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There's been a lot of talk here recently 
about the many different aspects of our 
hobby. Personally, I think that the 

diversity of people involved is 
one of its great strengths. 

Some people spend 
months painting the one or two 
models that catch their eye, 
never thinking of 

building an army and 
taking to the 
field of battle. 

Others can't wait 
to crush their 
enemies under 

the feet of their 
glorious host and have difficulty waiting until the first 

coat of paint has dried before they march to war! 

Last month we tried to cover this variety of approach with Mike's 
Masterclass on one end of the scale and Rick's splendid article on painting 
an army quickly on the other. I expect that people will pick and choose 
from both of these and come up with a mix that suits themselves (which is 
exactly as it should be) . 

This month, in what I hope will be a first of a series of articles, 
we've started to cover gaming tables and terrain in the same 
way. What we've done is compile all the ways we can think of for 
building a gaming set up, from the fastest and cheapest to the 
sort of fully modelled modular boards that look like Golden 
Demon entries! What's important in all this is to realise that 
nobody is right or wrong. It's not "bad" if you fight battles on a 
cloth draped over piles of books - that's what I did for years and 
it served me fine. I would love to have a gaming set up like Aly 
Morrison and Dave Andrews, but I'm just too lazy to spend all 
that time on it. I want to get my soldiers out there and fight! 

Speaking of which, this issue also includes a hugely inspiring article by 
Nigel about collecting armies - it's already ~ 

been responsible for starting several new ..............-I~ J 
forces in the White Dwarf Bunker. I wonder 
how many more it will spawn? 

Hope you enjoy the issue. 
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'SSN ~n2 

Thornton, 
Editor 

Adrian 
Wood 

Gavin 
Thorpe 

lao 
Plckstock 



THIS 
MONTH'S 
EDITOR'S 
CHOICE 
Page 11 
The Imperial 

Hellhound! 

Page 29 
How to rid yourself 

01 those pesky 
chara cters . 

Page 56 
Nigel inspires us 

all to get an army 
lor two). 

Page 61 
Necromunda 
newsletters. 

Page 97 
Oark Elves vs. Orcs 
in bloody conflict! 

Februa 

193 

COVER ANG ELS OF DEATH 
- Geoff Toylor 

1 EDITORIAL 

4 
GW AND CITA DEL NEWS 

All lhe laleS! news from Games Workshop :md Citadel Miniatures. 

10 

11 

'EAVY ~ I ETAL 
Mark lOlles 
Imperial lIellhound llln k. 

PYROMANIA! 
l all Pi('ksfock 

Ian presents the new Warhammcr 40,000 vchicle - the 
terrifying Hellhound fircthrowcr. He provides all the 
ru les for this dcv(ls!ating lank, including the deadly 
Inferno cannon. and give!> us ;l brief guide to its role 
within Inc Imperial Guard. 

15 

17 

'EAVYMETAL 

Ice Warriors of Valhalla 

A DUNGEON OF YOU R OWN ­
Gal' Thorpe 

G:w dcrnonst r;L\cs yet more ways for )'ou 10 expand the ,cope of your Warh:llnmer Quest 
ad\'cnturc\. and lhi~ lime deals with Even! cards. 

22 I N COMM UNION 
The Whire Dl1'lIIJ i11len'iew 
13kc talks 10 Andy Chambers. author of Warhammer 40.000. 1ilan Legions and a lots 

01 army books and CodClICS. Oh. and And} likes climbing app:!remly ... 

29 T HE BIGGER TfI EY ARE.. , 
Tllofl/a.\' Pirillell 

h your \\'arhammer army consl;Lntly 
mauled by over-powerful e nemy 
chamclcr~? Well. Tuomas providc~ a 
kill insight.'> into removing lhe,,': 
behemoths of the W3rhamlner 
battlefield. 

33 FRO:O;TU:O;E ~EWS 

Find out \\ hal'~ h3ppenmg In a Gamc!> 
Work:.hop .. [ore near you. plus all lhe 
hone .. [ nc\\s from our re tail \[aff. You 
never lllo\'<. it could mention you! 

37 U.K. (iOLDE;\, DEM ON 
'95 WI NNERS 

lIere i~ your chance to chee!.. out all 
the winn~,..., from the Eng lish ( ;old cli 
Demon Painting Co m pt'lil ion. wow~ 

50 TARGET IN SIGHT 
lall Pickstoc/.:. 

With a new Warhammer -10.000 mi"ion card on Ihi<; 
month', can! ~ccl ion. Ian takc, a 1001. al achieving your 
mi"joll' :ltId developing new "ccnario, to pJay. 

\1 \ 1 TIIL\\ P\Rh.F.S · 
(;01 In'\ DF\t()'\ 
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56 STIlLMANIA 
Nigel Stillmall 

Nigel takc~ a lim! but faif vicw on hoI'. to collect ,m amI)'. TIley dou'! pop out of [tu ll air }OU 
kno ..... you m:cd a plan ho he lell, u,)! 

61 JUST AN OLD HACK 
Gal' Thorpe 

Gav ,hows how 10 'l~rt funning :1 daily new, rag for your 
Nl'Cfollllmd;, cmnpaign. and pn!_cnh a fell of the more printable 
cxplom of the inf:mIOU' Castle Rock gang~. 

63 °EAVY METAL 

{louse Dclalluc 
Hou-.c Escher 

67 'EAVY METAL MASTERCLASS ­
Mike Mc\'cy 

i\'llkc ;1tI~we", ,0111C more of your p:linHng 4uc~liom, and bcgin~:1 "eric, featuring the cnlrie~ for 
the Gulden Demon Open catcgor). Thh month he look, al D;\Vc Andre"" "'inning diOI".lIna. 

73 UNSUNG HEROES 
- Adriall Wood 

Adrian talk' about hi, l:IClic~ for fOOhloggc .... in the Epic game, ')'ICm. Infant!) 
fulfil a number of vital but Ilmnl..lcs, Ia~h. \\ hleh Adrian hi!!h1ighl~ in hi~ imiele, 

QUESTIONS & ANSWERS 79 Alldy Cllalllben alld .Ind,\' .lollI/soli 
A~ \\ell 3\ anw,ering. your (Iue.,tion\ on Warharnrner and Warlmrnrner -IO,DOO. thi~ 
month' .. Q&A takc~ Its fin;[ 1001.. at the Necrornunda rule ... 

84 FIELD OF BATTLE 
Dwell Bral/hum 

j'rc;,cnting the fi~! in a ne .... '\Cric~ of ~Iodclling Work .. hop anidc,. O\\en demon~tr:lle~ 00" to 
male different I) pC's of game' tahle, and di\Cu",e .. the technitjuc, u'>I!d for bUIlding hills. 

97 RAID - The Final Clash -
Ian Pid.srod alld 
.lake TJwrnr(J/1 

The hloody conclusiOIl to the 1,111 and Jake \ 
recent \\arhammer campaign. Can the Orc~ 
pre\'all again~t the on.,laught. or will the 
cruel ;md heanle\s Darl.. El\'c~ "in the day 'I 

91 DARK SAV IO URS ­
.IelTis ./OllIlSOIl 

Jcrvh prc~en t ' the rule .. for the ne" Ditrk 
Angel., special charitcters. includlllg 
Al.racl. Grand ~hl ,tcr of the Dark Angel<; 
ChiJptcr. Holder 01 the Keys. 

92 °EAVY METAL­
Palll Muller 



THIS MONTH'S RELEASES 
OH3 lIelihound Tank S32.99 

(PI:bIlC boxed -.el "lIh metal com[lQTlcnl>1 

80311.1 Alrael and Helmel Hearer S9.99 
(T\\o mmialllrc" per bli\,cr) 

1I0.l1lK Asmodai - Dark An!,tel Ch;Iplai n $8.50 
(One miniature per bli .. lcr) 

80.~SL El.ckicl - Dark I\ngel Libr:lrhm 8.50 
{Onc InlmlllUrC per bli~lcn 

DARK ANGELS 

Following last 
monlh"s rcli."a<,e of 

Ange l.\. of lJe:llh 
arc ~ollle cxtreme l ~ 

powerful Dark Angel 
Character models. 

These golhic warrior 
monk, all ~h:lfC the 

1Crriblc secret shame of the 
Dark Angels. 

Finot orr i ... the Supreme Grund 
Master or the Dark Angels. 
Co mmander Azrael. Anned 
\00 Ilh a combi.\\.capon and the 
mighty Sword (J/SI'f'fcu. Azmcl 
is protected b) the Lion IIl.'lm. 
an ancien! :mif;lct said [0 be 
worn by Prirnarch Lion EI' 
Jonson himself. Th is device b 
carried by a Helmet Be,trer. a 
myslcriou~ creature that move.-. 
along \\ tth Azrael. 

MASTER LIBRARIAN 

Elekiel b lhe Gr.md /I.'laster of 
Libruri:tlh til the Dark Angel~ 
Chapler. This potem psyker is 
armed wi lh a Fon:e Sword and 
the all inl l>orlant Book 0/ 
Sa/wHim! • A sacred tome 
which lis l~ lllllhe nmnes of the 
fallen D:tr~ Angels which have 
been captured so far. A fantastic 
new model. 

WD' 

1111,'rm/ifWJI"' CI1fIpfuill Asmot/ai 

INTERROGATOR 

1lle oldc~t and mOM ~ucces~ful 

Interro!!alor in the Dark Angels 
anny h the Chaplain Asmodai. 
He j, totall) committed in his 
delennination 10 force any of 
the flilicn Ihal come into his 
hand., to repent. Cool model! 

GREAT BALLS OF 
FIRE!! 

The Imperial Guard can 
add a ne\\ \'chicle 10 Iheir 
armored spearhead thi, 
month. the He llhoun d 
Tank. UniverS:lll) fcared. 
the He ll hound's Inferno 
("1m non fires great gouls of 
incendi1lT) chemicaL.;. 

Ah hough ~hon ·ranged. the 
fiery blash make ,hort 
\\or" of troops in ("O\'Cr or 
even III \chides! An 
excellent "CaPOn for 
nu~hin£ Ihc foe out of 
dense terrain or in urban 
combat .. ilu,molls. Tighll) 
packed Iroop~ in the open 

can be (Iuickly reduced to 
mcll ing piles of goo! 

Cheek OUI Ian Pidslock"s 
ankle laler III this i~~ue. 

inciudmg full rules and a brid 
g.uide 10 gCHing Ihe mosl from 
your n nmclhro"er! 

NEW RELEASES FOR FEBRUARY 
E\er) monlh we rc l eas~ dOlen~ of 1lC" mm"tlurc~ and model;, 
for our game,. Gellmg your hand~ 011 all Ih(' TIC" mmialure~ 

and ,upplement;, li~ted on thc....:: Ne"", pa!le~. as "ell as Ihe 
complele line of G,Lmc, \\or~\hop producl~. i~ as ca;,) a, 
finding )our neare~1 Games \\ ork;,hop Slor(' or Chapler 
Appr(Hed Relail Shop . To make lhi' easier Ihere i~ a full Ibl 
of C hapl ef Appro' I'd SlOres on page, 34 and ~5 of Ihi~ is,uc 
and ('lur \IOTC addrcs$t"s are on page 33. 

If there are llQ locnl Slore~ ~Iocking Games Worhhop producl~. 
lhen our speed). efficienl ;\Iail Order Sen ice will be happy 10 
help )OU find "hal you need. J u~t elill I·ROO·394"GAME for up 
10 the 1111nUIC product mfonnalJon and rclca'c dntc~. 



WARHAMMER 
WEEKEND 

Within the mill, of Games 
Work~hop cmJlloycc~ lurk a 
fai r Ilumlx-r of II hat )'OU ('";tn 
only call W;lfhallll11Cr fanatics! 

In Ihe U.K. ,IUdio a bMtlc 
royalc took place. pitlll1g 
Empire Generals Jal e 
Thornton and Dave Perry. 
llga in~l the Undc"d hordes of 
Gavin Tyle r. Phil Lowlcs, and 
Gllvin Thorpe. 

Each ~Idc fought wilh about 
I-lJ)()() points on :! massive 
[,Ible bu i lt b} U.K. ~ccncry 

guru Owen Branham. Spt."Cial 
Warh:lmmcr terrain "as 
borrowed from the personal 
mllcctiOfl of Citadel SCUlptON 
Dave Andre" ... and Ihe PerT)' 
[\0, illS. With rumed ranll"IC:ld~. 
village building~, and :I castle 
In place. bailie IIIIS set to 
commcrK'c! 

Thanks 10 the Boo/.: IIf Aj'hllf 
and the potent 8(1/11.\IIIIIt>1II :md 
D/"(II/1 Mmw spctJ~ the Empire 
rolled over the Undead amI)'. 

cvcn tak ing out lhe mighty 
Nagash himself. 

If you've gOt :1 weekend to 
~parc, try one of I hc~c mega, 
banles with your friends, if you 
haven't gal :1 Warhammer 
Army, ched. oul Nigel 
SlilJm:II1', ankle laler in Ihis 
issue and gel to work! 

GRUDGE 
BATTLE 

Meanwhile in the United 
Slates Games Worhhop 
offices, some serious 
taunting wa~ going on, 

Tho 1I.13i l Order 
depanlllc.nI and the S:tlcs 
division had been t:llldng 
Inlsh about cach OIhl'r's 
Warhalllmcr prowc% and 
Ihe only rcmedy W:l.~ 10 

work il out on the t;LblclOP 
baltlcfields! 

With IWO games being 
played on some of the greal 
telTJin made for la~t year'~ 

G:lmC' Day. the grudge match 
began! 

Undead :lrKl D:lrk Elves lined 
up against :I might)' Empire 
fareI'. and Skavcn and Unde:ld 
allied against the Empire and a 
~trong High Elf contingen!. 
Spells and missiles .... ere 
launched bar.;k and fonh before 
a cataclysmic hand·to·hand 
Ihat left the Sales division 
winning by a combined 48 to 
17 score! The Grudge trophy 
rests peacefully in the Sales 
offices. but for how long? 

WD5 



LAST WARNING 

Several people out there (and 
we have a good ide;! of who) afC 

making counterfeit Ciladd 
Minimurcs. This cause~ Gallle~ 
\\'orhhop ~c"crJ I problems: 

Fir;t off. il i~ agamst the law. 
Citildcl Mmim\lre~ are protecled 
b) copyrights and II is illegal \0 
reproduce them. Second]). the 
COplC~ IhCUl'clve.' are loll. grade. 
We cenainl) don't want ollr 
customer.;, thinking the inferior 
<llIa!i!) ha~ been produced b~ 

Gamc~ Wod"hop. 

It i~ illegal 10 reproduce our 
minlalurc~ and Garnc~ 

Worbhop \.\-111 take legal aClion 
to protect our tighh. 

WD6 

WEB SURFING SAFARI! 

As nuny of our reader\ with 
compute,"" and modcm~ will 
alre.ld) !..no\\.. the Game, 
Worhhop Studio h:" recent]) 
been hoolcd up \0 the Irllcmci. 
EveI') bod) h.l\ had a grc:u lime 
looking :11 JI1 the ne"'_page" 
home page" and mail ing Ih\'. 

aboul our !lame, • and thefC i~ 

plent} 01 ,lull 10 look al! 

If )'ou ;m: hook ... -d up Ort 

Ihe riel do a 'eareh on the 
World Wide Web Ibing Ihe 

key \.\ord Warh:umner nnd 
,ce what COJll~' up: \\.e thin" 

you 'll be am:l7cd al th..: 'IIeer 
yuarllrty and quality of ~tuff. 

,\ ~pecial thank, must go to Ed 
Etkin ..... ho h:" laken thc time 10 
collecl all the rulcs queslions 
about W:lIh:tmmer. Warhammer 
41).000, Neeromunda. and Eprc 
and -.e1ll Ihcm 10 Jervb Johnson 
and And~ Chamber- in one ,go. 
You can chl'Ck oul all lhese 
rule, clarincation~ on Ed 
Elkm', homerage. called Gate" 
of Fenris. It can be vi-iled on 
http://w\\.w.u~eh.intcrpon.net/ 

-rtirncr/, 

Keep your e)e, on thc"c 
new~page, for the arrival of the 
official G:Ulle~ Work.shop 
Web,ile' it i'n't too faraway! 

PERRY TWINS OUT OF CONTROL 
AGAIN 

Alan ;md \1Khael Perr), more uften rcfem:d to 
a, Ihe PelT) twin" ,,;ulpi In enormou\ amount 
01 fanlll,"e Ciladel \Imiilture\. From the 
Warhilmmer Empll"l~ rom,gc 10 the Warhammcr 
-lO,oon Imperial Guard mOOeh, the PelT) 1\0 .. 0\ 

have producctlloa(h of excellent .",ork, 

IIJ~ ,lllthh gone 10 thelT he;I(h;' Well. the,e ure 
the di'lingui~ht:d gue,,, from last year, ~onh 
AmerK..tn GalliC' Oa) . Ihe \alllC one, \\.ho 
,tarted the food fi,!!ht at Ihe alter hour, 
eelcbr;IIron! BUI don'II,Ike our \\.ord on II,lilke 
a look at their in'ilnll) for )()ur,clve,. The 
PerT) t\\. in', wking it onc "ep heyond a hobby! 

\fllllllr{l(ll' hrill,!!I 11\ 

fllllllllllt'ri;('c/ II mlllllllllll'1 ' 

SHADOW OF THE 
HORNED RAT 

r-.lmd~capc has brought 
Warhammer to the eompuh:r! 
II's gnlly, true to Ihl.' 
Warhammcr \\ orld. and 
provides gTeal »cope for play! 

Slwdaw ailhe lIafi/ed Rat i, PC 
CD ROr-.t soft\\. a1'\'. and 10 run il 
you will need: 

A 4R6DX2 66~ IHz (or hellerj 
PC wllh Window~ '1)5, 

8 Mb RAM fCYUlTed (16Mb 
rceolnmendt:dl. 

SVGA video eard and monitor. 

Doubll.' 'peed CD ROM drive. 

A mou,1.' :tnd :l Windo."" 
,upponed ~ound card. 



GAMES DAY "'6 
GOLDEN DEMON '" 71 

COMING IN JUNE ! 

L:ttcr in [hi ... i ~.'>uc you 'll find all 
kinds of great mini31urc5 and 
highligh ts from the U.K. Games 
Dly/Goldcn Demon. We JU.'>\ 
.... ant 10 use lhlS opponunity [0 

remind you thai the North 
Amer iciln ," umes J)ay is 
coming up! 

The Game.'> Day '96 d,IICS wi ll 
bc June 28th and 29th, and lhe 
evcnt will take place in the 
lilillimorc Con\'cntion Center . 
We'll have more infomullion ns 
the ~ummer npproachcs. 

GOLDEN DEMON 

For those of you who want 10 
gel a jump stan on paiming up 
their entries fo r the Golden 
Demon Painting Competition. 
then use this issue's U. K . 
highlights for 
inspira tion . 
Nor 1 h 
A m erican 
competition 
guide- lin es 
will be 
feawre d in 
next month 's 
While Dwarf! 

1I1~"'i~lm of IUlt lnJ/"'I GumH 
D,1.' Collins f)emon 

CUSTOMER SERVICE 
The Games Workshop 
Customer Sen 'lce Dcpartluent 
is NOW up and running! What 
can the Customer Service 
Department do for you? 

RULES QUESTIONS? 

If you have any questioos about 
Games Workshop games or 
miniatures, ju~t give us a call. 
The Customer Service 
Department is made up of 
garners just lIke yourself. and 
we are happy to answer your 
rules questions, but \I.e ask )'OU 

10 please follow these 
guidelines, 

A ) When possible, phrase 
quC.'>tions in a yes/no fonnal. 

U) If you havc more than three 
question" you will have to 
write, f.I.~, or e-mail them to us. 
Sorry, we get IOI ~ of calls and 
can 't tic up the phone lines for 
100 long! 

C) If you write us, plc!lse 
include a self-addressed 
stamped envelope so we 1;1In gel 
back to you. 

PRODUCT QUERIES 

Call the Customer Service 
department when ) ou have 
questions about missing or 
defective parts. or if there i1. 
something amiss with your mail 
order shipment. Please have the 
damaged box or blisler pack 
with you when you call . 

Customer Servke can be 
reached by calling Monda) 
through Fr iday 9 a.m. to 7 p.m. 

Call Toll Free: 

1·800·492·8820 
Fax Anytime: 

410-242-1839 
E-mai l us at 

Iyranid@aol.com 

WD7 



THIS MONTH'S RELEASES 
0046 

005. 

8107A 

8107U 

8 107C 

81070 

8107E 

81071-" 

8108,\ 

81088 

8 10St: 

8106 /\ 

8106U 

8106C 

8106 0 

8106E 

()ul1;tnde r s 53-1.99 
(Bo~ed ~upplcmcntl 

Huuse E~ht'r (; :lIlg 2-1.99 
I Bo~t'd "ct o f eight minialurt:' l 

1)c!:lIjue JUI t', 5.50 
(lv. o mini:llUre, per bli~[cr) 

1>e1atlue G:Hlj:crs $5.50 
(Tv. 0 mlmawre, per hll~[er) 

IJelaqut' Le:lders $4.50 
(One mini:lIurc per bli~[er) 

Oelaque 111';11, ,, / Heal) Siubber 3.50 
(One rnmmlure flI!T hl!'!er) 

I)elaque Heal ) " Fluml'r $5.50 
(One mlnUIun:- po!r hli:)ter) 

I)elaquc He:1I ~ 1I'/ l.ascUllnon 5.50 
(One mmiature per bli~lcrl 

Hounl) Hunler I $3.50 
(One mllllalUre per bh~len 

lIounl ) lIunlcr.2 55.50 
(One miniature per bh~lcr) 

80UIII) liunlcr.\ $5.50 
lOne miniJlurc per bJi,[en 

ESt"her JU\I:So 55.50 
(Two mmialure~ per b1i~lcr) 

E~cher Gilllg!'r.'> 55.50 
( fwo mUlWlllfl:' per blhtcr) 

"~chcr Leade r , 5-'.50 
(One miniJlun.: p"r toh,ler) 

EKher Ut.'"dl~ II lIeal .1 Slobber $5.50 
(One miniature ~r bh~ler) 

Escher Ileal, 1I / lleal.1 PlasmH (;1111 S5.50 
(One mUU:lIun.: per bh~lCr) 

WATCH OUT FOR 
MUTANTS! 

Now you can probe even deeper 
II1to the pollUlan! m:l"hes and 
l:lngkd ruins of the Underhil'e. 
Outhwders is Ihe bo;t;:ed 
supplemenl fOf Ne!;fOmunda. 
:Idding even more levels and 
excitement 10 the g:lIlle! 

You .... ill find 
brand ncw 
characters, 

additional rules. 
gangs. special 

Arbitrmor-run 
games, Ireachcrous condi tion,. 
ney. SCl"narios. :1 bestiary. and 
more. This supplemenl ma~es a 
great game even beller! 

was 

GUNS FOR HIRE 

Tired of alway, coming out on 
Ihe :-;hon end of a ~houl out'! 
Arc other p np kicking sand 
on you? If your gang i<;n', quite 
up to ruling the Unde-mh'e, 
then perhaps It's time 10 

con,idcr hiring a linle oUlside 
muscle? 

Uounty Hunte rs :m: bailie· 
toughened rogues who earn 
thcir living by Ir:lc~ing down 
outlaw" and mUlants Ihrough 
the mosl dangerous areas in the 
Underhil'e. WIllIe 0" ing 
:lI lcgi:mce to no ~ingle gang, 
Boum), Hunter.. "ill hire OUI 
thei r deadly ,ervices to any 
gang leader rich enough 10 

:IITord Ihe price. 

1l1l\."C new n o unty Hu nlers 
,Irrive in ~lOres Ihl' month. 
e,\Ch one afllled Wilh his own 
combin:ltion of dealh· 
dealing "caponry. 

For great Illform:llJOn 
QII writing up )our 
01'0'11 Necromunda 
newsletter. loo~ 

for O:ll'in 
Thorpe':, article 
IlIler in thi, is~uc:. 

Til' /! (If IiiI' ~rt'<lll!t'\I 
8 111111/.1 IlIulIa "11)(/('/5.' 

DELAQUES 

Iiouse De l:lCIUe reinforcemCllh 
arc avail;lhlc in bli~tcr pa<.:k, 
chi~ month. ma~lIIg il easier 10 

customize )our gang! Now)'ou 
can add lhose JUles. gangcl'. 
and hcal' ics that you've wor~ed 
\0 hard 10 recruit inlO )'our 
gang. Bald is beautiful ! 

FEMME FATALES 

Sugar and spice, :lnd cn:rylhmg 
nice? The much anticipated 
C hin Esdler gang b being 
released this month. 

Jes Ooodl\JI1\ Escher modcl~ 
are e;t;:qui~ilely detailed. hut 
don't be charmed by their good 
look~! The E~dler gang may he 
:ill female, bUI Ihe)' :Ire as lough 
and as heal il) anllOO as any of 
their (all nlalc) rival gang', 
Check out all the greal looking 
models 1,IIer III Ihi~ i~~uc. 





I)IPI~UIill .. III~I .. I .. I10IJNJ) 

Hellhound of the Armageddon II Regiment in typical camouflage colours 

ARIIAG.XLI 
RnA.XIV 

VRUN.VIII 
BALUR.IX 

ARIIY BADGE 
All 01 the tanks and other vehicles in an Imperial 
Guard army bear the army's campaign badge. This is 
prominently displayed on both sides 01 the tank, as 
well as on the huiliront and rear. 

REGIllENT NAHI! 
Imperial Guard tank regiments are raised from the vast 
multitude of Imperial worlds. When each regiment is recruited, it 
is named after its homeworld and given a number. This is 
usually displayed in abbreviated form on each tank's turret, so a 
vehicle marked RYZA.XIV is from the 14th Ayza Regiment. 

COMPANY AND SQUADRON MARKINGS 
The broad stripes of contrasting colour painted onlo the tank's 
hull plates or turret sides distinguish each of the Imperial 
Guard's tank companies. In addition, each company is given an 
emblem such as a star or scythe. These emblems are displayed 
in different colours by each squadron within the company. 

TANK NUMBERS 
These numbers serve to identify each of the individual tanks within the squadron. 
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A Hellhound from the 14th Ayza Regiment 



A FIlARSml1l BIlAST 

The Hellhound lanl i~ a highl) <,pecilliised 
larianl of Ihe Chimera. Armed wilh one of the 
1ll000t horrific "capon :.ystems In the Imperial 
amlOurics: the Inferno cannon. the Hellhound i~ 
much feared nero" the galaxy. 

The lIellhound is ba~cd on the Chimera chas~is 
\\ ith the CllliTe troop-carrying compartment 
removed and rcpl3ced with huge ~toragc tanks. 
These \;Inl., hold hundred, of gallon~ of deadly 
chemical, for Ihe Inferno cannon. The Inferno 
CltnJlon it,df j\ fined in an ad .. plcd Ilirrel and 
replace, lhe \t:mdurd multi·laser armament. This 
elevated IU~I allo\\\ the Inferno cannon to fire 
in all direction!>. without danger of hitting the 
lIellhound itself. The Ilcllhound", thick 
umlOured huilllnd rclmj\cly fast ~pced allows it 
[0 fulfil a variety of roles. from breaking enemy 
dcrenc~ 10 prm iding co\'cring fire for ad\ancing 
infantry. In addition, the hull·mountcd heavy 
bolter is a 1I . ..crlll auxiliary \\-eapon for dealing 
\\Ith :my luck), ,urvi~o ..... of the Inferno cannon's 
:lIIad" mo" ing them down as they emerge from 
their now naming hide·oUl\>. 

HIlLLHOUND CRIlWS 

11 l:lke.~ a particular type of Imperial Guard~m:ln 
10 be 3 Hellhound crc\\-man, Hellhound~ are 
31\\3y:' scnt on the most dangerous of mi~sions, 
and like any olher heavi ly amlOured vehicle 
moving through cloM! terrain like thick jungle or 
hea\ ily built.up citie<;. a Hellhound risks 
dc~truclion:1l :my momcnt. 

In addition to thi~. fighting from a Hellhound 
entails another grue~ome 3'PCCI - witncs~ing the 
horrifying damage wrought by the Inferno 
cannon. The weapon's .. han r:mge u"ually means 
that Ihl! crew experience Ihe full eXh!nl of its 
deqructive effects: enemy wurrior. burnt 10 the 
bonc, survivors scrc~ming :\\ Ihe pho~phorou .. 
chemic3h burn through their skin and the 
di~gusting ~Iench of burning ne~h and bone 
filling the tank. Not 3ll lmpcri31 Guardsmen have 
the ,[omach forlhe~ duti~, and Iho<'c thai do arc 
wI") cool customer- with 3 viciou~ <;trcak. Noted 
for a panicularly bl3ck ~cnse of humour. 
Hellhound gunners can sometime~ be he3rd 
3bo\e the roar of their Inferno c:mnon. cackling 
m31iciously a~ the enem~ is burnt to a crisp! 

WOH 



The Inferno cannon is 
a huge flamer weapon. 
sJl('cially designed for 
the Hellhound 
amlOurcd fire-thrower. 
Thi~ horrific weapon 
elm scnd greal goul~ of 
\\hile hOI flame, 
shoming acros~ Ihe 
banlt:field. Nothing 
can e~cape the 
immolation: troops in 
the open are reduced to 

ashes. enemy squads hiding in bunkers are !oCt 
alight as the flames seep through vision slilS, 
while tank crews are baked al ive in their vehicle'. 

Each bUr<it of flamc from the Inferno cannon uq:, 
so much of Ihe special incendiary fuel IhUl the 
only practical way 10 usc the weapon i~ 10 mount 
it on a \ chicle. in this case a vehide adapted from 
the Chimer.! -the Hellhound fire-t hrower. 

1lle Inferno cannon is much the same as any of 
the mher flamer ",eapon~. only on a much bigger 
senk. Incorporaled within Ihe Hellhound nrc 
massive t:mks to call)' the highly volatile liquid 
chemicals. To reduce the risk of cxpIO,iot1 from 
enemy aual·ks. the tanks are carried inside the 
amlOured ,eel ion of Ihe Hellhound. The fuel i~ 

Ihen pumped up 10 the turret-mounted Inferno 
cannon. where the gunner can set Ihe range of the 
bla!.t by adjusting a valve at the end of thc barrel 
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to gel the right prchure. If the val\e is opened 
wide. the flame will have a ~hort range. if it i~ 

closed tight it will have a long r:mge. When fired 
the Inferno cannon leiS off a lerrific rO'lf. spewing 
fonh a great w:l\'e of flaming dealh . 

To fire the Inferno cannon. place the heavy flamer 
template with its tip touching the cannon and 
pointing in the direction you wi.sh to fire. Now 
roll an Anillel) dice and mov\! lhe heavy flamer 
template forw ard a number of illChes equal 10 the 
dice score. If you roll a Misfire then leave the 
tcmplale \\ here it h - II docs not move this tum as 
the Infcrno cannon has ~uffered a malfunction of 
some kind. or the gunner has mishandlcd the 
conlrols and temporarily jammed the valve. 

Any modeb louched by thc heavy flamcr 
template. at any point in its movement. will be hi t 
on a D6 roll of a 4+. Any models wholly covered 
by the template arc hit automatically. Note tha, 
the Hellhound 1'<' ne\cr affectc<! by fire from its 
own Inferno cannon. even if lhe templ:lIe touches 
the tank. The hi.gh IUl'Tl!t is easily able to jet the 
flames U\'er the lOp oflhe lank. 

If ,I model is hi t by the Inferno cannon work out 
damage as nomm!. If Ihe model i~ sl:tin it i~ 

removed as a casualty. if not thell an immediute 
lest is made to dctemline whelher the model ha~ 
c:lUghl fi re. A~ Ihc Inferno cannon uses a volatile 
concoction of incendiaries th:1\ st icks to the target 
and cominues to bum for long period~ of lime. it 

is possible to set e'cn \ehicles or 
Dreadnoughts on fire! Roll a D60n the Inferno 
cannon Hit Table 10 sec \\ hat happens. 

n,t' /mpuitl/ GI/ani plo\'er 
fires Ihe Inferno cmUl(m. lie 
plact's Iht' Iw(/\'Y flulller 
/ell/plme mid /'Oils Iht' 
Ani/Jer), Iii£'('. He s.o",.( tJ/1 

B. so lilt' Il'mp/oU' mOl·e.' 

Ihe /ilwl Dirt' An'nger af'(' 
cml.\' to lKhed b\ Ilrt' 
temp/me arnl Oft' therefort' 
ollly hil by the Inftmo 
('IUlI/on on the D6 diet 
roll oJ a.t. 5 fir 6. 



Hell1/O/wd firef its 
Thl' flames 

INFERNO CANNON HIT TABLE ArulOURED VEHICLES 

I-J Target doe~ ROI catch fire. The small amount of 
chemical fuel i ~ quickly e~tinguished. 

Although the Inferno cannon has little 
chance of damaging :t fully annourcd 
vehicle. the intense. blistering heat of 
the names can affect the crew. either Target is ~mothered with burning chemicals and 

Ignite~ seeping in through open h:nches and 
unsecured vision slits. or just baking 

If a target catche~ fire. test for the effect lit the 
~lart its own tum. Roll a D6 on a Fire Test Table 
primed below. 

Any friendly model within I" ofa burning model 
may lIttempt to beat out the flames during the 
movement phase. Thc beating model may move 
as normal. butl11ay nO! shoot during the ~hooting 
pha~e. Roll a D6: if the score is 6 the flames are 
beaten out. If more than one model is available to 
help beat OUI the flames the chance increases by 
+1 per model. ie two models need a 5+. three 
need a 4+. and ~o on. 

A target \\hieh is under the influence of the 
p~ychoJogical effect of frenzy when hit by a 
Inferno cannon m:ly continue to fight despite the 
fact it is burning! The modcl moves. shoots and 
figh1.~ as normal. but continue [0 roll for damage. 

The Inferno cannon is a support weapon and may 
only be mounted on a vehicle. 

Inferno cannons count as flamer weapons for the 
purpose of special rules or invulnerabilities. The 
Eldar Avatar. for example. is immune to the 
effects of flamer. meha and plasma weapons and 
cannot be hanned by the Inferno cannon. 

Models inside bunkers hit by an Inferno cannon 
will all be hit as the Inferno cannon is a flamer 
wellpon and follows [he special rule~ concerning 
bunkers printed in Warhammer 40.000 B:ltlles. 

the crew alive by turning their vehicle inlO a giant 
oven! If :my location of an enclosed vehicle is hit 
by the Inferno cannon. roll 10 determine d:ll1lag~ 
and sec whether Ihe localion catches fire. as 
normal. In addition. roll a D6 for each model on 
board Ihe vehicle. On a roll of a 6, the model 
Illkes I wound with a -I saving throw modifier. If 
the location catches fire. then you must continue 
\0 leSI for the crew ullIilthe names go out. 

1-5 

6 

lllc chemkals and flames continue to bum. automatic.ll1y 
causing a further hit. Work out damage b nonnal and remove 
the model if it i~ slain. If the model is not killed it willlllove 
r.mdoml~ and will not be able to do anything else that lUm. 
Nonnal unit coherency rules are suspended for burning models. 
Vehicles. DreadnoughtS, and Terminator Space Marines may 
ehoo~e to ignore the names and Illay move and shoot as !lonna!. 
Enclosed \·chiclc~ will have to teM 10 see if any crew succumb 
to the intense heat. 

The fire goes out. The model may not move and fire during the 
current turn. but may fight nOrm:llly from 14; following tum 
onwards. If coherency has been broken, the model mu,t reo 
e:.Ulblish coherency as ~oon as po~sible. Vehicle!>. Dreadnoughts 
and Terminator Space Marines may choose to ignore the dying 
names and may move and ~hoot as nonna!. 
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PLATOON 
ORGANISATION 

Thi~ Plntoon from the 
Mordian Iron Guurd 

regiment consiSI~ of a 
Command Squad. 

Squad One i~ a MordiUll 
Iron Guard ~qu:t(J. with 

,In additional Hellhound 
Tank unil. 

Squad Two i~ a Mordmn 
Imn Guard Hea .. ), 

Weapons squad. \\llh an 
'ldditionaJ Rough Ride,", 

unil. 

IIIlLLIIOIJNn S'I'IlA'I'IlGY 

The unusual nature of its weaponry means Ihal 
the Hellhound's pan in the Imperial Guard 
strategy is \'cl) simil3T to that of Inc Demolisher. 
Squ:ldrons of Hellhounds arc held in rescl"\C, 
umit a tac tical ~ilumion arbe!. where their deadly 
flame weaporL~ will be mO~1 effective. 

