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Rank upon rank of Undead defend an ancient Necromancer's tomb from a chittering horde of Skaven.




























WARHAMMER /

IN THE GRIM DARKNESS OF THE FAR
FUTURE THERE IS ONLY WAR...

Humanity is beset on all sides
by alien invaders. Orks, Eldar
and the insidious Tyranids all
seek to crush the hard-pressed
forces of the undying Emperor.
Will you lead the defence of the
Imperium, or will you take the
part of an Ork Warlord, Eldar
Farseer or Tyranid Hive Tyrant
and try to destroy the Space
Marines and Imperial Guard
who protect mankind?
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The Imperial Guard is the largest
and most powerful force in the
galaxy. Fighting across a thousand
warzones and ten thousand
planets, the vast war machine of
the Imperial armies never ceases

in its constant struggle against
mankind’s enemies.

This latest Warhammer 40,000
codex allows you to field this
mighty army in your games.
Codex Imperial Guard provides
comprehensive histories of many
of the most famous regiments of
the Imperial Guard, such as the

Mordian Iron Guard and the
Tallarn Desert Raiders.

Special rules cover all the new
equipment for the Imperial
Guard, as well as featuring the
army's many troop types like
Commissars, Storm Troopers
and Ratling Snipers

A complete army list enables
you to assemble an Imperial Guard force
complete with command HQs, psykers, tanks
and artillery. Finally, there are special
characters like Commissar Yarrick,
Lord Commander Macharius and
Nork Deddog — Ogryn bodyguard.

CODEX IMPERIAL GUARD IS NOT A COMPLETE GAME.
YOU NEED A COPY OF WARHAMMER 40,000 TO USE THE CONTENTS OF THIS BOOK

Citadel, the Citadel castle, Games Workshop, the Game Workshop logo, and Warhammer are
registered trademarks of Games Workshop Lid.

CITADEL? Imperial Guard is a trademark of Games Workshop Ltd

- MINIATURES ® Games Workshop Lid, 1995, All rights reserved
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MINTATLIRE

n Warhammer Quest you take the part of a brave adventurer, exploring the danger-

ridden catacombs that lie deep beneath the Old World, fighting hideous Mensters for
fabulous treasures and undying glory. Further adventures are detailed in the Lair of the
Orc Lord and Catacombs of Terror packs which Iintroduce new Monsters and even more
perils. In addition, the Warrior packs contain eight new heroes, each with unique special
abillities, skills and weapons. Dare you face the challange of Warhammer Quest?

Citadel, the Citadal castle, Games Workshop, the Games Workshop logo and Warhammer are o W ii ®
registered trademarks of Games Workshop Lid. Warhammer Quest is a trademark ’\ 5 ey
of Games Workshop Lid. @ Games Workshop Ltd, 1896, All rights reserved c) Ig S ) _)))


















The infamous Dog Soldiers,
scourge of Castle Rock and rulers
of the outlaw hole of Filth Pond. In
the evening after the interview, the
Do Soldiers St fudly
defended Filth Pond against o
vecond assault ordered by the
Arbitrator. There are even rumours
that the Grand Dog is going to be
cgnised as mayor. .

Andy: Yes, with Mike McVey.
Jake: On real rock or the pretend stuff?

Andy: No. no. at an indoor place with some
contoured plates just screwed into a wall. Tt was
good fun.

Jake: That’s one way to make sure it doesn’t
rain on you!

Andy: Yes its dry, always dry and you have a
secure rope to dangle from. It's very exciting
though, I would recommend it to anyone.

i Andy’s Chaos Blood Bowl team dominated and terrified the Studio
League since they were formed. The Doomlords have won just about

every traphy there is, and have left a wide and ;

els

Jake: Yeah? Rumour has it that you're also a
mad biker in your spare time... Is it the thrills
and the danger?

