies. All you need to start modelling is some of 
the aluminium mesh mentioned earlie r and some balsa wood 
for the fence posts. Decide how long and how high you want 
your fence to be and then cut up the mesh accordingly. For the 
posts, balsa wood of ei ther 3.5 o r the 5 mOl square c ross 
section is available at most model shops. Simply cut a piece of 
ba lsa wood that is the same height as your fence mesh. You 
can actually vary the height of the fence sections if YOlI wish, 
but try to keep them a uniform length of aboul 10 cm in length. 

Fences that are part of hard cover on a tabletop are morc than 
like ly to incure damage. Therefore to represent this, just cut a 
ragged shape out of one or more of the sections and peel back 
the mesh 10 make it look as if it has been blasted by weapon 
fire. Battle damage can also be simulated by pushing pointed 
objec ts through the mesh , fo r example , cocktai l sticks, 
different sizes of nail s, and even penci ls. 

METAL GIRDERS 
I f you would prefer to have girders holding up your fencing. 
these can be constructed from plasticard, balsa wood or just 
plain cardboard. Whichever Illalerial you choose, Ihe method 
is the same. 

First of all , decide which material you are going to use and 
how high you wallt YO UT fence to be. Then, usc a sharp 
modelling kni fe to cut out long narrow strips, about 3 lO 5 mm 
wide and the same hcight as the fence. To make a girder, lay 
one strip fl at on the work surface, take another strip and apply 
some glue 10 one of its edges and then st ick it to the centre of 
the nat strip. What you are aiming to get is a 'T' cross section 
This on its own can be uscd as a fence SUppOll, but you can, if 
you wish take the design further and make an 'H' section, 
simply be gluing another length of Balsa wood to the bOllom of 
the'T'section. 

GATES 
You have several options with regard to how you model gates. 
The most basic method is to leave a gap between two shorl 
lengths of fence on a base. Alte rnati ve ly, yo u can put in a 
si mple rai sing barrier, s llch as those you might see at some 
rail way crossings. The easiest way i~ to make a simple stand 
wi th a barrier that can be ra ised and lowered. This need not 
actually be moveable, but it can be made LO do so if you want. 

Another type of gale can be made from a section of mesh 
glued to a simple frame, and then attached to one of the fence 
support s by card hinges, (Si mpl y sections of plasti c wi th a 
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sma ll section of wire glued to it vertically in the midd le to 
represent the moving part of the hinge). Olher details that can 
be made from card and then added on a re warn ing signs, 
locks, rivets, sec tions of chain and so on. All of these can be 
used to enhance what is essentiall y a very simple mode l to 
make. 

HARD COVER 
I have already looked at how hard cover d iffers from soft cover 
and how you can use it on the gaming table. But, just to re-cap, 
there are many examples that read ily come to mind. such as 
rocks , wa ll s , bu ildings, and emplaceme nts, (a prepared 
pos ition for the siting of a gun or other weapon trenches) and 
so on. 

ROCKY OUTCROPS 
Rocky outcrops might sound li ke they could be complicated to 
make, but in fact, they are a really simple to constlUct. All you 
have to do is co llect some di ffere nt sized stones from your 
garden, or anywhere that you can find them. You can of course 
use broken up bricks, coal, plaster lumps or ,tnything that will 
give that course, jagged rock-like appearance to your cover. 

When you have collected the stones, take a piece of hardboard 
and glue a few of the large r stones down, taking care 10 space 
them a little way apart from each other. Then, work some filler 
in between the base and the stones. A good material to use for 
this is Das, a white, puny-like substance that dries on contact 
with air and is available from all good modelling shops. 
When thi s is dry. you can add some extra fea tures to make the 

outcrop appear more natu ralistic. A really good way lO do this 
is by using 11 mixture of smaller stones, cat liner and sand. Pick 
out an area that you wou ld like to tex ture and cover it with a 
generous layer of P.V.A. g lue. Then, add some ofIhe cat litter 
and ti p off the excess. If there are some areas where the glue is 
st ill exposed, simply sprinkle o n some more cat li tte r and 
again, shake off the excess. Repeat this process in another area, 
only this time use sand or small Slones. Doing this will ensure 
that the model not only looks aUlhentic, bUllhal all the gaps are 
filled in 100. 
Sometimes, outcrops wi ll have clumps of vegetation such as 
scrub and moss nestling in between the rocks. If you want to 
create this look, you can either use the techniques outl ined in 
Soft Cover, or use pieces of unravelled parcel string or brush 
bristles. All you have to do is to glue pieces of the string in the 
chosen area, then cut them to the appropriate length and paint 
them. If yo u have textu red the base of your mode l, try and 
re member to add the vegetation be fore you give the base a 
final coat of coloured pai nt. Once you have do ne all of th is, 
you will have a rocky outc rop that will look good on any 
tabletop. 

WALLS 
Like the other methods that I have outlined, modelling wall s 
are easy and fun , plus they can look really impress ive as part of 
your terrain. 