The Hellhound is primarily u~cd 10 help Imperial 
Guard forces capture hea\'i!y fonified cities and 
bunker complexes. The~e 

positions may be \00 lough 10 

lerrain ~uch as cilies or thick Jungle, the 
Hellhound~ advance ahead of and 10 the nanh of 
the Lem,1O Rtt~~ Innk squadron,. ready to de~troy 
any concealed enemy infantry. 

The Inferno cannon·~ shon range firepower, with 
a \cry high kill ratio. is ideal for nushing OUt 
infantry hiding in buildings or \kulking in 
concealed foxholes. With thc<.e hidden threat, 
removed. the Leman Russ bailie IUnk~ may move 
paSt these danger zones and eontinuc wllh their 
blitzkricg allllck. 

destroy wilh Imperial Guard 
artillery. or may need to be 
captured inlact so that the 

ARMY LIST - BATTLE LINE 

Imperial Guard may OCCUP) 
them once thcy have been Illken. 
In these situalion~ ~quadron~ of 
Hellhounds are senl forward. 
their fasl engine~ cMrying them 
quid..!} to the botltlewne. The 
Inferno cannon·s abilit} 10 kill 
troops in bunkers lind buildlllgs. 
without actually dmn<lging the 
struCIi.lfC of ~uch defence\. 
make~ the Hellhound ideal for 
use on ~uch mis~ions. 

The Hellhound i~ often used to 
suppan Imperilll Guard 
blitzkrieg (lIIuck~. When the 
column reache~ an area of den~e 

HELLHOUND .......................... 165 poinL' 
The Imperial Guard anny may include lIellhound~. l'or 
details of huw these fit into the ~truclUrul org.lObution of the 
Imperial Guard <.ee the di3gf"Jm and photos below. You may 
include individual Hcllhound~ in your amI)' IlS additional 
units. in the \ame way as Leman Russ tank..~. 

PROFILE 

Imperial Guard 

SPECIAL 

DATAFAX 

M WS BS S T W 1 A Ld 

4 3 3 3 3 1 3 1 7 

lltc Hellhound cauo,c~ Jt'1Ir ~ dc<;eribeJ in 
(he Warh:unmcr 40.000 rulebook. 

The Hellhound dnt3fax contllins ullthe duta 
you need to know to u~e thi~ vehicle, 
including options and addltlOn:!l co~ts. 

mCl)[l.m[]m~ JffiCDB 'lffj1 il 
(BCDCLlJ) _ CLn ll'(l[)Cl)b'{ 

.... _____ .... ~~-----... ISqU.d Two 

Commend SqUId 
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Sergeant with hand flamer Grenade launcher 

Ice Warriors with lasguns 

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

Melta-gun 

Heavy bolter weapons team Lascannon weapons team 

Valhallan Ice Warriors fight off a Tyranid assault 
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A DUNGEON OF YOUR OWN 
By Gavin Thorpe 

"Of course nobody knows we're here, man ling!" Snorri Ironaxe reassured his 
Barbarian companion. To prove his point, the Dwarf limped ahead of the 

others and into the dimly-lit chamber that was their goal. There was a cruel 
suicker from the darkness as the Skaven sprang their trap .. . 

CREATURES OF DARKNESS 

I n White Dwarf 188, Ian Picks[()ck showed how you can use 
the blank Event card decks \0 creme a range of Monsters thaI 

fit your Citadel Miniatures collection. WeI!, [ thought thallhi ~ 

was such a good idea that now I almost always use the blank 
Event decks in my own adventures, along with a few more of 
my own ideas. This means that I can ea~ily fight Chaos­
orientated adventures. or populate my dungeons entirely with 
Skavcn and their foul minions. 

There are IWO key components to making an adventure for a 
~pecific type of adversary - the Event cards and the ad,cnlures 
themsel .. cs. With just E\'ent cards you can create the right type 
of adversaries to fight against, but you' ll still be playing the 
~ame advcmures as before. To really create the dark hold of a 
Chaos horde or a Skaven lair. you'lI have to invent specific 
advemures for your Warriors to complete. This is the samc 
proces~ we wem through creating the Lair of the Ore Lord and 
Catacombs of Terror advemure packs. We sm down and looked 
carefully at what made the Orcs and Undead so characterful. 
and worked out how best 10 tr.mslatc this imo a series of 
challenging Warhammer Quest adventure.~. For this article 
though I only have a little space, so 1" 11 just look at creating 
your own personalised deck of Event cards and come bad.: to 
the adventures later ... 

MOMENTOUS EVENTS 

L et's deal with those Event cards then. As [an pointed out, 
it is simplicity itsclf (well. almost) to create 'M' type 

Event cards for your chosen race. Your first stop is the Bestiary 
~ection of the Roleplay Book. You'll find an almost e}(haUSlive 
guide to every creature and troop type that can be foond in the 
Warhammer World. Almost exhaustive. Any gaps in the 
Bestiary are not due to a particular dislike of the panieular 
Monster on the part of Andy Jonel> (nor e\'en our absent­
mindedness), they are absent merely because there was only a 
certam number of pages to go round, and some slow-pokes 
were left at the back of the queue! 

Anyway, it is thc mailer of a few minutes to translate the 
appropriate Monsters to your cards. A couple of playen. ha\c 
said to me that they find the bl;mk card~ most useful for 
playing adventures above Baule-level l. Despite the 
horrcndous amoums of p3in and misery thc Monstcr tables 
enured u\ (well, slight angui~h anyway!) it is truc that the 
Event cards are an CJ(ccllent way of playing harder advcnwres. 
There j<; no reason why you havc [0 ha\ e just a B3ttle-Ie\"cl I 
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A DUNGEON OF YOUR OIVN 

A.I \"I.m \t'II/Im;' flt·eper inTO Ihe (lark corrit/ors bennlll, IIIe Old \I(lrld, 
.1'011 IIII1.it "iumph IIgllitw el'('r more dfmgenms foes - ill Ihl.1 (;(I.~e lise 
1\'I1rritlr,I' /W\'l' (n/lel' foul of lire honi/rillg force~ of Um/i'(llh.' 

E\ene dec!... i~ there? Look 
at wme oftm: hi!;her Baulc­
leiI.'I table~ anu )'ou'\I ~ee 
that there\ plcnt) of 
~ Ionslers to go round. At 
higher Balll e·le\'el~. cach 
cnt!) on Ihe Mon<Ol<.'r tables 
can contain up 10 four or 
file different t~pc' of 
~ l on~ters. If po~~ible. 11') 10 

PH.'!.. cntri~ II ith onl)' one or 
t\l 0 type~ of ~Ion'ter '0 you 
can fit their profile~ and 
'recial rules onto a single 
card. For cxample. for 
Ballle-Ie\ el 5. ) our . M' 
E\ent card~ could include: 

I Wight Lord and D6 Wights. 

I Cockatrice. 

I Gorgon. 

103+1 Chao, WaITion. riding Juggemaut~. 

3 Dragon Ogre,. 

103 Beasb of \:urgll.' and 

103 Skalcn \\ arplirc Thro\lcr team~ 

'n lis h a prell) eclectic ,,(:Iection of~ lon\ler ... but \lould allow 
you to fight j B:ltlk-Ie\cl 5 ad\enture u~ing the c!lrds alone. 
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For special rules. simpl) make an abbreviated "ersion on the 
card to remind you - if something is 100 complex you can 
easily' refer to Ihc relc\ ant seclion of Ihe Roleplay boo!.. (which 
you Iiould have 10 do anyway!). 

WCII. bae!.. 10 y,.hm I \I'as saying about tailored E\'elll 
deck~. A~ )'00 can see. it is simple 10 copy OUI the dclaih 

from the Roleplay boo!... and lan's article shows how to de\l'C 
special rules for troop Iypes \lhich can', be found in the 
be~t i ary (send them in. I~e may publish an expan~jon to Ihe 
Warhammer Quest Bestiary somelime!). 

A~ well as your Monsters, though. you need to cOllie up with 
'E' Iype Events - those ~pike-filled pits and rooms filling \lith 
sand that make an ad\cnlUre more ,han JUSI a Mon~tcr bash! 
Events of this sort can be spill into t\l 0 types - Ihose that hclp 
the Warriors and those that hinder them. Those of you who 
read m) InTO Ihe Delnlls article in the last issue \I ill be th inking 
"'c's sed all di~ before!", and you'd be right. But last issue I 
was talking abolu board sections. which are subtly different. If 
you Ihink you know "hat I'm going to say nex!, you can skip 
the nexi paragraph (but then you'lI never know ... ). 

Well. thaI's lhe kno\l-il-alls gone. so I can carry on with m) 
explanation. The thing 10 strive for with your new E\'ents i~ 

balance. In the sa\lle y,.a), thai the more p(l\\erful Monste~ 

come in smaller groups. w more deadly traps or larger treasure 
hoards should be cqllall) rare. The only real way to achieve 
gallic balance i~ 10 do \I hal our games de~igners do - playte't! 
Try OUI your ideas. and modify them according to what 
happen<-. If an Event kills off lhe wholc pan). iI's prelly safe 10 
S;I) il needs toning down a bit! On the OIher hand. if the 
Warriors ~troll into II room and end up laden down wtth 
treasure \I hen they come out the other .. ide. you should make 
Ihmg~ a bit more difficuh. As your Warriors progress up 
Ihrough the BailIe-levels (hopefully!) you should toughen up 
your Even\.~ accordingly. 

Well. now Ihat eve!)-bod) knows about game balance I can 
sprinkle a few ideas il1lo your fenile Imagination - some of 
Ihem may grow into brilliant Evenls in the fullness of time. 
The casie:.t way 10 do Ihis is by way of example. Do you hllie 
your new Event card:. from this month's card section? You do? 
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A DUNGEON Of- YOUR OWN 

Right. these are ~ome Events thaI I Ju~t happened 10 have 
bubbling around in my head a while ago. and I gOl the chance 
10 include lhem in While Dwarf (lucky me!). Lers take the 
simpicsi one firsl. B) the way. all my cards are designed for 
Ballle-level I. bUI Ihat'~ bcrause a~ well a~ laking my 
Barbarian. Ragnar - Scourge of Evil. up through the ranks. I 
like 10 play one-off gamc~ with Ihe di fferent Warriors 
available. trying out differem party compositions and gener-.tl1y 
messing about with my adventures. 

RAT OGRE 

The Ral Ogre i) the most straightforward of the four Evenl 
cards. I ~itJ1ply u~ed the profile from the Roleplay book. 

noting that the) roll IwO dice for damage and ignoring thc rulcs 
fQr Fear, sinte Battle-level I Warriors are 50 full of fiery 
)outhfulness they an:n'l scared of anything (it·s only as you 
gain experience that ),ou truly learn what lerror is!). Noting 
th:!t Rat Ogres are e\en tougher than MinOiaurs, I thoughl a 
single Rat Ogre ,",ould be enough to suitably tax the Warriors' 
skills. The choice of a Rat Ogre wa~ purely for personal 
reasons - lht:) have such a reputation for savagery and 
violellce I wanted the opportunity 10 dcfeat one in combal! 

ORe AMBUSH 

T he Ore Ambush is one of lhe mosl )imple changcs you can 
make 10 significamly alter an EvenL. All I've done is take 

one of the Monsters' special abilities from the Roleplay Book 
(Ambltsh III thi~ ca.~1 ulld given it to a type of Monster thllt 
doesn·' usually ha\L' il. You could do something similar with a 
lillie thought. For a start. WI) Iype of r..'lonster can ambu~h 
people (in retrospect I think that Skaven are even more 
appropriate than Orcs) "<llhcre·s a stan. Or how abom Black 
Orcs with Ihe Pi".,.,. ability (they get to parry and therefore 
ignore:! Warri(lr'~ blo .... on a certain dice roll). they'd be nasty! 
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The Citadel range of models contains Monsters anned with all 
sortS of weapons, ,",earing different annour and riding a variety 
of monslrous creatures. [f you came up wi th rules for Giant 
Wolve~. there's no reason why your Gobbo Wolf Riders 
couldn' t come ~wceping down the corridor towards your 
party! What about Beastmen with halberds instead of Ihrowing 
spears? You could say that their long weapons enabled thelll to 
fight in ranks (that is. attack the Warriors from t .... o squares 
away). The only limit 10 \\>hal you can do is your miniatures 
colleclion and your imagin31ion. 

With this Event, game balance was maintained by reducing the 
number of Orcs attacking from 2D6 Orcs to 106, which offsets 
the fact thai the WalTion will be attacked before they get (I 

chance to react. 

TREASURE TROVE 

Treasure Trove is tl fun Event because il offers greater 
rewards. bul at a higher risk. Beclluse the chances of 

finding treasure tlnd triggering nn UneKpected Evenl lire the 
same. you really have to decide where your priorilies are and 
ho .... fit you think the party is. If you gel greedy .... 'hen your 
Warriors ha .. e already been through almo~t the entire dungeon. 
there is a good chance that all the Treasure in the world isn't 
~oing 10 SOl\e you! On the Olher hand, thut Healing Potian 
could be the neKt card in the Treasure deek ... What a dilcmma! 

SPIDERS' LAIR 

The Spidt'rs' wir is similar to the Ore Ambush. in thai it 
applies a special ability which hinders the Warriors from 

the start. In this Cll,e_ II happens thai the Spider<; have the m:b 
ability anyway, but you can achieve a similar effect wi th other 
Monsters. For instance, your brave Warriors could come across 
II part icularly foetid group of Zombies and each Warrior would 
have to roll their Tooghness or les~ on a 06 to avoid choking 
on the stench and suITering a -I to hit penalty for Ihe duration 
of the combat. To en.'>ure game balance in this type of situtllion, 
it's a good idea to either reduce the number of allacking 
Monsters. or increase the amoonl of Treasure gained for 
o\'ercoming the adversaries. 

OTHER EVENTS 

A ll the E\ents r ve talked aboul so far ha\'C becn pretty 
negali\e - Ihey provide foes for the Warriors to 

overcome. Howe\cr_ not all Events ha\'e 10 be reo;oh'ed with a 
few fi reballs and a strong sword-ann. TlIcre IS room for divine 
in~piration in the form of a small idol or chapel where the 
Warriors can heal or gain some special ability. Another oplion 
is for the Warriors 10 encounter the ghosl of some unfortunate 
Warrior from the past. who guides them for a liule way. This 
could be resolved by ignoring Unexpected Events for a certain 
number of lums or board seclions. or perhaps allowing the 
Warriors to tum over the next couple of E'ent or Dungeon 
cards SO they can see what'!. m store for them. This should be 
just enough to give them an edge. bUl nOi enough to make 
finishing the adventure pointless and devoid of surpri.scs. 
There are many ways the Warriors can be aided wilhout ju~t 
giving them the opportunity to grab lots or Trea~ure! 

1 could go on for ever. almost. but I'm sure )'00 can come up 
wilh loads of ideas .... ithout me going on and on_ Weir. it's lime 
to start thinkmg about writing your own new adventures. Until 
then. bye! 
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Orc Lord and Catacombs of Terror packs Vlfhlch Introduce new Monsters and even more 
perils. In addition. the WarTior packs contain eight ne\N heroes, each vvtth unique special 
abilities. skills and Vlfeapons. Dare you face the challenge of Warhammer Quest? 

Cllad&!, lhe Citadel ca.stle, Games Workshop. the Games WOI'kshop logo and Wartlammer ara 
reglslered lrademarks of Games Workshop lid. Wartlamrner Ouaslls a trademark 
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11..-4 til 1M 
_J.,.". 

JoIwtItI"",,'t 
"."" AlIdy ..... 

nOIfIlhrIn. 
ltlSily .llrpristd 
by our ,,,.,,,,, 
Whit. Dwtu;{ 

tetl1ll! 

and impressive list o/proj ects 10 his credit. Needless 
to say he's a hllsy chap, but eventually we cornered him IOllg 

ellough to get him 10 al/swer some questions .. . 

Jake: HoI' did you COlli I' to work ror GUllies 
Workshop? lIow did )OU gain Ihe ('xulled 
position ~ ou h ~l\ e now? 

And) ; J ~Iancd working at Workshop 111 1m and 
prior to that I'd been an enthu~iaslic Barner. [ \\a~ 
pla}tng Adcptus Tilanicu~ \\ceJ..ly (or ahom It 

year. year and II half. 1 had quile a big fOfel' of 
Titan, ami I hcnrd from <.omelxxJ} I knc\\ who 
was working II I the Studio allhe lime. lhal Jcn i~ 
h;ld taken II \i'l. month ~abba[ical. lind thought 
"here"s a chance [0 jump into his shoe,", f'. ly 
insider :1I\{1 "lid that they're really de~pcra[c IU 
gel II gU) to do the rules for <;ome new relea<;elt :l~ 
Ihl"} \\i'~ JU~I Imnging OUI the original Epic 
Knigh" a[ [he time. The model, were there bUI 
you couldn't usc them for an}thing b\:cau,e there 
....ere no rulelt. 

So I wrole an article. look il round to ;1 friend', 
hou<;e 10 gel il ull word proce~~ed up, checked il. 
double checked it und triple checked il und ~en l it 
in. I hassled Phil Gallagher, .... ho was running [he 
Sludio at the lune, hasltled him to death about It 
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over the next couple of week-.. He said basically 
lhey liked it. \.\ hich \.\ a~ good becau"," [ had 
:lclUally gone to the trouble of reading the White 
Dwarf art itle"i. finding OI.It ho .... they .... ere written. 
\\ hal the phm"eology \.\ :(s. ho\.\ they were l:lid 
OUI, :lnd tried to get it in the 'arne slyle -
everything spot on. [ e\en wrole ~oll1e (b(ld) ,hon 
""orie, . He said [hb is reasonable. \H' wou ld likc 
you 10 work il up (Iglli n. blll Ihe ungle you'vc 
luken with Ihc~e isn' t rillhl. We wa1ll [0 do 
somelhing different \.\ilh them so you ' re going 10 
have 10 wrile il up n.:eording 10 our brief. Whul 
they w311ted \\ as totally different 10 my <;tulT \0 I 
rewrote it completely, laid il all OUI and bunged il 
bad. in again. By Ihis time Je,",'ilo \.\:lS aClu:llly 
coming back from his ':lbOOtital ... 

Nonethele~, they brought ntt in to the Studio for 
a couple of week, 10 finj,h Offlhi~ anicle :lud put 
it in Wh ite Dwarf. and I chh elled away lit Ihal und 
n few Olher thing~ while r \\<I~ there in " vcry 
\\orkmanlike f<l,hion, All the time Ihinking ··God. 
what <In opponunity!"·. Two weeks turned into ;1 

Alld.,· 11lI.1 HII/·/{·tl wort (II! Codex; 
Chaos wi/II Jen'il, (111(1 i .• ("(>I1\·I.'n/II.1I 
mmle" ji)r hi { mill eliI/O:; Splice 
Jll/ril1l'tln/H. /lUfO \ lilt, .firH b<llI"II .. 



lhree momhs trial "we don't quite 
believe in you yel" period in which 
lime I worked on Ihe olher Epic army 
lists we were bringing OUI at Ihe lime. 
The first one we did was lmf'('rial 
Guard. then \\e did Space Marines, 
Squ:us. Chaos and arks, It was a very 
arcane system that we used. blll it kind 
of led OntO the army card-based system 
we have now. 

Jakc: It was publis hed in the ()warf'.' 

Andy: Yes it was published in White 
Dwarf 120 or thereabouts. After a fe\l 
months they decided they wanted 10 

keep me on. [ \~ent through doing Ihe 
photography und stuff like thaI. 
scuuling abolll making myself totally 
indispensable to everybody! 

Jake : I heard rumours thllt you 
actually tiSI'd to be a 1\'lail Order 
Troll at Eastwood at one stage? 

Andy: Ye~. that was back in 1988 I think. 

Jake: Putting miniatures into lillie boxes for 
people to buy? 

Andy: Yes. [ worked there a month or 111'0 before 
Christmas. I eamc back and worked here for three 
months afler Christmas. Again, [ found out abom 
Ih:11 because [ actually knew somebody who 
happened 10 be working in Mail Order who said 
they needed some e);lra warm bodies. and they 
preferred people who lIctulll1y played the gllmcs. 
because they knew the miniatures II bit more. 

Jake: So you 'd know what a Ha neblade was 
wh{"n they as ked for one? 

Andy: Not thm there were any Baneblades m that 
time. It was actually JUSt knowing \lhat a Chaos 
Sorcerer is and so fonh. Also. especially at the 
time they didn't havc a very organised system. 
just these big bin$ Ihat had llbout Ihree different 
miniatures in each. So for every order. you had to 
go to these massive racks, 3g3in each one wilh 
three or four different miniatures in Ihem. find the 
ones you wanted. or find the muJtipic:s of the ones 
yOll wanted. and go arollnd and find the next one, 
find the next one and find the next one. TIlere 
were cenain miniatures which were never there 
lhat you had 10 go and scrounge frollllhe f:lcto!)'. 
H:lppily it's much more org3nised now. 

JlIke: So you started work on Epic but you arc 
best known these days for Warhllmmer 40,000, 
and I suppose it's your main thing'! 

Andy: Reali) the main thing I \\ork on these days 
is 40K. Before [ stancd playing AdeplUs Titanicus 
I did play the original Warhammer 40,000. and we 
had an intensive bout of playing that for six 
months or a year. so it's qui te good 10 go back to 
it really. 

J ake: Is that 11 fa vourite oft hegallles ~'ou play? 

Antly: I think so. yes. 

Jake: So you turned from the lillie ('haps 
to tht' big onc.';'! 

And y: Yes, bUI ! slilllike Epic a 101. I don't 
I..now why I like it ,0 much, I guess it's got 
that grand sweep to it that 4DK hasn·1. They 
;.If(.' very different gllme~, but [ find 11 easier 
to gel a -10K game together than [ do with 
Epic these days. Hadng said that. ~omc people I 
kno\l gOI into Epic recently. so r'm being drawn 
back into playing il again. 

Jake : You did Epic Hi \"{' War not so long ago? 

Andy: Yes. doing the Tyranids for both 40K iU!!.! 

Epic was :1 lot of fun, because you get to shape an 
entire race from Ihe £round up virtuall). 

Jake: Hasiclilly t he r{" was nothing there 
before? 

Andy: There was some stuff for T)'ranid~ already 
bUI it was a ca~e of the \ery. \'cry little~1 ~eed~. 

Jake: Well , nrc the~' the greates t threat to the 
Galaxy cver? 
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Anely\ (J hig fall IIf Ihe 
5/.;(II'ell. mId i\ fO !ilrollgly 
(lsJui"imed lI'jllt litem Iltm 

l1"e ltalI belil'l'e he j. Ihl' 
Hotlled /(at. Tlti.f photo 
,·holl'., Andy:' origil/al 
//Iodel (II Ihe Sac{/lI/ill8 
81'11. Ilhillk il looks great.' 

"Every time a 
new race comes 

out it seems 
very scary ... .• 



Tile fin/ ""er Nel'romulI(la 
Reilemplionill CnuaJi'! As 
win are wrill<!11 at ri,e .mllle 
limt Iht llrodell (Ire being 
desiglleJ. ill' Ofti'll rlti' case 
IlulI _·\ndy 1111.1 to COIII'en or 
scrtltd,·budd Iri~ 011'/1 lIIodels 
10 pIU\'/('51 11'1111. They 111((1 
1I'0r.l. os ,hne·dimensimral 
nprtSi'IJIfJIIQIIS olll/wl he has 
ill mllU/1l hell he \ IIrillllg. 

And\' added lhi~ baW' _w {lUll he 
COIII(/elller //11 /11.'\\' 1((1118 ill Ihe 
Opell (,OIllPI!/lIioli (II Golden 
DelliOIi '95. 

Andy: Yep. and so is e\'erybody else! 

j ake: They hud a rairly good slab in Ihe 
In\'as ion or Ichar IV? 

Andy: They let me down tenninally! I don't 
know. but I suspect it was something to do with 
the lack of Zoanthropes, 

.lake: Tlmt mighl nol have helped, 

Andy: No, I think. in retrospecl. we could really 
expect the Imperial and Eldar players 10 r'JIl) \0 

the cause and I can imagine the Tyranid players 
struggled a lillie bit because they were dealing 
wilh new forces. They were not quite familiar 
wilh Iheir own troops. II lakes you a while to sort 
out the foibles of any new army. just as it does 
when you are fight ing against them. The first time 
you encounter a new foe it seems like they're 
absolutely terribly. terribly destructive and so 
much beller than you it's scary, And so because 
you don't understand what down-sides they've 
got. you only sec the good bits. That's what 
alwa)'~ happens .... hen \\It get a new Annics Book 
or Code~, .... e listen to a chorus of people saying 
"Oh they're ~o much better than the last thing. 
(hey really are"' and i('s only after a .... hilc you get 
used t("l how you slaughter the ne .... guys. 

In 40K .... e·ve heard it .... ;th the Space 
M:lrine~. we've heard il \.I Ith EJdar. we· ... e 
heard it with Imperial Guard, we've heard it 
with Tymnids. Every time :lIlCW race comes 
out it seems vcry scary until you stan gening 
a handle 011 how the new race works. It 's all 
ju~t pan of the fun of the game! 

Juke: t\ t the momenl you'\'ejusl finished 
the Necrtlmunda supplement Oullanders? 
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Andy: Yes. that's gone off m) desk. all that 
remains to do is to write the White Dwarf anlcle 
for them (next nrOluh - Ed) . 

jake: So no\.\ you're working on the Chaos 
Code,\( for next year? 

Andy: Yes. me and Jervis are working on Codex 
Chaos and Codex Imperial Agents for the summer 
or autmnn next ye:lT. The Chaos Codex is rJttling 
along at a fair o ld pace. It has been \'ery good fun 
so far and we've fought a few preliminary 
skinnislles with Chaos Space Marines and SlUff 

and we're very happy with it. 

jake: Doubtless they will be the latesl 
unkillable thing when It comes out? 

Andy: Dh yes. doubtless. They're really neat. 
We're trying to give Chaos a bit offonn and more 
character, The current li~t. the really basic one 
that's in the box, doesn't huve u shape. The excuse 
is that we had to throw everything in there 
because everything was in there before. and to a 
large extent .... ·e had to cover people who already 
had forces so as to not leave them high and dry 
until we get around to doing Iheir panicular 
Codex years later. They tlad wmething to be 
working wilh at least. They could get whate\'cr 
Ihey had already and use II in an army. Ihat was 
the idea. 

For Codex Chaos we will emphasise what people 
re:llly like 10 play, which is Chaos Space Marines. 
We'd pretty much come to Ih:lt conclusion just 
looking at the Warhummer 40.000 Tournament 
and talking to people, 

Jake: Yes, they a lways talked or il as Chaos 
Space t\-larines. 

Andy: Yes. the Traitor Legions. 

Jake: At the 40K Tournament were 
there any Chaos lIrmies? 

Andy: A good few. They were ull 
basically Chaos Space Marine annies 
with a few Duemons thrown in. and 
that really son of clinched il. But 
nonetheless it was really obvious that 
people wanted their annies 10 be 
Chaos Space Marines 

J ake: When )OU lilT doing work on 
the Chaos Code~ or Outlanders you 
usually work ahead or the 
miniaturt' designers. so you have to 
con\'erl your own miniatures to 
play the gumes. 

Andy: This i.~ one of the bitter pills I 
ha\'e to swallo .... : I don't get the nice 
miniatures to play with. I have to 
cooven my own. That's quite a 101 of 
fun in itself. I've gOl more and more 
into it panicularl) o\er the course of 
dOing Necromunda and Outlanders 
because il"s fa irly easy to conven up 
some gangs out of Catachan Jungle 
Fighters or Barbarian~ or whatever. 



Jake: Seenuse you don ' t Ilct!d armies of them? 

Andy: Yeah, you only need about a dOlen figures 
really, The Dog Soldiers, my really old Gang, is 
sixteen strong. I built that up gradually, My 
Redcmptionist Crusade has got eight models in it, 
but [ need 10 do some more. 

For Codex Chaos I am converting Chaos Space 
Marines :ll the moment. It's fun because I spend 
all day looking at words and typing on the 
machine so it's nicl;": [0 go home at night and cut 
some models around and stick Superglue on my 
fingers - it's good fun. It's actually quite diverting 
for me and I find painting rather therapeutic. 
Unfortunalely, I just don't seem [0 have enough 
lime to gCt it all done as fast as I'd like. 

Jake: There's ne\"er enough ti ll1 (,. 

Andy: No. never enough time. Ihal's true. I have 
more anny projects that I have actually been able 
to complete. Bu[ the unfortunate thing is. of 
course. that they automatically become obsolete 
as soon as the right min iatures come OUI. which is 
Ihe price you have to pay I suppose. That's the 
down side of it. 

One of the most rewarding things about it is Ihal 
if you think something should really look a 
certain way then I can at least do the conversion 
and paint it to show people what I was actually 
visual ising when I was writing. They then usually 
take it and do it beuer in point of fac\. It helps 
them to see what I' m talking about. It ·s also a 
good process to go through. [t means that r m 
elTectively collecting an army so I get to push the 
[iSIS. find out if there are things in there that I 
actually want. and decide whelher I should have 
them or not. Sometimes J don't get the time, the 
product dead[inc is too light for me to be able to 
spend two or three months putting all anny 
together. With Ihe Chaos stuff I ha\'e started. I' ve 
now got sixteen Chaos Space Marines finished 
and another twenty on the way. 

Jake: You ha,'e a pile of them here. 

Andy: Yes that's right. J" ve broughl 
them into work 10 undercoat today. ['\'e 
got a Rhino al home that I' m busi ly 
convening. J" m going 10 glue as many 
plaslic things on it as possible so il has 
lots of vehicle cards like loads of 
ab[alive armour, stenn bolters. that 

Alldy's del'otio" to the children 
of the Hornell Rat doeslr't elld 
wil/r Warlrammer. For years rhe 
Skavenblight Scramblers were 
the balle of every team rhey 
faced. and like the Doom/ords 
IWI'e scratched Iheir rUlle all 
el'ery lrophy olld award going. 

kind of thing, 

Jake: You ' ll end up with a 300 point Rhino! 

f\ndy: 95. [ reckon actually. 

Jake: 95, that a ll ? 

Andy: 15 points for Ihe . dozer blade. three stonn 
bolters. and 15 for the ablative annour. I' ve 
opened up the back so I can stand twO guys in it 
and put a fellow in the Leman Russ hatch in the 
front. so that's three stonn bolter gunners to keep 
them all at bay! 

Jake: What do you play these days? 

Andy: 40K mostly. When it comes to a wargame 
it's usually 4OK, and Necromunda. of course. J 
did play an ancient naval ship game last weekend. 
1/300th scale. not even that. 1/1200th -lillIe liny. 
tiny ships all splishi ng around! J a lso love to play 
games like 
History of /he 
World or 
Apocalypse. 
am particularly 
hankering to get 
back to playing 
some more 
sophisticated 
board games. 
it ·s finding 
somebody else 
who wants to do 
it and somebody 
who can leave it 
set up for weeks 
at a ti me. The 
las[ big one I 
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"l _ 'rg<lll1ul 
nice Min""",.". to 
p1sy with, , Ita .. 
to IIIIIk6 my OWn." 

Andy In bIs lair, 
working 00 some 

c ....... 
Terminators 10 

add to his 
growing Traitor 

Legion. 



p1(l)'ed W(lS Taming Poilu Swllngrad, I pl(lyed 
[hilt with Robin. iI took (lbou[ three months but it 
W(lS good fun. 

Juke: OUI of work time do you mostly play 
Ihese board games or whal? 

Andy: I gave myself over to mainly playing OW 
games al home long ago. I[ means that you've 
alw(lYs got an opponent and it makes my life at 
work easier. I don' t want to have to learn any 
more rules ever again! 

Jake: You" 'e been Arbitrator ror the 
Necromunda campaign here in the Studio for 
months, Now G:win's deposed you. 

Andy: [ deposed myself. if you don't mi nd! I did 
the job while I was writing Outlanders because iI 
was a very useful way of using the entire Studio 
staff as human guinea pigs to test things out. 

Jake: A bit like your Chaos army. That sort of 
thing? 

Andy: Also to kick the whole Necromund3 
campaign along. keep everything moving and 
make sure there was some new things thrown in 
occasionally to keep the pot bubbling, But once I 
fin ished Outlanders I realised I wouldn' t really 
have time bec:luse I wanted to start tn:lking the 
Chaos Space Marine :lmly. I asked G:lvin if he 
would take o \'er because he'd helped me out on a 
few occasions 3nd he seemed to have the 
hankering 10 do it. 

Jake: He wants the power and the glory'! 

• 
Andy's currem modelling projecl (along 
lI'ilh bllilding his own lVarlumlllwr 40,000 
Chllos army) is bllildillg Necromllnda 
rerrain to represent Iile /Jog Soldiers 
hideolll - Fillh Pond (complete lI'ilh 
graffiti). Andy's games room i~' filII of Ihe 
usual elulter Ihat builds up around 
somebody wilh {/ lI'ell·honed /toardillg 
illslincr, There j 1I mass of lise fi jI biB' like 
lellglltS of IlIbe, coils of wire and old, 
abalIdoned model kils (hopeless/y 
burd/ered beyo/ld all recogniliol1), 
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Andy: Yes. he was quite willing to take it on 
board, so he's been carrying on with it while I' ve 
gone on to stal1 Codex Chaos (lnd of course it's 
useful because it gives you some sluff for White 
Dwarf. It also means I am free to be JUSt a player 
now. Tonight it's the last big showdown for [he 
Dog Soldiers. because they'lI be retiring one way 
or another after tonight's fight. 

Jake: What. retiring llgain? 

Andy: Retiring full stop, They've never retired. 
just not been played for a long lime, To be honest. 
the main reason is I didn't want to play another 
game until I could have a spectacular final 
showdown, [ didn't want to end with a shool OUI 
in a back aile)' somewhere, 

J ake: Sung nbout in legends? 

Andy: Oh 1 don'l know, Seriously mocked in 
legends! They're not allthnt hard a gang or a huge 
gang or anything like thaI. Half of them are crips 
anyway and the other half have useless 
collections of skill s, Another problem with 
s[aning up and testing a project is you find out 
things the hard way. I just have to remember not 
10 do that the next time, 

Jake: Yes. you probably end up with all Ihe 
scars of being the guinea pig yourself:' 

Andy: Yes this is true, bUI it's all pan of the 
learning process, 

Jake: rs there anything else you wa ul the 
readers to know'.' 

Andy: [ went climbing last week, 

Jake: C limbing'! 



The illfIlIllOIl.~ Dog So/diers, 
.fCo/lry.?l' (If ClIS//e Rock 1I11d m/ers 
(iflht' fllIl/l/I,- hole of Filrh POll/I, I" 
Ihl' el'rllillg lIjll'r the ill/en'iew, the 
Dog So/dien I/feces.iflil/.\' 

defended Fillh Pond lIgllill.\'l (I 

let'und mlwt!1 Urdeft'll by the 
Arbilrl/IOr. Tlrel'l' (Ire e,'clI rWI/OlI1'S 
111m Ihe Grand Do,~ iI going 10 be 
recognised lIS mayor." 

Andy : Yes, with Mike McVey, 

.lake: On real rock or the prl'tl'lld stuff! 

Andy: No. no, at an indoor place with some 
contoured plates just screwed into a wall. It wa!> 
good fun, 

Jake: That's one WII)' to make sure it doesn ' t 
rain on you! 

Andy: Yes its d!)', :tlways dry and you ha\'e a 
secure rope to dangle from, It's very exciting 
though. [ would recommend it to anyone, 

Jake: Ye:lh? Rumour has it that ~'ou ' re also a 
mad biktr in )'our spare time .. , Is it the thrills 
and the danger? 

And)': Yes that's it. The thrills, danger that's what 
it's all about. A real "Rock and Roll" lifestyle! 
No. actually [ spend so much time doing stuff 
with tiny little men and bei ng intellectual aboul 
things. I need to have some son of let out for 
thing!> occasionally. I think dangling off ropes and 
riding motorcycles helps to keep you sane and 
balance your he:ld! NO! as scary as if (likc Jervis) 
you have children. bit? 

Ant/v's Chaos Blood 8011'1 /eam domillolcd lIlId terrific(! Ihe SllIdio 
UlI/:lIf' sinre thev II'ere fanlled. The Doom/ords hm'e wall just abolll 
/.'\'eT)' II'Oflhl' Iherr is. mtd hoI'/.' left (/ wide awl foIory Imil ill Iheir wake,., 
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f( ••• and it's 
only after a 

whikyouget 
used to how 

you sl4ughter 
the new guys. " 

• 





THE BIGGER 
THEY ARE ... 