And s that's it. The thrills, danger that’s

it’s all about. A real “Rock and Roll”

No, actually I spend so much time doing

with tiny little men and being intellectual about
things. | need to have some sort of let out for
things occasionally. I think dangling off ropes and
riding motorcycles helps to keep you sane and
balance your head! Not as scary as if (like Jervis)
vou have children, is it?

v trail in their wake...




Tyranids are the greatest
threat that the universe
has ever faced. Huge
swarms attack and
consume the lifeforms of

entire planets, Ieavlng behind only a barren rock. Led by the awesome Hive
Tyrants, the Tyranid Warriors, Termagants, Lictors and Genestealers crush
all who would stand before the might of the Hive mind.

Citadel. the Citadel castle, Games Workshop. the Games Workshop logo, Tyranid and Warhammer are
registered trademarks ol Games Workshop Lid. @ Games Workshop Lid, 1996, All rights reserved.
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SPACE ORK BOXED SETS

The Orks are the most savage and warlike race in the whole galaxy. Their huge empire is divided
among thousands of Warlords. The Orks live for war and are constantly striving to defeat their
neighbours whether they are human, Eldar or even other Orks! Even so, were the Orks ever to
unite under one leader, it's unlikely that anyone could survive against them for very long!

These modes require assembly. We recommend that the parts are cleaned and trimmed with a modelling knife before being painted with Citadel paints. The Ork
Dreadnought is a Citadel Miniatures Expert kit which requires a degree of modelling skill 1o assemble. We do not
recommend this kit for young or inexperienced modeliers. All miniatures are supplied unpainied

‘Q-. ‘_f\ I} L\\lll I)l{' } l_.' Citadel, the Citadel castle, Games Workshop, the Games Workshop logo and Warhammer mm )
=i el are registered trademarks ol Games Workshop Lid. E

Ork, Grelchin and Dreadnought are trademarks of Games Workshop Lid.
© Games Workshop Lid, 1996. All rights reserved




COME VISIT US AT
FAIRFAX, TORONTO, & VANCOUVER

%ﬂ%}?‘?s VANCOUVER HARBOR
QUEEN STATION WATER T
ARLINGTON BLVD. ® - ry WELL ST
T 3 'nfr‘:_ e ¥ é HASTINGS
PICKETT RD. 2 g * 8l % 4 E
495 | " = & =
L4 I FRONT STREET == § 2T
LAKE ONTARIO %.‘_;
FAIR CITY MALL 331 QUEEN STREET 8 WATER STREET
9600-G MAIN STREET WEST TORONTO, VANCOUVER,
FAIRFAX, VIRGINIA ONTARIO BRITISH COLUMBIA
(703) 503-9284 (416) 595-1159 (604) 685-8823
Mon. - Fri. Mon. - Sun. Mon, - Wed., Fri. - Sat.
11:30 a.m. - 7:30 p.m. 11:00 a.m, - 7:00 p.m, 11:00 a.m, - 7:00 p.m.,
Sat. 11:00 a.m. - 8:00 p.m. Sunday Game Night Thur. Game Night 11:00 a.m. - 8:00 p.m.
Sun. 12:00 p.m. - 6:00 p.m. Mega Battles All Day Sunday Sun. 12:00 p.m. - 6:00 p.m.
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INDEPENDENT RETAILERS

" Chapter Approved Independent
Retailers have in-store gaming
v . where you and your friends can go |
1;,@ e , pey] - and play your favorite Games
S ' Workshop games.” They carry all the
::ﬁE"*‘f“Wi’:’- e latest releases, including  new
:Ffaaé‘gﬁ“%’: f-:-_'_ ~ miniature previews, run gaming
k ﬁ,ﬁl-n ﬂr’\ g leagues, tournaments and special
monthly events. Chapter Approved
Retailers also have friendly
knowledgeable staff who will be
happy to give advice on any aspect of
the Games Workshop hobby - from
strategy to miniature painting! Call
these stores for up to date event
information.
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DWARF MOUNTAIN GAMES

GAME EMPIRE

FLORIDA

HANK'S HOBBY SHOI




NEN SHOWCASE
WEST ON CENTRAL

TIME WARP COMICS & GAMES DRAGON

GAME MASTER GAMESMASTERS UNLIMITED
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IMPERIAL GUARD
FIGHTING VEHICLE BOXED SETS

The Leman Russ Demolisher is armed with the
deadly demolisher cannon which can smash through
enemy lines with ease. In addition, the huge siege
tank also carries a variety of sponson-mounted
weapons, including a lascannon, and either two
heavy plasma guns or two multi-meltas.