For gaming purposes, walls come in two fo rms, one is metallic 
and the other sto ll e. Both of these are made using the same 
basic materials which can be either, foamboard, thick card , or 
even polysty rene cei ling tiles, which are cheap and readily 
available. 

This wall \Vas bllilt up piece by piece Oll t of DAS modellillg clay. alice this fwd dried. the mode/was given a tll i/l coat of PYA to 
bind the stones together before being pail/led. 
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You will of course need to decide how high and long you wan t 
your wall to be. Afrer that it is just a matter of cutt ing ou t the 
shape from whatever material you have chosen. and glu ing it 
onto a card base. You can ei the r cu t one long rec tangular 
shape, or else cut ou t individual sections and then glue them 
together. Either way, you will now have the basic wall shape 
and you can begin to texture the surface. From here on, the 
techniques you use will depend on which type of wall you have 
chosen to make_ 

If you want your wa ll to look like it is made of me tal , just 
app ly a smooth coat of paint or plaster filler, let this dry and 
then add a coat of metallic paint. For the concrete wall you wi ll 
need to apply textured paint or plaster filler to get that rough, 
stone look. 

At thi s stage, you can either leave your wall as it is, or you can 
add some extra features such as buttresses, rivets and -damage 
reinforcements_ For the stone wall , buttresses can be made by 
cutting out very simple triangular wedge shapes from foam 
board, or even thick card. For the metal wall s, simple supports 
that jut out from the sides can very easily made from narrow 
sections of card that are cut out and then glued to the sides 

If you can imagine a wa ll that has acted as cover during a 
raging battle, then it is hard ly likely to have remained pristine 
and intact. In thi s case, you might like to add features such as 
exposed steel reinforcements, sheets of metal covering 
damaged sections, blast holes from shells, and coiled wire 
running along the top of the wall sections. Exposed steel work 
can be made by cutting a jagged shape into the wall and 
in sert in g short sec tions of wire around the edge of the 
"da maged" section. Damaged areas that have been hastily 
repa ired with sheet metal are simple to make using sections of 
ca rd, coated with metallic paint and then glued down. The 

coiled wire running along the top of the wa ll can be made from 
the alum in ium mesh which was used for trees in the Cover 
sect ion_ Cut a long diagonal strand of the mesh, so that it has 
little barbed bits on the outer edges. Then, wrap thi s st rand 
around a pencil , take it off and stretch it s lightly so that you 
have an e longated coil. Now you can g lue this to the top of 
your wall and it will look like barbed wire. Remember to be 
careful when you are making the barbed wire, not onl y is it 
quite delicate and easily squashed but thc edges can be quite 
sharp and lend 10 catch on clothes etc . 

Extra details that you may want 10 add to the metal walls are 
rivet s. These wi ll make the wall look as if it has been repaired 
and has been made frolll several differen t sheels of metal. This 
effect can also be enhanced if you usc double rows of rivels 
and then draw or paint dark line between them. Remember also 
that metallic wa ll s are very likely to oxidise with exposure to 
IllOSt atmospheres, so recreate this effect by adding colours 
that mimic streaks of rust and discolourat ion when yOll paint 
them. You can do this by appl ying washes of browns and 
oranges which will g ive the metal a rea l rusting, weathered 
look. 

Now you are ready to paint the wall section s. A good 
combination of colours to use for c reat in g the effec t of 
concrete are Codex Grey dry brushed with Ash Waste. and 
highlighted with Light Space Wolf Grey. For the metal walls. 
there are various options. If you want an aged looking wall , 
you could paint it black fi rst and then add varying shades of 
meta ll ic paint later. To get the effect of a recently made wa ll , 
you can just apply meta llic paint directly onto the material. If 
for instance yo u wa nted the wall to look like iron or steel, you 
could start with Boltgun Metal , dry brushed with Chai n Mail , 
and highlighted wilh Mith ril Silver. 

This hedge was made from ClIt lip strips oj pall SCGure,. covered wirh PYA gille alld d1iJped ill modeller!>-j7ock. 
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Othe r small details that can be easily made and added to the 
wall sections are warning signs. These can be made from thin 
card or paper. with a suitable design drawn or painted onto 
them. Another easy alternative is to use the wide range of 
Imperial style designs available on the transfer sheets which 
can be put onto sections of painted paper or card, before being 
fi xed to the wall sections. You could pick a suitable icon, such 
as a skull or Imperial eagle , w ith some styli sed writing 
undernea th . There is in fact,a whole host of signs that you 
could make, all you have to do is use your imagination! 