DEALING WITH POWERFUL 
CHARACTERS 

Every Warhammcr General has. at some point. 
faced the unbridled power of a Chaos daemon. or 
been subjected to the wrath of an enemy 
commander swooping down on the back of a 
Manticore. Dealing with these threats can pose 
~crious problems for the inexperienced gamer. 

HIT 'EM 
The most straightforward way of dealing with 
such ultra-powerful characters is simply to kill 
them in hand-la-hand combat. Many armies have 
unique troop types that can be used to greal 
advantage against enemy characters. For an Ore 
and Goblin general. Goblin Netlers arc a good. 
cheap way of hindering characters and other 
powerful creatures enormously. Since Ihey only 
need \0 hit their opponents to stop them from 
lmacking. they can greatly alTect the outcome of 
the battle if they can manage to net a Great 
Unclean One or a Vampire Lord. JUSt make sure 
th~t you ch~rge your opponent and not the other 
way around. Goblins have such a low Initiative 
that this is the only way that they get to attack first 
(Hand of Gork can be very useful in this case). 

The Des/royer is a nice weapon for the Dark 
Elves, since it can steal an opponent's spells and 
the powers of their magic items. 
Requiring only a successful hit, 
and not a Wound, \0 be effective, 
it can be very useful ill the hands 
of a Witch Elf Hero, with her extra 
frenzied attacks. 

Choosing an Undead anny allows 
the option of using the Skull Wtmd 
of KalOlh, with either the Hell 
Bannel' or the Doom Bmmer. 
Since this weapon kills outright if 
a single hit is scored and a 
Leadership check is failed. the 
banners that lower Leadership 
make il very deadly indeed. No 
ann our can help you when your 
soul is sucked from your body! 

EI't'I)'one:r 1<"Or.l"1 !lig/lImore - a 
Chaos Lord on (l DI'ogon beorillg 
dowII on yOllr army! 

ZAP 'EM 
There are many spells that are great for taking OUI 

enemy characters. Particularly effective are those 
that affect a target regardless of its Toughness or 
armour. Most straightforward of these are spells 
that aim to wound. or kill the character ouuight. 
The Bright magic spell Piercing Bolts of Burning 
is good for this. but best are the Amethyst school's 
Fale of Bjllna (which quite literally makes your 
opponent laugh himself to death) and the Purple 
SlIn of Xerells. which is by itself enough rea50n to 
choose Amethyst magic! For Undead armies and 
those with access 10 Dark magic, Dea/h Sp<lsm 
and The Curse of Yeal's are also excellent choices. 

The next best thing when a tough opponent 
cannot be killed is to immobilise him. This at least 
prevents him from wreaking havoc amongst your 
own troops. Amber magic is the best for this 
purpose, with Amber Trance. Writhing Wornl. and 
CUl'se of Anraheir all of which 
reduce. 
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BYTUOMAS 
PIRINEN 

Tuomas. who IS 

from Finland. 

provides some 
suggestions for 

dealjng WIth those 
ncar-invincible 
chan.clers and 

creatu res that can 
gIve a Warhammer 
Cene:ral nIghtmares. 

Wc KtuaJly came: 
across this u!lcle on 
thc Iniernci. where 

hundreds of garners 
swap views. lac lies 

and tips cverv dol}'. 
This IS a particularly 
good example of the 

sort of thing vou 
can find! 



Some umles have 
more powerful 
c.hUac.ltrS than 

olhers. The ones 10 
pUlic.ubrly Wilch 

OUI for ue Undead. 
Chaos and Dwufs. 
If you are faelDg 

one of Ihese armies. 
mike sure you ha\,c 

the Iroops aDd 
migic. items 10 81vc 

Ihe opposing 
,haucters a really 

lougb lime, 

£\'Ireme/)' wI/gil t'hom('/t!rs like Empcror Karl f-mn: elllr 
be (/ rY'(r/lirreQl, III/Icu ,VOlt kiloit' how to ilco/wilit Iltelll ... 

or cancel out completely. your opponent"s abi lity 
to move and aHack. Chaos armies Clln adupt 
Cloud 0/ Flies, one of the most re\'olting spells of 
the game. or ........ p their foe in the glowing threads 
of the Bondage 0/ Slamres/r. An effective trick for 
an Empire army is to use Crimsoll IJwulJ to bind 
your foe. and if cast from the Supreme Pmriarch's 
Staff of Iblmrs, it cannot be dispelled on the tum 
il i~ cast! 

If neither of Ihese approache« ..... ork. the final 
oplion is to get the enemy 10 join you! In Death ill 
IJrakellllloor, the baule repon from White Dwarf 
186, the effttctiveness of this taclic ..... as 
demonstrnled with undeniable success. Jake 
used Ihe Grey 
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magic spell Tmiror of Tam [0 take o\'cr a 
Chaos 0\\ arf Hero on a Great Taunts, who 
then proceeded to nOl only chase off four of 
his own units. but also managed 10 kill the 
Chaos Dwarf General! The Skaven spells 
Madlll'ss and Curse 0/ the /lamed 0111' can 
both ha\e a similar effect. 

Several magic items also granl useful spell­
like abilities. Thc Ring oj Cor;'r. which can 
suck out and destroy the powers of another 
magic ilem, is a fine way of ~cuing rid of Ihe 
troublesome magical protections and weapons 
Ihal so many charaete!"" carry. The only 
problem is if Ihe chamcter in question i~ 
protected by the TalislI!fln ojObsil/iwr. which 
cnncds the effect of nny magic cast at il!; 
bearer. It is a good idea to keep the Rillg of 
Corill near the SklllI Staff. so that the siaff can 
identify all the magic ilelll~ \\ilhio t\\elve 
iodle!!., saving you from having to gucs~, 

The Doomfill' Rillg i~ also handy againq 
charJcters, Although it can be drspelled and 
has only Slrength 3, nOl e, en magic armour 
can prolect against its dar!.. naIlICs, . . 

EAT 'EM 
A Giant i~ an entenaining \\ ay of dispo~ing of 
un\\.'anted characters, StIlee Ihe usual tactic of 
hiding inside units isn't dfeeth'e against 11 

GianI. wizards arc in gra\e danger, If enem) 
characlcN are your trouble, ju!!.t choose the 
"Pick Up" option from the Giant'S attack li~1 

and \oila! You ha~'e a fift} percenl chance of 
disposing of the trouble.'>Ome chamcler. and a 
one in three chance of gClling rid of him for 
good! Ahhough )ouropponenl is able 10 make 

one auack, even if it hi ts there is a good chance LI 
won'l wound. Wizards artt especially vulnerable 
to Ihis mode of attack, I f your Giam decide~ to eat 
or squash Ihe bothersome character, then no 
Cfraos Armmtr or lJlack Amulet is going 10 hdp 
him! In m) heyday. r have eaten a Savage Of(" 
Lord (a lively breakfast), 
Lord Skrolk and a 
Champion of Nurgle 
()'ech!). 



SHOOT 'EM 
Whenever possible cannons should be aimed at 
Ch:JnlctCrs. Although the "Look OUl, Sir!" roll 
ghes good protection. they will e\entually fail. 
The threat of a Strength 10 hi!. infl icting up [0 
1 D6 Wounds wjth no save, should put fear in10 
the hean of nny opponent. A good way of gening 
your llrtil1ery targeted at characters is to wait until 
they charge one of your unils. Choose 10 flee as 
your charge reaction. leaving your opponcnI in 
Ihe open. Then, when your tum comes. you can 
bring your cmire arsenal 10 bear on him. If he 
swoops down from flying high he won' l c\'cn be 
able 10 pursue )our troops as they flee! 

LIghter missile weapons nre generally less 
cfTecti,'c against individuals due [0 their lower 
Strength and targeting restrictions. However. 
there are a few notable exceptions. The Hochland 
Long Rifle is a popular de\'ice for picking a target 
Oil! from the rest of a unit. It can be lethal against 
bs po\~erful characters, but is limited by its 
inaccuracy and the fact thlll it can inflict only one 
Wound per IUrn. 

For characters with a reasonable Ballistic Skill. 
the Sky Arrow oj Nolotr is becoming \ery 
!K>Putar. and causing some h('adache~ to people 
who like to mount a mighty charoleter on the baek 
of a powerful monster. This naJ.ty magic item is 
almost eenain to hit any target flying high. and it 
has a enough Strength to do some real damage. 

Dwarfs can utilise their Rune magic to give 
themselves a wonh)' anti-
charactcr option. The 
"flying Hammer" is my 
favourite way of dealing 
with powerful characters 
and daemons. The main 
Rune needed is the !>laMer 
RUlle of Flighl. Coupled 
wi th two RUlles oj SlIIili"8 
(innicts 2D6 Wounds with 
each Wound saved against 
separately!) it becomes an 
excellent daemon slaying 
weapon. Alternatively. 
w lIh a RUlle oj Smiling and 
a Rlllle of Brt!aking (in nicts 
1 D6 Wounds and may 
destroy opponent's magic 
.... capon) it is a highly 
effective ami-character 
device. This lillIe 
eontf:lption allows me 10 
choose one opponent 
within twehe inches and 
hit him automatically. 
Since this item is relatively 
useless again~t rank and 
file troops (unless they are 
Dragon Ogres), your 
opponent .... ill soon karn to 
put his faith in regiments 
Instead of characters. 

TRICK ' EM 
If blunt force fail~ to stop the onslaught of your 
opponent's characters, then you must reson to 
trickery lind cunni ng to bring about their 
downfall. \tm H orSllllfli/ll's Speculum (from the 
Chaos Sp;.."Cial Character!) is becoming a personal 
favourite. [ recommend taking it against Chaos 
(and Undcild) very ~ trongJy. Give the bearer a 
Hydra Sword in addition and you can score 106 
hits with your opponent's Strength and Attacks! 

The Talisnrml of Rm'etlsdark is another devious 
device. Any flying attacker that charges a unit 
carrying this handy item needs an unmodified six 
to hit ! Is a Bloodthirster, or a Vampire Lord riding 
a Manticore bearing down on you? Don't worry_ 
anything that h ilS wings and charges a unit with 
this item is doomed! 

Another subtle plan is to take the cheapest 
character possible and give him the Black Gem of 
Glll/r. which will lock him in time with a Single 
opponent foolish enough to stand next to him, 
Since this wonderful del'ice can ~ activated at 
any time. you shouldn' t be afraid of even the 
toughest models of your opponent's army. Just 
choose the most powerful character you can get 
into base-Io-base contact with. and then "do the 
time warp again!" 

If it is enemy Wizards that IIrc giving you 
problems. the Orcs and Goblins have the perfect 
solution in M orh" lVar Banller. Any Wizard 
touched by a unit carrying this potent anifact will 

lrhere ~re ~ gCK>d 
number of magic 
Items deslgm:d for 
laking OUI enemy 

chUa.ctcfS. especially 
!n ,h~ Afun~ 

MagIC supplc:m~nt . 
These Coin be used 

to ~ntrap. wClkcn or 
fust kill thlt lll ­

powerful foe, 

Spells arc anothcr 
good option. FOI.t~ 
o( B,una, Amber 
Trancc and CurS(: 
of Ycns U~ mv 

flvOUrllCs. 

GiG/Irs art' a hig/rf)' eTl/enaining ",m' 

oj disposinR of Imublesome ellemy 
characters. l-'(JII can If)' to smash 
them lI'ilh )'Ol/r dub if .l'ou like, bUI 

my I'rt'fl'rred mt'llwd is '/I'jillileiy 
Ir:o'ill8 /(J emlhem.' Sm'e agoi1l51111(1/ 
if.l'oU c,m.' 
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One way of bringing do ...... n a 
characlu on a largej1ylng mall.fler is 
10 use a regiment as ba;l. When Ille 

enemy charges you choose 10 j1ee. 
leow'ng your mighty foe Slrtlllded 
helplessly in fralll of YOllr arlillery,' 

automatically be 
deslroyed! I prefer 
eilher giving it 10 a 
Baltle Standard bl::arer 
in a unit of Wolf Riders 

Characte:rs on 
the:ir owo Ie:od 
to fm b.dly 

against massed 
ranks, cspecialJy 
If your unit is 
bolstered with 

a Baooe:r of 
Defiance or 

Battle Banner! 

(with a Movement of 
9!) or mounting it as the Battle Standard on a 
flying monster. 

ROUT ' EM 
A great many high powered charactcrs use some 
son of flying mount. There is only one real 
weakness with this combination: if they ever lose 
a round of combat, they are automatically driven 
off, and if they fail their break test they flee 3d6 
inches just like reguhlT regiments! To achieve this. 
you need a favourable combat resolution, The 
basic tactic is to ensure that all your dose combat 
units are accompanied by a Champion, This then 
gives you a chance to challenge powerful 
characters to single combat. limiting the number 
of Wounds they can cause to the single Wound of 
the Champion. 

To boost your own combat score one \'cry good 
option is the Bannu of Defiance, which doubles 
your combat resolution bonus for any extra ranks 

DODGE 'EM by Jake 
Nomtlll1.\ I ~'()uldn', interrupt olher people:r anides like rh'5, but In thu case 
I C()uldn" reSISt, The one thing that I th",k. Tuoma~ Ita!. rnlsud in hn 
excel/em summary of how 10 dl!al II'lth thl! enemy is possibly t'" simplest -
gel Old of the way! 

Remember lhat you can 't clw.rg~ ..... hat you can 't \~e and the an.J'lo\'~r to that Clw.os 
Lord on his Drallon is obviOl4S, If y()u.'n ~ome diStalU'e OltO) tht'n thit u..malh 
means IUdinR MhuuJ a wood, hill or building, Allernmively, if you. 'rP dose in, 
IMn ,vau can simply mo~'e past him and ou.t oj hi~ /illl' of sighl, This is exaclly 
wlw.t 1 did in Ihe Death in Drakenmoor bartle "port (While Dwarf 186; when one 
of nI)' regimentS of Kislev Horst: Archers was '\Iaring d01l'1I tile flame.licked 
nostrils of lhe Creal Tauru.f" There was no ..... a) lhat tllt:y would beat jIm halld· 
to-luuuJ combol. so /hey simply dodged pasl and left the rest of the armv 10 SOrt 
It OUI. Nol ,hal I would recommend cowardice for a ItIOmenl,., 
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In your regiment. Although it 
prevems you from pursuing. 
you'll either drive the flying 
creature ofT, or if that high 
powered character doe~n't 

make his break test, he 
becomes a sitting duck for your 
artillery, Another option is the 
Bailie Balliler . ..... hich adds I D6 
to your combat resolution 
score, and if these two 
standards are combined in one 
unit (by including your Battle 
Standard) .. , 

STOP 'EM 
Is there a unit of Dragon Ogres. 
led by a Dragon Ogre Hcro and 
a Chaos Lord, roiling towards 
you? Then your opponent ha~ 
just made the classic mistake 
of concentratmg too lIluch in 

one regiment! There are t ..... o main ways of 
dealing with this, First is a White Dmgon '5 frost 
breath attack. As long as you score just one hit. 
the whole unit is unable to do anything at all 
(except fight back when allacked)! No 
spellca5ting. no Shooting, nothing! Just blast 
away with your own aronery, and the followers of 
Chaos will be history, Wardancers are the second 
good option, Charge your opponents, selecting 
the Shadows Coil attack dance and they are 
LrnPped in a fight they cannot win. since every 
combat round ends automatically in a draw. 

KA-BOOM! 
One of the oldest tricks in the book IS to use the 
Heart of lI'Oe to hurt your opponent 's chamcter~, 
Given to a Mummy Tomb King it becomes 
particularly lethal. Do you ha\e any idea how big 
a hole Settra leaves when he explodes? A Dwarf 
war machine with the R,me of '",,,,olat;O/I is also 
good against powerful characters who attack your 
poor defenceless war machines. I once saw an 
organ gun wilh three runes of this kind - fried thm 
Chaos Lord and his Manlicore good and proper, 

If none of these cunning tricks and wily ploy~ 
work then you have only one more solution: 
mount up your anny Genera! on the biggest. 
meanest, nastiest beast you can find, give him a 

Frostblade. a PO/ioll of Strellglh. 
and a Spe/le(JIu Shield. and 
send him oIT against the beSt 
your opponent can throw at 
you, And just hope he 
hasn't read this is~ue of 

While Dwarf yet. . 



w:lr machine and character. 14 II ed,~. Can I keep 
my imere't up that long? Yes. becaul>e it will take 
three times a~ long to collect the full 3000 point, 
and I 101'(' 01) hohby! Am III here today. gone 
tomorrow power-g'lming anorakki '! No! I am a 
grim N<lggarothi who will not be deterred from 
hi, llvo\\ed purpose! We mu~t all decide for 
uUMJve, the meaning of!ife or be lo~t and adrift. 

HOW TO RAISE REGIMENTS 
Thu~ it Wll, in former days. and ~o it i, true today. 
and ~o 100 i~ ;1 doubly true in the Warhummer 
world: th~ ,tandard \Vas the very "piril of the 
regiment. If the regiment tight~ 10 the la~t man. it 
I' hi, duty to ~u\'e the ~tandard. or prevent it 
flliling to the enemy. If the enemy capture it. they 
\Iill parade it in triumph. The ~tandard is the 
,ymbol of the regimen!. Did y'ou think a 
regimen!', hanner just II bit of I'Jg. a clll-out-:H1d· 
photeopy omamem. or lin ca"y Ilay of getting the 
nnit a +1 combat resolution bonu~'! Oh. how 
\Hong you ure! The first model to collect when 
nsb,ing a unit i, the Standurd bearer. A unit 
II !thout a standard bearer i, no more than a 
~kimlisher detachment or bmld of ~cout~. When 
)'ou have the ,tandard. you Clln add a .. muny 
model~ a, you II il.h - the qandard bearer 
~1:lnding un yuur shelf. even if he i~ alone. i, 
~'Iying "Here there once wa~ a regiment und here 
it can rhe ag:1in" 

Next i~ the leader. This model can be upgmded to 
a champion of better. Then come, the mllsici:111. 
which is marc of an option. although I \ViII h:II'e 
one purely on unistic ground~. IL loob good. und 
in my experience. a regiment that loob good 
unraet!> good dice '\Cores. The standard bearer. 
leader and musician together con~titu!e the 
command group. You can add as m:Ul) or a~ ft'!\\ 
troopers to them as you wish. You can go ~o far:1.\ 
to have ~e\'erJJ command group~ for 1\ panicuJar 
(TO"1l type. allowing you to ~plit a Inrge regiment 
up into ~el'eral unils. rrom one battle to the ne.\\. 
Regiments wilhout .01111" ~emblance of a 
command gmup (though pennincd in the lim for 
the ,ake of an indilidual 's right to be mediocre) 
arc ~Iapdash and are the root cause of any bad 
dice throw~ you ha ... e. Like atlract5- like. and good 
luck is altr-J"\ed to well-painled miniatures. 

CREATI VITY 
The fiNt quc~tion 10 a~k yout,elf is hal'e I chu~cn 
the right amlY after al!'? So. for example. if you 
arc a DW;jrf player. but lamelllihe Jack of cavulry. 
eQuid it be that you nrc not really a true D\l arf 
after all? Perh.!p, you should con~idcr anothcr 
anny. If )"ou are more than lukewann about 
Dwarf ... and you eho~c them becau~e you like the 
culture ~md the Dwarf way (and not just bt':eause 
you picked up a ready-painted Dwarf arulY that 
fell otT the back ofa lorry or ,omething). then YOll 
II ill perselere and discover proper Dwarf tactics. 

Aftcr paintlllg comcs modelling a.~ a skill which 
every ch ili\ed person ~hould acquire. It is 

The biggest problem with raisinf! by 
divi:.ion i~ thut it limits the ma.x imum 
you can s])Cnd on anyone character to 
500 points. Now this might not 
ncce~sHrily be a botd thing. but some 
annie::.. notably Chaos und Undead. 
have ~ome cxtremely t!;\pen::.ive 
character,>. Nagash COq::. 750 point::. and 
some Cham Lords can ea::.ity notch up 
o,er u ]()OO points. 

enough to Iry. You can only get 
better. If you want to express a 
I ery individual interpretation of 

With such powerful ~·haracter.) t usu:IlIy 
paint (hem up 35 3 <;eperate dh bion in 
their own right. '>pending a long time to 
achieve the be'>t possible fini~h on such 
finc Citadel Miniatures. T he point~ cost 
of thc$C characters can then be off~1. 
by ind uding a high proportion of 

regiments in the next division . 

your army and the models don'l 
~ccm to co-operate. stan cOllverting them! 
Change weapons. ::.hields. heads o r whatever you 
like. It may be that )OU lIallt to creule a character 
using the !iSI. perhaps riuing a monster. and such 
a model does nOI exist. The answer i~. find the 
models Ihat can be convened into what you have 
in mind :.Ind have a go! 

There ore modelling anicles in While Dwarf and 
mode!!illg guide books to help you out with idea~ 
and techniqUes. Remelllber. the "expens" who are 
sharing Iheir I..nowledge had to find it out for 
themselves years ago. in a far more primitive age 
(the grim darknes~ of the 70'~ and 80·s). and 
without anyone to ~how them the way. Shame on 
a new and advantaged genenltioll if Ihe) cannot 
do half as well! 

A NOTE ON BASES 
You arc a frcc II1dh idual and you can paint or 
decorate your bases as you wi~h. At the Studio we 
use green because it answers our needs regarding 
photograph)'. You nrc liberated from such 
constraints. The main thing to bear in lllind i.s th~t 
(hI' ba.'e should clllpha~i~e the model. not detrael 
from il. Green tends 10 show up the model very 
wdl. other colours )OU might Iry are !i.lnd colour 
or grey. A rough texture 
usually wor).; .. well on bases 
as docs a vcry mall finish to 
the base. This makes the 
ba<.e look like the ground 
and rcnect~ the light 
dirft!rently. cauSing the 
figure to stand out. 

So that's my guide tu 
collecting an army. It·~ only 
a guide. but what are you 
waiting for? Your force 
awaits thee! 
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If you play 
Warbammer 

Quest, you caD 
use your 
favourite 

Warrior model 
as a regiment 

leader or 
perhaps as a 

character. 
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FAIR CITY MALL 
96OQ.G MAIN STREET 

FAIRFAX, VIRGINIA 
(7031 503-9284 

Mon. · Fri. 
11 :30 a.m. · 7:30 p.m. 

sat. 11 :00 a.m.· 8;00 p.m. 
Sun. 12:00 p.m. - 6:00 p.m. 
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1 . ~ . - I ~ ~ ~ • • -Fl'OHT SlREEl 

GARDNER eJ<PRESS WAY 

~~-

331 QUEEN STREET 
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11 :00 B.m. · 7:00 p.m. 
Sunday Game Night 

Mega Sanies All Day Sunday 

""e,,,,,, ~ 

• 

\ 
8 WATER STREET 

VANCOUVER, 
BRITISH COLUMBIA 

(6041685-8823 

Mon •• Wed., Fri. • Sat. 
11 :00 s.m. ' 1:00 p.m. 

Thur. Game Night 11 :00 a.m. ' 8:00 p.m. 
Sun. 12:00 p.m. · 6:00 p.m. 
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GAMIS DAY ' 

~1:.".mS 

ES DAY~ 
and 

GOLDEN' 
~ 

DE ON 
On the 15th of October over 9000 garners, miniature painters and modellers 
packed the National indoor Arena for the 1995 Games Day and the Golden 
Demon Awards. It was an absolutely brilliant event where 
ever~'one had a great time playing new games, meeting old 
friends and making new ones, as well as taking part in the 

biggest and 
best miniature 
painting 
competition in 
the world! 

WD3T 

Top row: Every entry was 
carefully scrutinised by 
thousands of painters 
and garners (as well as 
our judges). 

Bottom, len: A quieter 
moment al the NIA. 



GAMIS DA' 

COuiEN'II5 
DIMON7 

GOLDEN DEMON'· 
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Above: 
The Orks keep 
watch from 
"Outpost Numba 7" 

RighI and facing : 
The whole diorama 
in all its glory! 

Below: 
eataehan Jungle 
Fighters advance 
behind the cover of 
a crashed Land 
Speeder 

GAMIS OAY ~ 

COLDEN'nS 
DEMON'7 

Matthew Parkes won the Best Battle 
Scene category and the Slayer sword as 
overall winner of the 1995 Golden 
Demon competition. 

I n his model he managed to really 
capture the feeling of an encounter 
between eatachan Jungle Fighters and 
Orks. Look at the way that the models 
are interacting - you can immediately 
follow the narrative of the diorama. 

One of the best things about this winning 
piece are all the small details that you 
don't see on first inspection - discarded 
weapons, leaves on the ground, aerials on 
the vehicle and so on. These all add HIe 
and atmosphere to the model , and mean 
that something new catches your eye 
every time you look at it. 
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Above: 
Neil Thomason, 
1st place. 

BEST 
WARHAMMER J 40,000 SINGLE 

MINIATURE {, 

The Warhammer 40,000 single miniature 
category was the most hotly contended with 
the highest number of entries. As you can 
see Irom the winners, the quality of painting 
and level of detail was outstanding. 

BEST 
WARHAMMER 
40,000 SQUAD 

Right: 
Jonas Ekestam, 
3rd place. 
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Below: 
Mark Boardley, 
tst place. 

Above: 
Ruth 
Hollerbach, 
2nd place. 



BEST 
WARHAMMER " 

I'IU,'UUU VEHICLE 
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GAMI.S DAY· 

~kf~5 

Above: 
Kevin Downey, 
2nd place. 



GAM ... DAY' 

~1fJl?J5 

Above: 
Anthony Warrington, 
2nd place. 

BEST 
WARHAMMER 

[ M~~~GLE 
~TURE 

Below: 
Matthew Piper, 
1st place. 

Above: 

This was another 
very holly contested 
category with lots of 
interesting entries . 
Anthony Warrington's 
conversion based on 
John Blanche's 
~Boris Ursa" was a 
particularly unusual 
and ambitious model. 

Above: 
Garry Taylor, 
3rd place. 

L---------------1 Garry Taylor, 3rd place Warhammer command group. 
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BEST 
WARHAMMER 

COMMAND 
GROUP 

Above: 
Simon Dunkley, 
1st place. 
Below: 
Ruth Hollerbach, 
2nd place. 
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G •• V MY~ 

~~5 

BEST 
WARHAMMER 

MONSTER 
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-------1 Above and 
below: 
Chris Blair, 
3rd place. 



<~ 
Below: 
Jeff Harrop, 
1st place. 

: ; 

Top, right: Kevin Byng, 3rd place. 

Right: Thomas Becker, 2nd place. 

f EST EPIC 
TITAN 

, . J; 

w"" 