Armed with a turret mounted multi-laser and a heavy
bolter, the Chimera is capable of destroying all
adversaries before delivering its cargo of troops to
key points on the battlefield.

IMPERIAL DEMOLISHER

As the assault begins, the Griffon opens fire, its
deadly barrage of inferno shells shattering the
enemy resistance.

Advancing through the debris the Leman Russ battle
tank unleashes its battlecannon, lascannon and
heavy bolters in an unstoppable hail of heavy fire
power, crushing all resistance.

Each boxed set contains a complete Imperial Guard
vehicle. Each box also includes a sheet ol Citadel
walerslide transfers and a sheet of full-colour banners
so that you can complete your fighting vehicle in one
of a variety of regimental markings.
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GAMES DAY x

SEMON

GAMES DAY

and

GOLDEN’9 5

DEMON

On the 15th of October over 9000 gamers, 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
everyone 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!

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

Bottom, left: A quieter
moment at the NIA.

Below: Happy gamers!
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GAMES DAY~

BEMON 0

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

In his model he managed to really
capture the feeling of an encounter
between Catachan Jungle Fighters and
Orks. Look at the way that the models
are interacting — you can immediately
| follow the narrative of the diorama.

Above:
The Orks keep
watch from
“Outpost Numba 77 |

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

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

One of the best things about this winning
piece are all the small details that you
don’t see on first inspection — discarded
I weapons, leaves on the ground, aerials on
the vehicle and so on. These all add life
{ and atmosphere to the model, and mean
that something new catches your eye
every time you look at it.

wD339



BEST
WA RHAMNIER

40,000 SINGLE
MINIATURE |

The Warhammer 40,000 single miniature | || Above:
| category was the most hotly contended with Ffuth

the highest number of entries. As you can Hollerbach,
see from the winners, the quality of painting ollerbac

and level of detail was outstanding. 2nd place.
Above:
Neil Thomason,
1st place.
| ;_.1 - e = I - & : ' s o y - = X __.-‘.' .I

. WARHAMMER
| 40,000 SQUAD
4

P - - etk o A Nell'l'hornasoﬂ, |

Right:
Jonas Ekestam,
3rd place.
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Above:
Kevin Downey,
2nd place.




GAMES DAY

BEvoN 99

This was another
very hotly 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.

Below:
| Matthew Piper,
_| 1st place.

Above:
Anthony Warrington,
2nd place.

_ S T, ,
St R inte

Above:
Garry Taylor,
3rd place.

Above:

Garry Taylor, 3rd place Warhammer command group.
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Above:
Simon Dunkley,
1st place.
Below:
Ruth Hollerbach,
2nd place.




o
. Ve
<2

)G
&
/

oy
[

[ 4

e
i)
Ul

y & Iajt
=




=
=8
=
i
=
)
B"

Top, right: Kevin Byng, 3rd place.

Right: Thomas Becker, 2nd place.




BEMONDD —
. [ B 4
3 - BEST EPIC
BATTLE 3
FORCE
| |

¥,
[
l ‘l"‘;
B - *'
[l - Il :
e Neil Thomason,
| 1stplace.
L Left:
L PN - Jeff Harrop,
-~ 2nd place.
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Left:
Danielle Hannah,

Below:
Mick Hatcher

| St Albans Store,

Young Bloods Competition.

| and Rory McPhillips,
Space Marine Trophy.