EMPLACEMENTS 
Emplacements are positions prepared for the siting of a gun or 
other weapon. If you want to mode l an emplacement as pan of 
your cove r, you have a choice as to how simple or complex 
you can make it. At the most basic leve l you could make a sand 
bugged defence posit ion, suitable for only a couple of figures, 
and at the other eXlreme, you could make an entire defence 
complex. For the example here, we will have a look at one of 
the morc simple emplacements, suitable for only a few figurcs 

What you aiming for is to provide cover fo r a squ ad o f 
infantry. Th is wi ll mean that yo u will need enough space 
inside the construction to fit fi ve bases, each approximate ly 
25mm in diameter. You would therefore want to cut a basic 
Hoor shape of approximatc ly 70 x 50 mIll for it to be large 
enough to acco mmodate one squadron. You can make the 
wall s lI sing the materi als di scussed in the Walls sec tion.To 
make the two side walls. cut out strips of your chosen materi al 
to 50 mm long, and a suitable he ight , for example, 20 mm 
high. If the thickness of the material is, for example, 5 mm you 
will need to cut the length of the front wall to 70 I11Ill plus an 
add itional 10 mm to allow for the 5 mm ove rl ap at each end of 
the wall. To fi x the wall sections together you will need to use 
a glue compatible with the material used. 

Goblin Wolf Riders emerge from a/orest. 
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If the wall sections are made from polystyrene or foam board, 
yo u will need to use P.V.A. or Co pydex . For ca rd wa ll 
sec tions. e ither of these or an impact adhesive. Finish the 
emplacement mode l in the same way as described in the Walls 
sections earli er, choosing either the metal or .concrete fini sh.lf 
yo u wa nt to add de tail s s uch as the damaged or repa ired 
sections, signs, rivets or the wire on top of the wall s then just 
refer back to the Walls sec tion and follow the techniques 
outlined there. 

BOXES AND CRATES 
Boxes and crates are also good to use as hard cover. They can 
be made from card, balsa wood or any material that you think 
might be suitable. To make a square box j ust take your card or 
ba lsa wood and cut out six equal shapes and g lue them 
together. You can of course make the box rcctangular, or even 
make boxes of diffcrent sizes to add variety. Extra detail s, such 
as simple hinges or locks can be addcd to give them a more 
autherntic and de tailed appearance, and you can even add a 
transfer or two such as the ones used as warning signs. They 
can be painted to look as if they are made of card, wood or 
even metal. If you arrange the boxes that you have made on a 
basc and add some vegetation around the edges then you will 
have constructed a very effec ti ve looki ng piece of cover fo r 
your tabletop 

Crates can be made in a similar way to boxes .md basically 
entail the same techn iques. One diffe rence, however, is that 
crates reall y do look effecti ve if they are made from bal sa 
wood . What you are trying to do is to create the impress ion 
thaI the crates are actually made from planks of wood. To do 
thi s, make the basic box shape as discussed earli er, and then 
score the bal sa wood with a sharp mode lling kni fe . It ' s 
probabl y a good idea to score the wood afte r you have 
construced the basic box shape, simply because you can then 

make the plank effect look more even. This is 
just someth ing that I personally prefer to do. if 
you want to do it differently then that is fine. As 
with the boxes, ex tra de ta ils such as ri ve ts, 
hinges can be added o n. You can a lso add 
bindings by cutting up narrow strips of painted 
masking tape or black insulation tape. 

HAVE A GO 
Throughout thi s article 1' ve talked in general 
terms about how to make a wide range of terrai n 
items for your ga mes of Warhammer o r 
Warhammer 40,000. The reason for this is that 
the size and space available for yo ur gaming 
set-up will large ly dete rmine what kind of 
terrain you' ll want to make for your games. 

In future articles I' ll be returning to many of 
these topics and giving more detailed advice 
and instructions on how to make some of the 
individual pieces that you can see each month in 
the phogntphs in White Dwarf. 

The one piece of advice that I do give to 
everybody who asks me about how to set about 
modelling terrain is - HAVE A GO! 

The best way to learn anything is to di scover for 
yoursel f what works and what doesn' t. All of 
the materials I use are either free or very cheap 
and so what have you got to lose! 
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The Space Marine 
Battles compilation 
features some of the 
most sought after 
Space Marine articles 
from White Dwarf 
magazine. The book 
contains four exciting 
epic battIe reports 
featuring the forces of 
the Eldar, Orks, 
Squats, Chaos, Space 
Marines, and the 
Imperial Guard. 

It also features brand 
new tactics articles 
for many of these 
armies, plus special 
rules for fighting 
attack and defence 
games in Epic scale 
including: bunkers, 

razor wire, minefields and fortifications. In addition, there are full rules for all 
of the awesomely destructive Imperial Titan weapons and full-colour card data 
sheets, rules and army cards for the Imperial Reaver and Warhound Titans, 
the Ork Great Gargant, .Tzeentch Daemon Engines and epic heroes such as 
Ghazghkull Thraka, Commissar Yarrick and Ragnar Blackmane. 