GAMU DAY ' 

~~~5 ~~;,==~~~====~ii;;;;;;;;::::jf,~~~::~::~-
BEST EPIC 

Above: 

BATTLE 
FORCE 

Neil Thomason 
1st place. ' 

Right: 
Robert Maley 
3rd place. ' 
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Left: 
Jeff Harrop 
2nd place. ' 



::'! --------+ 

,J 

BEST BATTLE , 
SCENE 

First place in the Battle 
Scene category went to 
Matthew Parkes who was 
also the overall winner of 
the 1995 Golden Demon 
competition. 
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GA'US DAY· 

COLDE""'5 DEMON7 

Left: 
Marl< Tait , 
3rd place. 



Left: 
Danielle Hannah, 
Young Bloods Competition. 

YOUNG BLOODS 
& , 

SPACE MARINE ~ J. TROPHY •• Below: 
Mick Hatcher 
and Rory McPhillips, 
St Albans Store, 
Space Marine Trophy. 

the Golden Demon 
winners were given a guided tour of the 
Desig" Studio and a chance to talk to the 
'Eavy Melal team in person. Everyone had a 
great time as well as leaming some new 
techniques and tips on painting. 
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Alongside this year's Golden Demon 
we ran 3 separate competitions -
Young Bloods, the Space Marine 
Trophy and the Open Competition. 
The response to these competitions 
was great. In fact, we were totally 
swamped with Young Bloods entries! 

The Space Marine Trophy is 
awarded every year and this time 
went to the SI Albans store for their 
Undead Command Group. You can 
see Dave Andrew's winning Open 
Competition entry in Mike's 
Masterclass elsewhere in this issue. 

The whole Games Day and Golden 
Demon event was a huge success 
with the standard of the entries 
exceeding all our expectations. 
Every year the standards of painting 
get higher and higher and we're 
really looking forward to next year's 
Games Day and Golden Demon 
competition. See you there! 



In the pollutant marshes and tangled ruins the most vicious gangs of 
the Underhive contend with the deadliest of Necromunda's outlaw 

breed, warriors they call Outlanders. 

This expansion for the Necromunda game includes four new gangs: Ratskin 
Renegades. Redemptionist Crusades, degenerate Scavvies, and noble Spyrers. 
Additional rules cover Pit Slaves, and Wyrds, Special Characters, Mentors, outlaw 
gangs, treacherous conditions, anew scenarios, campaign events, Arbitrator-run 
games and a bestiary of the most dangerous denizens of the Underhive. 



Warhaml11cr 40.000 is an extremely flexible game 
(allhough bending it is almost as difficult as 
tcaring a phone directory in half). You can play 
cvcl)thing from small scale skinlli~hes to huge 
tank battles. I know from speaking to some of you 
at Game~ On) and Ihe Warhammer 40.000 
Tournament Ihal a lot of you prefer to fighl 
colos~al death-fests. throwing all of your 
miniature!'> OntO the table with \ietory going 10 the 
player with the last mOOdlert standing! Of course 
the :lppeal of these games i~ ob\ious: you can 
have whole companics of Imperial Guardsmen. 
wilh ~quadron upon squadron of tanks. clashing 
against Ihe entire might of Orc Warlord 
Gh:llghkull a~ it was al the heighl of Ihe 
Arm:lgeddon campaign. After )'ou've spent 
momh~. ('\en years amassing your army, why not 
use il in a big OOllle7 tlowe\·er. 1 always lind ~uch 
battle, can gel a little tiring and after a day and a 
h:llf of sloggmg it across an 8' table my inte~t 
often ~tans to wane. BUI what aboul Ihe He~'ic 

battle repon you say? Well that's n different 
matter. The game involved an intcre~ti ng 

variation on the norlllal anny limib and incidcmly 
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only feaLUred about four thousand points on each 
side (and wa~ completed in less than a day). 

In this article I wanl to look at ho", you can vary 
games of Warhammer 40,000 to makc them even 
more intere~ting and odd new tactical challenges 
for yoo and your opponents. 

SCENARIOS 
When you are trying 10 invent new and interesting 
ways to pIa)' game~ of Warhammer 40.000 I find 
th:lI it's beSt to base them 011 a simple theme. Thi~ 
could be a new and intcresting piece of scenery 
that you have made, or maybe one of your fellow 
gamers has an :lrmy of Jelbikes or tanks or 
something e\en more bizal'l"e. Already you have 
something unusual in your game. Scenarios don'\ 
necessarily havc to be complicated, take the 
Hl'rI!lic bailie repon for example. This game \\ as 
varied simply by ha\'ing lo.1ds and loads of tanks. 
Each side's objeclives were also kept simple: the 
Imperial Guard had to Sllve Lord Varlak and the 
Space r·.1arines had to kill him! 



An intcrc~ting scenery model can be used as :In 
objccti\c for bolh ,ide~ [0 fight over. Scenario .. 
call vary from one side trying 10 destroy the 
!Injective. 10 bOlh pIUYCT\ tTying [0 cuplUrc ill1rsl. 
You could dc\j,c 1\ scenario where Ihc players 
mll~l recover hidden ancfacl~ and wurgcar. How 
uOOm u game th:n really challcn£c~ plu)cr'l> co­
ordination? One l-idc hal, to cupture a number of 
objcl:livc' (compUter cOI1'iolc'. or \\halcvcr) and 
at'tivatc them at the ~a1l1C lime. Failure to do ~o 
rc~ult~ in sumething bad happening to Ih.H 
pla)cr'~ force,. 'ueh :ll, lo .. s of Ihc game. 
Alternative]). if you or your mates ha~ modelled a 
particul:lrly inICTCslmg character. robot. lank. CIC. 
then you t'an wri te il into thc l>ccn:lrio. t-,·!uybe. 
like Lord V:lrlak. one player ha~ to cIlmin3lc him. 
Or pcrhap~ Imperial force~ have 10 bailie 10 
recapturc an till-powerful e:'tpcrimemal weapon. 
The cncm)' may havc cliplUrcd an important 
pcr;onalit}. and onc ~idc musl rcscuc him before 
Ihe cnemy can torture \'ital plans OUI of him, The 
number of interesling ~cenarios you can pl:Jy arc 
cndlcss, il onl} lakes something ~imple to add a 
ncw twist 10 your gJmes. 

MISSION VARIATIONS 

If thinking up ~pccial nllc~. dcployment 7.one~ 
and force li~l<; is [00 much , YOLl can \al) your 
games u~ing mission c:lrds, Why not [ry taking 
twO mis~ion cards per ~ide, Now )'our army ha~ 
twice as much to gain, but also Iwice as much [0 
lo\c. AI[emativcly, you could pic!.. your mission 
caTd~ bcfore )ou choo~e your army. 
Nomlull) you havc 10 pick your anny before 
the l11i"ion card~, this sublle ch:lIlge makes 
for ~Oll1e imponam dillercnce~. Now you can 
lailor your forcc~ to completc your mission 
a\ well a~ slopping your opponent from 
completing hi~. If you ha\'c Dm.'" R(lit/ you 
e<.ln get lot~ of fa't 1110\ ing Iroop~. Whilst if 
your opponent ha~ thO' ,hw,ni,LI' you know to 
gct your commandcr 10h of protecllon ,md 10 
keep him \\'ell covcred on the ballle!1eld. 
Fin<.llly, \\hy nOi pick tIlis~ion~ :lIId not Icll 
eaL'h olher wh:ll Ihey arc '! Thh i~ :ln01hcr 
fairly ~ubtle approach Ih:1\ aJJo\l~ you to 
k.:-ep your op]X1nen! guessing wha[ your 
mi~,ion i, right until the end, Both playcflo 
can u~c Iheir cunning to make feint ad\ ancc~, 
a, if Ihey are completing Ttl!../! (lJI(I Hold, 
II hil~1 Iheir real mission could be the Il'jrch 
HI/III or \omc ~uch. Of cour<;e you could try 
<.lny ur nil of the,e larialions al once. 

DallIr Raid i\ one of those mi~sion that some typc~ of amlY will find 
ea~ier than othen.. Annie~ thnt havc easy acce:;s to fa5t moving troopS or 
vchicle- will undoubtedly h;lve <.In easier time. An Eldar arm)' can 
include Jetbikcs" Swooping Hawks and Warp Spidcn.. nOI 10 rno::ntion 
Ihm Ihe \tandard Eldar movement rtlte of 5" is faSler than mo,t other 
mces. An Ork ann)' on the Olher hand, has access to a large number of 
fast attack \'ehicle~. bUI thcse don'l often survi\'e the batlle in gTell! 
enough numbcn. to £.eire the objective ll! thc end. This lea\'e~ the Ork~ 
lVith tJle option of ,logging acros~ me battlefield in typical Ork fa~hion. 
10 try and ~el a mob of BOYl illiO the enemy's deploymenl zone. 

I think in the case of D{/lI'/1 R(lid the Orks have something to tellch here. 
I know a 101 of player hold a f:m mO\'ing unil in re.'cr\'c. either a \ ehicle 
or Sljuad equipped with jump pac!..s or ~omc such, and u~e thcm 10 
pounce in the last lum. The drttwback wilh thi~ method is that it reJie.\ on 
that onc squad to do Ihe Job. Don"t forgel, )our opponent will want 10 
stOp you gelling your objective and b) placing all your <!:gg) In one 
baskel in th is way you are makjng hi5joh very C<.lsy. 

If you aTe really ~eriou~ about completing a Dmt'll Rllil/, you ~hould 
choose two or thrce units 10 do Ihc JIm. These could be vehicles liT 
~quads. they ncedn't be particularly fast moving. ju~t delennined [0 get 
into the enemy's deployment lone, Remember if they are ~landard 

movement 4" fOOl troop~ Ihe} are going 10 have to run most of thc \\ ay. 
111ey h:we 10 cross 24" of no·man's land to get 10 the cncmy dcployment 
:lone, ~o don't dilly·dally and g~t distracted wilh shoming and such. The 
re~t of your anny should "I:t about the ta"k or distrncting the enemy from 
these ~peeiully eho~n units. This should be fairly ea~)'" as [he unil~ 

heacling for the enemy"s lines won't be cltusing a nui\ancc. they'l] be 
ad\'ancing Slt!IIhhily Ihrough cover. whil~tlhc rest of your anny will be 
<.l\lr:tcting the enemy's allcnlion. 

ENGAGE AND DESTROY 

A Jlnil of Snakebite Hour/Hr.:. 
rwu pInt W I Ultr{//lIarilll'S 
De\'a~t{//or ,rquad, c(lmplfrin!: 
the Dawn Raid mis,I'ion, Behind 
them {/ squad of Greu'h i l/ 
prol'ides Cm"er for the /O'it'r 
gree lHkins by SIt'(IIIJ"ing tlr~ 
SplKe Marines DeI'(IHa/()r~. 

Engage and Destroy is a rairly ~traightrorward mi~~ion, There are 
already \'iclOry pomts 10 ~ gained for breaking and destroymg enemy 
~quad,. \ehicle.~ and chanlcters. Gelling honu~ IiclQry point\ for dOing 
the above mal..e, En!.:"!.:" and Des/my a prelly ea~)' mi~~ion. You JUSI do 
what you nonnally do - Engage ·em and Demoy 'em! 
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Included on the card sheel\ in thi~ i\~ue i ~ a new Mjs~ion card 10 UM' in 
you game~ of Warhammer 40,000. Like Take alld Hald. Hi.~" Grollild 
i, another mis~ion th;lt involves troops capturing an area of the 
battlefield. Thi~ t;me your Iroop .. must secure areas of high ground. 
prcfernbly Yo ilh hea~) weapon~. Thi~ .... ill give you a commanding "ie\.\< 
0'"(( the "hole battlefield ;lnd enable your forces 10 dominale Ihe 
\urrounding area. 

The fir..t impot1aJ1tlhing to nOte i~ thm thj\ complexity of thi~ mi~\ion 
will vary depending upon the Iype of terrain that you UM! in your 
gamc~. I find ;t be,ttO nominate three high points that lire acce~Slble 10 
II normal foot trooper. eg Ihe tops of towers or bunkcrs. largc h i ll~ or 
rock) e~menl'. 

A, with the other ml,sions of lhi~ lind (Dmln RtJid and Tl.lke Will Hold) 
il is imponam to M'IL'CI the "luad~ thai you wi~h to capture t~ 
obJective~ . The difficultie .. with Ihis mission is Ihat )'00'11 need allea,1 
tlm.'e <;quads in order to stanu a chance of capturing all three. You could 
decide 10 only go for capturing two, even only one of tile high poinb if 
you ,\ish. but as I'll explain in a moment you will be fooli,h nOl lO II)' 
for BII three. 

Capturing the HiSh Gmmltl i .. n'l as uimcu]t as it ~em~, You natunilly 
nlO\C troops into are:l~ of high gmuou bccau~ il givc\ them a bell~'r 
lielu of \'i~ion anu enables them to '>CC over ob~lade~. Your only 
consideration shoultJ be whether you will try and get II heavy weapon 
on the high point as .... cll. or !,:oo~ 10 do this you will have 10 mo,c it, 
thus .acrificing some, if oot BII 01 it~ liring Lime. In the..c !':a\oC~ if the 
high poin! is fairly clo...e 10 }our ueploymcDI rone, 1 thllll it i~ wonh 
the gamble. If the high point i~ lung way off. lhen unles~ your arm) has 
acce~, 10 armoured lroop carriers. like Rhino~ or ChiOlerJ~, I would 
gi\e it a miss and JU\t ,lick 10 gelling a M]uad there in~lead. 
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, 
Figlller,( JiR'" their 11'01' 
from bunku w bunker 
in CJlI effon 10 'ai, .. '" 
I ligh Ground from 
forces of ChlIQS. 

THE MISSIONS -
A TACTICAL ANALYSIS 

There are no\\ qui te a number of missions 
thai can be Bdded 10 your games of 
Warhammer 40,000, In aduillon to the four 
cards includcd in Ihe ba~ic game. there are 
1\\0 in Dark Milk nniulIl. another I WO in 
Warhal11lller 40.000 O :l lIk~ and fi nally one 
in Ihis is~uc of Whitc Dwarf. 

Mh~iom foml a cornerstone of your galllC\ 
of Warhammer 40.000. Each mission usually 
offers you a bonus of 5 \ ictory poinl'> for 
achie\ ing a specific objecth e. or offering 
you bonu< \ icto!), poinls for attacking or 
destroying the enem) in B specific \.\ay. 
Compleling your mi,sion gi\e~ you such a 
big adv(lnl3ge th:l tl he) c:lnnot be ignoreu. 



BUNKER ASSAULT & HOLD THE LINE 

11H:M: 1""-0 are rather special mi~,ion~ that are only included if one or other ~jde has 
bunk<!f'o in their annies. Although Ihey are usually ~huffled in and de:lIt out as 
nonnal, I find thai it i~ besl to agree with your opponent beforehilnJ it you wi~h to 
play with bunkers. One side ....-ill take the bunkers (alleasltwo orthrec) lind the Holt! 
'hI' UIII! mission. whilst the other pla)'cr takes the Bmrker A fIlmll mi~sion_ 

Space Marines of lite 
Uftr(lIIlOrilll!.f Chapin 
s/(Jlld firm. lIolding {/ 
fortress (/gaiflsr a 
.l'C'{'millglv l'lulless .fll'fl"" 

o!T\"f(wid,l. 
Thi~ (lfIC is a real challenge! If you are the player with the BUIIJ.u 
you mu,>, go all OUI 10 crack your way illio tho..e 
hunken. SOIhing mUM dislraet you fmm your 
mi .. \iOll. YOUT li~1 problem lie~ in thallhe bunkers 
are o\'cr 2"~ acr(N the game .. lable. 11')'00 don', 
!\a'"e '>Ornelhing !hat mo\'eo; fa-.t you are going 10 
lk': haN pres<;ed 10 gel there. rip the door off and 
empty !he bunker of bad gu~ ,. e ... en with the e.ll;(ra 
tWO tum\ lhal you get to complete the mis!)ion. 
Uowever. do nOI de~pllir, With a tank. 
Dreadnought or fa~t moving ,"chicle to blow the 
WXll'l\ off IIhead of your main r~ you shouldn't 
M,"c too many problem~. 

If you get Hold t~ Linr lbcn )'ou iIR going to have 
to play it real cunning. Sitting in )'oor bunktr'i 
'>hooun8 !be (Dtmy lUI they adHince might \1oon.. 
but then again it prohabl) won·1. To achie\e lhi:; 
mis!>ion you muSI concentrate you fire very 
carefully. picldng off enemy squath unlillJle) are 
below half ltrength. Once a M1uad ha, ~uffered 
SOtt clUoualtics and i~ no longer able to den) you your mi~~ion. move onto another 
!>quad and another until the enemy no longer has any thins left with which to 
complcte hi~ mission. 

STOPPING THE ENEMY 
One thing lh:1I )'OU must conl>idcr IS that your 
opponent ha~ a mission :l~ well. If he completes 
hi, mi,~ion. he i, likely to gain 5 \ictol) points Of 

maybe evcn more. depending upon the mission. 
Thi~ !lle:ln~ that if you complete your mis,ion as 
Ilcll. thc viclol) poillll> you bolh sain will neg:lle 
each olher and nei lher of you will gain :m 
advantage. Therefore in order to ret:l;n your 
advantage. you must complete your mission I/Ild 

prevent y'our opponent from completing theirs. 

If your opponent has a mission like 1\7/("11 Hltlll or 
Till' AS.I"lI.uilZs then the way to prevent the enem) 
from completing their mission is "imply to keep 
your commander or !Kyker nlhe! Pre\'cnting 
mission~ like Take (/lid Hold. DlIn'l/ R(li{/. Bm/ker 
ASSllUl1 and High GrY)/l/It/ can be 
casily uchic\'cd by making the areus 
Ihut Ihe enemy has to ~cure into 
killing zoncs. Guerrilla War is II 

lillie more tricky. especially if )'our 
opponent is well equipped for 
hand-to-hand combat. A\oiding 
hand·to·hand may be quitc hard 
especililly if the enemy is equipped 
.... ith jump packs or fast 1lI0\ ing 
assault troops. Hold /lle Line is a 
r.llher special case. if you don', II) 
nnd prcvcnt your opponcnt from 

Both ofthe<>e mj\\ion are very similar. only dilicring in " 'ho the uctu:1I 
target of the mi, .. ion is. I know a fe" Warhammer 40.000 players who 
don'\ bothe-r with thc\C mi~,ion .. at all! What. throw U"3Y 5VPs'! A 101 
of playe .... ~impl), go ahead with their plan of attack to get \icto!), poinh 
from de~troying ilnd breaking enemy ,quad ... char.lcters and vchicles. If 
one of tho .. c happen .. to he the highe .. t lcvel p~yker on the table or the 
encmy commander. then all the beller. I 
don·\ think there i~ anything wrong with 
Ihi, plan. I ha\'e done it my<>eif on a number 
(If occa\;on,. Uo .... e ... er. the drav. pack j, th(1I 
it i~ leaving a lot to chancc. If ~'our 

opponent is re<llly ~Iennined ( 0 protcct his 
char.lCter <It all C()l,l ... you are going to have 
to be really luck) to break through hi<. 
defcncc\ and complete your mi~sion. 

In m} opinion you )hould 
al ..... ays try lind complele the .. e 
mh~ions, even if )'ou don't 
have 111r Asswsim Of \I'1le/) 

HI/lit mili~jon'. Commanders, 
and morc imponanlly high level 
psyler,. are ... ery e.\pen~iH· 

characte .... and are alwa)~ ..... olth 
the eftoo required to lillthem, 
You .. hould comider the SVP) 
gaincd ['or completing )'our 
mi .. ~ion lin added bonus. 
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A HltHJJ An~l'ls ft'nninou>r 
squud /wlt/5 un obj~.r;'·1' 

(1.~lli"fr /;;/dll r f"ra~. A 
/(Iuiml IqlU1I1 PIl.I<"IJtl 

<"'Rl'nll8 fire, /''''paring 10 
mm't i" jU~1 ill . a<e; 
""ml'lhin~ .~II{') "·rollR. 

require~ you to occupy 8 piece 01 the 
h:lutefietd. This time you must captul'l! 
-.omething in the centre of the tllble. I alway~ 
find I.h31 it look- bener if you place a piece of 
terrain to represent the ohjective, I"'Jther than 
Ju~t a counter. Thj .. could he II group of oil 
drurn1i or ",ooden crate,. hut could al .. o be a 
ncutml bunker that ha .. to be. hroken into, 

One of the m(l~t mtere,un!! lel'.ion~ of Take 
Gild H(lid i~ \\hen both player. gel the;,ame 
mi~ .. ion. If ~'ou ,II\' plil}"ing on a 6' ... 4' table 
then}"ou are both going to be fighting for the 
~ame objC("tive. Ho",cwr, if )'our table is a 
different ~i/e then you will be banling for 
different objectill" that om: lairt)' close III 
each other. In Ihe .. e CD-;C~ il',~ wonh deciding 

whether you want 10 fight Olef one objective or two. as both !!ame~ C<l1I be equ<llly entenaining. 
With olle obJceth'c Ihe results are often p<lnicularly bloody. with model .. li~htini!' 10 the bst to he 
cl(N' .. tto thc objective at the end of the game, With twO -.eparatc obJlXtive,. each ~Ide h<b to oo.ttie 
to ..... arch ~.r own whiht preventing the enem) from capturing theil'.. 

A .. "[th Dml"ll R«id you should de..:ide before )00 ,tart which of your uni" i~ going to -.ei/e the 
obJe..:til·e Unlike DC/It.-n Raid you needn't worry about getting acro\\ th¢ table hcli.1re the g:lJlle end,. 
II I'. howeler. imp<lnam that your unit ha~ the ilbilil) 10 gel 10 the ()hjective. In the ..:a<.e of an 
obJectile in .. ide a '>taled comple ... or bunker. your troop~ need ~ome: mean .. of getting in~ide! Your 
troop~ .. hould also have leT) high sunivability becau .. c olla the} have "'taken" thc obJcctive lhe~ 
mu,t "hold" .t! High ~urvhability could comc from annour (Tcnninatol'.). or .. trength in numhel'. 
(Grctchin). Of troop' thut are immune 10 p~ychology. Once again, it i,n't a guod idea to rely on one 
unit 10 take and hold the objective. illwaY5 be ready to jump in there with a re'>Crvc unit just in ca~e' 

waS4 

Space ",QI\"('s 811Wt.1 

C/CII"·.~ (I" \·iriOIl.f 

dose combal 'mu,J5. 
excellitl~ lit GueniU;J 

eompleting thi~ mi~~ion he "ill get the 5 victof) 
points automatically. In thi~ respt.'Ct it become, 
more like: a !>Ccond mi~sion for )OU ~ )OU haH.' tn 
get a '>quad that ha~ ,ulTcred Ic~, Ihan hall 
casualtie" or an und;lmltgcd Ichicle into your 
opponents half of Ihe tanlc in onter \0 prevent 
him getting [he 5 victory poinh. 

Guerrilla I\ilr i~ different from all the other mi"ioo" in that it g.ll"e~ 
you bonu, victory poinb for killing the enemy in hand-to-hand 
combat. Once again th., is a mi~~ion thnt h suited to ~(lme annie, 
nnd le\~ ~uilcd to otlleC'>. Space Wolve, playel'. will 100e thi~ one. 
",hile Ihe grl.lan~ of an Imperial Guard player.:an prot>abl} heard 
echOing acro;,~ the "itrp. Ho .... e\·er. the Imperial Guard are not 
completely withmn as'lault trooP'> 
- Rough Ride .... can stand their 
ground ugillll,t well C"ho~en 

targets. while the formidable 
Ogryn, can be ~hocking (if the)' 
don't get their Mupid hides ~hot up 
before thcy engagel. Thc}" key to 
getting bonu~ VP., in thi .. gamc i~ 
.. impl) to gel the right <,quad~ in 
the right place at the right lime, 
And \)b\,iou\ly. the fewer a~,autt 
..quad, }OU hill·e. the le~, chance 
)"ou have of gening bonu, VPs. 





THE MYSTIC UNK BETWEEN GOOD DICE THROWS AND GOOD ARMIES REVEALED' 

* STILLMANIA* 
• HOW TO COLLECT AN ARMY (or, 'fl/you donJt have an anny, seU your soul and buy one!") 

By 
Nigel Stillman 

Nigel has been 
pla)' ing games for 

longer than he 
cares to remember. 
So. who better then 

to expla in the 
intricacies and 

pitfalls involved in 
collecting an entire 

arlllY? 

·Collectiog aa army is 
DOt a prdimitwy to 

gmtiDg.like scning up 
the table. it is nine 

"Dtbs of tbe bobby! 

Assembliog UI army is 
.. CDjoy.hle .. d 

dWkDsin8 ",I<..: 

In Nigel's new 
revolutionary 

RAISING AN ARMY 
COllecting an army may seem to be a Simple. 
straightforward process and players are often 
toid "when you have colleCted your amlY 
you can ... ". Collecting an army is not a 
preliminary to gaming. like setting up the 
table. it is nine· tenths of the hobby! 
Assembling an army is an enjoyable and 
challenging task. but it is also a long term 
project requiring a strategy and the 
determination to see it through. Whm follows 
is one approach to collecting an army from 
scr.ltch. bit by bit. It is the approach I tend to 
udopt after experience of collecting man)' armies. 
It is a vcry disciplined and methodical approach 
and won't suit cverybod}'. but iI'S a pla.n that gets 
the job done! I have a Warhammer ann)' in mind 
as [ describe the process. but the general 
principles will apply 10 the forces required for 
other games. 

WIUCHARMY? 
Some players stumble at the first hurdle ··Which 
amI)' shall I collect?'" and seek the opinion of 
veteran garners. Others commit themselves with 
an impulse buy. In many ways the laller are on the 
right track. Go for the anny that attracts you most. 
for whatever reason. Whether you just like the 
models. you feel like paiming them. you like the 
race or culture. or ),ou respect theiT fighting 
q ualities as described in the rules. Ask yourself 
this question. ··If I were suddenly trnnsponed imo 
the Warhammer world by a Wizard. whose army 
would I rather end up inTo If ),ou know you are a 
Gob[in al hean. don'l collect an E[farmy ! Identity 
crisis is not a good basis for a long temt plan to 
collect un anny! 

calendar. December ~::~~~~~r~::::;~~~~~~~~;l ha~ been replaced : 
with the 

··Month of Painting 
Witch Elves"". 
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STAND BY YOUR TRIBE! 
When you have decided who to identify with in 
the Warhammer world. absorb the background 
infonnation about the culture of your chosen 
anny. Collecting an ulTny is a long tenn project. 
Changing your mind is the way to end up wi th no 
proper anny at all. doomed forever to be the ally 
of someone else with a sell·sword contingent of 
rogues! Adopt your army and stay [oyal to it 
through victory and defeat. Through consistancy 
you will achieve mastcry. Every defeat is like ,\ 
swordslllith hammering a blade. baltering and 
honing it into a deadly weapon. 

THE RECRUITMENT PLAN 
Model soldiers don't generally volunteer. so there 
are IWO methods of recruitmem - levy en masse 
or the draft. The former is where you buy the 
anny in one go. or at least large parts of it. then 
your problem is just gelling iI painted. The Imtcr 
is where you recruit a unit or a few models al a 
steady rate. T his method of recruitment is best for 
play as you learn [he approach to gathering the 
amly. In this way you can change your mind in 
the light of experience gained by playing with 
your amlY before it reaches maximum size. If)'ou 
levied your anny en masse, then you are stuck 
with it and may feel like re·organising it from 
time to time. by disbanding and reforming units 
and replacing some altogether as you evolve your 
tactics on the games table. 

The draft is much beller for recruiting an army as 
you purchase a few models :1\ a time and paint as 
you go along. You can set yourself an auainable 
target such as adding a unit every week. Buy 
thcm at the beginning of the week and have them 
painted and ready to light by the end of it. If they 
arc not feoldy. the next week'~ draft is cancel[ed 
and the time devoted to finishing tlte last lot. 
Stick to this plan and there will be no b,ICklog of 
unpainted models. The arm), wil[ grow 



surprisingly quickly. You will gain a 
fee ling of achievement <lnd 
~:uis f:lction. Follow the plan as if it WIiS 

a religious duty. Thus December is now 
··Month of Recruiting Archers·· in your 
amazing new calender! 

RECRUIT BY DIVISION 
An army of 3000 points is a big <lnny. It 
b the cla~sic !lTIny Ihal is ~o often 
referred to in the nL les and used in bailie repons. 
You will probably wam fa have an amlY of Ihat 
size as Ihe end result of your effons. In order 10 

have a choicc of units. the total points value of 
your collection is finally likely to be nearer 4000 
points. It seems like a daunting task to collect Ihis 
number of troops. You will most cen:"!inly need a 
plan! The secret is 10 recruit by divisions. 

An anllY of 1000 points is perfectly good for a 
small battle and it is also a division of the greater 
army. The pllm. therefore. is not to collect a single 
big army of 3000 poinL~. but three smllil annics of 
1000 points each which combine together as 
divisions of the greater army. So. in six months 
you will have your first division. and by the end 
of the year a respectable amlY of 2000 points. 
Now you can stop there or go for a third or founh 
divis ion and the mega amly. It doesn·t matter if 
you stop :\ftef 1000 points or 2000 points. you 
will have a useful. tinished army al that point. 
Then if you change army. you have :In ally 
contingent or a reserve force. If you change your 
mind back again. just carry on collecting the 
remaining divisions of the original army. 

THE ARMY LIST 
Your reference and guide for collecting your army 
is its accompanying Warhammer Armies book. 
The background tell~ you about the race or 
culture. while the army list and special rules 
translate the background description into Iroops. 
The game is more interesting when lots of 
di fferent armies with varied ways of fighting arc 
pitched againsl each other. so the list is meOlnltO 
make sure Ihat each of the Warhammer races is 

difTerem and ha"e their own style of 
fighting and Special ChOlracters. 

The amlY lists won't let you havc 
everything in your anny. Or. in 
other woros. the amlY lists won't 

allow players to make the 
game bland and 

boring. 
Within 

, h , 

limitations 
of the list. there is 
enormous room for 
interpretation. The liSL~ arc very 
nexib!e and impose few 
restrictions within what is appropriate 
to the anny concerned. This means Ihal 
several players using the same lisl 
could choose several very different 
armies. One army might emphasise 
shooling, another mounted troops. whilst 
another war machines. When working 
out units from the list you can choose 
your own emphasis. Pick units which suit 
your prefelTed tactics (or modelling tastes 
for that mmter) and ignore others. 

Instead of (or before) working out the whole of 
your projected mega army of 3000 points. 
detennine the theme for your amly. The theme is 
either an overriding tactical doctrine such as 
mobility or firepower. or something less tangible 
such as monsters or characters. or red and black. 
The theme can be kept in mind for the whole 
anny or just for one division. So. for example. a 
High Elf army with a theme of defence would 
perhaps fealUre numerous regiments of Speamlcn 
and Warriors. This could contras t with the more 
obvious theme of shootiness and therefore mark 
your army OUI as an individual intcrpretation of 
thc culture. A quick look at the background for the 
High Elves will show thm you were entircly 
justified and have created none other thun the 
Mentheus' army - citizens from Colhique and 
Chrace who fonned a core of Speanllen and 
Archers ;md broke the siege al Gr iffon Gme. 

If you wanted to hedge your belS tactically. thcn 
you could opt for three divisions of 1000 poims. 
one emphasising defence. one emphasising 
shootiness and one emphasising mobility. La and 
behold. an army of three realms which have 
joined forces 10 beat off the foc! Collccting by 
division and using thcrlled divisions does not 
commit you to fighling ail your battles for a year 
with 1000 points of archers because your first 
choice of division was a shooty one. The first 
division could perhaps emphasise an all round 
task force or the 

General's 
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QUICK TIPS: 

Incidentally. if you 
have been diligently 

painting as you recruit, 

your second 1000 
points will be 

inftnitely better 
painted than your first. 

- it's a phenomenon 
wonh bearing in mind. 

Perhaps you should 
regard your first 1000 

points as your 
'practice points· in 

terms of playing and 
painting! Here we can 
dimly perceive a task 

that will come after fhe 

complet ion of your 
final [000 points - go 

back to your first batch 
and g ive them a 

thorough overhaul! 



QUICK TIPS, 

Building your arnlY 
by division is a great 
way of learning the 

plans and tactics 
involved with your 

chosen race. By 
playing small battles 

as you glher your 
forces, you learn how 

to use each war 
machine or regiment 

As you go along. 

You can have great 
games even with a 
fairly small army. 
For example. the 
Bridge of 000111 

(White Dwarf 183) 
on ly had 1500 poims 

on each s ide. but 
Jake and Gavin s till 
had a real battle on 

their hands! 

elite retinue and contain various units and models. 
Once you stan later divisions. you can reinforce. 
mill or swap units in the first division with those 
in the division you are currently collecting. 

WHAT'S IN T HE DIVISION? 
Think of a division as a mini anny of 1000 points. 
If you follow the proponions of points allowed to 
be spent on characters. regiments. etc for each 
1000 points. you will have the COITect proponions 
when you have 3000 points. The mini anny needs 
a General. Choose a suitable character model to 
be included in your 1000 points. Liter on. when 
you have 2000 or 3000 points you might usc the 
same model as a Hero having acquired a better 
candidate for General. The basic principle is to 
include one independent character model in each 
batch of [000 points. You will thus account for up 
to 50% of your 1000 points with this model. The 
rest of the division is made up of regiments. war 
machines or monsters. The proponions allowed 
by the anny list are likely to permit one big ortwo 
small units. one war machine :Jmi/or one monster. 

As an example of what you might come up with. 
let's apply the plan to a Dark Elf Army. [ imaginc 
I'm setting out to collect a mega 3000 point anny. 
Stage one is to collect my first J 000 points. 
Recognising and admitting to my irrational 

W058 

attraction to Witch Elves. 
which has led to my choice 
of army. I decide to go with 
it and make Witch Elves the 
theme of my first division. 
Thus I will smiate my desire 
10 paint hordes of these 
models before dealing with 
the rt!st of the :mny. There 
will be other things in this 
initial batch. but it will 
emphasise Witch Elfiness. 

need a General. This 
should be either a charJcter 
who could be the General of 
the final 3000 points. or who 
will eventually take second 
place as a Hero or powerful 
sorcerer when I finally SCllle 

on a Gcneral. I decide 10 go 
for a f:lirly chcap General on Cold One. as my 
army expands he will be moved down to. say. 
Ihe Hero of some Cold One Knights. Let's get 
to grips with regiments nex\. Keeping to the 
theme. a regiment of Witch Elves is in order 
and I fancy a big one. I am going 10 follow my 
rule for raising regiments (e)(plained later) 
and start with the command group. that is the 
standard. leader and musician. I decide to 
have all three and thm the leader will be a 
champion. I want a big unit so I will nced a 
funhcr twcnty-seven Witch Elves to go with 
the command group. making 30 in all. Now 
would be the time to look at war machines 
and monsters. [can't :lfford both. so [decide 
to lea\'e monsters for the ncxt division. I will 
definitely want bolt throwers in this army. so 
I might as well get one in the first batch. 

Another regimem would not go amiss. 
especially in this core division of the anny. [ 
decide on B[ack Ark Corsairs because I dimly 
perceive an ovcrall thcme for the final army 
as a horde floating on a Black Ark. striking 
anywhere in the Warhammer world. und I also 
want to paint monster hide cloaks (the real 
reason). Ignoring options for thc momcnt [go 
for a command group of champion. standard 
and musician. There is still room for the 
champion in the character allowance. A unit 
of 20 wil! do for now. 

That's it then. a plan for the first 1000 points 
(after taking into account magic items and 
other option~) . l've decided 10 get five Witch 
Elves or B[ack Ark Corsairs a week and not to 
get the next five until I have painted the first 
five. because using unpainted models is 
despicable. When [ have cornplcled the twO 
units [ will dcal with the bolt thrower and the 
character in that ordcr, allowing myself as 
long as it takes to paint or model the General 
before drafting the next 1000 point division. 
Estimated time before this batch is ready to 
fight is ten weeks. plus another four for the 



JUST AN OLD HACK 

READ AlL ABOUT ITI A CHRONICLE IS BORN 
The sounds of running fights and 
inter-gang warfare have 
rc~ounded through the Underhive 
for a couple of months now. 
Momy nedgling gangs have been 
gunned down in their infancy. 
never 10 be heard of agai n. 
I-Iowe\·er. just as numerous are 
the bright slars whose exploils 
have rJ ised them 10 the lOp of the 
local heap. Success is credibility 

and credibility i~ ~ucccss. but where docs a g:mg get credibility 
from? From the media. of course! 

Throughout its creation. Necromunda benefited from a v3st 
amount of playtcsting. If you didn't huve 3 gang, you weren't 
anybody! As the game developed and the campaign system 
wa~ formulated. it beeame necessary to keep everybody 
infonncd - which new rules were availuble. who hud a gang 
running, ,md so on. To facilitate this. Andy Chambers stnned 
running the Necromundll Chronicle to repon on the Design 
Studio\ campaign. This weekly newsleller sti ll keeps 
e\'erybody infonned of new developments, and has introduced 
rules such as Treacherous Conditions and Outlaws. As well as 
this inroml:l\ion service. the Chronicle also contains accounts 