W 'YOUNG BLOODS |
| & ;"\
r’ iSPACE MARINE

~ TROPHY
"

A

As part of their prize, the Golden Demon
winners were given a guided tour of the
Design Studio and a chance to talk to the
'Eavy Metal team in person. Everyone had a
great time as well as learning some new
techniques and tips on painting.

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 s
awarded every year and this time
went to the St 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!

wD48
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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.
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HIGH GROUND

Included on the card sheets in this issue is a new Mission card to use in
you games of Warhammer 40,000. Like Take and Hold, High Ground
is another mission that involves troops capturing an area of the
baulefield. This time your troops must secure areas of high ground,
preferably with heavy weapons. This will give you a commanding view
over the whole battlefield and enable your forces to dominate the
surrounding area.

The first important thing to note is that this complexity of this mission
will vary depending upon the type of terrain thal you use in your
games. | tind it best to nominate three high points that are accessible to
a normal fool trooper. eg the tops of towers or bunkers, large hills or
rocky escarpments.

As with the other missions of this kind (Dawn Raid and Take and Hold)
it is important to select the squads that you wish to capture the
objectives. The difficulties with this mission is that you'll need at least
three squads in order to stand a chance of capturing all three. You could

decide 1o only go for capturing two, even only one of the high points if

you wish. but as I'l] explain in 2 moment you will be foolish not to try
for all three.

Capturing the High Ground isn't as difficult as it seems. You naturally
move troops into areas of high ground because it gives them a better
field of vision and enables them to see over obstacles. Your only
consideration should be whether you will try and get a heavy weapon
on the high point as well. Of course to do this you will have to move it,

thus sacrificing some, if not all of its firing time. In these cases il the

high point is fairly close to your deployment zone, I think it is worth
the gamble. If the high point is long way off, then unless your army has
access to armoured troop carriers, like Rhinos or Chimeras, 1 would
give il a miss and just stick to getting a squad there instead,

Catachan Jungle
Fighters fight their way
Sfrom bunker tasbunker
in an effort ta takey
High Ground from
Jforces of Chaos.

THE MISSIONS -
A TACTICAL ANALYSIS

There are now quite a number of missions
that can be added to vour games of
Warhammer 40,000, In addition to the four
cards included in the basic game. there are
two in Dark Millennium, another two in
Warhammer 40,000 Battles and finally one
in this 1ssue of White Dwarf

Missions form a cornerstone of your games
of Warhammer 40,000. Each mission usually
offers 1 bonus of 5 victory points for
achievin specific objective. or offer

you bonus victory points for attacking

destroy the enemy in a specific way
C ~'il1["lulll1~_' your mission gives you \mll i

big advantage that they cannot be ignored

' A good s‘entm! does not
lead anw ﬂ fodéstruction
. jm‘qlm:

M‘s it
E " il follow

* Tactica Imperium







AWARHAMMER S
© O .

TAKE AND HOLD

Just like Dawn Raid this is a mission that
requires you lo occupy a piece of the
battlefield. This time you must capiure
something in the centre of the table. | always
find that it looks better if you place a piece of
terrain Lo represent the objective, rather than
just a counter. This could be a group of oil
drums or wooden crates. but could also be a
neutral bunker that has to be broken into.
One of the most interesting versions of Take
and Hold is when both players get the same
mission. If vou are playing on a 6' x 4' wble
then you are both going to be fighting for the
same objective. However, il your table is a
different size then you will be battling for
against “Bldan, fopoes. A different objectives that are fairly close 1o
actical — squad progides each other. In these cases it's worth deciding
covering fire, preparing 2o | | whether you want to fight over one objective or two. as both games can be equally ententaining.
move in  just in ease 7 With one objective the results are often particularly bloody, with models fighting to the last to be
something goes wrong. ‘A | closest 1o the objective at the end of the game. With two separate objectives, each side has to battle
= towards their own whilst preventing the enemy from capturing theirs,

As with Dawn Raid you should decide before you start which of your units is going to seize the
objective, Unlike Dawn Raid you needn’t worry about getting across the table before the game ends.
It is, however, important that your unit has the ability to get to the objective. In the case of an
objective inside a sealed complex or bunker, your troops need some means of getting inside! Your
troops should also have very high survivability because once they have “taken”™ the objective they
must “hold™ it! High survivability could come from armour (Terminators), or strength in numbers
(Gretchin), or troops that are immune to psychology. Once again. it isn't a good idea to rely on one
unit to take and hold the objective, always be ready 1o jump in there with a réserve unit just in case!