SPACE MA RINE BATTLES IS 
NOT A COMPLETE GAME. YOU 
WILL NEED A COpy OF SPACE 

MA RINE TO USE TH E 
CONTENTS OF THIS BOOK. 
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OUR HOTLINES ARE OPEN 
9.00am - 6.30pm Monday to Friday 
and 9.00am - 1.00pm on Saturdays 

PLAGUE FLEET 
On sale now, the first supplement for 
Man 0 ' War. Plague Fleet expands the 

Man 0 ' War game with rules that bring the forces 
of Chaos to the seas of the Old World. The box is 

packed with full-colour cards, counters and 
templates, plus a comprehensive rulebook which 

contains background and rules for Chaos 
Plaguefleets, Chaos Dwarf fleets and Skaven 

clanfleets. There are also special rules for Skaven 
and Chaos magic, Chaos terrain 

and Chaos scenarios. 

Box contents also include Chaos magic cards, Skaven 
magic cards, Chaos reward cards, Chaos terrain pieces, 
ship templates, spell and weapon effect templates, range 
rulers, and more counters than we can possibly list here! 

Man 0 ' War is available from Games Workshop stores, 
Games Workshop Mail Order, and all good hobby stores. 
Look out for the large range of Citadel Miniatures ships 
that complement the game. 

UK MAIL ORDER 
Our UK Mail Order Hotlines are open six days a 

week, and you can pay by Visa, Access or Switch. 

(On3) 713213, Monday to Friday 
between 9.00am and 6.30pm 
Saturdays 9.00am to 1.00pm 

If you 're posting your order, please send it to: 

GAMES WORKSHOP MAIL ORDER SERVICE, 
CHEWTON STREET, HILLTOP, 

EASTWOOD, NOTTINGHAM NG16 3HY. 

Or you can fax the order through on (0773) 530155. 
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Use this form to mail order Games Workshop products , Ci tadel and Marauder 
Miniatures from this or any recent issue of White Dwarf, or from the Citadel Miniatures 
Catalogue. When you have totalled up your order, please don'! lorget to add the 
postage and packing charge. 

METHODS OF PAYMENT 
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NAME .............. ........ .. .. ...................... ...... ..... ..... ... ........ ADDRESS ......... .. .................... ............... .. ..... .... ....... . 

• ••• •••••.•...••..••........................ •• ........• " •••••...•...•......................•......••• , •••••................................... ••• .• •••............. ...... . 

...... .. ... ................. .. .... ....... ........ .. ....... ..................... ...... ........................................................................... ......... . 
COUNTRy ....... .... ...... ....................... ........ Postcode ............................. Tel : ............................................. .. 

Method of Payment: Cheque 0 Postal Order 0 Access/Mastercard 0 Visa 0 Switch 0 
Card No: L......J.I---,-I --,-I -,1---,-1--,-1 _,1-'.1---'..1 ..... IL......I.I---,-I _IL......J.I---,-I --,-I -,1-'.1--,1 Issue No: D (Swilch onty) 

Card expiry date: ................................ Cardholder Name: .............................................................. . 

Cardholder VISA 
Signature: ........ ...... .. ...................................... ............ . 

·C i ;.; . 
S WIT C H 



• 

WARHAMMER £29.99 

j ~ WARHAMMER BATILE MAGIC £17.99 

WARHAMMER ARMIES - THE EMPIRE £9.99 

WARHAMMER ARMIES - HIGH ELVES £9.99 
I 

I 
WARHAMMER ARMIES - ORCS & GOBLINS £9.99 

WARHAMMER ARMIES - DWARFS £9.99 

HOBGOBLINS 

NEWt HOBGOBLIN WOLF RIDERS £2.99 each 

HOBGOBLIN COMMA"ND"'-_ _ _ £1.35 each 

'-HOBGOBLIN WARRIOR~S ___ _ £1 each 

! 

HOBGOBLIN ARCHER.S~ ___ _ £1 each 

DWARFS 

NEW! BUGMAN'S BREWERS BOXED SET £:11 .99 
(Boxed set contains Josef Bugman. 1 standard bearer. 
1 champion and 7 Bugman's Rangers_") ___ _ 

NEW! JOSEF BUGMAN 074375/1 
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NEW! BUGMAN'S STANDARD BEARER 
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£4.99 the pair 
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I-CHAOS DWARF LORD RIDING GREAT TAURUS £14.99 
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l MANO'WAR £24.99 