of the week's fights, who's been shot by who. and other events 
or interest. EXamples can be secn throughout this ankle. 

The local Underhh'c news-~hccts and daily mgs O\\C marc in 
common 10 onc-crcd pulp no\els than any fact-reponing 
institution. ~lImng up the masses to love or loathe particular 
gangs. turning \iolenl 

SO WHY ISNT ANDY WRITING THIS? 

de~peradoes into heroes. 
and sa\·iours into villains. 
And you should be out 
there with them. getting the 
hot new~ \0 prcl>s. Here'~ 

how ... 

NECROMuNnA 
c ... w;lOJI 9tUU 

SPYRERS ON THE PROWL! 

Good question. Erm. well Arbitrator 
Chambers was. sort of. well. deposed ... by. 
eml, me .. , and I took ovcr the Campaign (but 
that's another story). Pan or being the 
Arbitrator these days is producing the 
Necromunda Chronicle. [t looks a little 
different now. but it still has its nose finnly 

stuck to the story trail 3nd doesn't pull 
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its punches (except 
when threatened with 
violence. sman 
lawyers. or offered 
huge sums of non­
tf'oIceable cash ... ). 

The ronhcoming 
Nccromunda 
supplement Outlanders 
cont3ins rules for an 
Arbitrator C3mpaign . 
Rathcr than go into 
details. I'll just say that 
this is just like any other 
Necromunda campaign 
except it's gOt some 
excellent bells and 
whistles attached which 
allow yoo to do all sons of 
weird and wonderful new 
things. Anyway, you don't 
need to be running an 
Arbitnllor Campaign to 



benefi t from a regular ncwsletter. yQU just need people fighting 
lot~ of Nccromunda buules. The more gang~ you have in your 
campaign. the hurdcr it get!> to keep track of your foes. You can 
get a nasty ~urprisc when your opponent declares his gang 
rating and you suddenly discover he's been playing lots more 
games than you! 

To al1o .... you to keep dibs on the opposition. the Nccromunda 
Chronicle rel;ularly repons on .... ho'5 fig hting who. what the 
result was and how badly ~hot up the gangs were ;It the end. 
Some gung 1cudcfl\ (Dehlques muinly) like to keep extensive 
note~ on all their enemies. trying 10 glellu tlmt unexpected 
advant:lge in the next battle, 

" . 

ARBITRATOR 
CHAMBERS DEPOSED! 
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WHO GETS THE JOB? 
Whoc\'cr wanl~ it l I t"~ true. you need to have somebody 
running the Chronicle \.\ho doesn't feel thllt they .... erc 
pressured inlo the posilton. It can be rough going - lratc gung 
leaders compl:lining Ihey h:lven't been menlioned, m:ld 
he:l\ies rno:lJ1ing Ih:ll you got their n:lme \lrong.:l1l sons of 
halards aW:lit Ihe unwary. 

You n«d lime, Of course, this depends:l whole 101 on how big 
your campaign is - our campaign has an average of fifteen to 
twenly gangs vying for the lOp at anyone time. I run Ihc 
Chronicle on a weekly ba"is. but keep the reponing down 10 
the major e\ents :lIId more important fightlo. This only take, an 
hour or so 10 com]lile on an average issue, but this varielo 
depending on how bu'>y the l;angs ha\e been. 

You need to be able to 
physicnll) compile 11 
Chronicle. I'm fortunate 
enough 10 \\ork on a very 
powerful computer \I ilh 
nashy \Oftw,Lre, la,er 
printers and an\lork at my 
fingertip'" but I lnow that 
this L,n't the norrn! 
HO\lcvcr. mO~1 people can 
beg. borrow or ~tcal acce" 
to .. ome form of word 
proce~ .. or or typewriter at 
<.Choa!. collcge or at home. 
A\ long :IS you do mo.\! of 
the .... orl before you ,it 
dOlln 10 type it in. things 
dOn'tlale too long. 

HOW TO BE A 
GOOD EDITOR 

Keep il inle l"t'sting. It 
really is that .. imple, If you lind \I hat you're doing inlere~liog, 
Ihen Ihe other player. will too. Don't go into blow-b:,--blow 
accounlS of e;!ch and every baule, JUSt keep to the import"nl 
bi l ~ like ~ccnario. rc,ul1 and the death loll. 

Kct'p it shor1 . Each i~sue of our Chronicle is only one page 
long. Yours may be longer or shorter, but one page i~ a 
rea"onab1e .. ize to try 10 wrile on a regular basis. and il mean~ 
Ihul the reM of )'our gaming group will have time to read il 
before you do Ihe nexl one. Single page i,sues also male 
Lntcresting little po~ters! 

Keep il eharacl crful. Rmher Ihan reeling off 101\ of facts and 
figures about how nlllny lurns a battle l<lsled, how Gundar 
Screambak needed a 3+ 10 hit :md missed. use more colourful 
language, The firsl thing to agree on j .. a setting. Just a n:amc 
for the Me:l will suffice. For instance, eMtle Rod.. is the 
general neighbourhood for our campaign (the De~ign Studio 
itself lies in the ~hadow of Nottingham castle). A~ thing~ 
developed, ~o did the names of actual ~el\lcnlents which were 
derivcd from local MfCCIS. Thus Hope Drive and Fi~h Pond 
])rive became Ihe frontier lown~ of No Hope :and Filth Pond, 
Filth Pond soon ~aioed a reputalion for harbouring OUllaw 
gangs, :lnd look on :I characler of ib OWI1, 

HOWDY STRANGER 
lin-ell I I>eople. Occa~i(lnally you ~hould invent charal'lcrs ju~t 
to add navouf to your rcports. An account of a gang lightlake~ 
on a different feel when you have lin ""e)'cwimt;.\"" on hand 10 
lell the story - ""Tha'~ righl! l !-eCl it alJ.Ju~· olllside ma bar it 
wa~. Those Escher JU~' up '1'1' ~hot tho<;c poorOrlock bo>~ .. :'. 
The Underhive i~ nfe "ilh all sons of interc,tinl; people. from 
fungus farmers to selllcment leaders. guildcT\ to sla\c Imdcr,. 
All of Ihesc people add 
intcre~1 to a slory if u,ed 
properly. One of the 
characlcrs I'm currently 
building up ilo Ramblin' 
Zcke Stonedc .. d. <In 



Delaque Heao,y WIth flamer 

J~lMth 

stub guns 

Defaque WIth lasgun 

BOUNTY 
HUNTERS 
Bounty Hunters afe among the 
tougheSt and most dangerous 
of all Underhi\lers. They SUrY1Ve 
In the penlOus conditiOm out 
In the wastes. hunong do'M'I 
renegadeS and outlalNs, When 
few bounties are available, 
they WIll sometimes hire 
themselves out to gang 
leaders, but such alliances afe 
always temporal}'. 

HOUSE 
DELAQUE 

The furtIVe methOds of House Delaque give them a reputatiOn 
for secrecy and double-dealing In their Clandestine relatiOns 
'Mth the other Houses of Necromunda. They do little to JI.-OId 
this reputaoon, in faa. they often play on It to Intimidate and 
terronse [hose who would challenge Chetr Influence and 
conuo!. They are parocularly guarded of their rumoured 
contactS With the rulll19 Houses of Necromunda. 

Delaque Leader with 
boIrgun and power axe 

Delaque WIth shotgun 

bootc arm 

WIth Jasgun 

Delaque v.nth autogun 

HunterWlth 
shotgun and bionIC eye 

Delaque J~ WIth stub gun 

Bounty Hunter WlUl 
boltgun and bolt pistol 



Escher leader with boItgun 
and lasj:xs[oI 

Escher \Mth autogun and 
stub gun 

HOUSE ESCHER 
Fast and deadly. the Escher are perhaps the most strikingly viCIous of aN the Houses of 
Necromunda. HO\NeVef. unlike the ocher Houses whICh have reasonably balanced populations. 
House Escher IS made up almost entirety of \NOmen. The Escher haVe a reputatIOn for cruelly. 
and are said to lOok dO\oV!'1 on and pity all males. The fe-w males left ,n their society are shnvelled 
and imbe<ilic. perhaps as the result of a genetIC flaw In the house bloodline. As arrogant as they 
are heartless, the Escher espeoally despise Gohaths ......nom they dismiss as Simple and brutISh. 
The tVIIO Houses are old enemIeS and sklrrnrshes alOng their bOrders are common 

ESCher \Mth lasgun 

Escher JIJ\Ie IMth stub gun 
and piCk 

Escher "WIth autopstol and 
sword 

Escher JUlIe "WIth autop/srol 

An Escher gang 

Escher Heavy \MCh he<ll1' 
srubber 

Escher \Mth shotgun 



itinerant pro~peetor who 
often precipitates violence 
by d i~eovering territory, 
hoards of Archeotech and 
other secret lroves the gangs 
alilme to fight m'er. 

NEWSHOUNDS 
Pos~ibly the most 
challenging task of a 
Chronicle editor is to 
actually find out what'!> 
been going on! Some gang 
leader!> arc very 
conscientious and duly give 
you a run-down of every 
scrap they've been in. 
Others arc bl i s~fully 

unaware of the agonies you 
put yourself through trying 
to fill up the ~pace on a 
quiet week. Only nfter they 
gel their Chronicle do Ihey 
come up and complai n. 
belatedly infomling you Ihm WIELD THE POWERI 
they've aemally fought ninety battles ~inee the last publication 
and you ha\en't mentioned thcm once! You are the editor, It i~ entirely up 10 you to use or abuse the 

position as you see fit. Mul;e editorial comments (like this­
Ed). \elO Doring stories and in\cm things you think will be 
interesling. If you think a particular gang is get ting 100 big for 
its boots. do some nibble-rousing of the g:1I\g leaders to sort 
them OUI. Of cou~. all the other gang leaders may want to set 
up their own press to get their opinion across, and there's 
nothing wrong wilh open competil ion. 

You have two option!> here. depending on how busy you arc (or 
what type of hard-nosed reporter you see yourself as). For 
myself, I just !i3y ·'tough !··. If they expect you to be psychic, 
they're sorely mistaken. If you arc more forgiving than me. 
you can scamper round wilh your notebook, quizzing 
e\'erybody on Ihe week's events. This can range from a 
moment's work (if everybody in the league goes to Games 
Night or llltends Ihe same I can just imagine it. twO widely opposed newsletters olTering 

school, college or place of 
work as you) to mind,numbing 
lreks and phone calls for the 
bener part of a week. If th is is 
" lot of hassle you ~houldn'l 
bother - players soon learn 
Ihat if they want something in 
the Chrnnicle, they have to 
tell you! 

Actually. r \'ejust thought of 
a third option - freelancers. 
Get some of the players to 
write their own accounts 
and gh'e them !O you. so if 
they hear of something that 
you don 'I. it may cnd up 
being covered after all. 
This kind of second or 
Ihird-hand acCOUnt makes 
interesting reading tOO -
remember. you don't 
alway!> ha\ e to print the 
ab!>o lUle truth (and in 
some cases it 's much 

different opinions on Ihe same events. You could stir up 

r-----~~;;:::=::_7----'~n:':":;~':e fights. or get some gangs to Raid the enemy to destroy their press 
J}eCrOmunbll (preventing them from producing a 

flh copy of their newsletter for a week 
~rO"idt or so, .. ). Play with the hearts and TERRO .N."",,, 

R SWEEPS THE 11~1~~~:C ~~e:~~r~adcrs. that's what 
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OUTLANDERS 
This is just what you can do with the 
Necromunda box and a basic 
campaign. Add on the campaign 
events. Arbitrator s.ccnarios and other 
extras from Outlanders ("'hich Andy 
will be telling you all about next 
momh) and you ha\'c an almost 
unlimited s.copc, But that's for the 
future, In fact, it's probably best to gel 
your Chronicle underway now, while 
things are still relathely 
straightforward. and then you're already 
in position for the triumphs and horrors 
that Outlanders will bring you ... 

Well. I'm off now, r can smell another 



THE GAME OF FANTASY BATTLES 

Enter the: world of War hammer. a world of conniet in which each player controls mighty armies. Greal heroes 
lelld regiments of knighl~ :md speanncn into ballic. carefully manoeuvring for position as huge winged 
11l0n~leT!' ny overhead. Mighty war machines smash g'lping holes in the enemy lines. and magical energies 
crackle across the battlefield as rival wizard~ struggle for ma.\tcry. Finally. you unleash your anny in a 
deva~ullmg chargl.' which will trample lhe foe bene:Lth your massed rnnk~ ... 

Citadel, the Citadel castle. Games Worltshop, the Game Workshop logo and 
Wamammer are r&glstsred tradema~s or Games Wor1<shop Ltd 

Sk8ven and Whole Dwarf arB trademarks 01 Games WOlltshop Lid 
C Games Workshop Ltd, 1996 All nghlS reseNe<I 



The postbag this month hns been extremely 
rni~ed. with letters on a wide range of subjects, 
The first leiter i~ from Gcorgc Millar from Perth, 

flo .... do JOII pailll Skelelom? J gil'e mjlle (I 

lJro .... " mu ll, but of tell I filld 'hat e l'e" after Ihe 
highlights the fillished effect is too dllll alld 1101 
b01l1! colOllred. liD .... do JO/l p(lilll tlte olles Iltm 
are m"ed ill the buttle rep0r/s? 

Skeleton Warriors and Skeleton Horsemen form 
the core of an Undead force. and most anllies will 
include a few regiments, For these troops you 
need a quick and simple method for getting largc 
numbers painted neatly. The other ~ide of the coin 
is the characters. many of which are partly 
Skeletons or m least have ~ome bone deconllion. 
It's nicc to give Ihese models a little more care 
and attention than thc basic rank and file, 

LeI'S ~tan with the ellsy .. tufT 
fiN. The pla,tie Skeleton 
Warriors are :1 real godscnd -
they arc quick to assemblc in 
great animatcd poses. need 
very lillie cleaning·up and 
arc a piece of cake to p:tin1. [ 
reckon that with a bit of 

practicc ),ou can havc a basic Skcleton 
paintcd and b:lsed in about 10-15 
minutes. and when you get rcally gOQd it 
won't even take that long! I t"~ hcst to 
llssemble enough for the whole unit in 
one go. then undercoat them all together 
with white ~pray. How many you work 
on after thi, is really a mattcrof person:ll 
preference. somc people paint all the 
model~ at the same timc. others prefer 10 

~plit them into smaller groups. When 
paiming most troops 1"11 work on 5 or 6 
at on("(". but Skeletons arc so <Iuick J 
usually bump this up 10 10. 

The first step after Ihe undercoat j~ to 
paint the Skeletons with BleJched Bone. J apply 
this {Iuite thinned·down. maybe as far a~ half :lnd 
half with water. USC.3 large old brush and work it 

into the details of 

Whi te I)warf is ]Jacked 1~~ .. : '~~~I~' .. ,'~~'·. ~Ut:h' miniuture,~ Ihis month! 
f-:tse' l hcre in this issue Delllon 'Iinners, and I'll 

the model. trying 
to get an evcn eO:1I 
without it forming 
into pools and 
obscuring any of 
the detkil. When 
this bllse coat is 
completely dry. the 
next Mep is to add 
some shading. The 
b<::st way to do this 
i~ with J wash. 
Thi~ is where 
George i~ going 
wrong. brown i, it 

s ure )ou'lI llgree thut ,I".d",d-B 'imp~'j'l!";"'b . I seem to say it 
e'ery lear. bUl lhe ""'""" ' ," "" gets better - I hOI>C 
J Ou enjoy looking a t 

As ]JOlrl of Ihe pr ize for 
\\ inners Ull for a 
St udio :lnd II free 
greM to meet e, eryom' i 
than the chaos of Gamcs 
you enjoyed the d:lY as I 
so if fancy 

I 
~oU h;u 'c to do is produce a 

!~~~t6~;:~I;:\\hO cume, I hope Slime nl'x t )ear. 
l"l' rYOlll' e lse lit Ihe 

pockets stuffed \\ ith models, 1111 
Demon entry! 

linle too harsh to 

W/NNI8wr people 
look at an anny, 
IIIe first model 

IMy pick Up will 
""""'bIy be one 
fllllIIe chanw:fBnJ. 
n- "'rge and 

1m_I"" 
_"'alw8)'8 
_outfrom 

IIIe nmk _ file 

and "'" IIIe ., 
place for you to 
IIhow ofI your 
palntIng sldlls. 



RE.\DERS TIP: I find il difficult to 
retain an fiml grip on the base of my 
miniatures while painting them. To 
solve this problem. I temporarily stick 
the model ['m working on 10 the 
bollom of an old pl:l~tic film container. 
You can use a blob ofblu-tac or similar 
product and finnly press the slollabase 
on!() the conUliner. Old paim polS or 
small jars work equally well. Sticking 
the model onlO a base while painting it 
has the added benefit of keeping your 
grubby fingers away from the clean, 
new paint work. 
l\lartin !\Iurray. Fife. 
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use as a shading wash. I mix up 
my own wash colour from about 
half-and-half Brown and Yellow 
Washes. and then thin this mixture 
down with a lit tle water. The wash 
is then applied fairly liberally to 
the whole model and left to dry 
thoroughly. Don't worry too much 
about the wash fonning into pools 
as most of this will evaporate 
while it's drying. 

When the wash is dry the 
miniature will look fairly dark all 
Oller, but the wash will have 
concentrated in thl: recesses. 
between the ribs and the rest of 
the bones. The nl:xt stage is to 
apply the highlights and the secret 
here is to gCt a good contrast with 
the shading. Ellch of the bones in 
the Skeleton is clearly defined and 
you should aim to pick out the 
shupe with the highlights. I use 
Bubonic Brown for the first 
highlight. the be51 way to apply 
this is to wipe most of the colour 
off the brush on a tissuc or rag and 

gently drJw the tip 
of the bristles across 
the surface of the 
detail. This will pick 
out the raised areas 
on the model but 
leave the darker 
colour in the 
recesses. This 
technique takes a 
litt le practice. but 
works really well. 
Il·s just a question of 
getting the right 
quantity of paint on 

PAINTI NG T IP: One of the great 
ndllantage~ of working on a group of model~ 
is that you get a built-in drying time. If you 
are working on len models at once. by the 
time you have applied the base coat to the last 
miniature. the first will hi: dry and ready for 
the next qage. Don·\ take it for granted lhat a 
model is dry though, there', nothing more 
me~sy than applying paint over a wet surface. 

the brush - too much llnd you will filJ in the 
detail. \00 little and the effect will be rough and 
textured. Funher highlights can be built up by 
gradually lightening the colour: Bleached Bone b 
the next step and then I sometimes mix in a linle 
Skull White for a final highlight. 

I usually spend a lillie more time p:tinting the 
head and face (ie the skull). I prefer \0 just puint 
on the highlights nonnally rather than use the 
same teChnique as on the rest of the miniature. 
This is the method that I use when painting 
character models. the models take a little longer 
10 paint but the finished effect is far smoothe r. 

PAINTING Til': Never Ihrow old brushes 
away. When they are no longer suitable for 
detailed painting they cun be do .... ngraded to 
other painting tasks such as drybrushing. 
painting the glue onto ba~es or. if they get 
really tally, even ~tirring paint ! 
Keep your old brushes seplltate 
from your 
good ones. Put 
a blob of paint or 
a piece of tape 
Ihe handle 10 

identify 
the old 
ones. 



George alw ask!> about p:lInung ~nner<; in his 
kiter. lind this i~ a subject I'll be covering in 
wme depth In a future M~tercla~, article. 

The next leiter comes frum Stefan 'illOrnas in 
LLandudno who has a que'ition about general 
painting techniques. 

I K'm ' lookillg III a photograph oJ Mllrlll!lI.~ 

Calgttr oud I K'olldered hal<' )'0/1 gol I/I e jilll!, 
.I·harp ' ,ig"'igills all Ille ellges oJ Space Marille 
armOllr. I Illouglll this lI'a~' dOl/e ",illl 
tlrybrllsliillg bill III)' reSidu "'ere l errible! 

My st!C(J/fti qlleslioll is 110M' tit, ),011 keep a 
511100/11 effeCI Oti models? ,Hille alM'a)"5 come 0111 
a bil rOllg/,. 

Thc'\C two qu~tion' nre really linked together 
and il sounds like you are applying your general 
high!ighl~ wilh drybrushing. This i~ a technique 
thlll i\ only really sui table for heavily textured 
are~ ~uch a~ fur and chainrfluil armour. If il is 
applied to smooth surfaces such a~ S/Xlce Marine 
annour. the paint will quickly build up into a 
rough lexture. 

Onc of the most effective way~ of pninting Space 
Marine amlOur. especially on unit 1I11niaturcs. is 
10 apply the bllse coot with a spray. bUl l prefer to 
completely hand paint characters. This gives a 
really smooth coat of paint that can be given 
minimal highlights and shading to produce n 
great effect. There are spray colours jusl nOOUi 10 
be released for Ihe four main Sp3ee Marine 
ch3pters. these colours are - Space Wolves Grey, 
Dark Angels Green. Uhramarine~ Blue and 
Blood Angels Red. If you are using these colours 
you don't need to apply an undcrcom. just clean 
up and ba:>e Ihc models as nonnal and thcn apply 
the co)oorexactly as YOll would if you "ere spray 
undercooting Ihem. It ·s best to do a fairly large 
group :1\ once, thaI way you "on't waste the 
~ proly. Also. it's important 110110 forget 10 work in 
~ well ~cntilaled area. well away from any 
e lectrical or gas appliances. 

When the spray i~ fully dry you can 
apply the highlighlS. These arc 
created by mixing a lighter version 
of the ba.)C colour. for in~tance if 
you are painting UhrJmarines thcn 
the highlight colour.. are created by 
adding S~u ll White to the base 
colour. Roughly speaking. the 
highlights arc simply painted onto 
the armour in bands. gct ting lighter 
towards thc cdges of Ihe annour 
plates. Thc more band~ of colour 
yoo apply. the ~moolher the effect 
will be. RanI.. and file Space 
1I.I:Irincs look great with j ust one or 
two highlight ... while you can take 
the colour all the way to pure white 
on your favourite characters. 

This bril1g~ mc ontO the second part 
of Stefan \ 4uc~tioll : how 10 avoid 
roughnes~. This i, really connected 
with the first part. and Ihe simple 
:lnsl.loer is 10 avoid usi ng 
drybru<;hing on smooth surfaces. 
Another good poinl. and one that is 
fairly \ ital to ~II miniature painting. is to always 
thin Ihe painl before you apply it to a model. 
Never paint straight OUI of the pot. always put 
Ihe paint onlo a whitc palette first so that you can 
check the colour and the consistency. I lend \0 
work with Ihe pninl very Ihin and apply several 
coms. this work~ far better Ihan 

MameU$ Ca/gar, 
Master of /fie 
Ultramarl ...... 

applying one thick COll t. and 
ensures th:u you don't obscure 
any detail. It does take ralher 
longer. but I think it's worth it. 'Eavy Metal Masterdass. 

Wcll that's all for this month's 
Mastcrciass. Don', forget to 
write in if there'S any aspect of 
painting or modelling thm you' re 
having trouble with. See you 
next month. 

White O"arf. 
Games Workshop, 

Howard House. 
16 CIb1.le Boule\'ard, 

Nottingham NG7 I FL. 

Spoco MarInos Notice _ ..... colour 

WD69 



An exira level of 
detslland 

_lIsm h .. bean 
_Ioths 
dIorama with 
marldngs lind 

symbols. n.-
lire maInly 

transfera ta/cen 
from dlfrllrllnt 

Idts and plllced 
on .,.". auch lIB 

Inspection 
panels and 

doors. 

GOLDEN DEMON OPEN 
COMPETITION 

These \WO pages ~how Ihe winning entry from 
this year's Golden Demon Open Competition. 
This W::IS the fir<;1 YC:lf wc've run the Open, the 
idea was that 11 would om alongside the aClual 
Golden Demon :lw(lrds and give people a 
chance \0 really Jel their imagination run riol! 
The only rules were lhullhe models u~cd had to 
be either Citadel j\'linialurc~. convcr"ion~. or 
totally sCr:llch-buih and thallhc cfHry fined in \0 
the Garne~ Workshop universe. We also made 
(he competition truly open by :!llowing IIIIY(>II1' 

(including Games Workshop ,taff) to enler. in 
facimo,l orlhe 'Eavy Metal Team and many of 
the Ciwdcl ~culplor, did jusllhat. 

We really had no idea of Whll! 10 expect. bUI Ihe 

WOlO 

quality and variety of modcls 
W<l~ wonderful. As with 
Golden Dcmon, judging W<l~ 
a h<lrd ta,k, but in thl;." end I 
went for D<I\'e Andrews' 
diormna of a I:mding b<lY for 
an Imperial Thundcrbolt. I' m 

sure you'll agree th:u it's a worthy winner. I'll be 
h:lving :1 delailed look at some of Ihe other Open 
catcgory entrics over Ihe nCl>t few months, but 
wc're going 10 start 1\ ilh Davc's diorama, 

One of thc rno~t imponant a~pcl'ts of dior<lma 
building is the composition: how the Illiniature~ 
interact with each other and their surroundings, 
As soon as you look at Dave's diomma you c<ln 
tell \Ih:lt's going on - the Fighter is being madc 
ready for a mis~ion, The pilot b jU~1 about to 
mount the ~teps into the cockpit while thc 
mechanic tinishc~ off last-minute prcrawtion~ 
and refuelling, St::mding behind them :Ire two 
aloof looking offtcers watching the scene. 

Another imponant a~p\!cl is the attcntion to 
detail. and there', cenainly no ,hortage of th:u! 
I've included some close-ups so that we c<ln hall" 
a proper too!.. 
at what's 
going on, 

A: Da\e 
constructcd 



MOlllLU'G T IP - To get the te~tured 

~urface on the 'ides and top of the diornma 
base. Dave ha~ used different grades of 
~andpaper. If you want to get an even texture 
o\oer a n31 surface then this is a great way of 
doing it. It IS ea~y to work \I ith. simply cut out 
the shape that you require \lith a sharp knife. 
It ·s be.'>t 10 cut from the paper side - if you cut 
from the rough ~ide you' lI find that the blade 
will go blunt \oery quickly. 

mi~sile launcher from the Leman Russ. the 
wheels from a model car and other bit .~ and pieces 
salvaged from plastic kil.\. 

0 : The officers werc converted from Mordian 
Iron GUMd Illodcl~. One model has been given a 
scmtch-built head and both have had some details 
rcmoved alld Ilew ones nddcd. I particularly like 
the way that Dave hilS created a very ~tem and 
.'>lraight-IOlct:d look 10 tht:!>C miniatures. 

C: The whole diorama is covered with small 
pieces of incidental detail that add to the overall 
atmosphere and chal"'Jeler. Good e:mmples of this 
arc the oily tools lying round the open tool box. 
the open inspection hatch and the ghetto-blaster in 
the comer! 

D: The mechanic i.\o a fairly simple conver,ion. 
but by adding a baseball cap and cle\oerly posing 
the model Dave has totally changed the charJ.eter 
of the original model. The con\'er:sion work for 
the pilot is a lillie more complex but. :lgain. the 
posing is perfect. 

E: I think that my f:l\ourite part of the diorama is 
the Thunderbolt itself. and the photo below ha~ a 
great view of it being r:ti~ed on the launch p.1d. 
The model is completely ""!"'.Itch-built from all 
manner of different matcrial~ . Of cou~. Davc 
staned at a slight advant:tge with this :IS he', Ihe 
onc that designed Ihe original Epic \"el1>ion . The 
o\·cl"'J.ll feel is that this i\ the plane of un uce pilot. 
Ihe individual paint scheme and I..ill l11ar\..~ :lfC 

great touches. Another clever touch i~ the wily 
Ihal the launch area is sunk down into the floor. 
This not only gives the diormll!t the feel of an 
ai rcraft carrier. but also makes sure that none of 
the background is blocked out. 

F: I aiM} really lil..e the airlock in lhe corner. it has 
a really solid. heavy. industrial feel. One cffective 
way of doing this h to add )'ellow and black 
hazard lines. Dave hus u~ed these in 
sevcral different pam of the model 10 
good effect. Loal.. at the way that he hilS 
made them look chipped and tatty 
suggesting constant use. 

Of cOUm! it's no good building a great 
diorama and then make a hash of the 
painting. This is the thing that pull~ all of 
the components together into a coherent 
scene. Once again. Dave's diorama i~ a 
great example of thi~. using a limited 
palene of colOUr<; 10 good eITect. The 
most important clement. in this Cllse the 
Thunderbolt. i, the only thing that has 
really ix.-en made to SlUnd OUI. 

won 

Dave hss uBBd 
s wide vsrlety 
of perfs from 
C_lplsstJc 

Idts on hlB 
model. A lot of 

thebule 
structure Is 

msde up from 
the plsstJc 

bullthesdsout 
of the 

Necromunds 
box. Thess 

hsvebHncuf 
upsnduBBdln 
meny different 

-}'S. 



DARK ELF 
SORCERESS ON 
DARK PEGASUS 

NEW 
RELEASE! 
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UNSUNG HEROES 
INFANTRY INVASION 

When I originally began playing Epic back in the 
mists of lime. I always undcrnlled mfanuy. No 
1ll:lUcr which race I used. the illfamry seemed 
I1IdMinguhhablc from each ()(her and I found 
them IOtully uninteresting - I much preferred 
~pcnding my points on super heavy lank~ :md 
mcgu-wc<lpons. Indeed. when Titlln Legions 
came out J had a field day al first. lI"ing all the 
new heavy weaponry and not taking any infantry 
at :11l! However. [ never had a great deal of 
"ucce~~ :lIld quickly found myself QUI­
m:moeuvred and out-gunned. I finally reali~d 

the an,>wer [0 my problems lay in the infamry 
companies and detachments I had discarded in 
favour of my litanl>. 

I decided to experiment using eXlcn~ive infantry 
comp.mies and suppon detachments and over the 
course of a few gnmcs soon found their gre:lt 

mcngth lay in their numbers and the high break 
point of their companies. They could fire lilcrnlly 
dozens of ~hots at a loinglc target. forcing the 
enemy to roll numerous saving throws of which 
at least one was going to fail. Only the most 
powerful super heavy tanks had a chance against 
normal infantry and even they were vulnerable to 
heavy weapons troops. When it came to holding 
objectives infantry excelled. able to swamp a 
building or hill with troop stands. Thcy were very 
difficult 10 budge once dug in. I also discovered a 
grcat di\'er~ily in the different races whereas 
before I saw only endless troop stands to paint. 

TROOP TYPES 
You can split infantry in Epic down into se\cral 
rough eatcgories. These core troop types may 
have different names according 10 the army or 
race to which they belong. but they all fulfil the 
same basic b:lt1lefield roles. 
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CLOSE ASSA ULT 
The first troop type we 'II look at are the 
c;o;ponenls of close combat 
fighting: the assault 
squads. They have a high 
Close Assault Factor (CAF) and 
short range weapons such as bolt 
pistols. These troops need to charge 
inlo close combat as quickly as 
possible in order 10 be most effective. 
troops have a movement of only IDem which 
means that they need some kind of transportation 
in order \0 get [0 the enemy without getting 
destroyed, Transport vehicles such as Drop Pods. 
Thunderhawk Gunships. Wave Serpents. Rhinos, 
Chimeras, Death Dealer Daemon Engines of 
Khome and Mycctic Spores call get your assault 
troops where they can attack. It should be nOied 
that Imperial Annies boasl Space Marine and 
Imperial Guard assault detachments. both of 
whom are equipped with jump packs and can 

Tyranids based on the Termagant g<>n<> 
template (like Hormagaunts and 
Gargoyles), can also be classed as tactical 
t roops and fulfil a similar role. Even when 
these crentun'S are out of the control of the 
Hive mind they instinctively advance 
towards the enemy, their most basic urge 
being to kill and destroy! 

ignore movement penalties. 
BUI even with an increased 
movement value of 15cm 
they can still benefit from 
transpon vehicles. 

Other races also have 
assault troops such as Goff 
arks, Eldar Striking 
Scorpion Aspect Warriors. 
Squat Berserken; and the 
deadly Genestealers. Some 
troops such as Howling 
Banshee Aspect Warriors 

have special dose combat allacks and a 
panicularly high CAE For example all Squats 
can re~roll any I's in close combat and they can 
also re·roll any 2's when fighting in dose combat 
with the dreaded arks, due to their legendary 
hatred of the marauding greenskins. 

CHAOS SPACE MARINES 
Chaos Space J\'larincs deseT\'(' a 

special mention here. 
Unlike their Imperial 

counterparts, Chaos Space 
Marines don't corne as Assault, 

Tactical or Devastator 
detachments. Instead, they Ute Jill 

elluippcd with missile launchers (1 dice 
hitting on a 4+), and Ihey have +3 CAF like 
Space J\1:!rine Assaultlroops. They are \'cry 
ne~ible troops. able to fighl their way onlo 
an objective and defend it against a lJ­
comers with their heavy weapons. 

TACTICAL TROOPS 
Tuetical infantry should be the most numerous 
troops in any army and form its backbonc. Thcse 
troops are very nexible and can fu lfil a number of 
baltlefield roles. For instance tactic:lltroops can 
adopt a SUppOTl role. although without the 
benefits of long range weaponry and a save 
modifier. This is accomplished by simply 
pouring firepower OntO the enemy from your 
army's battle line. If they are transpor1ed fast 
enough. tactical troops can auack the enemy in 
closc combut like assault troops. where once 
again their sheer weight of numbers can smash 
the enemy ranks without the aid of a high CAF. 
However, their main job is to maintain a solid 
line of troops. swamping the closest objectives 
with stands. Unless the enemy concentrates an 
inordinate amount of barrage weapons on your 
troops there will always be fresh stands to 
maintain your battle line. Eldar Guardians. Chaos 
Cultists and Space Woh'es Grey Hunters (who 
bencfi t from a good CAF as do all Space Wolves) 
are all e)(amples of great lactical troops. 

len: [ often use Drop Pods to land a complcte Assault company on 
a couple of objectives on the enemy's back line. [n one particular 
baltIc my Assault troops (in red) landed aear some Squat Warriors 
and a Thunderflre cannon (in orange) on fin.tlire orders and nearly 
dle whole company was destroyed! 

Below: However. the last surviving troop stand gOt inside a building 
and ran straight 01110 an objective. The Space Marines ~sed their 
morale check and were charged by the Squat HeanJlguard in the 
second tum. Being on first fire orders. the Space Marines killed the 
Squats before they could enter close combat and wen! on to survive 
the reSt of the 
game, still in 
control of the 
objective! 

This par1icular tactic would also work well for Tyranid players who 
could drop Honnagaunts and Tennllgants onto the enemy with 
Mycetic Spores. You can potentially f)ood whole areas with these 
large broods who. even if out of the influence of the Hive mind, will 
instinctively attack the enemy. 
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Ri~hl: A Ch<lo~ Space Marines detachment :macks an 
objcctive in a wood held by Eldar Guardian~ . Their +3 
CAF mcan~ Ihey en~ily CUI down Ihe weaker Eldar 
lroop'. The ncxtlUm Ihey ~ellie down with their mis~ile 
launther\ on tirst fir~ ordeT$. prepared 10 repel :m~ 

m\empt by the Eldar pla)er to re-Inke the objective with 
other troops. 

HEAVY WEAPONS 
Regular infantry c:mllO! usually damage" super 
heavy vehicle wilh :m all round 1+ saving throw. 
However. heavy Iroops enjoy the benefits of 
heavy weoponry which usunlly includes 2 allack 
dice JX'r st:md. 75cm mnge and -I save modifier! 
The~e arc possibly my favOllrite infantry because 
their Illussed dice can ~trip the shields off Titans 
and destroy ~uper hea\'y lanh in :,hon order. 
However. they al,o COSI around twice the point~ 
of tactical troops. These troop~ include Space 
Marine Devastators. Eldar Dark Reapers. Bad 
Moon Ork~ (who arc identical to ordinary Orks 
except that their weapon~ have a ·2 save 
modilier) and Squat Thunderers who roll a grand 
total of three attack dice per ~tand! 

The Imperial Guard Hetlvy company is a firm 
f:l\'ourite of mine. For a long lime I always used 
Space Marine Devastators as infantry suppan 
troops. However. I eventually decided that the 
Imperial Guard company was a ocner altcrnative. 

Left: However. the Eldar send in a detachment of 
Howling Banshee~ who charge the Chaos Marine, from 
their Falcon Gmv-tanks. Luckily. only one Aspect 
Warrior is cut down by heavy weapons fire as they 
charge. and with the deadly comhinlllion 01 Iheir 
Banshee ma,k.~ and +6 CAE the Howling Bmtshces 
easily win Ihe elo.sC combat~ and recaplure Ihe objective. 

It is almost half the price of the Space Marine 
company as Ihe Imperial Guard company docsn't 
hnve trnnspOr1 Vehicles. Rhinos are of little lise 
(other than to increase the cornptmy's break 