A Blood Angels Terminator
squad  holds an  objective

T
' 5l points automatically. In this respect it becomes
' more like a second mission for you — vou have to
Space Wolves ﬂ!nnd ' g

get a squad that has suffered less than hali

completing this mission he will get the 5 victory

.

N Claws are \vicious

close combat treaps. |

excelling at (:I.It.'l'l'mﬂ A
{is

casualties. or an undamaged vehicle into your
opponents half of the table in order to prevent

him getting the 5 victory points
. War missions.

GUERRILLA WAR

Guerrilla War is different from all the other missions in that it gives
you bonus victory points for killing the enemy in hand-to-hand
combat. Once again this is a mission that is suited (o some armies
and less suited to others. Space Wolves players will love this one,
while the groans of an Imperial Guard player can probably heard
echoing across the warp. However, the Imperial Guard are not
completely without assault troops
— Rough Riders can stand their
ground against well chosen
targets, while the formidable
Ogryns can be shocking (if they
don’t get their stupid hides shot up
before they engage). They key o
getting bonus VPs in this game is
simply 1o get the right squads in
the right place at the right time.
And obviously, the fewer assault
squads you have, the less chance
vou have of getting bonus VPs.
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Delague Heavy with flamer

HOUSE
DELAQUE

The furtive methods of House Delaque give them a reputation
for secrecy and double-dealing in their clandestine relations
with the other Houses of Necromunda, They do little to avoid
this reputation, in fact, they often play on it to intimidate and
terrorise those who would challenge their influence and
control, They are particularly guarded of their rumoured
contacts with the ruling Houses of Necromunda.

Delaque Heavy with
lascannon

Delaque Juve with
Stub guns

Delaque Leader with Delague with lasgun

boltgun and power axe

Delaque with lasgun

BOUNTY
HUNTERS

Bounty Hunters are among the
toughest and most dangerous
of all Underhivers. They stirvive
in the perilous conditions out
in the wastes; hunting down
renegades and outlaws. When
few bounties are available,
they will sometimes hire
themselves out to gang
leaders, but such alliances are
always temporary.

Delaque Juve with stub gun'

Bounty Hunter with
bionic arm

Bounty Hunter with
shotgun and bionic eye

Bounty Hunter with
boltgun and bolt pistel




HOUSE ESCHER

Fast and deadly, the Escher are perhaps the most strikingly vicious of all the Houses of
Necromunda. However, unlike the other Houses which have reasonably balanced populations,
House Escher is made up almost entirely of women: The Escher have a reputation for cruelty,
and are said to look down on and pity all males. The few males left in their society are shrnvelled
and imbecilic. perhaps as the result of a genetic flaw in the house bloodline, As arrogant as they
are heartless, the Escher espedially despise Gollaths whom they dismiss as simple and brutish.

The two Houses are-old enemies and skirmishes along their borders are common.

Escher Leader with boltgun
and laspistol

Escher with lasgun

Escher with autopistol and Escher Heavy with heavy

sword stubber

Escher with autegun and
stub gun

Escher Juve with stub gun

and pick

Escher Juve with autopistol Escher with shotgun

An Escher gang
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THE GAME OF FANTASY BATTLES. (8

Enter the world of Warhammer, a world of conflict in which each player controls mighty armies. Great heroes
lead regiments of knights and spearmen into battle, carefully manoeuvring for position as huge winged
monsters [y overhead, Mighty war machines smash gaping holes in the enemy lines, and magical energies
crackle across the battlefield as rival wizards struggle for mastery. Finally, you unleash your army in a
devastating charge which will trample the foe beneath your massed ranks...