I 
NEW! PLAGUE FLEET £14.99 

MAN O'WAR BOXED MINIATURES 

CHAOS SHIPS 

NEW! PLAGUE SHIP £4.99 

I 
NEW! PLAGUE CRUSHERS (BOX OF 3) £9.99 

ORC SHIPS 

ORC HULK £4 .99 

I DRILLAKILLAS (BOX OF 3) £9.99 

BIGCHUKKAS (BOX OF 3) £4.99 

DARK ELF SHIPS 

DARK ELF DOOMREAVERS (BOX OF ",3),---___ £4.99 

DARK ELF DEATH FORTRESS (BOX OF:-3)'-__ -'£9.9::-9'--_ 

BLACK ARK OF NAGGAROTH £9.99 

SPACE M",A:.:R I",N:::E __ 

NEW! SPACE MARINE BATILES (BOOK) 
I 

ARMIES OF THE IMPERIUM 

~GADES (Chaos and Eldar a"rm" i"es,,) __ _ 

ORK & SQUAT WARLORDS 

£29.99 

£9.99 

£14.99 

£14.99 

£14.99 

DAEMON ENGINES OF KHORNE 

I NEW! BANELORD, CHAOS TITAN OF KHORNE 

NEW! BRASS SCORPION 

NEW! DOOM BLA"S-'-T"ER"---__ 

£9.99 

£2.99 

£2.99 

NEW! BLOOD REAPE"R'-___ _ _ __ ---'£2.99 __ 

HORUS HERESY ____ _ 

NEW! DOOM OF THE ELDAR 

NEW! CITADEL CATALOGUE SECTION 3 

CITADEL CATALOGUE SECTIONS 1 & 2 

£14.99 

please phone 
for price 

£4.99 

£9.99 for both 

SPRAY PAINTS & VARNISH 
NEW! WHITE UNDERCOAT (SPRAY CAN) £3.99 

NEWI BLACK UNDERCOAT (SPRAY CAN) £3.99 

l-NEWI MATT VARNISH (SPRAY CAN) £3.99 
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LORD DRAMALIELL'S 
HIGH ELF COMMAND 

1 GENERAL RIDING WAR GRI F~F-=O-,-N,---___ _ £ 14.9:.:9_ -1 
I 

_ _____ £9 .99~ 1 HERO RIDING EAGLE 

1 MAGE RIDING UNICORN 
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TOTAL VALUE £47.32 
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I 

_ ____ --=£16.35 ----< 

SPECIAL OFFER PRICE £43 
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1 REPEATER BOLT THROWER £5.99 

6 REAVER KNIGHTS £15.97 
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BRASS SCORPION 

THE COMPLETE 
BRASS SCORPION 

CONSISTS OF: 
1 x BRASS SCORPION BASE 

1 x SCORPION CANNON 
2x POWER SAW 

DOOM BLASTER 

THE COMPLETE 
DOOM SLASTER 

CONSISTS OF: 
1 X DOOM BLASTER BASE 
1 X DOOM BLASTER LEFT 

MORTAR 
1 X DOOM BLASTER RIGHT 

MORTAR 
I )( BATTlE SCYTHE 3 

BLOOD REAPER 

THE COMPLETE 
BLOOD REAPER 

CONSISTS OF: 
1 X SKULL CANNON 

1 X BLOOD REAPER LEFT 
TOWER 

1 X BLOOD REAPER RIGHT 
TOWER 

1 x BATILE SCYTHE 4 

BRASS SCORPION BASE 
076544/10 

DOOM BLASTER BASE 
076545/13 

BLOOD REAPER LEFT TOWER 
076546/17 

SKULL CANNON 
076546119 

SCORPION CANNON 
076544/11 

DOOM BLASTER LEFT 
MORTAR 
076545114 

, , t 
-­.. ..... . 

\ "., • 

POWER SAW 
076544/12 

DOOM BLASTER RIGHT 
MORTAR 
076545/15 

BATTLE SCYTHE 3 
076545/16 

BLOOD REAPER RIGHT TOWER 
076546118 

BATILE SCYTHE 4 
076546120 

Designed by Dave Andrews 

_. 
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BANELORD 

CHAOS TITAN 
OF KHORNE. 

EXAMPLE OF COMPLETED BANELORO TITAN 

THE COMPLETE 
CHAOS TITAN 
CONSISTS OF 

1 X HELLSTRIKE CANNON 
1 x HAVOC MISSilE RACK 

1 X HAVOC BANNAA POLES 
1 X BLOODlETTER HEAD 

1 X HEAD CANNON 
1 )( OOOMFIST 

1 X KHORNE TAIL 
1 X TITAN BODY SPRUE 

&;, 1. 
, . l'. 

111 AN BODY SPRUE 
(NOT SHOWN AT ACTUAL SIZE) 

131186 

HAVOC BANNAR POLES 
084316 

• 
KHORNE TAIL 

0843J3 

HElLSTRIKE CANNON 
0843J4 

'\\1 

Designed by Dave Andrews 

BLOODLETTER HEAD 
084311 

HEAD CANNON 
_12 

HAVOC MISSILE RACK 
0843n 

CQOMFIST 
084315 

8 



PLAGUE CRUSHER 

o 
"'" ',' 

",. 