point) as I usually pUI heavy troops on first fire 
orders for the whole game. In every other re~pect 
they arc identical 10 Spacc Marine Devastators 
with the cxception orlheir morJIe value (which is 
the same a.~ all Imperial Guard troops). 

COMBINED OPERATIONS 
All three of these troop types. when uscd in 
combination. really complimenl each other. Your 
assaul1 troops strike deep into the heart of the 
enemy. tying up cnemy troops and disrupting the 
enemy's baule plan. Covering the assault troop's 
fast moving al1:lck. the laclical troops advance 
more caUliously across the battlefield. 
maximiSing Iheir fire from a fresh position each 
tum. The heavy troops in tum co\'er the advance 
from a di~tance. laying down a withering hail of 
fire against the enemy. 
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Space Wolves Long 
Fangs are not only 
shon range heavy 
we;lpon specialists, 
but arc so resolUlc 
they have 10 be wiped 
out for Ihe enemy to 

Belo": If you want to 
'lOp your opponent from 
olll-flanking your 
Imperial Guard army 
then 8 complete Heavy 
Company on each end of 
your battle line should 
do the trick! This frees 
up you tanks from fiank 
guarding duties. leaving 
them to take the battle to 



Below: The black Rhinos of 
the Dealh Cnmpany charged 
loward~ the Governor's 
Palace, kicking up clouds of 
du\t. A~ soon as they reached 
their target they dil>Cmbarked, 
bursting into the Palace with 
their Chaplain le:lding the 
ass:luh. In reply the Goff 
Nob"l ]:lid down a h:lil of fire 
again~t the black annoured 
warri()~ but only ~ucceeded 
in destroying the ornale 
facing of the huilding! 

The battle for the Governor's 
Palace wa~ as fierce as 
e:-tpccted. The Goffs tried 
desperately 10 gain a foothold 
in the building but Ihe Sp3ce 
Marines Chaplnin gave the 
Death Company an awesome 
Clo~ As~n\lh Factor of +5. 
Un~urprisingly, the 
Marines beal off the 
assault and they held 
building unul the savage 
bailie ended In a \·icwry for 

Lef'I : Gre} Knights are daemon hunters eXlraordinnire! 1he powerful 
~---i Tenninalor. ha\e teleponed into clo<ie combalw ith Angron, Daemtln 

Primarch of the World Eaters. Their +6 CAF ,hoold easil) disp3tch 
the Daemon through sheer weight of number.. Not onl)' are they 
awewme opponenu. but their 4+ p~)'chic S'l\e protects them from 
psychic and daemonic powers. a~ well. 

SPECIAL TROOPS 
Specialist IroopS such as Vctemns. ScoutS 
and Command S(.'Ctions compose the final 
category of infantry. Vetcrans are banlc­
hardened warriors and as a troop type are 
exclusive 10 Space Marines. They arc 
characterised by a hefty CAF of -+4 and a 
morale value of I+! You can u~e the<;e troops 
as powcrfullactical squads as they arc very 
good in every respect. Space Marines 
Terminators can also be used in a ~imilur 
way, with their huge CA F of +6 and. most 
unusually. a fixed saving throw of 6+. 

The Blood Angels Death Company is 
another fa\·ourite unit of mine. Generated 
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randomly at the beginning of each game. Death 
Cornp..1ny Space Marines poso,;css an awesome ~ 
CAF which mean~ they are:m excellell! source of 
assault troops! l 11ey arc panicularly effective 
against Tyranids :Ind Chaos annies as they nevcr 
need to check morale. 

SCOUTS 
Scouts are found in Space Marine. Eldar and also 
Tyranid annies. where the Lictor fu lfil'l the same 
role. These troops can mo\'e up 10 their full 
charge (atc onto the b:lIClefield after deploymcnt 
whilst keeping the ~amc order counter thcy began 
with. This rnean~ that in their fir~ltum seouts can 
first fire or charge from a much beller position. 

One of my commone!>t tuctics used to be 10 put an 
entire Scout Company into Thundcrhawl 
GunShips and send them across the other side of 
the battlefield to grab objectives from right under 
the enemy's nose. However. the company takes 
ma.~sive amounts of punishment using such a 
tactic and I now prefer 10 use two SCOUI 
companies in~tcad. Thi~ give~ 1IIe lots of cheap 
troops to sit on my b:mle line and a single 
dctachmcnt from each company uses 
Thunderhawks to attack distant objecthes. It is 
beller to risk only II single detachment from twO 
companies r.l.ther than :1Ilthc troops from one. 



SPECIAL CHARACTERS 
Special characlers with specific abilities can be 
added [0 your comp<lnics to strengthen them in 
batlle. For in~[ance, if a Space Marine Chaplain is 
nearby. lmpcriallfoops have their CAP increased 
by +1. If you wanllO take full advantage of Ihc 
psychic phase then psyker~ such as Eldar 
Warlocks and Space M:uine Librarians are 
excellent special characters who can make attacks 
with psychic powcf$. 

COMMANDERS 

One of the most valuable troop types in your 
arlllY arc the Command sections. They move 
quickly on charge orders and have relatively 
good short range firepower which they can 
automatically use in the first fire segment. They 
cannot be ta rgeted freely. hut must be the nearest 
larget to be charged or fired upon. COlllrnand 
sectiOns :lfe p:micularly important to Imperial 
Guard regiments. Without Command sections an 
Imperilll Guard detachment can'l have any orders 
- the entire Imperial Guard anny will grind to a 
halt without them. 

In the same way, Ork Nobi'. are also vital if your 
clans arc to do whm you want them to. Without 
Nobi'. within 100m. the BOYl follow a panicular 
behaviour pattern depending on which Clan they 
belong to. For instance. Goffs automatically 
charge towards the enemy -they have no choice! 
For you \0 keep your Boyi'. under control you 
must keep them at the front of your army. This 
stop~ the Nobi'. from being shot and means thm 
they can carry on bossing the Boyi'. about. 

FORWARD MEN! 
As you can see. infantry really are 
the backbone of any Epic army. 
Regardless of whether you are an 
Eldar commander or an Ork 
Warlord. your army is still 
composed of assault, tactical and 
heavy troops with commanders to 
bolster the battle line. How you use 
your troops depends on which army 
you have and the position of the 
objectives. but when used in 

combination all the troop types 
complement each other. The strengths 
of each troop type makes up for the 
weakness of another. 

Troops can often fulfil the fighting roles 
Hlken by tanks and bike squadrons, 
except that they are able to go where 
vehicles cannot! They can hold 
objectives in buildings and their 
numerical superiori ty makes thelll 
capable of holding a flank whilst your 
tanks advance. 

Abo ve: An Imperial Guard 
Tactical Company is attacked 
by Tyranids. The Hive Tyram 
lIS~ The Horror to force the 
Guardsmen within 25cm to 
lake a morale check. Howe\'er, 
the company automatically 
passes this morale check (along 
with any others they may be 
called on to take) due 10 the 
inspiring presence of the 
Inquisitor. 

Why not try an experiment and lake a force 
composed entirely of infantry? I've enjoyed this 
challenging variation on the Epic game and, 
having relUme<i to a mixed force of tanks and 
infantry. found myself using the humble Iroop 
stands in a much more effcr:tive way. If you do 
play some infantry games. you'll find that your 
foe will have a hard time wading through al1 your 
troop stands. As long as you remember to take a 
good spread of the different troop types you 
cenainly won't go too far wrong! 
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QI" Warhammer 40,000 does u model only 
benefit from co"cr if il is ill hase-to-base 

conlnel with it? 

A NO. models which arc pani:llly obscured by 
intervening co\"er gain the benefits of it as 

well. though models which arc less than half 
obscured by hard cover should only count a - I to 
hit modifier. nO{ -2. 

QDoes the Warhammer magic item Tile 
Black Amulet work against the Hlack Axe 

of refl (the Black Axe's card says it ignores 
armour SlIl'est including magical armour)? 

A Yes it does. because the Black AII/ulel is a 
protective device which negates wounds on a 

4+. ruther than 

If 0 piece oj CQI'er 

pllrlly obSI'j/res /J 

mor/ids target. tile 
nmdel 11;11 ~uffer a to 
hil pe1wlly. "gardJelS 
of 11011' /tlr from /lle 
("ow!r tire IO'Rel 

(lflll(II/V is. 

providing a 
magical annour 
save. We 

As well as delving 
lower slopes of the 

Boyz' letter mountain, 
and Andy have their 

scouring the Internet 
rules queries. 

So, if you have a qlliel 
don't hesitate to 
phone in and ask 

down your mc)dc!m 

estio 
swe 

receive many questions like this one. and in most 
cases a careful rellding of the magic item cards 
involved will provide the answer to the question. 
Basicll lly, there are three ways a model can avoid 
damage in Warhammer: Nomlal Annour Saves; 
Magical Annour Saves; and Protective Device 
Saves (you can look up which category a magic 
item falls into in the Arcane Magic rulebook). 

If an attacker's magic item card says "00 save is 
allowed" against it, then it will work against all of 
these items. If it says "no armour saves" are 
allowed. it will only work against noml3l. non­
magical. annour. And if it says "no armour saves, 
not even for magical annour" then it will work 
against the first tWO types. but not against 
Protective Devices. 

Qln Warhammer 40,000, can a Lictor fire 
ils nesh hooks allwo separale targels? 



A NO. but I can understand the confusion o\'('r 
Ihis one. It 's not terrib ly clear in the Lictoror 

Oesh hooks descriptions in Codell Tyran ids 
(though, weirdly enough. jt is clear in the 
biomorphs) lind I gOI it wrong in a recenl battle 
repon - sometimc~ ' wonder how I sleep III night! 

QThC magic item Mork's m'lr Honner kills 
any wizard it !ouches. Is it just wizards, 

or IS it lilly model that can cast spells? 

A Any rnodclthat can cast :t ~pcl1 is affected. 
including Greater Daemon, or a model 

equipped with the CroWI1 of Sorce,)'. 

g Can a Worhammcr 40,000 model Clifry 

anything ill a hand which is equipped 
wi a lightning ChlW (in other words. could I 
use it 10 fire a pistol or throw a grcnndc, etc.)? 

However. Mork's I~" BOllller doesn't affect 
models who have a magic item which casts a 
spell. but who cannot cast spells themselves, So a 
model with the Ri/lg oj Volwu (which casts II 
spell for free once per bmtle) or the Banner /lJ 
Wrath (which un lea~hes a Li/-lluniltg Boll each A Although this is not stated in the fules. 

common sense dictates that the answer is no. 

QOo )OU ha,'c to test for falling if you aM' already 
pinned within 1" of an edge and get hit again? 

A No. you only test when you are pinned, nOI hit, 

QThe weapons list for hca"ies doesn ' t say Ihey can 
hlu'e basic .... eapons, but some hea''Y models haH~ 

them, What 's goi ng on? 

A Oops, it's an oversight on our pan I' m afraid. The 
models are right. heavies can have basic weapons, 

QThe Delaque skills list sumllIary is different to the 
one in Ihe llIain section of the book. Which one is 

the correcl "ersion? 

A1be one in the main section of the book is correct (I 
hate summaries. they always do this!), 

QDO hired guns count lowards Ihe nUllI her of 
memhers in a ga ng when working oul income? 

AM is clearly Slated in the rules they do not, they pay 
for their own supply of rat-burgers and ammo out of 

their hire fee , 
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qWhal happens 10 a 
model that is on fire 

rolll n namer weapon al 
the end of the gallic? 

ATrcat him as being 
down. so he will 

suffer a serious inju!) on a 
D6 roll of 4+, 

Qc an you roll 10 see 
if fighters wilh 

Im'elllor Invent somet hing 
as soon liS they get the skill? 

A Yes. thm's how the gang 
finds out! 

magic phase) won'j be 

Qcu n seriously injured 
models use skills 

hetween gU llies (ie 
Jm'emor)? 

A No, they're lying around goms "Oww!" a 101.. , 

Q c an a model with the IIIfiltmlc skill sct Ull in 
hiding? 

AYes, as long a, the scenario specifie!> that your gang 
can set up hidden, 

gOo you hUH' to use the Medic skill 10 f(!roll serious 
injuries a.~ soon as they are rolled, or can you wail 

unll you h:lVC rolled all of your injuries and then 
decide which ones 10 rerull? 

A vou must use the Medic skill to reroJl as soon as the 
injury I!. rolled, 

QA fighter with Ihe Armourer Techno skill gin's 
everyone in the gang +1 on their ammo rolls, 

W al happens if ) ou get sen~ 11l1 modds with Ihe 
Armourer skill, do you add the honuse.!l logether? 

AHmmm. huving Illultiple Arll/ourers would simply 
mean that wcapons were 1II0rc fully checked before 

the game. So. yes, I'd say the bonuses add together. 
bearing in mind that an ammo roll of I is always a failure, 

Q ln a N«romunda cllmpaign. if ) ou fail an alllmo 
roll or the weapon explodes. is il lost fo~ver? 

A NO. the weapon is supplied with extra ulllrno or 
repaired after the game, 

Q II1 Necromunda, can I climb up and dOIl'n laddl'rs 
al the same r.tle? 

A Yes. as ~tated in the termin section of the rules. 
ladders arc treated as clear tcrmin, '0 each I" yOIl 

move up or down a lildder costs I" of your move (it's 
assumed that gimgers. having spent all their lives in the 
Underhive. can scamper up or down ladder~ with equal 
speed), As mOM ladder!> are 3" long Ihi~ generally means 
it cost 3~ of mo,'ement 10 go up or down. 



affected. because it is the item that casts the 
spell. not the model. 

Qcan the Warhammer 40,000 Ablative 
Armollr Vehicle card sa\'e against an 

lI!lacks by huzzer s(luigs or II PUIS~l Rokkit? 

A No. the Ablmil'e Armollr card only works 
against weapons which punch through 

urmour with an annollr pcnclrruion roll. It 
would not work against an Eldar DislOn 
cannon :lllack either, for example. 

Q In Warhammer 40,000 can you luke an 
O\'crwalrh shol al Eldar Swooping 

At the Studio we have a house ru le tlm a 
model that can't get to Ihe top or bottom of 
ladder in one go iSn'\llllowed 10 use il. but 
this isn '( official and is JUSt the way we play. 
Alternatively. you can note down where­
abouts on the ladder a model is on a piece of 
paper, or show its position with 11 lump of 
blll-tllC. 

Qc an you climb up or down levels 
without us ing a ladder? 

AYes, providing there are plenty of 
handhold;; (ie it's obviously climbable). 

Climbing up or down a level without II ladder is done at 
half movement mte. 

2DO you deduct the value of any models missing a 
game (either because of the particular scenario 

ru es or because they are suffering with an Old Battle 
mmmf) from the gang 's raling? 

ANa, the gang's rating is based on its IOtal 
value, not just who tums up on the day. 

QShOU ld plasma pistols have a 
sus tained fire dice on maximum 

power, as in Warhammer 40,000? 

AYes. they should have one sustained 
fire dice. 

Qlf I have a model With. Rapid.Fire Skill 
(2 s hots if you remalll statIonary), 

Fast SIIQI skill (one s hot I>c r uttack the 
model has. let 's assume 3) and 
Gill/fighter skill (can fire one pislol with 
eaeh hand), thai 'S a potential 4 to 12 s hots 
per turn de pending on how you count it! 
Is this a llowed, and if so how do you 
add up the shots'! 

AOK. (takes deep breath) Rapid Fire 
and Fast Shot cannOt be combined as 

they each modify the same thing (ie how 
many shots you can fire with your gun). 
In other words, you can ei ther choose to 

LAID TO 
REST... 

Q[S Ghazghull 
Thraka effected 

by a Vonex grenade if 
he has called on the 
power of the Waaagh 
since this makes him 
ilwulncrllblc? 

A No he isn·t. as 
long as he had 

called up the Waaagh 
before he was hit by 
the Vortex (some 
players think that they 
can wait until 
Ghazghull is killed by 
an attack and then call 
up the Waaagh 10 save 
him - Ihis just isn't 
thc case!) 

have two shots for the Rapid Fire skill or one shot per 
allack for the Fast Sliol skill. not both! 

The Gal/fighter skill allows you to fire th is number of 
shots with each pistol. so it would mean you multiply the 

number of shms you can fire by twO (but remember 
that the twO separate pistols' stat lines are used for 

the respective Shots), You should roll each shot 
one at a time because of the chance that fai led 

ammo rolls will slap you firing. 
Also note that a plasma 

weapon on full power can 
only gel a maximum of 
one ~hot per tum. 

Finally. if you hit with 
more than one of your 
~hots, you do not have to 

fire them all at the dosest 
target (since things get C()nfusing 

if you take a model out with your lirst 
shot), You can allocate second and 

subsequent shots that hit to nearby 
targets, just as if the model were firing a 
sustained fire weapon and managed to 
score multiple hits. 

If you think this can make a r,uher 
gross character, you're right! But A) You 

would have to be exceedingly lucky to 
roll all of these skills, and H) Have 

you seen any John Woo movies? 
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H~I'" ks or l ) 'nmid Gargoyles as they ta ke off 
10 start nying high'! 

A Yes. measure the range 10 where the models 
are starting off from. II can be imagined Ihal 

the troops are shooting at Ihe fiyers as they lake 
off and rise above the level of any inter-ening 

same !C\"cl or higher up. measure the range from 
the actual position of the model. 

So that's this month's balch of quest ions 
answered, You lnow, your questions are as useful 
[0 us as the answers are [0 you - so don't stop 
sending them in! 

trees. buildings hills. r------------------r;;;;:-;;:--;;;:;;:-;;;;---;:l 
or olher [e mtln. When ,lI ra" 'in/{ II 

Q Whal hap~ns 
with grenades 

bemg Ihrown from 
Ihe lop of 11111 
buildings. elc? 

A Good quest ion. 
We'd guess thm 

what you' d do is 
this: if you're 
throwing a grenade 
down from the lOp 
of a tower or 
something. you can 
measure the range 
from any level of the 
bui lding. If you're 
throwing towards 
something on Ihe 

RAPID FIRE! 

grrnude do"-n from u 
high buildin~. YOII CDn 

r:hoOJf' M'h,('h 1t'1,t'1 )'PU 

l\'tllJl f{I mt'aJurr from. 

Although v.e will tT)' our be.,t 10 an~wer your que'4ion" there are a few lhin~, you can do to help out Da Roolz Boyz. FirMly, 
ir at all pos~iblc, phrase your qUC"UOD '>0 lhaI il can be a",.v. e~d with a "yes", "no" or a number feg 3"., Secondl)', jf lOU are 
referring to a particular o;entem,:c or paragraph, plea~ qUOle the page number ~ that we can quickly rmd whal rule you're 
talking about. I..NI). we can'l po,~ibly answer ~1'U'y que!olion in White Dwarf, so please ~nd a \ tamped. ~lf-addTe"'>ed 

envelope for your reply. 

I n Warhammer 40.000. do \1rus weapons ud the '';1'11$ Outbt-Hk Strate&) ami ,", ork against daemOllS? 

~o. IS Ihe auloeannon a mon or ftre weapon? 

Ye~_ 

I f ~ou nrc a pfasma pbtolln hand-to-baDd mlllbal does h 
have 10 re<harge Dexl tum? 

Yes, 

C an an Ork in Mega armour ride 0 0 a boar or Cyboar? 

:-';0. 

I n Warhammer 40,000 can ,00 charge a hidden model or 
one )OU can'l ~ al lhe start of your DJO\e? 

Yes, 

D o Ska\"cn Plague Censer Bearers hal'e lesl lo see U'they 
are poisoned b, Ihelr cen.sers CYeJ10 lum, or Jusl when 

the) are in combat? 

Only ",hen Ihe)"re in combm, 

W hat Is the I'llIlge of thr Librarian 
Quickening, is II 3" or 6"? 

3" 
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MAKING TERRAIN 
Before you can fig hl a batt le you need a 
battlefield [0 fi ght it over. And. when it comes 
down to il. all a battlefield really is is a bit of 
space where you can play your games. This <:ould 
be the living room lable. your bedroom noor. or 
even a purpose buill gaming table. None of these 
is the "right" or "wrong" place for your games. 
they are all juSt different ways of aChieving the 
same aim. \Vha! you use as your gaming surface 
depends on a whole range of factors - for White 
Dwarf, for example. it's very imponant that our 
gaming tables look good in pholographs. and so 

Reg(mllu.j' ojil()w simple or complex yOIl lI'a",\'OI" 
termi" /0 be, tllcre Uri' (/ few basic tulmiqllc)' 

wh ich VClU lreed 10 lean!. OllC(, JOU hm'f! mll'tered 
Illese, ils II case 01 practice male,,-, perfect. In this 
ami ill ('olllillg issues. I Irope /0 dhulge some of 
Ihose secret:> of Ihe rerfclifl-l1Iukf'rs croft-

hr {/ few mOI1l}u' lime )'01/ will. hopefUlly. hare 1111! 
knowledge (Iud skills to make alf kinds of termin, 
from hills /0 milletl cwhe,lrui:t. Wurhummer 
vil/age,f 10 Epic foniftcalrons alld cities, "'.f up 10 
YOlliroujar ),011 wallf 10 go, 

WDB< 

each one is carefully flocked as this looks beSt on 
film. However, floc king a whole S' by 4' table is a 
time-consuming. messy and expensi\'e process. 
and only mad nutters (like us!) would want to do 
it. Most of the time. a less troublesome option 
(like paint) is much more suitable. 

Once you have your space. the next step is to tum 
it into a harsh 41 5t millennium jungle world. or a 
windswept plain on the distant continent of 
Uhhuan (or whatever). This is done by adding 
terrain. Again. terrain comes in all manner of 
different types. but the simplest piece of terrain 
you can make to break up the battlefield is a hill. 
These can be carefully and laboriously modelled. 
or JUSt represented by a stack of books. JUSt like 
wi th your gaming table, there is no one "right" or 
"wrong" son of hill - there is only what works 
beSt for you. 

Over the next few pages, I' m going to look at 
several ways that you can put together your 
battlefields. It·s then up to you to decide what you 
want to fight over. 

THE GAMES TABLE 
Before you stan thinking about making buildings. 
woods. trees. hills and the other paraphernalia that 
your troops are going to figh t over. you need 
something to put them on. There are three ways of 
making a games table. Each method has different 
advantages and disad"antage~, and I'\'e lried to 
list these as pan of the description. At home I 
fight over a simple, green-painted board, but if 
you really must make a fully flocked. modular 
battlefield to fight over. then don't say 1 didn't 
warn you! 

THE GREEN BLANKET 
Shon of playing on a bare noor or ki tchen table. 
thi~ is defi nitely the easiesl games table to make. 
Most people have played on blanket batt lefields. 

You will only need: 

a flat surface. 
some books. 

a green blanket or sheel (though you could use 
any colour you like). 



To make your baltlefield. simply pile your books 
up in descending order of size. so that they foml 
rough and ready hill shapes. Then all you do is 
drape the green blanket over the top. and lUck in 
the edges so it lies neatly over the books. Thm's 
it! You can then add more scenery in the form of 
your card buildings. Warhammer 40.000 ruins or 
whatever other terrain you have to hand. 

The green blanket battlefield allows you start 
playing straight away. [t is cheap. easy 10 store 
(simply put your books on the shelf and the 
bkmket in the cupboard!) and takes almost no 
time to prcpare! 

BATTLE BOARDS 
This type of games wble is also fairly easy to 
make. It"s basically a sheet of wood of some kind 
that you rest on lOp of a kitchen or dining room 
table. It's also probably the most popular type of 
games table. and the one most people have. To 
make it you will need: 

Plywood. chipboard or hardboard sheet 
(about 5-JOmm thick). 

Green paint (or white if you want :m Ice World. 
sand coloured for desert. etc). A matt. water­

based emulsion is best for this, 
a paint brush or two. 

fighting on an ice world and a lush mcadow 
simply by turning the boards over. You could even 
paint one side blue for sea ballles, or black for 
fights in deep space. 

Finally. when you use your battle boards. 
remember to protect the table that supports them 
from damage with a sheet or cloth. Alternatively, 
you could buy a couple of fold-up paste tables 
from a DIY store and suppon your boards on 
those instead. As they fold away too. your whole 
battlefield becomes something that can be packed 
away neatly when not in use. 

PURPOSE-BUILT TABLE 
Lastly, we have the most serious. expensive and 
time-consuming option: the purpose-built table. 
This the most complicated type of gaming table. 
and will require the follow ing tools and supplies: 

S'x4' of hardboard, chipboard or plywood, 
four J "x J "xS' timber strutS (to provide a fwme). 

a saw. 

Firstly. you need to work out how big to make 
your battle board. You·1I probably find that you 
can get away with a bit of an overhang over the 
edges of the table that will support your battle 
board. Measure the sile you need and then decide 
whether you can get away with leaving it in one 
piece or whether you·1I need 10 cut it into twO or 
three pieces to store it when it"s not in usc. It"s 
Slomge that is the main consideration here. Adrian 
Wood has his battle board in Ihe back bedroom 
and can leave it set up pennancntly so he\ left it 
in one picce. Jakc's battle board, on the other 
hand. has moved house with 
him so many times that he's 
cut it into two bits for easier 
storage. It's entirely up to you. 

··I'tm 11(11'(' to hOQl'u it e\'er), (lay 
ahout a year. thell after thtll. 

r------------------ - ------i wi!tile\·er~· left stlly~ 011 ... .. 
Rick Priestley on the insanity of 
nocking an entire gaming table. 

green paint. 
plenty of wood screws and a screwdriver, 

When you've got your board 
cut 10 the right size. sand any 
rough bi ts off the edges and 
paint cach section with your 
chosen colour. It's often a 
good idca to give it two coats 
of paint as the wood soaks up 
a lot and dulls the colour. If 
you're really mad. you could 
floek your entire table instead 
of painting it. but as I said 
before flock is time-
consuming, messy and 
expensive aod paint is easy. 

Oh yes. One other neat little 
trick is to paint both sides of 
the battle boards. but use a 
different colour. In this way 
you could alternate between 

USING FLOCK 
Sc>me ~{)ple write to me ~ayinB thar their flock (If ten f'QIII('.f 

(Jut pau:hv or lump), when they try /(J rOl'er the'" table m· 
Iu"fl.~. Th achic\'(! the solid. el'lm grass effect _Will .fee 'II White Dwarf then! m·e II COl/pie of me/hod.'> 
~"ou mn Ufe'. Fint. yuu could try mixin/: the flock \\"ithl"()lIIt: PVA gllfe hefore sticking il ./0It"/!. 

Altemati\'t!l.r, some people prefer 10 appl.v twO coats of flOCk. Whatever .\·ou do, remember 10 check 
thaI tlu! PVA 011 ),our hili or b()(lni halll" dried hefore you Wre(ld Ihe flock Oil, II:~ all easy mi.lwke 
to make tmd l 'l'e dOlle " more thull once! Finally, ollce WIlT flock h(l~ dried. ~pra>, it wilh a generous 
(WIOW,I of Kfols ~'arniJh - make sllre }'I1U do rhi.~ OUTside since .1'011 lI"iIllw\·e /() lise a I'e/)' rhiek coat. 
n,il stops your terrain from dere/aping Imld pa/c"e~ and protectS it aga!!!'" K·eUI" {lIId rear. Milld 
}ou. \"ou '/I need Ion of \'amish 
beCrlU~t' the j10d lends to wmk il 
ul' like a SpOil'll! til first. 

Whcl! flocking a Imge llrell like a 
large hi/f or a gomn wble. appi} 
the }.Ilul! and /lock in \/Iwllltr;pj. 
/)(>/1 ~ In 10 [,0I'{>f 100 mud, 
IpaU in line XO or Ilze PVA lI"il/ 
Han /0 dry' (jfuJ Ihe !lod WOII ~ 
.trick. proper/yo 

W08S 



A riell' Willer (/11/' oj our 
gamillg lablex, showillg 11011' 
it II'UJ COIISII'IlCIed. 

31 10" 

one or tWO paintbrushes. 
some all-purpose filler, 

a drill. 

THE METHOD 
The first thing to do is make a 
frame to place your large board 
on. Cut two of your 8' timber 
sims in half. to give you four 4' 
battens. You will then need to 
cut 2" off each one. \0 

compensate for the thicknes~ of 
the outside frume. Glue and 
screw the ~Iuts together as 
shown in the diagram to the 
left. so that you have u frame. 
To strengthen the joints you can 
even screw on some right-angle 
brackets. especially on the four 
outermost comers. 

Once you have your frame 
constructed. glue your main 
board in pluce on top. Using 
countersunk screw~. finish 
securing thc board !O the frame 
and fill in the tops of the screws 
with a liule filler. Now paint (or 
flock) your table as desired. 

'---------, 
OJ ('aursf'. yolt dOl! 'r hOl'e ra 
htll'/! WI 8'x.J' /(Ib/e. A /(Ihle six 
jeel wide is IIslIal/y e/lollghjor 
/IIOSI hallles, Ho\\'('\'er. most 
ROlllers W(IIl/ Ille biggest lable 
they ('all fil ill their hOIlSI!, 
becw/.re you C(1Il "'(1), S/l/Ul/ 
b(lIlles 01/ a iurge wb/e, bill 
you ClIlI'l pia.\' farge b(lules Oil 
1I ill/llIlI /(Ible, 
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Your games table can then be placed on top of the 
kitchen or dining room table (remember to protect 
the other table with cloth, or get some little 
adhesive rubber feet to stick to the bollom of your 
gaming table), 

As well as folding up the blanket or stacking the 
battle boards against the wall (or under your bed), 
there are several other weird und wonderful ways 
you could slOre your lablc. Par ins[(Ince, I've 
hcurd of a fricnd of a friend whOSe games table is 
attached to the ceiling of his bedroom by some 
rope and pulleys! You can raise and lower it 
between games to settle on two ledges screwed to 
the walls, You can ellen hoist it up with n game in 
progress. so there's no need 10 finish a battle just 
because it's time to go to bed! Hmmm, Sounds 
like he's even maddcr than we are, 

START WITH SOME HILLS 
Having got your table. now you'll want some 
terrain to go on il. If )'ou've made a blanket 
ba1t!efield then you've ulready got hills, 
otherwise you·1I have to make some sepawtely, 
This is well worth the effort as hills ,Ire what 
really turns a fiaL featureless games table into a 
rolling plain, u buttlefield of crests and valleys 
Ihat is worth fighting for! As to the question of 
how many you should build, I'd say start with u 
couple and see how you go. How much terrain 
you need depends on how big your games table is, 
which games you play, and whm anllies you have, 
Also. try nOI 10 get too ambitious to stan with 
otherwise you'll get fed up half way through and 
having ten hulf finished hills rather than two 
complete ones, 

Whether you go for a stepped hill or smooth 
slopes. if you JUSt apply a coal of puint or cover 
your hill ill flock. the basic principle behind 
building any type of hill is layers. Even if you 
tlnally decide to go for a naturally sloped hill 
(which I'll describe in a moment) your hills will 
be constructed by layering cardboard or 
polystyrene ShCCb on lOp of each other. Thb 
allows you 10 make your hills as stecp and high as 
you like, 



CARDBOARD HILLS 
The cardboard hill is dead simple to make. 
and doesn', need you to go OUI of your way 
looking for special modelling materials. All 
you'll need is: 

Cardboard -the thick stuff with a 
corrugated inner layer. which is used for 

making big packing boxes. You can gel this 
from your local supemJarkcl. 

green paint. 
PYA glue. 

all-purpose !iller. 
nock. if you want. 

Cut OUI the base layer of your hill. jUSl lry a 
rough oval 10 sIan with. Then CUI out it 

smaller shape and glue this on lOp with 

CARDBOARD TECHNOLOGY! 
Tlliler hills rUII be 
made b,I' cutting oul 
the ,fame ,fi::.e law'r 
u\'ernl lime.f . . W thaI 
each "COflf(lIIr" (lIthe 

hill i.f Ihe hl'i'lltl thaI 
_Will wallt. 

CurribtJOm lIa.~ a 111m), habil (~r 

wurping \I'he/l it ,~elf IIt't. To 
mi,.,imi-le II,il I/i.(umio/l, In 
u/lanulillg 1111' "grain" of Ihe 
tardhoortl nhell .\'014 pur ,I'fllfr hUb 
WIWllter. TItiI IIIokeJ lire 11'11011' hill 
Slmllger (IS tlte WIr/'I/US /ayerl {n' 

/() strt'lch (Igoilltl each ulirer (11/1(1 

L~====~:::~~======~~h:O:P:'fi:"~'~'.I~· '~':doe.m '/lI'orp so nlllrh). 

PYA. You can muke each layer thicker by 
cuning Qllllhc same sh:1pe several times and 
sticking them together. Once you have a tall 
erlOugh hill. fill in the hole~ with the filler. 
Smooth otT any rough edge.~ and then leave 
youThi]] to dry. While it's dry ing. you may as well 
m;Jke some more. so you have different sized and 
shaped hills to choose from. Once all the filler and 
glue is dry. paint the hill 10 match your table. 

This type of hi ll is dead che3p, really ea~y 10 
make and looks fine on the t3bletop. The only 
problem is the tendency for cardboard 10 twist and 
warp when its gets wet from the paint or PYA 
glue. To minimise this. stack some he~l\'y books 
onto each laycr while you're waiting for the PYA 
glu\! to dry. Also. try allemating the "grain" of the 
cardboard. so that the ridges run at right angles to 
eaeh other on alternate levels. The diagram above 
shows what I mcan by this. 

POLYSTYRENE HILLS 
Polystyrene hilb ure made in 31most exuctly the 
same w3y as cardboard ones. except you usc 
polystyrene instead! Use Copydex adhesive to 
glue the layers together. since thi~ won't melt the 
polystyrene. You can either USe inch-thick 
insulating sheets or the thinner ceiling tiles (both 
types are re3dily available from DI Y stores). If 
you are using ceiling tiles. it's probably best to get 
plain ones. not pallerned. and you can build up 
thicker contours as you do with the card. 

If you can find one. a really useful tool to acquire 
is a hot-wire polystyrene cutter, T hese arc 
:lvailable from modelling stores, and consist of u 
piece of taut wire 
connectcd to a 
bauery. The wire 
heats up (careful it 
docs gel quite hot!) 
uud will slice 
Ihrough polystyrene 
like the proverbial 
hot knife through 
hUller. Robin's 
erJggy Warhammer 
40.000 hills (right) 

were created with the aid of n hot-wire culter 
lind took llimost no timc al all to make. 

Whcther you have a hot-wire cutter or not. 
polystyrene hills (Irc jU~1 as easy to bevel or 
turn into a snlooth slope. You can also 
aehie\'c othcr cffcets with polystyrene, 
because certain types of glue and spray 
paints will e(IUSe polystyrene to melt. You 
can use these to create bizarre cr:lgs. 
stalactitc and stulagmite-filled caves. lind 
evcn volcanic slag heaps. Remember to do 
this outside so that you won't bremhe in the 
rumes from the mclting polystyrene (stand 
upwind so thcy don' t blow in to your face). 

BASING YOUR HILLS 
Cardboard and polystyrene can 
take a bit of battering during play. 
and when stored away undcr 
the bed or in a cupboard , 

r 

III "IT: If rVII decide In mllke 
yOllr hills (1111 of pOIY-If.ITe/le, 

{11f:'1/ .1'011 C(lil glue {}If:' IlIyt'fJ 

IOgl'tller \l'illl PIIA />:frre, 
/-IO\l'el 't'I: with IlIfger hills, rite 
PIIA gille in Ihe celllH' of Ihl;' 
//Iodel II'iII /lel'a lin'. To gCt 
lIroulld this Ilise Copvde,r. 
This is /II'/Il1able 

., 
They're also very light and 
tcnd to move around. For 
these reasons it's usually best 
if you mount your hills ontO a 
base of some kind, You can 

/lIN T: RI' rowu/ilrg off/he ('()",er~ of (/ ilill, you 
C(lli (lchil'l'c (I 11101'1' lIa/llra/look, bill make silre 

usc hardboard. plywood or M DF 
(Medium Density Fibreboard). Use the 
bellom of thc hill as a template to draw 
ontO thc board. Cut oul this shape (you 
may nced u jigsuw or lenon saw for 

Tllis is Rohill [Jell's' s/a,~ 

heap terrw·lI. Till' whole /01 
ollly '(l(lk him /I fell' IrrJIII'" 10 

NeOle. Rather I}UIII )1od, hi.\ 