Citadel, the Citadel castle, Games Workshop, the Game Workshop logo and A3
Warhammer are registered trademarks of Games Workshop Ltd. (‘ Lt e

CITADEIL? Skaven and White Dwarf are trademarks of Games Workshop Ltd. ::/O -z*(__"ii PE))

MINIATURES ® Games Workshop Ltd, 1996. All nghts reserved
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EPIC CONFLICT IN THE WAR-TORN :
UNIVERSE OF THE 41=S_T_MII_:LENNIUM
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The fate of the galaxy itself hangs in the
balance as gigantic armies of warriors, tanks and mighty Titans
clash in apocalyptic conflict.

As the commander of an entire army, each player relies on his tactical skill to
defeat his opponent. Though luck plays its part, ultimate victory belongs to
the best general.

Citadel, the Citadel castle, Epic, Games Workshop, the Game Workshop logo, Space Marine, and ®
White Dwart are registered trademarks of Games Workshop Ltd m

CITADEL? Hive War, Ork, Squal and Titan Legions are trademarks of Games Workshop Lid. m’
MINIATURIES © Games Workshop Lid, 1996. All rights reserved.













Hawks or Tyranid Gargoyles as they take off
to start flying high?

Yes, measure the range to where the models

are starting off from. It can be imagined that
the troops are shooting at the flyers as they take
off and rise above the level of any intervening
trees, buildings hills,

same level or higher up. measure the range from
the actual position of the model

So that's this month's batch of questions
answered. You know, your questions are as useful
to us as the answers are 10 you — so don’t stop
sending them in!

or other terrain.

What happens

with grenades
being thrown from
the top of tall
buildings, etc?

Good question

We'd guess that
what you'd do is
this: if  you're
throwing a grenade
down from the top
of a tower or
something, you can
measure the range
from any level of the
building. If you're
throwing towards
something on the

RAPID FIRE!

When  throwing a
grenade down from a
high building, you can
cloose which level you
want to measure from.

Although we will try our best to answer your questions, there are a few things you can do to help out Da Roolz Boyz. Firstly,
if at all possible, phrase your question so that it can be answered with a “yes”, “no” or a number (eg 3"), Secondly, if you are
referring toapmcnlarsmtenaeorpmagmph,ptuseqm thepage number so that we can quickly find what rule you're
talking about. Lastly. we can’t possibly answer every question in White Dwarf, so please send a stamped, self-addressed
envelope for your reply.

In Warhammer 40,000, do Virus weapons and the Virus Outbreak Strategy card work against daemons?

No.
Is the autocannon a move or fire weapon?

Yes,

f you fire a plasma pistol in hand-to-hand combat does it
ve to recharge next turn?
Yes.

Cnn an Ork in Mega armour ride on a boar or Cyboar?

No.

In Warhammer 40,000 can you charge a hidden model or
one you can't see at the start of your move?
Yes.

o Skaven Plague Censerl!ennrslmvemttosoeitthey
are poisoned by their censers every turn, or just when
they are in combat?

Only when they're in combat.
lislhermgeafﬂlembmlanpsyehicpower
“" Quickening, is it 3" or 6"?
3.
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LEMAN RUSS

DEMOLISHER

IMPERIAL SIEGE TANK

Armed with the mighty turret-mounted Demolisher cannon, the Demolisher Siege tank is an
awesome weapon of destruction. In this boxed set you'll find a complete Leman Russ
Demolisher as well as a sprue of additional weapons to enable you to customise your model.
The box also contains two sheets of water-slide transfers and two sheets of full-colour, self-
adhesive banners so that you can complete your model in the markings of your choice.

Citadel, the Citadel castle, Games Workshop, the Games Workshop
logo and Warhammer are registered trademarks of Games Workshop

GAMES °
Lid. Leman Russ is a trademark of Games Workshop Ltd o xs“o
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MODULAR TERRAIN

These first pieces were made by Citadel designers
Alan and Michael Perry, They are excellent
examples of what you can do with modular terrain
(if you have a spare year or two to make jt!).