® 

CATAPULT TOWER 
604212 - ® 

=ffi==® 

HULL 
8042/1 

0) 

PADDLES 
6042/3 

THE COMPLETE 
NURGLE PLAGUE CRUSHER 

CONSISTS OF: 
1 l( HULL 

1 X CATAPULT TOWER 
2x PADDLES 

® 

Plaguecruaher 
Masts: one 1, one 2 
Yard: one 3 

PLAGUE SHIP THE COMPLETE 
NURGLE PLAGUE SHIP 

CONSISTS OF: 

© 

© 
o 
® 

• 

, . 
-Prt ' · · 

o 
• 

• o 
HULL 
804 1/1 

1 )( HULL 
1 )( ART CASTLE 
, x FORECASTlE 

2)( PADDLES 
3 x PLAGUE CATAPULT 

• 

" :1,\ 
II.,j~ll ), 

• 

, 
• 

© FORE CASTLE 
804 1/4 

PADDLES 
8041/3 

PLAGUE CATAPULT 
8041/5 

AFT CASTLE 
604 1" 

. . . , 

MAN 0 ' WAR PLASTIC 
MAST SPRUE 
MOWPLAf2 

o 

© 

® 
Plagueshlp 
Muta: three 1 's, th rae 2', 
Yard: th l98 3's, 008 5 

@ 

THE DIAGRAM ABOVE ILLUSTRATES THE CORRECT LENGTH FOR EACH MAST AND THE TYPE AND NUMBER OF YARD ARMS. 

THE SAILS AND PENNANTS A9:>VE MAY BE PHOTOCOPIED, CUT OUT, PAINTED AND STUCK ONTO YOUR MINIATURES. 

PERMISSION GRANTED TO PHOTOCOPY FOR PERSONAL USE ONLY. 

Designed by Dave Andrews 
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BIGCHUKKA 

ORCHULK 

® 

THE COMPLETE BIGCHUKKA 
CONSISTS OF: 

ORILLA KILLA 
1 x HULL 

1 )( CHUKKA 

BtGCHUKKA 
CHUKKA 
078033f2 

Masts: one 1, one 2 
Yard: one 3 

® ® 

<D 

BIGCHUKKA 
HULL 

07603311 

ORCHULJ( 
HULL 

01803111 

ORe HULl( 
CHUKKA PLATFORM 

078031/5 

ORCHULK 
SMASH HAMMER 

078031/3 

• ® 

ORe HULK 
IRON CLAWZ 

078031 /4 

ORe HULK 
CHUKKA 
076031/2 

MAN O' WAR PLASTIC MAST SPRUE MOW Pl.AI'2 

Tl-IE COMPLETE DRILLA K1L.LA 
CONSISTS OF: 

1 x HULL 
1 x TAEAOWHEEL 

Masts: one 1, one 2 

<D 

DAtUA KlLLA 
HULL 

078032/1 

ORILLA KtLLA 
TREAOWHEEL 

078032/2 

THE COMPLETE ORC HULK 
CONSISTS OF: 

1 x CHUKKA PlATFORM 
1 x SMASH HAMMER 

2)( IRON CLAWZ 
2x CHUKKA 

1 x HUll 

® 

Hulk 
Masts: one " one 2 
Yard: one 4 

THE DIAGRAM ABOVE ILLUSTRATES THE CORRECT LENGTH FOR EACH MAST AND TIfE TYPE AND NUMBER O F YARD ARMS. 

THE SAILS AND PENNANTS ABOVE MAY BE PHOTOCOPIED, CUT OUT, PAINTED ANO STUCK ONTO YOUR MINIATURES. 

PERMISSION GRANTED TO PHOTOCOPY FOR PERSONAL USE ONLY. 

Designed by Kev Adams and Norman Swales 



COMMAND FIGURES 

I 

LEADER WITH SWORD 1 
7580&1 

LEADER WITH SWORD 2 
7~!>'. 

HORNBL.OWER 
75605'" 

DRUMMER 
7560515 

5T ANDAAO BEARER 1 
7580513 

STANDARD BEARER 2 
7580516 

AXEMEN THESE MINIATURES ARE SUPPliED WITH THE APPROPRIATE PlA STIC SHIELDS AS STANDARD 

WITH AXE 1 
7580011 

BLUNDERBUSSES 

WITH AXE 2 
7580012 

WITH AXE 3 
75800/3 

WITH AXE 4 
75800/4 

;: , 
•• -0 • • • :a 
8: 
0 , 
1! 
5 · -a 
O! 
~ z 
Z 

" • .... 
~ 

• 
~ 

8. 

" -8 , -• , 
• .. .. • g 0-• ~ 

~ ~ 

" o· "'. ~ ~ 3 -'" . · ~ 3 ~ 

• • • ~ 
~ • " 3 .. -E. • 
~ 

~ 

n 
~ 

<: ~ 0- a -~ 0 I!l " 
• • > • = • 
" .,-"'. • if • 0-· -• () 

~ ~ • , 0-

a " ;: 
5 · •• -0 -~ 
• " • 
~ -" 8 
3 
3 • , 
0-a -Q 
n 
~ 

0: 
" • , 
0 

"-• " -A 
~ • • • 0 -• 

• 'lil 
· ';' , 
• •• • 

• 1 . 
. ~ 

WITH 8;~~!~8USS 1 WITH BL7~~BUSS 2 WITH B~~~8USS 3 WITH 8;::~8USS 4 Cr fADE L 
L-________________________________________________________________________________________ --"~~ntR~ 