hi/h, he hilS p(lillled Ilrn// 

with lextured pi/jill, ~7'm.l'ed 
them bla{'k (/lid Ihr./I 

bllliJh·gl'l',I'. A/leI' gamillg (Ill 
tlrem for t'J couple' of week.f, 
Ire 11'1'11/ buck WI/I added 

of 1it'1l1'1I (IKI/ches of 
. gilled 011 wilh P\liI J liS 

,he final dew/'/. 
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or qU(lrtl!rs 
before elmslruclion, 
)'011 ('all create ('dge 
oml CQmer hill,\', 

more complicated shapes). Using Copydex 
for polystyrene and PYA for cardboard. glue 
the hill to the base. This will Stop your hills 
making impromptu ASSWI/I of SlOlle attucks 
by sliding across the table when least 
expected. It also prevents the bollom edgcs 
hecoming rough and chipped which will 
eventually mean thaI you'll huve to make 
some new hills. 

ON THE SIDELINES 
Up until now. I" \'C been talking about fairly oval 
~haped hills. However, you can make special hills 
that fi t OntO the edge of the table. or slot into the 
comers without overlapping the tablo:: edge, All 
you have to do is Cllt one side of the hill straight. 

For some hill_I. 
parricularly Epic (ermill, )'01/ 

amj/allen off Ihe lel'els IOllllly. 
/0 creme Vile smOOlh slope. 

or at a right angle so it fits snug along the 
edge of the ballJcficld. Another effective 
way of increasing the versatility of your 
hills is to draw out the sections for onc 
big hill and then divide it into two or four 
pans. This means thm each part eM be 
used individually. or can be placed next 
to the other sections like a jigsaw to make 
a different hill. This allows a great 
vllriety of ~hape and size without making 

much mQre extra work for yourself. 

111 VT: If Ihe base is parricularly 
lhick ),011 IIIlI)' II'li/11 10 berel Ihe 
edge so 11101 il fol/oll's 1/1(' .lame 
line (u {III.' hill. 

BUILT ON TOP 
There are two ways of constructing your 
battlefield. So far I've been talking 
about the sane option: having II nat 
g:uning table on which you place the 
various item~ of terrain - hilh. woods. 
buildings and so on. This allows you a 
great deal of flexibility. and your 
balllcfieid will be different every time 

you play. However. this ~ystem has its 
limitations too. Some terrain features like 
rivers and trenches look best if actually 

cut into the surface of the wble. so that they are 
really at II lower level than the bulk of the table. 
You can make these pieces of scenery as 

This hill is made from polystyrene 
mul !,aimed greell, Simple bill 
effectil'l'. il (l(lmimbly sen)e~ ils 
{lurpose on Ihe btllllejield lIml 
/(Ike:; oilly t! shurl w/rile /0 IIIlIke. 

WD88 

additional femures to be laid on top. but they 
don'tlook quite right. This is the method we use 
for the terrain at the Studio because we take lots 
of photographs as well as fight over our terr.!in. It 
allows us to make each photogmph different from 
the last. even before any models are put on, 

SHEER MADNESS 
The second (slightly insane) mcthod of battlefield 
construction is modular terrain. l bis means that 
your b;lnlctield is divided into sections. each of 
which has II particular terrain feature modelled on 
- eg ravines. emplacements, rocky outcrops and 
so on. When you w:mt to use it. you asscmble the 
modular boards like a giant jigsaw. 

Modular teIT'din has the advantage of being fairly 
solid and allowing you to dig into the "ground" to 
make trenches. rivers and ravines. This can look 
brilliant if it's well done (see the examples on the 
facing page) :md vcry inspiring. but beware! This 
type of terrain is cOlllplex and expensive to make. 
and unlike the other method where you've gOt II 
battlefield even if you onty have one hill on your 
table. with modular terrain you need to have 
completed several pieces before you can actual!y 
figh t (} battle. 

For gaming. a compromise may be the beSt 
option. You can use a modular boards, with cut·jn 
rivers and valleys. but leave spaces for you to 
place hills and buildings around these fixed 
features. This gives you the best of both worlds. 
with realistic inclines and crevasses but :l free 
choice of where to put your woods. hills. fences 
and buildings. 

'BYE 
So there you have it: a brisk tour of the different 
ways [0 set up your battlefield. Whichever 
method you choose. I hope your scenery building 
goes well and all your battles on it are victoriou~! 

The.,·e cmggy lI'arlwlHmcr 
40.000 hills lW'1'e n!(lde 0111 of 
f1(1IY~lyrelle. Tirey look a long 
lillie /() mllke. lI'ilh the spire. 
like delaiix IHm/e by .I'llicking 
small "/wpes of polywyrene. 
The rocky areas are c()l't'red 
wilh lexlllred pl/illt rmller Ihlln 
flock. and l/rell paillted gre_\'s 
and browl/,'·. \Vhell mukill8 
hills. fememher /(J le(/\'e 
"plmform.,·· IQ SIGlld .\'Ollr 



MODULAR TERRAIN 
The<,c fiN piece~ "ere made by Citadel designers 
Alan lind MichlJeI Perry. They are excellent 
clIample, of what you can do with modular terrain 
(if you ha\'c a ~pare year or t ..... o 10 make it!). 

Righl: Lit.~ mOil of Alan alld Michael's scent'')', 
Ihil board is II 2'.t 4' piece. The.lt' pail-wo'rt!1Ie hills 
han'lNen CtJrtful/y rounded ufJ to a smooth finish. 
{'(II'f'red i" Itltured (lelinl. fllld /#Wl! painted .wnd 
cu{mlr 10 rt'Pf'f'S('1II rollinK dWit'.f. An accomponying 
.fea;tlll hm II final l/(ui5. 10 ,/1(11 toRe/her Ihe), 
form u hOI'en ill the h(ll/ile dest''' sureh till' site 
oj mUIll hal/In! 

Riglll: This il llllolher piel'{' PC/rtiC'lIlorh .fuited 1(1 

"IHnammrr 40,()(}(). Will! ullllie nooks OIW crOlmit'l 
affardillf~ h,ml COl"l'r, if IIOllid llUIke jor a I'er)' close 
mnge .~ml!t" - Ret thou dme combat troops dllSled 
vb! With tliO 0/ tht'Sf' boarril piliud back-Io-back 
.wm cOllld crealI' U ITX'k)- pliltelill to jight ol'er. 

Below: TIl/II.I so",t" oj Mamlli/er designer Aly 
.\1(lrriWlII \" ama:,inR terraill .sectiollS, also a mOt/ufor 
l.\"j·ltm. Allthl' tree~ and buildl/l,~.\ are remow/ble to 
a/low far t'IIJier noragl!. £1"1'11 JO, the Irhole lot slill 
tll/.;es III' all enarmill/l alll(lUIll oJ ~(!{jce, 

I'lollillg Ihe bin 
108tl/rer fiAe (I gilJllt jig,wlI', 

iAft: Herr .\"nU fU heK' effecti~'e ri~'ers and 
gullies nm look whc/l/hey are cui ;n1() the board. 
The CrtlR((Y hills make it alnuw impossible for a 
ranked W(lrhammer "'8imen' /0 emer. but you 
could liSt' Ihis for" Wurlwmmu 40JXJO or Epic 
g(lIIle Wllhout un)' problems. Of course, you could 
lut it in Warhammer as well, and simply 
de_Iig/late the area (IS I'er)' diffie/lit groIJnd. II 
.... auld fam/ the ideal hal'ell for skirmishers from 
lI'hich I~Y could lulrass formed regiments I"ilh a 
ho.il afmissilefire. 

Furlin Shoo: As this article goes 10 press, Dal'e Andrews, Aly 
Marrisoll and I art' about t(1 I'mbart on tI mammoth Warhommer 
40,000 moelllftir games wble, We I,w'e no definite pluns 01 the 
momt"nt, bill Imldl of idl'o.l - jortrt'.f.f \\-'a/ls, lalldillg pods, Ihe list 
goes on. Whme~'er we build ill the end you con be slire that yO/I '/I 
be Ihe fint to .lee the jilliJhed n:suft here in While Dwarf! 
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Games Workshop is a growing company looking to recruit individuals to help us continue our 
expansion. Currenlly Games Workshop is looking for staff in the Mail Order and Trade Sales 
divisions. Successful applicants will be bright and enthusiastic, with a knowledge of Games 
Workshop games and Citadel Miniatures. Computer skills are a plus, but are not required. 
Previous experience in retail, or in the distribution of Games Workshop product will also give you 
an edge. 
If you think you have what it takes and you're interested in joining a growing and dynamic 
company, get your resume and cover letter to us straight away. Send all resumes to : 

GAMES WORKSHOp · Personnel Department 
3431·C Benson Avenue 

Baltimore, MD 21227 · 1072 
Games Workshop IS an Equal Opponunity Employer offering medical. denial, hie. and disablilty Insurance. as well as a 401 K PensIon 

Plan. Al l poSItions WI ll reqUire ralocatlon to the BaltImore, Maryland area 



DARK SAVIOURS 
COMMANDER AZRAEL, SUPREME GRAND MASTER 

OF THE DARK ANGELS, KEEPER OF THE TRUTH 
140 points + wargear cards 

Any Dark Angels anny may include Commander 
Azrael. If you decide [0 lake him in your army 
then he mu~t be Ihe anny commander. 

Commander Auacl i~ the prescnt Supreme Grand 
Master of the Dark Angels. He carries the 
honorific lille of Keeper of lhe TOIlh as he is the 
only member of the Ch<lplcr who is allowed to 
enter the deepest levels of Ihe dungcon~ on the 
Rock, their fortress monastery. 

Each Supreme Grand Master secretly chooses his 
successor from the members of Ihe Inner Circle. 
When the old incumbem dies. his choice is 
ceremonially presented Wilh the limr Helm and 
the Sword of Secreu. bOlh of which are polent 
icons for the Dark Angels. 

WEAPONS 

ARMOUR 

WARGEAR 

STRATEGY 

A7..racl is armed with the Sword 
o!Secrr/s and a Comhi-weapon 
incorporating II bolter and 
plasma gun. He also carries a 
bolt pistol. liS well as frag and 
krak grenades. 

Commander Azrael wears 
power anllour that confers a 3+ 
armour save. In addition he is 
protected by the Lion Helm. 

As a mighty hero. Azracl may 
have up to 3 wargear cards. 
These will always be the Sword 
of SecrelS. the Lion Helm and 
his Combi,weli/JOn. 

Commander Azrdel is a wise 
and highly experienced 
commander. and has a ~trategy 
r.l[ing of 6. 

SPECIAL RULES 
SI'ACE 1\IARINES: The usual Break Test and 
Rapid Fire special rules apply. 

DEATII WING : Commander Azrael is a member 
of the Deathwing and is thercfore immune [0 all 
psychology. 

II El~n:T nEARER: The Lion Helm is carTied 
by a Helmet Bearer. one of the slrJnge creatures 
known as the Watchers in the Dark. Whenever 

Azrael moves simply place the Helmct Bcarer 
within 2" of his final location. even if At.rJel wa~ 
teleported or moved by some other extraordinary 
means. The Watcher ha~ n powerful and unique 
psychic [alent that protect.s it from all fonm of 
annck. so it can never be harmed in lilly way or 
under any circumstances. However. it is nOt 
allowed to anack in any way either. If Azrael is 
killed or removed from the bmlle then the Helmet 
Bearer is removed too. but it will fClIppcar if 
Azrael later reappears. 
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({ommanbcr ~~racl 
.i>uprcmc ~ranb jIfla~tcr of tbc :mark ~ngcl~ 

Commander Azrael is the 
present Supreme Grand 
Mllster of the Dark 
Angels. He carrie:; the 
honorific litle of Keeper 
of the Truth as he is the 
only member of the 
Chapter who is allowed to 
enter the deepest levels of the 
dungeons on the Rock. Each 
Supreme Grand Ma~ter secrcily 
choosl!:-' his successor from the 
members of the Inner Circle. When the old 

incumbent dies. his choice is 
ceremonially presented with the 
Lion Helm and the Sword of 
Secrets. both of which are potent 
icOn' for the Dark Angels. 
The Lion Helm i~ carried by a 
Helmet Bearer. one of the 
Slr .. lI1ge creatures known as the 
Walchers in the Dark. The 
Walcher has a powerful and 
unique psychic talent Ihal 
protects it from all attacks. 

~?ckicl 
4i}ranll JNaster of Jiibrarians 

E;:ekiel is the present Grand Mm,lcr of Librarians in the 
Dark Angels Chapter. He i~ also the Keeper o f the Book 
of Sal Val ion. which lists the names of all of the Fallen 
Dark Angel<. Ihal have been recaptured by the Chapler. 

COMMANDER AZRAEL AND HIS HELMET BEARER 

~~mobai 
3lnterro gator -ClCbap lain 

Asmodai is the oldest and mosl successful Interrogator­
Chaplain in the Dark Angels at the prc~enl lime. He is 
totally single-m inded in his delemlination to force any of 
the Fallen that come into his hands to repent. 



··Repenl.' RI·!H'nI.'" 

Th" MoS/u Cluwlaill \ IIamS t'cllOt'd 
rewundi,lgly off the rough Ilulh uf fiJt' 
cUI'l'mmu ct'll. Rmhl'r tlu//! soul/d,ng li}.;e 
OM IIIlI/,. tl,e e{'hot's en'wed tht' impression 
rhut a whole onl/\' of Chaplain'; were 
inll'rroHming Ille Spuce Marille. 
Thl' Fallen Dllfk Angel ,wid 
fl()thillf{. 

Tile 
Chapluin 
paced lI(roH 

the ~Wllf' floor 
bf'fare the 
rI'Jlrai/lf'd 
Dark AII/old 
The gloll' of 
Iwl()~el/ 1(/lIIp~ 

reflr('lrJ ad· Il,e 
poN,thed hii/("k 
surfan- of hi~ Ilmwur 
"hile wirh 0111' hand lit' 
loyed "'ith Ihe romriu! 
amlltld ili,f I/eck. A InIOllai had 
.fen-ed tile Clwpll'r far UI't'r a 
cemury emJ ill all that lim" lml,I' two 
0/ rhe Fallen IUld "pellled of tileir 
jim /0 him. 

The l"terroJlOlur-Clwplaill SlOl'p£'ll ill 
from oj his prilllller (111.1 IIImt'd to fiu.:e 
tht' broken 11'I,,,ior: Cold, dark eves 
sla"d Out from behind ,Ire d:ull-m(lsk of 
Itsmodlli's lln/lour: "Repenr,l" he hiued. 

The Fallell simI his ryes tight iI, llll attempl to 
ol'oid 'he InrrrfllglllOr:f piercing go::.e. 

"Reprnllum fII,d YOllr ,Jewlr will be s .... ift lIIId 
relutil·e/.I' paill/n,v." A,muwai .tIOled COfJlly. 
"COnlilllle 10 "juse to adm" yOllr l.:uilt l/lld mrl 
will die ill agO/'.\', the like of which l'OII will ollly 
hOI'e imagined ill YOllr worst lIighm/llres. Till' 
1(11'011''''''' of II,,, daelllOIlI of Ihe warp i$ 1I01hi,18 
('mnportd m Ihl' II'rUlJr of Ihe Emperor.''' 

The Fallen Dark AIiRel oprlled his bloodslrm 
e)Yl cINuin llncl looked about him, The cold, 
unftlrgil'inR Wlllrf Of Ihe gloom\" {'humber held 
no e,/Courogemefll. The imposin" jigllrt oj lire 
Jfllrm},~lllOr-Clwploill KIOIlen'd back al him, 

lli constu/II drip "fli'arer from tile damp walls 
of the dun,~eon filled tire ClIpfllred Spuct' 
Marin" 1 ellrs. He dosed his eye!, If)'ill! (() shill 
our .he SO/lnd of 'he lI'Ilter: The drippj"8 
IH!canw a IOI'/}illf(, the tapping tI rhumpillg ml/i/ 
it "'as the J'lmic~ed belllill,!! of hif 0"'11 Irean 
pmmdill/( illlid" his helld. 

ShodoWI' /lid.ered tllld II'rillred (ICroSS tire 
/i.nuff!d rod; olld the llarke.lt ,{/UlIlolI' ill [he cell 
",OI'ed dour: 

"Wlro is your lonr" Ilem(urrietl Afl/Jodoi. 

"Iho\,e 110 lord and mmlrr:" 

"Tile Emrwror is W}IIf lord.'" 

'Tile Emperor rejecred IIJ, ChUOI ('urse his 
reml, .. II'/limput'd lilt, fallt'll. hi .. 

spin'l on Ihe \'I''1lt' oj h":ukinK. 
"lioll E/'}omon !xrr(l\'e,f /1,1.'" 

~ T h (. 
Pr;1Ium:h ;I 

ollr lal'i/lur!" 
tl,e Ch"plll;n 

rOllred 
"Till' LIon 

5lICfifi{'l'd himsl'lf Ilulf 
Ihe order lIIiKht 
mn·in'. II il 10 him 

we mIl' el'ef)'lhin/(: Ollf 
C/rapter: our .lIrellgllr. IIIIf 

Sall'lIlioll, Ihe )'f'ry' Jibn' 
of Ollr beillg. And lOll dl/"-' ,W,I Will 

iltn'e no lord:'"' ASlllot/ai ,1/"11, h"f 
grow/i", wlrijper }.,II of Wfllrmpl. 

nIl' FI/I/m Dllrk Anl<el kllell n",',oll' 
long ht' hod bUll impri-lfmed withill 
thl' Rod or for hOIi mllll.l' cUlY.1 the 

illlerroglllion I/lul laSled 50 Jllr: .J,1/ Ire 
kI,ell' 11011' was IIIUlllr JIHIWClI!trd II) gI'l 

away from Ille Cilt/plllill's COnlWIII 

goadill/( olld ronlll:lII-f Reflroilled by tile 
pl(wed chlllJ/M, lIollel'('r, all he COli/(! do 

I\"tIS tum Ili~ head 1II1'l1.\' from I,i,v illll'rrogulOr. 

His I'oice roml'0,u'd 
a8l1ill, Ihe MlI,uer 
brterroKtllor- Chap/alii 
Aw/Odai lpokt' II/(II/er 
of faelh in all 
emotion/en IOIIt' (IS if he 
were reciting WQm5 Ire 
had wtered 011 .. armlieH 
(){'COJ;OIlS: "As -"011 wil/llat 
admit to .\'Ollr wnmg-doin8 
and WillllOf repem O/.I'(JIIY Sil/.f 

then it falls 10 me 10 "liere Hm 
of your guilt by II"Mul'er ml'OIlV 
are /leces\O,,: 

Allhis mOIll('ntlhe Fullell noticed 
the del'ice Ihe Chaplain ImJ 
picked up in his mher hand, II) 
many .fMrply-IIl/lled alltl polishell 
blades gleamed red in the dim lil(lrl 

"" i.t 1/1,1' .wcred dWI' /0 sore your .fOlll 

from tlte Dark Gods afCl/Uo,~, "Asmodai 
illlOlll!d, "01/.1 1 will IOI'e "ollr fOul, 1'1'''11 if 
vO// die ;11 Ihe pmceH, " 



Any Dark Angels army 
may include Ezekiel as a 

Chief Librarian. 

Ezekiel is the present Grand 
Master of Libmrinns in the 

Dark Angeb Chapter. He lost 
his left eye many years ago at the 

battle for Sularian Gate against the 
hordes of \Vaa Groblonik. The injury 

was hastily repaired .... ith a simple bionic 
eye. and this allowed Ezekiel to return \0 the 
fmy juSt in lime to lead a counter-attack 
which finally broke Groblonik's army. 
Ezekiel has refu~ed to have the bionic eye 

thaI was filled then replaced with a more 
sophisticated and less noticeable implant. as a 
murk of respecl for hb comrades thaI fell during 
the battle. 

Ezekiel has the title of Holder of the Keys in 
recognition of the I'ilal role of the Dark Angels 
Librarian~ in guarding the dungeon~ Ihallie in the 
Rock. He is also the Keeper of the Book of 
Salvation ..... hich lists Ihe names of all of the 
Fallen Dark Angcl~ that have been recaptured by 
the Chapter. This book is of deep cultural 
~ignificance to the Dark Angels. and it 
will only leal'e El.ekieJ's side on his 
dC;Jth , when it will be passed on to the 
next Gmnd Master of Librarians. 

WEAPONS 

ARMOUR 

WARGEAR 

Ezekiel is anncd with a Fore~ 
sword. He also carries a bolt 
pistol. frag and krak grenades. 

Ezekiel wears power armour 
lhal confers a 3+ armour 
saving throw. 

As a Chief Librarian Ezekiel 
may ha\'e up 10 4 Wargear 
cards. These will always be his 
Force shwrJ, Ps)'chic hOQ(J. 
Bionic eye and the Book 01 
Sall'alion. 

PSYCHIC MASTERY E7.ckiel is a Chief 
Librarian and has a 
psychic mastery 
level of 4. 

SPECIAL RULES 
SPACE MA RINES: The usual Break Test and 
Rapid Fire special rules apply. 

OEATI-IWING: Ezekiel is a member 
Deathwing and is immune to psychology. 

of the 

V; t'n rimt'I lilt ,illlt' 0/ SIIOW atJ(/ bli~:;AlnJ., rome to thl! 
jillf·}t home nflht' yOUII.~ Prinuu'Ch "ho would hfi.·0fM 
known tH Ufm E/'jOlUf>l1. H,I' Ihu little Iw 14-11.1' fi,ll· 

grolll1. his gtl'eliw/l,r illl/illt',/ f1O»er.f cu:nd,.ral/nR his HmMh 
CII (I !:rearl.l' ellha,,('~d relte. em off from hmnan nmlaer, he 
,~m/d 1101 ,IMIlk. on/I' mar in allRe" TaRt' (lr lru.'/relliml. H~ ran 
no/..,d throu,~h the d",* p.ne.foreJll, huntinl(, and !win/? hunted 
ill hi~ 111m. Hi,f /wir 14'111 lonlt and /UlkempI, his brooding ~s 
RII/wering at th" world (rom behind a fringe a/ -"el/oK'-nJ.Sl~' 
h",r. Hif naib »'eft' 11111101 and enRnmed Kith din unJ blood. 

I'(lf/e_,' (1/ .fhots. Only Jonson:{ super-h,Ullul1ly fUJt reuctimu 
WH'1'd hi",/rom death, as ht' hurled himsl'/f 10 01U' side. EI'en 
lO, 011(' of ,he boI, .shell.f c1ippt'd his left .I/wulder and 
I'_tploded, sending a!l(lIIising shurds 0/ "'lIile-hlll udcununtillll1 
deep illto hi.s fll',(/L Reeling ulI'or. Jonson ulI~mpted to escape. 
but ~tlS quid.!.,· coml'lY'd by Ihe huntml( ptlrty. His bIle/; 
prl'ued oguiltSt the ball' af" mauil'e trl'e. Jan.von growled 01 

the senU-cirr/~ o/Jcni/lhl.\ tha, surround~d him and prepared to 
,'I'll his li/e dearly. 

So il ('Wilt' 10 pllU Ihm WII! dill this ... -lId"hlng, /tin" lion tfl(lII 
/II/l1!. heurd (I .lmm,J(t' /lel\' soulld. II W(U a $GUild he hud nl?l·tr 
I/t'arrJ before. Till' sOl/1ul of Imman IIIII1(hter. OI'er<tJmt by 
('Imcllily JOIIJ(JII IItlf (/ra",/ TOwards thil f/rtUlRe new sound. 

1/,. Nlllle u{'mr II lrunlml( party Ratht'red in a clearing, 
laUldrinl( I/Ild talkin,J( 0I't'f Ihe dead body n/ on~ o/rh~/erociou~ 
rhdtH·/I('a.sll ol,hl' pllllltl. Eyes wide" ith ama~,.ment. JOII.mll 
J/II(Jied tllest' slrm/Ht ('reallin'S, so lik~ hlllllt'if, hilt w IlIIerl~' 
di/{elt'llt. So willi/led I\'j/j hI' by I\'hut he ,WI\' 111(1/ hif 11(1/llrul 

nllllioll lI'oIfil'Nflllel1. Thi_1 ulmoJI (CI.fl hilll hi.I' Ii/e. 

011~ of the kniRhft f?/lInad up. und spit:d Jmuon Oil III~ ~dRf' 

"Ilhe gi(/dl'. Whal lit· M/II' lI'llS not a marl bfll fOfllt' /flrm O/Ilild 
/'1.'(151. illlllnt'/'l'ell' the til/gill un'~' his 11f111 pistol umifired u 
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The history 0/ ,I~ Imperium I\'ould htJl~ h"I'1I ~'ery diffen'1I1 i/ 
Jfln.lnn had bt'l!n gumled dO"'n thue lind then. hm il was 1101 
10 he. As the kn;ghtt lew'lIed Iheir bolt pilloh. one (lmongsl 
,hl'm cried "Hold_'" Amid5t d~alhly silellct' this vOllng knighl 
dismol/med al1d tldl'tlnced IOKards Jonson, re-hols/uinR his 
pirtol and droppmR hu ehmn.fKord aJ h~ tlid so. JOnson did 
flot al/ock as the ),OUlIR h~lrrior at/1'tlnCelJ iOK'OrtlS Ilim. The 
*'niglll put our a hand WId brushed the hllir badfrom 10/ViOIl ~ 
[ace. rel'etl/inK hi.f J1t'rjec:t hI/marl /l'arnre5 (md the fil'ree light 
0/ inldUlle/li'e tho' lhmte /mm his eyes. 

"f.,()(.,k," said the Anighl_ "He is a man. IIll1 {/ bea.f!." And wilh 
that lie led Jonsoll back IOK'ants the "51 0/ the kllights. 11"11(1 

5rood and stared in ""onder (/lid ill a .... e_ Tht· )'O/m8 knl/i:11I WiU 

named Luther, and hIS /ale llIld that 0/ JOII.VOfl and the Dark 
Anx~/s "'ut' to he ill~_ffricllbf." errffi'ined/mm thar {,(lim 011. 



Any Dark Angels anny may includl! Asmodai as 
an Interrogator-Chaplain. 

Asmodai is the oldest and mOSI successfu l 
hllerrogalOr-Chaplain in the Dark Angels at the 
present time. He is tOially single-minded in his 
detl!n11in:uion 10 force any of the Fallen that come 
into his hands 10 repent. 

WEAPONS 

ARMOUR: 

WARGEAA 

Asmodai is anned with a 
crozius arcanum. He also 
carries a bolt pistol. frag and 
krak grenades. 

Asmodai wears power amlOur 
that confers a J+ nnnour save. 
In addition. as he is an 
Interrogator-Chaplain. he has a 
rosarius which includes a 
con\'ersion field. 

As a Space Marine 
Hero. Asmodai may 
carry two items of 
wargear. One of these 
will always be the 
Blades of Reason. The 
other m:ly be chosen 
from the Wargcar cards 
in the nonnal manner. 

Asmodai may be gh'en 
additional equipment 
chosen from the 
Armour. Assault 
Weapons. Special 
Weapons and Grenades 
sections of the Wargear 
list included in Codex 
Angels of Death. 

SPECIAL RULES 
SI'\ CE \lARINES: The usual Break 
Test and Rapid Fire special rules apply. 

D1~AT II\\ " G : Asmodai is an 
IntcrrogalOr-Chaplain and is therefore 
immune to psychology. 

U-: AOERSII II': InterrogalOr-Chaplains 
command greal respect and awe and so 
any Dark Angel Space Marines within S" 
of Asmodai may re-roll any failed 
Leadership-based test once. This gives 
them a second chance to pass a Break teSI 
or psychology test. for example. If the 
second roll fails, the Dark Angels will be 
affected as !lonnal. 
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CHRONICLES OF WAR 

WHITE DWARF PRESENTS - WAR HAMMER CHRONICLES OF WAR IS NOT A COMPLETE GAME. 
YOU WILL NEED A COPY OF WARHAMMER TO USE TltE CONTENTS OF THIS 800K. 

CHRONICLES 
OF WAR 

Chronicles of War is a 
compilation of some of the 
most popular and sought after 
Warhammer ankles from 
White Dwarf Magazine 
including "War Machines", 
"Lord of Dragons". as well 
as "Flying Monsters", 

Chronicles of War comes as 
a boxed sel containing a 
144 page book, three ready 
to assemble card bui ldings 
and severa l new magic 
item cards for you to use 
in your Warhammcr 
battles. The book contains 
six battle reports 
feat uring the mass ive 
(ou r-pari While Dwarf 
campaign. tactics articles 
from the White Dwarf 
team which will help 
you make the most of 
your army. guidelines 
for running your own 
narrative campaign in 
the Warhammer World 
and much more! 

Citadel, the CrIaCIeI Castle, Games Wor1cshop, the Games WOIkshop logo and Wal1'lammef are 
registerad \radema11ls of Games WOIkshop Lid. Whi1a Owarl is a trademalk or Games WOIkshop ltd. 

C Games Workshop ltd, 1995. All rights reso ..... ed. 
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RAID! 
The Final Clash 

Beatell back by the Dark Elf raiders, call 
the Orcs & Goblills save their village? 
Filld Ollt ill this thrilling cOllclusion to 

our Warhammer campaigll. 

PREVIOUSLY ON RAID . .. 
Ia n: Last month we brought you a complete 
Warhnmmer campaign. In addition. Jake 1ll1d [ 
fought out the first two battles of the campaign 
and prcsemcd them :1<; II shon battle repon. For 
(ho,c of you "ho missed these exciting 
preliminary bailie,>, here's a quick \umnl:n) of 
what happened ... 

RACE FOR THE TOWER 
In the first battle. massed Ore and Goblin force, 
rJced against It <iCouting pany of Dark E[\cs to 
light a beacon lower. The Orc!> arrayed 
themselves into three huge infantry regiments 
with two rcgimcnt~ of Boarboyz in ~uppon. This 
proved 10 be UIl\[oppable and they lit the be:lcon 
ensi!y. warning neighbouring tribes of the 
impending d:lngcr. However. the Dark Elve~ 
innicted heavy casu:dtie~ on the Ores mcluding 
wiping out both regiments of Boarboyz! 

SHAMAN'S HUT 
In the second b:mlc. the Ore and Goblin~ were 
beaten back to the abode of a powerful S,lVage 
arc Shaman. known only a~ Skabby. The much 
reduced forces of the Orcs and Goblin~ prepared 
to face lhe onslaught of the highly skilled and 
recently reinforced Dark Ehes. 

of 1000 point .. chosen from a remicted list of 
troops. [n addition 10 this they have anothcr 1500 
point.." of reinforccments "aiting 10 arrive on Ihe 
roll of a dice. A~ [ won the Race fur Iht' T(lwer 
game I would get a +2 bonus 10 my rolL meaning 
that on the fiN tum they would arriw on a 4+. on 
Ihe second a 3+. and on subscqoenttum!. on a 2+. 
The Ore and Goblin reinforcenumts would arrive 
on the table from either the len hand or right hand 
table edge. and this would be rundomly 
delCrrnined when they actually tumcd up. The 
Orcs and Goblins have to slop the Dark Elves 
from getting to the Ore village. 

The Dark Ehe\ would start wilh an initial force of 
2000 points. A\ the 5/1(1II1(1II:r HI/t was over by the 
end of turn 4, Jake's inilial forcc~ would deploy 
up to 24" onto the table. In this scenario you 
determine the length of the bailie a~ normal and in 
our case Jake was unlucky and rolled only four 
turns. The Dark El\es also ha\'e twO 500 point 
bloch of rcinfOfCemenl~ which can move on 
from the Dark Elf table edge at the beginning of 
any tum after the firsL A\ he aClually won the 
5hwmlll \' NUl game. Jake's reinforcements would 
arrive on the table complelcly unscathed. The 
Dark Elves' objective is to capture the arc vi llage 
by gcuing an unbroken regiment with le~s lhan 
50<;, casuallies in~ide il. 

Despite se\ eral auempts Skabby i~5:;,~~~~ 
couldn't be disturbed from hj~ 

meditation. and all the Orcs and 8",h 
Gobli]}', were ~Iaughlcrcd or chased off 
the batlleficld, while Skabby remained 
obliviou~ in his hut. 

So the scene was sct for the Fillll/ 
C/(l.fh at the are village. WHlthe Orc\ 
prevail over the Dark El\j!s and sa\e 
their village. or will the Dark Elve~ 

triumph. capture the arc village and 
carry the captivc~ all' to Ihe ~Iave pit~ 
ofClar Kamnd,! Read on and find out! 

THE SET UP 
The game would I>cgin with the Orcs 
and Goblins deploying an initial force 

• • 
• 

By 
Ian Pickstock 

& 
Jake Thornton. 

As promised, this 
month 's bailie 
report is the 

conclusion (If the 
Warhammcr 

'Raid' campaign. 
for those of you 
who missed last 
issue - check it 

out! 



Jake Thornton 

Having had a 
laste olOrc 
blood in last 
issue, JaJu 

comes back for 
more sacrifices 
to heap on the 
Dark Elves' 
altars in this 

/uud·lought end 
to the 

campaign. 

WHERE TO STA RT? 
Jnkc: After the prc:vious IWO ballies in the 
campaign. I was really looking forward to 
fighting the Fitw/ C/ush. r \e nOl pla)'ed against 
Ian much and this made the games particularly 
intercMing. When I'm fighting my regular 
opponents, I have a preuy good idea what lhey're 
likely to do and can plan my armies accordingly. 
Again:.t Ian I had no real idea what cunning plan~ 
he'd think of. so I had to try II!1d take an army that 
could cope with anything. 

The Dark Elf anny IS also a relatively new one. 
and so I had (Iuite a lot of restriclion~ on my 
choices simply because of whnt we had paintcd 
up. Still. we had most things, the only rcally sore 
loss was the lack of any Dark Riders. Regular 
readers will know by now that my armies 
normally feature a large amount of cuvalry, und 
being reduccd to a ~ing!c regiment of Cold One 
Knights (good as they are) was a bit of a blow. 
Still. a real General ~Idom gets a lot of choice 
aboot his troops so that was fair enough. Ian h3d 
problems of his own with a di~tinci lack of 
Boaroo),z. Could it be they'd heard what 
happened to the la~t lot in Ihe first b:ttt lc? 

DECISIONS. DECISIONS ... 
quickly realised 111.11 the simplest. tmd mOSt 

charocterful thing 10 do was to take the ~ame anny 
that had survived the previous tWO ballies and 
work from there. Thi~ would give the campilign 
more continuity, and also give me another chance 
\0 field the charal.:ters 'Ae had made up: Lord 
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Yeud, Vitrole und Khalek the Sorcerer. I 
was becoming quite 

mtached to them 
by now, and 
looked forward 
\0 finding out 

who would win 
their liule bel (~CC 
last month's i~suc 

for this). 

This main force would 
~Ian the bailie 24" onto the 
table. nnd with four turns, 

would be my only ch:lnce 
of getting foot troops 

anywhere near the village. 
An)' reinforcements on 

foot would simply have 
too far \0 go 10 capture 
the village. So I 
decided 10 keep the 
only Iwo flying unil.s I 
had at Illy disposal for 

the reinforcements. 
and complete the 

main forcc with 
more cro~sbows. a 

replacemcnt regiment 
of Corsairs (from 

the Black Ark 

Ciull/el (>f Obfil'irm) and a pair of Repealer Hoh 
Throwers. I nl-.o bumped up the ~il.e of the Cold 
One Knights rcgimcl11 [0 ~e"cn. which would 
1001.. pretty impressive on the battlefield "hen I 
added Ycurl and Vitrole 10 their f"J,nks. 

The crossbows [ rielded in my usual small 
regiments. this lime four units of sevcn 111odcl~ 
each. This '111:111 size allow~ me a IIlI of 
manoeuvrability on the ballielieid. <lnd abo 
means thai I can line them up one ranI.. deep and 
gel lhe maximum number of lroop~ firing al once. 
It's an awful formation 10 fight hand-m·hand 
combats in. bUI if they're h;l\'ing to do this then 
sOlllething hlb gone wrong. Their job is 10 keep 
out of the enemy's way ,mel pepper them wilh 
missiles. not to get ~(uck in! Abo, if I keep the 
regnnems under 100 points it rncan~ thaI c\cn if 
they do get pounced on and de~tro)'ed in hand-It)­
hand combm, they're only worth one victory 
poim cuch. Finally, small rcgiment~ also enable 
me to keep up a constam rain of missile:. on the 
enemy. With larger regiment~, you often can't gel 
everyone in a f'O'oition 'Ahere they can ~hoot and 
when you h;1\Ie to mo\e, the whok rcgllnent tale~ 
the penalty for dOing so even if onl) l>Ome of the 
troopers reully n~ .. cd 10. Small regimem~ mean 
thut you cun gc:tmorc men (or Dark Eh'cs) firing. 
and if you do need to mo\c <;omc of them. you 
only need to move thc ones that {'11!1', <iCC and not 
the other Iwenty guy:. in the ~IllC regiment. 

As a final jolc. J added a CQupk of Assa~sin, to 
my army. These stealthy chumClc .... were jUq whm 
I'd need if Ian turned oUI to have somc well 
equipped char.w:lcrs lurking about! 

MORE DARK ELVES! 
For reinfon;ernent~ I took all the flyers I cuuld. 
Thi:. would male up for the lack of cavalry and 
supply me with ,omelhing that could reach the 
village in four tum'. "All the fl)er;" turned out \0 

be :I regiment of six Hurplcs and a Sorcere,s 
riding a Darl Pegasus. The H:lrpies were 
straightforward because thcre b nothing th(ll you 
can add or alter in their equipment. but the 
Sorceress was more of a problem. Should I t:lke a 
low le\'cl wilard and just u-.c her to den~ the Orc.\ 
fi\e viclOry point», or should I take another 
powerful wi~ard and use her a':1 more aggre,~i\'e 
part of my ruidillg puny? What am I thinking of! 
Hund me that Dark magic deck! 

A SORT OF PLAN 
With l an'~ reinforcemcnts coming on 
who-know~-where and 'Aho-lnow~­

when. it was r:llher difficult to comc 
up wilh a cle\er plan. So 1 didn't 
worry about it. "Take the \iIIllge. 
kill the Orcs," TIlOsc were ullthe 
orders 1 nceded \0 give. 



LORD YEURL'S RAIDERS 

DARK ELF MAIN FORCE 

Lord Yeurl riding a Cold One, armed with 
a lance. wearing light annour. He carries 
the flom oj Urgok. an Elrchallled SMeill 
and a Bffllie of ElIsvrceiled froll. He leads 11 
uni t of seven Cold One Knights including 
a standard bearer with the Blood Banner. 
The regiment also cOnlains a Champion, 
Vitrol!'. carrying the BOlle Blode. 

Khalek. Sorcerer Lord, wi th lhe Skull Stoff. 
Rillg oj Cori" (!OJ two Di.~pel Magic 
Scrolls. He leads Ii unit of sixtet'll Kluck 
Ark Corsairs anned wilh additional hand 
weapons. The unit also contains a Dark Elf 
Assassin with an adthtional hand weapon. 

Four units. each consist ing of se\'en Dark 
Elf C rossbowmen. 

Two Repeater Bolt Throwers 

REINFORCEMENTS 

Nothari , a level 4 Dark Elf S<lrceress 
riding a Dark Pegasus. She carries the 
SWff of Flamillg Dealh. a Blatle a/Slicing 
and two Dispel Magic Scrolls. 

Six Harpies 

Eight Wilch Elves amII'd with additional 
hand weapons. 

Fifteen Dark Elf Spearmen with a 
standard bearer canying the B(lnner oj 
DejiO/rce. A Dark Elf Assassin also hides 
wi thin this uni!. 
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Ian P ickstock 

OAPLAN 

Ian: My priority in this 1!amc .... as \0 keep the 
Dark Elves out of the village. If the Dark Elves 
gel into the vill:!ge they will gel lhe mas~ive 

bonus of five victory points. My second aim was 
to try and keep Ihe Dark Elves from i!culng within 
si:\: inches of the hut'.. if I could do Ihis I would 
secure my~lr a bonus of five \iclOry points. I 
decided that I would ~plit nI) anny into two 
seclions. each would SCI about completing one of 
these tasks. My inilllli force. the one that deploys 
within Ihe vil1ngc itself. would concenlrnlc on 
Slopping the Darl Elves gelling imo lhe village. 
For this. I would need a solid core of dcfcn~ i"e 

troops. some missile troops and definitely some 
way of keeping Oying creature.., at bay. 

First on my 11\1 wa~ a couple of big rock 
lobbers. This left me enough poinl~ for a bolt 

thrower. but I decided th is would be of limited 
use against the small regimenL, of Dark Elves. 

I chose lin Ore Big Boss to head up my 
defence :lnd ga\e him a bodyguard of 

15 Ilig 'Uns. Next I needed some 
mi~~i1c: troops - 20 Orc Arrer Bop 

with bows and a regiment of 8 Arrer 
BOy7 with crossbows will do nicely. 

Finally. I took 20 Ore BOYI. j ust to 
bull out the numbers. I gave the Ore 

Big Bos~ the 7hli.mu/II of Rm'elm/(lrk 
as this magic item makes it difficult for Oying 
creatures to allack the bear.:r in hand-to-hand 
combat. I gave the regiment of 20 Boyz the 
SCllrecrow Bmll!er. "hich causc~ lerror in Ilying 
creatures and even if they overcome thb. there is 
II chance that they may be forced to Oy off a!!,<lin. 
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Thi~ village defence completed. I moved omo my 
reinforcements. Obviously I wanted fast moving 
regiments that could react to the Dark Elves. In 
lIddition. 1 opted for some of the more wacky 
troops available to the Orcs and Goblins, mostly 
to get in the way of Jake's advancing Dark Elves, 
but hopefully to get rid of a few of them. I started 
by choosing a General - Azhag seemed like a 