Designed by Alan Perry 
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BULL CENTAURS 

WITH AXE 1 
7581513 

UPPER TORSO 
WITH AXE4 

7581519 

UPPER TORSO 
WITH AXE 5 

758151 10 

BULL BODY 
RIGHT SIDE 1 

7581512 

UPPER TORSO 
WITH AXE 2 

758 15/4 

UPPER TORSO 
WITH AXE 6 

75815111 

BULL BODY 
RIGHT SIDE 2 

7581515 

UPPER TORSO 
WITH AXE 3 

7581518 

BULL CENTAUR 
STANDARD BEARER 

07581Sf7 

BULL BODY 
LEFT Sloe 1 

75815{1 THESE MINIATURES ARE SUPPUEO WITH THE APPROPRIATE PlASTIC SHIELDS AS STANDARD 

BULL BODY 
LEFT SIDE 2 

758 151'6 

EXAMPLES OF COMPLETED CHAOS OWARF BULL CENTAURS 

Designed by Alan Perry 



CHAOS DWARF LORD ON GREAT TAURUS 

LEFT WING 
083315 

EXAMPLE OF COMPLETED LORD ON GREAT TAURUS 

TAURUS HEAD 1 
0833/2 

RIGHTWIHG 
0833/6 

Designed by Alan Perry 

TliE COMPLETE CHAOS DWARF 
LORD ON TAURUS CONSISTS OF: 

1 X LORD 
1 X BACK BANNER 

1 X LEFT WING 
1 X RIGHT WING 

1 )( LEFT TORSO OF TAURUS 
1 x RIGHT TORSO OF TAURUS 

1 X HEAD OF T AURU$ 

CHAOS DWARF 
BACK BANNER 1 

083317 

CHAOS DWARF 
LORD ON TAURUS 1 

083311 

LEFT TOASO 1 
0833/4 

RIGHT TORSO 1 
0833/3 

" 8 
3 
3 • il. 
!!. 
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ROC"EI R 
THE COMPLETE CHAOS DWARF 

ROCKeT LAUNCHER CONSISTS OF: 
2xCREW 

I x LEFT BASE 
1 x RIGHT BASE 

1 x CRANK 
2)( PLASTIC SPOKED WHEEL 

EXAMPlE OF COMPLETED CHAOS DWARF ROCKET LAUNCHER 
ROCKET LAUNCHER 

GUNNER 
075820/1 

ROCKET LAUNCHER 
RIGHT BASE 

075820/4 

ROCKET LAUNCHER 
LEFT BASE 

07582013 

I 

ROCKET LAUNCHER 
07582015 

ROCKET LAUNCHER 
CRANK 

075820/6 

PLASTIC 
SPOKED WHEEL 

100557 

Designed by Alan Perry and Norman Swales 

-
..,.. 4111 , ~ 

• 

I:cQCKET LAUNCHER 
LOADER 
07582012 

----------------------------------------------------~ 
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DWARF GYROCOPTER 

EXAMPLE OF COMPLETED DWARF GYROCOPTER 

PILOT 
084211 

• 

TAIL 
084214 

• 

CANNON cHASSIS 
084212 

PROPELLER 
084215 

Designed by Norman Swales and Michael Perry 

EACH COMPLETE 
DWARF GYROCOPTER 

CONSISTS OF: 
1 X PILOT 

1 X CANNON CHASSIS 
1 X ENGINE 

1 X TAIL 
1 X PROPELLER 

ENGINE 
084213 

::!' 
0 , 
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GOTREK AND FELIX 

GOTREK 
GURNISSON 

07438011 

BUGMAN'S DWARF RANGERS 

EXAMPLE OF COMPLETED JOSEPH BUGMAN 

TROOPER 3 
074375f1 

TROOPER 2 
07437518 

• 

BUGM4N'S BANNER 
07437512 

STANDARD BEARER 
074375/4 

\ 

FEUX 
JAEGAR 
074380J2 

THE COMPLETE 
JOSEPH BUGMAN MINIATURE 

CONSISTS OF: 
1 X BUGMAN 

1 X BUGMAN BANNER 

JOSEPH BUGMAN 
07437511 

TROOPER 1 
07437515 

CHAMPKlN 
07437513 

THESE MINIATURES ARE SUPPLIED WITH THE APPROPRIATE PLASTIC SHIELDS AS STANDARD 

Designed by Michael Perry 



HOBGOBLIN 
WOLF RIDERS 

HOBGOBLIN 
WITH AXE AND SHIELD 1 

075865/3 

HOBGOBLIN 
WITH AXE AND SHIELD 3 

075865(5 

• • 

HOBGOBUN 
BIG BOSS 
075870/1 

HOBGOBLIN 
STANDARD BEARER 

075870/2 

HOBGOBLIN 
ARCHER 2 
07586512 

HOBGOBLIN 
WITH AXE AND SHIELD 2 

075865/4 

HOBGOBLIN 
ARCHER 1 
07588511 

THESE MINIATURES ARE SUPPLIED WITH THE APPROPRIATE PLASTIC SHIELDS AS STANDARD 

EXAMPLES OF COMPLETED HOBGOBUN WOLF AlDERS 

Designed by Alan Perry 
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OFCALEOOR 

DRAGON PRINCE 2 
08<'15 

DRAGON PRINCE 
l£GS 

08< ,n 

DRAGON PRINCE 3 
084' " 

DRAGON PRINCE 
HORSE HEAD 1 

084112 
, , . . 

~" ' , 
II ti- IS 

DRAGON PRINCE 1 
084114 

DRAGON PRINCE 
HORSE HEAD 2 

08<"3 

~ l{ 
-- '----------------- ----------------- --------------• 

> • 

EXAMPLES OF COMPLETED DRAGON PRINCES OF CALEOOR 

TliESE MIHIA'TlJRES ARE SUPPI.IED WITH THE APPROPRIATE PLASTIC SHIELDS AS STANDARD 

Designed by Jes Goodwin 
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HIGH ELF COMMAND GROUP 

, 

( 

HIGH ELF HERO 
WrTH SWORD AND BOW 1 

0756 13/4 

HIGH ELF WARRIORS 

I 

HIGH ELF 
ARCHER 1 
07562511 

HIGH ELF 
SPEARMAN 1 

07560011 

HIGH ELF HERO 
WlTH SWORD AND SHIELD 1 

075613/3 

HIGH ELF 
ARCHER 2 
07562512 

HIGH ELF 
SPEARMAN 2 

07560012 

HIGH ELF 
STANDARD BEARER 1 

07561311 

HIGH ELF 
ARCHER 3 
075625/3 

HIGH ELF 
SPEARMAN 3 

075600/3 

THESE MINIATURES ARE SUPPUED WITH THE APPROPRIATE PLASl1C SHIELDS AS STANDARD 

• 
) 

HIGH ELF 
TRUMPETER 1 

07561312 

HIGH ELF 
ARCHER 4 
075625/4 

HIGH ELF 
ARCHER 5 
075625/5 

'/ 
• 

'" 5 ' 

" c 

~ 
• 
t 
2!. 

:E ,. 
" Z -
iii , 

5 ' 

CITADEl. L-___________________________________________________________________________________________________ ~VNIKnntES 

Designed by Jes Goodwin 
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HIGH ELF CHARIOT 

THE B.f BATTLE CHARIOT 
~OF; 

....... a,;: QfARIOTEER 
T BASE 

T FRONT 
• T AXLE 
• :hI.RK)T HAFT 
• :J-o..ARIOT YOKE 

• x SWORD 
1 x BOW 

2 .. aJt£ JCUNARMOURED HORSES 
2][ PlASTIC WHEELS 
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CHARIOT YOKE 
0M2S'6 

CHARK>T HAFT 
""2SiS 

CHARIOT FRONT 
082513 

CHARIOT AXLE 
082514 

CHARIOT BASE 
082S12 

HIGH ELF CHARIOTEER 
082511 

PLASTIC WHEEL 

SWORD 
0825/8 

Designed by Jes Goodwin and Norman Swales 
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BOW 
082W 



EL THARION RIDING STORMWING 

THE COMPLETE HIGH ELF WAR GRIFFON 
CONSISTS OF; 

1 X HIGH elF RIDER BODY 
, x HIGH ELF lEGS 

1 X GRIFFON BODY (LEFT SIDE) 
1 X GRIFFON BODY (RIGHT SIDE) 

l:1i: LEFT CLAW 
1 )( RIGHT CLAW 

1 x TAIL 
1 X LEFT WI NG 

1 )( RIGHT WING 

RIGHT CLAW 
0822/6 

LEFT CLAW 
0822/7 

ELTHARION'S BODY 
082211 

GRIFFON BODY 
(RIGHT SlDE) 

0822/5 

ELTHARION'S LEGS 
082212 

RIGHT WING 
0822J9 

l.EFTWING 
0822/10 

GRIFFON BODY 
(LEFT SIDE) 

0822/4 

TAIL 
082216 
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HIGH ELF SILVER HELMS 

~ 

\ 
\ 

SILVER HELM 
LANCER 1 
07563711 

SILVER HELM 
LEGS 1 

07563715 

SI LVER HELM 
LANCER 2 
075637/2 

SILVER HELM 
CHAMPION 

7563811 

SILVER HELM 
LEGS 2 

075637(6 

SILVER HELM 
STANDARD BEARER 

0756!'l7l4 

SILVER HELM 
LEGS 3 

075637n 

SI LVER HELM 
LANCER 3 
0 75637/3 

THESE MINIATURES ARE SUPPUED WITH PLASnC CAPAR ISON HORSES AND THE APPROPRIATE PLASTIC SHIELDS AS STANDARD 

EXAMPLES OF COMPLETED HIGH ELF SILVER HELMS 

Designed by Jes Goodwin 
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