good choice. his special presence on the 
battlefield making all Orcs and Gobbos within 
12" immune to (mimQSiIY. This would allow me to 
rely upon most of my reinforcements to do 
exacllyas I wanted. without fear of them standing 
around fighting amongsl themselves. Although 
Al.hag comes wi th the Crown of Sorcu)' 
(aJlov,ing him 10 ac t as a level 3 Necromancer), I 
decided I would still need some good old trusty 
Waaagh Magic, so I chose a Savage Orc Shaman 
on Warboar (Skabby's repl:lcement, no doubt). 
This was also another chllnce to use thc model I 
had convened and paintcd for Gordon Davidson's 
stand-in army in the Hail of Doom OOule repon. 

Next I chose 'iOme Gobbo wolf riders. I would be 
able to use these fast moving Boyz to get behmd 
the Dark El"es as they advanced, or rapidly 
redeploy to coumer any tricks that the Dark El ves 
may try 10 pulL A quick ghlllcc at the mini:lturcs 
cabinets showed that I could have :l regimen! of 
ten wi th ~PC:lrs and shiclds and lmother regiment 
of fifteen with hand we:lpon and shield. My final 
c:lvalry regiment was the Forest Goblin spider 
riders. who ignore movement penalties for terrain. 
Thl~ would allow them to move through jungle, 
or evcn over my own huts, at high speed! I would 
have included a regiment of Savage Ore 

Boarboyz. but the models were 
nowhere to be seen ("alit 
SCOlilill''', they later claimed). 
To replace the Boarboyz. I 
chose a reSIment of Black Orcs. 
These well 'ard Boyz really 
know how to dish it out and 
should prove more than 
adcqu:ue lI~ a substitution. 

Finally, l look six Squig 
Hoppers. These great lill ie 
fellas should really make a 
mess of Jake's troops if they 
can get in amongst them (and 
they'd also get in the way of his 
advance). With neither lake nor 
I being fan~tical Ore and 
Goblin players we didn't 
rca li~, unl il someone pointed il 
out. that you need a regiment of 
Night Goblins to include Squig 
Hoppers in your army. By this 
time the battle was in fu ll 
swing, so we decided to let it 
stand. We assumed that a lost 
band of Squig Hoppers joined 
the anny, hoping to find the 
Worlds Edge moontains ()cs. 
they really are lost!). 



Azhag the Siaughterer's 
reinforcements. 

OA \ILLA{.E 1l0YZ 

Snagrotz. Ore Dig Hoss with Talismllll 
of R(II·ellsdark. light ammur and hand 
weapon. Icading a regiment of mlcen 
Big ' Uns with light armour and shield~. 

Twenty Ore Hoy-I. with tight armour and 
shields. including a standard bearer 
carrying the Scarecrow 8m",cr. 

Twenty Ore Arrer Boyz with light 
armour and bows. 

Eight Ore Arrer Hoyl. with light armour 
and crossbow ... 

Two Big Rock Lobbers. 

REI'lifORCBIF'liTS 

Azhag the Siaughterer mounted on a 
Wy\·cm. Azhag wears the Crown of 
Sorcer)' and carries a Potion of 
Strength. 

Gabraz. SlIvlIge Ore Shaman Lord 
mounted on a war boar :md carrying two 
Dispel Mligie' ScrollJ. 

Ten Goblin Wolf Riders carryi ng 
shield .. and spears. 

Six Squig Hoppers. 

Fifteen Gobtin wolr Riders carrying 
hand weapons and ~hie lds. 

Six Forest Goblin Spider Riders. led by 
a Forest Goblin Hoss. The regiment is 
armed with hand weapons and shields. 

Fifteen Hlllck Orcs carrying additional 
hand weapons and weanng light armour. 

SnoUing Pum[) Wagon. 
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The ON:' IuuI 
been quicldy 

disposed of tJJ the 
battk for Ihe 

Sbaman's Hu~ 
bul the alarm had 

airead, been 
raistdand 

rtUiforcemtnts 
were on their way. 

The question was, 
K'ould they gel to 

Ihe village in 
time? 

-----------~ 1 D6 ROLL on·3 I 
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ORC& GOBLIN 
REINFORCEMENTS 

D6 KUII .L' 
ORC & GOBLIN 

REINFORCEMENTS 

TURN ONE 
Ian: Things Slarted off with Jake nnd I rolling 10 
scc who gotlhe fil'l>ltum, I won thc roll hy six 10 
five -the Orc~ were obviously well prCl)Ured and 
were just waiting for thc Dark Elve~ to tum up, 

With the blaring of crude hom~, Azhag's force 
bUl'l>t onto the flank of the Dark EI\'c<;, ahead of 
hun bounding a wa\'c of Squig Hopper<;, ~ I o~t of 
them fetl ~hon of the Dark Elves, but one of the 
energetic beasts launched itself with furiou~ 

detemlination at the Cold One Knights, crashing 
into their mnks and bowling one of thcm over 
with its claw~. The hypemctive Squig then threw 
itself al Ihe ncarby crossbowmcn. n:l.tIcning one 
of their number beneath its huge bulk before 
continuing ils rampagc. gouging another 
crossbowman with its dagger·lcngth fangs. 
Sighting the repcMcr boll thrower. thc Squig 
snarled its anger and bounced into the uir once 
more. only 10 come down just ~hort of the war 
machine. The scene would almost have been 
comical ","ere II nOI for the three ,ha\lcred Dark 
Elf corpses left in thc Squig Hopper's wake. 
Behind the bouncing beasts, Azhag·.., Wyvcm 
roared a challengc and the Spider RideN, Gabraz 
Ihe Shaman and the rest of lhc rcinfurcemcn t ~ 
splashed across the river at the ford. 

Meanwhile, bad, in the village. one of the Arrer 
Boyz regimcnts litarlcd fighting o\'cr \\ ho~e 
arrows had thc red fCalhers on. and spent the tum 
squabbling amongst Ihemselve.\. As i, u~ual this 
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DARK ELF 
DEPLOYMENT ZONE 
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early in a baltle, I hadn't quite got my eye for the 
rock lobbers. and both of them fell about an inch 
short of the repeater bolt throwers, The winds of 
magic blew quite wcakly in the magic phase. and 
the only spellcasting was Ihe Dark Elf Sorcerer's 
attempt at \Viteh Flight, which Gabraz dispelled. 
It was timc to see how the Dark Elves reacled. 

Jake: I was in a bit of a fix. The Squig Hoppers 
were blocking the roUle for my Knighls and were 
the only enemy Ihey could charge. However, I 
wa~ aimosl certain of wiping QUI the bouncing 
menaces, which would leave me standing in the 
open in front of Azhag's entire horde! What to do, 
what 10 do? In the end 1 chllrged the Squig 
Hoppers anyway. since they weren't likely to get 
in the Orcs' way. and would undoubtedly wreak 
as much havoc as their commde innicted this tum, 
The Corsairs started to march upon the village 
and my crossbowmen on the far right Ilank 
moved onto the hill, giving them an unintcrrupted 
view of the battlefield from which the could rain 
death upon the Orcs' heads, My othcr crossbow 
regimcnt manoeuvred into position 10 fire upon 
the Snotlillg Pump Wagon. which was careening 
towards the Cold Ones at nn IIlaoning mle. 

UnfortUllUlely their firing was fairly ineffcctive, 
plucking only a single litlie greens"in from the 
wildly rocking wagon. while four quarrels 
cmbeddcd themselves hannles~ in the machine's 
wooden frame. The Squig Hopper bouncing 
madly in front of one of my bolt throwers was 
going 10 prove a real pain if I didn't do something 



terminal to it thi ~ tum, The crew ,wung the 
weapon to bear and loosed off a \'olley of four 
'hOh, only one of which hit! Til add in<,uh to 
injuf), thi.'> one shot failed to inflict a Wound! In a 
fit of fru.'>tration I fired the other repeater ooh 
thrower at the 1110nQrosity, M:oring twO hit.'>, one 
of which f(liled to wound and the other only Just 
cau'lIlg some damage. Two bolt throwers to kill :I 

\ingle Squig Hopper! Whm wa, II made of'? 

The wind~ of magic were st ill wamling up :md 
Kh:llel'~ allempt to use II /Iell FUR'II again wa.'> 
th .... arted by one of Gabral;'s Dis,,,·/ Magic 
S('I'Ullf, I:ln then pl:lYcd the /Jrmll Mugit' card. 
making me di,card TOIll! P(JI!'f'r which I wal> 
going to u-.c to cast Ma!f'(/iuio/l 0/ NaJ.!(/sl, on 
A/h'lg! Dr:H. these Orcs were a bit tougher th:m 
tho\e I'd elll:ountercd in the p:tsl. 

TURN TWO 

Ian: With a ctlcophony of hal"-h 
vOIce, -.cre:lming their haIred, the 
Ores charged! The Snotling Pump 
Wagon ,mashed into the Cold One 
Knights, Ju~t as Azhag and hi~ 

terrifying Wp'cm flapped forw:lrd~ 

10 tear and rcnd al Ihe Dark Elves. 
Gabra/\ /rell:I' took oYer and he 
charged into the eros~oowmcn. The 
Wolf l30yz were also working 
Ihclll.l.Clvelo up to charge. but with the 
Pump Wagon. WYl'ern and GabraJ in 
frolll ofthcm. there was nowhere left 
for them to fit in! Gabraz had been 
JU\t OI'cr htllf his charge distance 
av.ay. which meant that the 
cfl.)\\bi.)wmcn could sumd and fire at 
hUll. Howeler, the ~ight of the 
frolhing Sham:lI1 bearing down on 
them wa~ tOO much for the Dark 

Elves, and the couple of shots that 
actually hit their t3rget failed to 
wound the lough Orc. 

An ominou~ twang sou nded 
across from the village tiS one of 
lhe big rock lobbers misfired and 
wa~ ul1uble to fire this or the next 
turn. The other was still jusl short 

Tile Orc Gild Gob!in de/enders (1/ 

lire I'illogl' steel Ihemsel~'es for 
Ihe coming cOllflict. Across Ihe 
jUlIgle cff'(ln"n8 Illey CGn see Ih(l/ 
fhe reinforceml'lIts IIw'e arril'e(/ 
t(lrlier than expected and ore 
IfIkilrg r/lt' figlll llireel[y to the 
Dark £/1'f's. 

of:l repeater bolt thrower. My trusty Arrer Boyz 
(who had sorted out their :lITers) m:lnaged to pick 
off a single crossbowman frolll the hill. 

Meanwhile, Juke's General bellowed a challenge, 
and then started to regret his rashness as Azhag 
swallowed down his POlioll 0/ Slrenglh ... 
Howel'er, the accursed Dark Elf General had lillie 
to fear. as Azhag only managed to strike him 

DARK ELF TURN 1 
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The Orcs' reinforcl'ments 
appear befo~ thl' Dar/.: 
Ekes can eVl'n move. and 
thl' pride of the 
NagSlIToihi host reels 
under the sreenskil!s' 
massed auach. 

once, and even with +3 Strength this failed 10 

Wound! The Wyvern fared slightly better, and 
caused a Wound on the impetuous young Dark Elf 
noble. For his pan, Yeurl managed 10 innict two 
Wounds on Azhag. almost toppling him from his 
moun!. The Pump Wagon plO\Jghed into the 
regiment, snapping lances, crushing riders and 
mounts beneath its big spiky roller! Four Knights 
would never figh t against the Orcs again! 
Squeaking maniacally. the Snotlings leapt onto 
the beleaguered Knights, causing two more 
Wounds themselves - and only one of the Knights 
was saved by his thick annour! Despite the 
carnage, Yeur]'s presence kept the Knights from 
breaking and neeing Uust). 

Against the crossbowmen Gabraz didn't do so 
well and only managed to kill one. This less than 
fierce display did little to unner.e the missile 
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troops, who p3ssed 
their break test with 
ease. DrJwing on the 
arcane power of his 
Crown of SOf'Cl'n' 
Azhag unleashed the 
power of the winds of 
m3gic in the fonn of 
Cllrse of Years, but 
Khalek Slepped 
forward and uttered 
the incant3tion from 
one of his Dispel 
Mllgic Scrolls. [ n 

return, the Dark Elf 
Sorcerer had his 
Wilch Flight thwarted 
by Gabraz's DiSIH!1 
Magic Scroll. We 
both knew that 
stopping the other 
side's magic would 
play an important role 

in Ihis battle. So, when [ had nQ(hing to stop the 
lIorn of Urgok from resounding across the 
balllefield. I pan icked Slightly. However, 
everybody affected passed their Leadership te~ts 
(mainly thanks 10 Alhag's glowering presence) 
and we stayed resolute. 

,Jake: Thing~ were not going very well. although 
they could have been a lot worse (Azhag nuffing 
his big chance at killing Yeurl was a godsend!). 
Still, my reinforcements arri\'cd Ihis tum, totally 
unscathed sincc I had eliminated all opposition in 
the Shaman:r Hut bailie. The Corsairs continued 
onward, intent upon the village, while the rest of 
my anny readied its crossbows or was locked in 
bitter hand-to-hand fighting. However. despite 
my massed crossbows, my shooting was to lillIe 
avail-only a single Big 'Un and a loneAner Boy 
fe ll to the hail of bolts that blackened the sky .. . 

By the river. the higher Initiative of 
my Dark Elves proved decisive. 
Vitrole, the Knight's Champion. 
sleered his mount toward the Pump 
Wagon, managing to sweep away 
or kill the remaining crew with the 
bult of his lance. Yeur!'s Blade of 
Ellsorcel/ed lrOlI struck out III 
Alhag, striking the Ore General 
across the brow. sending him 
loppling from the Wyvem. The 
Wyvem. unpenurbed by the loss of 
its master, continued to fight ont 
Even so. the loss of the Pump 
Wagon prompted a W3\'e of panic 
10 pass through the Spider Riders 
and nearby Wolf Boyz. and seeing 
Azhag fall benellth the Dark Elf 
General's sword did little 10 
increase their courage. With an 
unspoken agreement, the two 
regiments turned tail and ned bac!.. 
across the ri\'er! 



The Dark Elf crossbowmen managed to score a 
wounding hit on Gabraz, who in his rage struck 
down one of the offending Dafk Elves in return. 
Again, the combat was drawn. 

The braying of the Hom 0/ Urgok sounded across 
the battlefield, and lan's attcmpt 10 dispel the 
magically-induced panic failcd miscrably, 
Howe~er, nobody succumbed (Ian even rolled a 
double I for his Wy\'crn's Leadership test). 
Gabral. called upon the Halld of Cork to fling the 
Black Orcs into combat and swing things in lan's 
favour, but after two failcd dispel attempts I 
finally used yet another Dispel Magic Semll. 

Then Nothan, Ihe newly arrived Sorceress, flung 
her ann forward. muttenng the activating spell for 
the S/(j./J of Floming Deorh, but Ian pluyed the 
DeslmJ Power carcl. giving him a chance of 
blowing up thc staff in her hand! HO\Ooe\.'er. aflcr 
adding a couple of extm Power cards to my 
defence. I managed to jusl win the roll and the 
staff was still in service. 

Lord }'el4f! fell IIOIhill8 bill pride OS he rfJ(/e 
100WlrdS Ihe ,'mage at the heall of his ami)" His 
Cold GilI' Knights were arrayed behind /rim, 
their crlle>llonces peifectly poised, as the Dark 
Eh'ts marr:he>d fonmrds ill (I _fins/e 
Ullslop/Klble II-a~'e of maglrijicelrt purples, reds 
and blues. 

SlIddellly, IIII' chit/erillg bellSIS of tilt' j lmgle 
fell silelll (/lid 0 frothillg green horde> blirSI 
from the tree lil/e ro engulf Yellrls unll)" Mud 
oollilcif/g beasts clm~'ed and bit at hi.f Knights, 
1I'lrile Goblins mOl/IIII'd 011 ma.tSi"e spiders 
splashed across Ihe ford to\\'are/s I,im, With II 
dl'afelling screech a ~~\1r !-\y,'em plrllllllll!ted 
from tht' skies. its anll -thick la/ons raking and 
slObbillg at IIII' Dark EI,'es. 

U,,~nrlrbed. Yt'llri cool/y drew Iris magical 
blade and ge>slllred towards the film/huts, 

"Raze them to tire grol/lld!" 

TURN THREE 
Ian: The tum started with a harsh 
bellow from the \'j]]age - "Let's 
show 'em" yelled the leader of the 
Big 'Uns and 'he uni, surged OUt of 

The Cold Ollt' Kllig/U,f are 
almoSI Iriclt/ell lJy Ihe 
lIU1ssi,'e fomr of A=htlg lite 
Siwigitterer's IV\','em (/Ird 
the mlJ(I/~' careerilrg 
SIIOIlillg Pump Wagol/! 

the village towards the Dark Elf anny that wus 
threatening their homes. My Arrer Boyz were still 
having no impact on the course of the battle, as 
their shots:lI lhe crossbowmen on Ihe hill all went 
wildly aS1ray and left the Dark Elves ulm:alhed. 
One of my Rock Lobbcrs was still undergoing 
emergency repairs, but the other managed to land 
a stone directly on top of one of the Repeater Bolt 
Throwers. crushing the war machine totally 
(although strangely leaving the two crew shocked 
but alive)! 

Both the Dark Elf Knights and the Wyvem proved 
equally inept in combat this turn. with no hits 
being scored at all ! However. Gabraz fin:llly got 
his act together and. after suffering a wound from 
the crossbowmen. wiped out the unil! Yeurl , 
seeing thc demise of the regiment prolecting his 
flank and an enraged Savage Orc Shaman staring 
in his direction. thought discretion Ihe better part 
of valour and headed off back towards the Black 
Ark! The Wy\ern snupping at its heels 
encouraged Yeurl's Cold One to great feats of 
speed. und the Dark Elf General escaped! 

Gabraz turned his attention to the rash Big 'Uns 
who had rumbled out of the village. 
Summoning Ihe Waaagh power. he 
cast Mark Sm'e Us.' on the burly Orcs. 
making the regiment immune to magic 
for the rest of the phase. NOIhari 
pointed her Staff of 
Flaming Demir at 
Gabraz, hoping to 
rid herself of this 
troublesome magical 
opponent. Howe\'cr. 
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her lillie toy wa~ not up to the ta~k. and Gabral. 
di~pcllcd the po .... er wi lh case. 

Gabral (being infinitely more reliable than his 
friend Skabby) m:maged to trom"port the Black 
Orcs into the Cor~ai~ with a timely Haml of 
Gori.:. Hopefully the Shick Orc~ would be able to 
kill enough COt"Sai .... so that they couldn't figh t 
back, and break the unit with Cas.<'. In return. 
Khalek unleashed the power of his Skull Sltif/. but 
their were no magic item" within range. ~o none 
weTC revealed to him, This annoyed Jake no end, 
since it meant he had no definite targets to dc~troy 
with his Ring ojCorm. AlrllOl.t a~ an afterthought. 
Noth:lri unleashed a DO/lmOO/1 which sma~hcd 
G<lbr:"IZ to the ground. a charred corpse ! 

Jake: With a crea l.. of leathery wmg~ the Harpies 
tool.. to the air and new high. At the back, Yeurl 
recovered his wit!> and managt.-d to rally the Cold 

Snagrol~ lI"as bored. He (md his Big 'VIIS had ix'ell 
kicking their heeb ill Ilu~ "illage while eVeTybm/y else 
was gel/;'Ig .fluck ill. Beside him, SIlIIJ/){1 ,ras gelling 
fraclio/ls, /HJkillg Ilim ill tlte ribJ "'itlt his Sl<"ord (lilt/ 

lIIokill8 swpid COllllllel/lS. 

"Look (It ti(l/. II bliml Squig cOiIIt/a ';t 'im! Zoggil1' ·eck. 
a d('l/d GohOO COII/dll .wenl/at 1<"//11 COlllill', Oi. B/(ldl/a, 
gi' ';1 some /IIlHl'!" 

Slwgrot: l"fflacked his clmlrade rolllld Ihe /xlck of tlte 
head (lIld /Old him to s/millp . 

.. Yoo:;:e (I wim(1... ,. Krllmb/ed SllIb/xJ liS he /,icket/ 

hilllstif up. 

SlIogrotz cOIlld ftel hil "pl/IlI/ioll leakillg ll" ·ll.\~ He 
wmed 10 filet' his Boy:. 

"RoigJu, ,/at does ill \I~'II sholl' '(:II/! Da reII of dll 
anll) is jus' so/tit!S colII/HUe(/ wil' liS.' We'll sho", '1'111 
'QW its dOlle.' Cha'8e!" 
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One Kni ghl~, 

turning 10 face 
the Wp'em once 

more. My abysmal shooti ng 
continued. with the Rock Lobber 
crew escaping unscathed, and only 
two out of seven hits on the Wol f 
Boy7. causing wounds. ~ Iy 

Repealer Bolt Thrower made up for 
it though. killing six of the Gobbos. 
Unfortunately, they passed their 
panic test! 

The Black Orcs' fearsome 
reputation seemcd to be unfounded 
as neither the Corsairs nor Khalek 
was hi t oncc. For their pan, the 
Corsairs also mis-.cd completely 
but Khalck felled one of the d:lrk· 
skinned foes. This vilal blow won 
the combat. and as Ihe Black Orcs 
ned they were run down by the 
Corsairs! Their loss then panicked 
the Wolf Boyl. who urged their 
mounl.S to PUI as much distance as 
possible betwecn them and the 
merciless Dark Eh'es. 

KtmlcJ... \ Skll/{ Staff identified the T(llislllan of 
Rm'l'n,W/lIrk in the Big 'Uns. and he then used the 
Ring of Co rill to dc:~troy Ihe offending item. Three 
Big 'Uns fell to Nothari. one to her SU/J/ of 
FI(lI/lil1g Demh, two!O n magic:lIlJ/w/e lYim/. 

TURN FOUR 
Ian: The lum began with my cro~sbow Arrer 
Boyz rolling a I for their animosity, but since they 
hud no Ore targets they J USl squabbled amongst 
themsel\es. The Wy\ em continued its assault on 
the Cold One Knights and in the shooting phase I 
dropped a rock directly on top of the other holt 
thrower. destroying the horrible machine! 

Snagrotz. leading the Big . Uns. then issued a 
challenge. but Khatel.. refused, allowing tbe 
Corsairs \0 sweep around him into the fray. Both 
regiments caused a casualty each and the extra 
ranks of the COTSllirs wa~n ' I enough 10 break the 

The dice are flying thick (//1(/ ftm aJ lakt 
desperalely Irit'.'· /() fighl off Adlag:~ W"'I'ern, 



Big 'Uns. Thc Wyvcm 
gulped down yet another 
Cold One Knight, and 
Yeurl failed to do any 
damage in return. 
However, the unil passed 
its break test and stayed 
fighting (only jus!. .. ). 

Using To/al Power lake 
cast Malediction of 
Nagash on Ihe Wyvern, 
which would impair its 
fighting prowess and eat 
away at the monster in 
the following turns. 
Another Big 'Un fell to 
the Staff of Flliming 
Delllh but they still 
wouldn't paniC. Khalek's 
lVilch Flight was again 
dispelled. but NOIhari 
managed to unleash the 
potent Amdp(/I:~ B/m:k 
Horror which sped 
lowards the village lind 
my Ore Arrer Boyz ... 

Jake: The final turn. 
Time to take the village! 
The Witch Elves lind Spearmen passed their 
lerror test caused by the Wyvern. and the 
Spellrmen promptly charge in to fight the 
maflluding beast! The Harpies descended rom Ihe 
skies to attack the crew of the blue Rock Lobber, 
and Nothari closed in Oil the OIher war machine. 

Agaillsllhe Wyvem. only Vitrole managed to 
injure the Wyvem. but his Bone Swum caused 
three wounds. The Spearmen and the Wyvem 
all flliled 10 hit anything, but the +7 eombal 
resolution from the Speannen mean! Ihat the 
result was never in doubt. 

By the village. Snagrotz issued 
anOlher challenge. but before the 
word died on his lips Khalek had 
stepped forward and slid three feel 
of keen steel through the Ore's gut. 
.. [ accept" he whispered coolly. 
The Corsairs CUI down two more of 
the Big ·Uns. and Ihe remaining 
Orcs tried to nee. However. the 
swift Dark Elves caught Ihem 
easily and chopped them down 10 
the last Orc! The loss of the unit 
also caused the nearby Arrer Boyz 
10 nee in horror as their comrades 
fell like nies around them! Things 
were looking bad for the Orcs. 

The combat between the Harpies 
and Rock Lobber crew was drawn 
at one casualty apiece, bUI at least 
the Harpies were in the village! My 
last aCI of the battle was NOIhari 
using her Siaff of Flaming Death to 

burn one of Ihe crew of the 
other rock lobbcr, who 
pas.'iCd their panic lest as 
well! Finally. Ian used 
Oraill Magic and the battle 
was over. 

FINAL VICTORY 
POINTS 

ORCS: 3 

DARK ELVES: 27 

II's cnmch lime! Bmlal 
Black Orcs cJU/rge the 
Block Ark Corsairs. (IS 

the Big 'Un.f rind Gobbo 
1V0/f Boyz IIIw/oel/l're for 
I'osilion to repel lire 
Dark E/fcm.vsbows. 
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all·OIlI llUlI//11 01/ Ille 1'i/f(1~t. 

The illIsk ,d;y glimmered red Ihrollgh lhe roilillg elm/ds oj bltlck .fllloke, (IIu/ Ihe crackle of fl(lllles did lillIe 10 dro",,, mil lhe 
whoopillS cries of Ille Wilch E/I'es echoillg Ihrollgh the jill/Nil' as till' mlirderrJlIJ prieslesse,! lumtetl d01l'1I Ihe lWiI vf lire fleeillg 
Orrs. Yellrl leam OCros.I his sotldle boll' olld gazed affecliOllwely (If Ihe Orr heu(/s his l'en'all/S 1I'('re /1ilillg lIetirby. A fell' ill 
paniculor cuuglll his eye (///(/ he smiled It) himsefj us he reculled Ilu' more ill/('resliIl8 deOlhs he Il(Id inflicted all lIi.f ullfonulUlle 
l·ielilllS. Ther'(' ",as II discrel'l cOllghfrom behilld him alld Ihe f)ark Efj Geneml $ smile Illmed 11110 a wolfish grill. WithoUl tumillg 
he eleared his throal of the cloyillg smoke muJI,!};')ke, 

.. YOII were lI'o/lderl1l8 aboutlile 1I'1iger. Vilrole." II 11'115 (/ SWlemelll, 1101 a {JlleSIIOlI. 

.. )es, my Lonl. I beliel'e 11/(11 we are still el'ell, a fullill/Ildred tmd Ihree heads adoms c(lch pile." 

"YOII are quite righl. Vi/role, .. Yeur! stretched lal/gllidly "lIon'ever. I Ilisposed of Iheir f01l1 narbOll', I beliel'e Ihat 1ll11~t sway lilt' 
count itl my/Molu; f)o )'011 /1m (lgree?" As he usked Ihe qlll'sIioll, Yel/rls eye.r hare/t iled (llId he IIImed 10 face his /eIlQl" noble, 

"I wordtl be fIIore I/tUII IWPVI' /0 couflllhe mil in yOllr fin'o/If; bill lome oj ),Ollr etlemies in C/lIr KlIrmrd WQuid eloim thm l/te 
General $ head W{/S nOI jOlllld (md therefore cal/llot be included, ,. " Tire lalelllllm'IJI dill !illie 10 please )eurl ami he ("III/ed IIIlIjor 
his Sorr:erer. 

"Khalek! We lIeed an adjlldication!" 

The power/III Sorcerer gimlalilip Jrom the BlllCk Orc he was dOIl'/)' muti/miTlg. lVitlt a geSIIIIT of aIIllO)'all('e he cast dOll'lr llis 
onlllte dllgger and strode o"er 10 Ihe bkkeritlg nubles. However. tiS he (Ipprrxrchetl, his demeo/lflllr .\'lIbtly dral/ged and his eyes 
became e\'ell shiftier titan normlli. Vilrole (,{}flcise/y relayed rile /I(lfllre oj Ilwir displlle lIlIfllhe Sorcerer COIIJidered his {H1Siliofl. 
011 the ofle /taml, Vilrole $ fill'O",s I\'ol/Id be '-ast, he was lite older of lite /U'O allli his powerbase Wlll' Irell e,f/(lbli,l/ted, Howerer. 
Vitrole was getting flO yOllnger and Ihe (llI/biliolls young Yellrf W01l1d be afimllHllron/Or lhefilllire. retllrning u.\' he "'as in Irilllll11h 
from his firsl campaigll. /lff/kiIl8 Iris choice. Klll/lek glallced III' (l/ lhe /U'O 1I0bln, III a thin, ref'dl' "oice he gm'e hiS decisiOfl, 

"Mll.\'ters, f beliel'e Ihat Lord Vitrole willS the wager. witholll tile heml we CUlII/Of pro,'e tu ),ollr I)('ers tlrm lire Geflerlll fell bellemll 
),ollr blm/e. " Vitrole hl/lghed briefly am/ rode off. felll'inK Ih(' Gen('faf ami Sorcerer to cOfl/emplme Iheir fillUre. 

"My lord, 111/11.1'1 lliso say IlulI the reluclallce 0/ YOllr llssassins to fight luB' IWI gOlle IIIIlloliret!, My illl'eMigmiolls seem 10 indicale 
l/tat somebody (Xlil/lhem 1II0re not 10 fight. " 

Yellr! clenched /ri.f fisllllld palllldell il illlo his Ollrer hill/d. 

"f)anm th(l/ Vilrole, he wOllld ri5k bot/r Ollr liw!.f jar Ilti.f pelt)" wager!" 

"My lord, YOllr A5~'assills are still ill tlte cllmp, alld lhe road bllf:/i. 10 llie Cita(/elo/ Oblil'ioll il' be5el with m(fll), "'mgers, II would 
be mosllln/Orllillate if lIfl (fCcillem k'el1' to be/all )'o/Ir old cOlllrlllle before Ite reached tlte safet), 0/ lite Black Ark ... " 

Yellrl $ qlliel clrllckle II'llS aile of Ihe 111051 sillisler SOI/I/ds lhe Df/rN. Efj Sorrerer lUll/ Iteard for f/ 101lg while. 
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lVe 're fill gaill!; 10 die! 
{all looks wordell as if 
S{(Jrh to rain Harf'ieI in 
the Or[' l'ill{/~e, 

"SPARE SOME BOYZ PLEASE?" 
Grrr! IVlwl am { 
gonna (10 now? All 
dm rime spent 
buildill'da 'llts and 
(Ia pillage and noll' 
all tfa Boy: i::. 
'omell'ss wiv 
nowhere! 10 go! 

Ian: It was going so 
well. lake's 
overconfident D3rk 
Elves 3dv3nced 

straight inlO my reinforcements, Hah. I thought. 
victory must surely be mine. But those tricksy 
Dark Elves refused to die as my Orcs turned out 
some downright mediocre combat results. 

My first mistake cmne in underestimating the 
power of Dark Elf characters - I just charged 
straight in there, with that "Well if Azhag the 
Siaughterer can't get the job done ..... altitude. On 
reflection. expecting Azhag to take out a Dark Elf 
Lord was plain stupid. he had better fighting 
abili ties and lake had equipped him with 3 magic 
sword (something I should have done). lI's fairly 
obvious thm once Azhag had been removed. all 
my Gobbo regiments would be fairly e3sy to get 
rid of by scaring the linle fellas off the banlcficld. 
You know as well as [ do, that once those lillie 
Gobbos get an idea in their heads there's no 
stopping 'em. 

Also, I lOok a couple of magic items to help me 
defend the village from aerial attack - the 
TliliSlI1l1lJ of Rmlellsdark and Scarecrow BWlIler. 
At first glance these items seem just the ticket. 
However. as l ake 's Harpies flew high on his third 
tum. [ realised that when they landed on the Dark 
Elves' final tum, they would not be affected by 
either of the magic items unless they actually 
charged the regiments thai contained them. Let 's 
not kid ourselves here, who's Jake going to charge 
with the Harpies? The Rock Lobbas! But. Jake 
was already twenty-odd victory points ahead, so 
my final conclusion is: 

"Pfah, where arc the tanks!" 

VICTORY! 
Jake: I'd likc to be magnanimous in victory, 
but Dark Elves aren't like that. so I' ll gloat! 

But seriously, up until very ncar the end it 
fe lt like it could go either W3y. Sitting there 
reading Ihis it might look rather more onc­
sided. but I assure you, at the time that 
blasted Wyvem looked unstoppable! It was 
only when I managed to charge the spears 
into it with their +7 combat resolution (+3 
for ranks. doubled for the B(lI1l1er of 
De/i(UJ"e, + I for a standard) th:l1 I knew il 
was dead. The three Wounds that Vilrole 
caused with his Bone lJiade only made it a 
race between the Malediction of Nag ash and 
the pursuit to see which would kill him first. 

On the whole. the army did reasunably well. 
Some Dark Riders would have helped a bi t, but 
really the greenskins were in such confusion that 
they were never really needed, The Dark Elf army 
is quite hard and can almost be [eft to its own 
devices to batter its way through the opposition. 
[n fact. the army was doing so well against 
everything except that thrice-cursed Wyvern that 
[ completely forgot about my Assassins all game! 

Even so. One regimem did stand out and that was 
the Cold One Knights. These arc incredibly 
dangerous, especially with some characters 10 
bolster their fighting. The fact that the Cold Ones 
are stupid is also less of a problem when you can 
ignore it with a 10 point banner. or simply use 
your General's Leadership to make the rolls, In 
fact. I think in future battles I' ll do just that and 
take a different magic banner inste;ld. 

Looking 10 the future, we've all got rather 
attached to the Dark Elf characterS that we made 
up for this campaign. As so often happens they 
have taken on a life of tlicir uwn. so look out for 
them in the fo llowing months. You never know 
where the Ci/(ldel ofOblil"i(JII will tum up next! 
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Blood, blood 
and more blood. 

And allfor 
~-,- I ~_.e. 

After a 
successful 

campaign like 
this you can be 
sure you'll see 
YeUT~ Vltrok 
andKhakk 

again. WeU, you 
",ill if any of 

them survive the 
intrigues of the 
journey back! 

A grim und dCleml;ned 
l all mlttles to Ihe hlSl, 
hopi/Ig thor wielding 
the dice like 'I duubie 
handed a.xe will imbue 
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Don 'l miss your chance to get 3 free issues, this 
special offer is for a limited lime only! 

SIGN UP FOR WHITE DWARF NOW AND 
RECEIVE 3 FREE ISSUES! 

(U.S.) (canada) 
1 year (12 Issues) $40.00 552.00 
2 years (24 Issuea) $72.00 $93.00 
3 years (36 Issues) S99.00 $122.00 

ALL ORDERS MUST BE PAID IN U.S. DOLLARS 
PIIUII nolll MItyIand RnkIentt ....... .&I • S% Stale ..... III 

To start your White Dwarl Subscription fill out the information below. clip out Ihe box and send it 10: 

White Dwarf Subscriptions 
Games Workshop 3431 - C Benson Avenue Baltimore, Maryland 21227 - 1072 

Please sign me up for a (circle your choice): 1 year (15 issues) 2 year (27 Issues) 3 year (39 issues) 

Is this a: New or Renewal subscription? (please circle one chotce) 

Form of Payment : Check, Credit Card (see below) or Money Order (please CIfde one chotce) 

MaslercardNisalAmerican Express; Master Card or Visa or American Express (please Circle one choice) 

Exp. Date: ................................................................... . 

Credit Card Number: ......................................................................................................................................... . 

Cardholder's Name: ............................ .. .................................................................................................... . 

Cardholder's Signalure: ...................... . 

Name: ......................................................... . 

Address: .............................. .................................. .. ................................................................................... .. 

City: .................................. Slale: ...................................................... Zip Code: .............................................. .. 

Phone Number Home: ( ) .......................................................... Work: ( ) .......................................... .. 



NECROMUNDA" 
8106C - ESCHER LEADER 

PACKAGED 1 MINI .... TURE 
PER BLISTER. 

81060 - ESCHER HEAVY WI 
HEAVY STUBBER 

PACKAGED 1 MINIATURE 
PER BLISTER. 

8106A · ESCHER JUVES 

PACKAGED 2 MINIATURES PER BUSTER. 

8106B - ESCHER GANGERS 

PACKAGED 2 MINIATURES PER BLISTER. ! 
CIT~\OF:I, L _______________________________________ .....J .'UN!A:nr~ 
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NECROMUNDA-
8107C· DELAQUE LEADERS 

PACKAGEO 1 MINIATURE PER BLISTER. 

8107B • DELAQUE GANGERS 

81070 · DELAQUE HEAVY 
WI HEAVY STUBBER 

PACKAGED I MINIATURE PER aUSTER. 

I 8107A· DELAQUE JUVES 

PACKAGEO'2 MINIATUAES PER BUSTER. 

PACKAGED '2 MINIAT\)AES PER BLISTER. 

8107E . DELAQUE 
WI FLAMER 

PACKAGED 1 MINIATURE PER BLISTER. 

8107F· DELAQUE HEAVY 
W/ LASCANNON 

PACK.t.OED 1 MINI.l.TURE PER BLISTER. Cln \ lJF.I. ,>\I1Illo!o"Ot\roj '-_______________________________________ ---.J 



NECROMUNDA 
8102C • CAWDOR LEADERS 8102A· CAWDOR JUVES 

PACKAGED 1 MINIATURE PER BUSTER. PACKAGED 2 MINIATURES PER BUSTER. 

8102D· CAWDOR 
HEAVY WI GRENADE 
LAUNCHER 

8102B · CAWDOR GANGERS 

PACKAGED 1 MINIATURE 
PER BUSTER. 

81 02F • CAWDOR 
HEAVY WI HEAVY 
STUBBER 

PACKAGED I MINIATURE 
PEA BLISTER. PACKAGED 2 MINIATURES PER BUSTER. 

CITL\D£1. L _____ __________________________________ -' ,'UN[An~ 



NECROMUNDA-
6103C - GOLIATH LEADERS 6103A - GOLIATH JUVES 

PACKAGED 1 MINIATURE PER BLISTER. PACKAGED 2 MINIATURES PER BLISTER. 

6103B - GOLIATH GANGERS 

PACKAGED 2 MINIATURES PER aUSTER. 

61 03E - GOLIATH HEAVY WITH HEAVY STUBBER 

CITL\On 
PACKA,GED 1 MINIATURE PER BLISTER. 

.W~I", .. nlm;::, '-_____________________________________ __ --' 



NECROMUNDA" 
8105C - VAN SAAR LEADER 

~ ... 

PACKAGED 1 MINI.-.rURE PER BLISTER. 

81 OSA - VAN SAAR JUVES 

PACKAGED 2 MINIATURES PEA BUSTER. 

81050 - VAN SAAR 
HEAVY WI HEAVY 
PLASMA GUN 

8105B - VAN SAAR GANGERS 

PACK.o\CED 1 MINIATUAE 
PER BUSTER. 

8105E - VAN SAAR 
HEAVY WI HEAVY 
STUBBER 

PACKAGED 1 MINIATURE 
PEA aUSTER. P ... CKAGEO 2 MINIATURES PER BLISTER. 

I 

CIT"1J'El L _______________________________________ ---J illlNlNnlllC! 



NECROMUNDA" 
8110A " NECROMUNDA SCUM 

PACKAGED 2 MINIATURES PER BLISTER. 

DARK ELVES 
851 2C" DARK ELF SORCERER WI FAMILIAR 

PACKAGED I SORCERER #liND I FAMILIAR PER BUSTER. 

85120 " DARK ELF ASSASSIN 

PACKAGED 1 MINIATURE PER BLISTER. 
£~~~~ L-__________________________________________________________________ ~ 



NECROMUNDA' 
81 08A - BOUNTY HUNTER 8108B - BOUNTY HUNTER 8108C - BOUNTY HUNTER 

PACKAGED 1 MINIATURE PEFt BLISTER. PACKAGED t MINI ... rURE PER BLISTER. PACKAGED 1 MINIATURE PER BLISTER 

DARK ANGELS 
8038J - COMMANDER AZRAEL 
SUPREME GRANO MASTER OF 
THE OARK ANGEL 

• . .' 

PACKAGED .t.ZA ... El WITH HELNET BEARER PER BLISTER. 

8038K - ASMODAI 
INTERROGATOR 
CHAPLAIN 

PACKAGED 1 MINIATURE 
PER BUSTER. 

8038L - EZEKIEL 
GRANO MASTER 
OF LIBRARIANS 

PACKAGED 1 M1NIATlJA£ 
PEA BLISTER 

n 

! 
f 
J 

crmlJ[l. L _______________________________________ -' .,\lI'I",ru\tl:.> 