Right: Like most of Alan and Michael’s scenery,
this board is a 2' x 4" piece. These polystyrene hills
have been carefully rounded off 1o a smooth finish ,
cavered in textured paint, and then painted sand
colour 1o represent rolling dunes. An accompanying
section has a desert oasis, so that together they
Jorm a haven in the hostile desert — surely the site
of many bartles!

Left: Here you see how effective rivers and
gullies can look when they are cut into the board.
The craggy hills make it almost impossible for a
ranked Warhammer regiment to enter, but you
could use this for a Warhammer 40,000 or Epic’
game without any problems. Of course, you could
use ir in Warhammer as well, and simply
designate the area as very difficult ground. It
wouldd form the ideal haven for skirmishers from
which they could harass formed regiments with a
hail of missile fire.

Right: This is another piece particidarly suited to
Warhammer 40,000, With all the nooks and crannies
affording hard cover; it would make for a very close

range game — get those close combat troops dusted
off! With two of these boards placed back-ro-back
you could create a vocky plateau to fight over.

Below: This is some of Marauder designer Aly

Morrison's amazing rerrain sections, also a modular

system. All the rrees and buildings are removable to |2 =L
allow for easier storage. Even so, the whole lot still h_l_
takes up an enormous amount of space. _

Above: the building
blocks of the battlefield

- 2'x 2" modules

Future Shots: As this article goes to press, Dave Andrews, Aly
Moarrison and 1 are about to embark on a mammoth Warhammer
40,000 modular games table. We have no definite plans at the
moment, but loads of ideas — fortress walls, landing pads, the list
goes on. Whatever we build in the end you can be sure that you'll
Above: slotting the bits be the first to see the finished result here in White Dwarf!
together like a giant jigsaw.




RECRUITMENT RECRUITMENT RECRUITMENT RECRUITM

Games Workshop is a growing company looking to recruit individuals to help us continue our
expansion. Currently 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 Opportunity Employer offering medical, dental, life, and disability insurance, as well as a 401 K Pension
Plan. All positions will require relocation to the Baltimore, Maryland area



















CHRONICLES
OF WAR

Chronicles of War is a
compilation of some of the
most popular and sought after
Warhammer articles from
White Dwarf Magazine
including “War Machines”,
“Lord of Dragons”, as well
as “Flying Monsters'™,

Chronicles of War comes as
a boxed set containing a
144 page book, three ready
to assemble card buildings
and several new magic
item cards for you to use
in your Warhammer
battles. The book contains
Six battle reports
featuring the massive
four-part White Dwarf
campaign, tactics articles
from the White Dwarf
team which will help
you make the most of
vour army. guidelines
for running your own
narrative campaign in
the Warhammer World
and much more!

WHITE DWARF PRESENTS - WARHAMMER CHRONICLES OF WAR IS NOT A COMPLETE GAME.
YOU WILL NEED A COPY OF WARHAMMER TO USE THE CONTENTS OF THIS BOOK.

Citadel, the Citadel Caslle, Games Workshop, the Games Workshop logo and Warhammer are

CITADEI registered trademarks of Games Workshop Ltd. White Dwarl is a trademark of Games Workshop Ltd.  ‘CINT_ Y YT/ T =X
NINIRT S © Games Workshop Ltd, 1995, All rights reserved. W } c ) I; IS"' ;5 b O ) })
















Azhag the Slaughterer’s
reinforcements,

Boyz
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Da Village

DA VILLAGE BOYZ

Snagrotz, Orc Big Boss with Talisman
of Ravensdark, light armour and hand
weapon, leading a regiment of fifteen
Big "Uns with light armour and shields.

Twenty Orc Boyz with light armour and
shields, including a standard bearer
carrying the Scarecrow Banner.

Twenty Orc Arrer Boyz with light
armour and bows.

Eight Orc Arrer Boyz with light armour
and crossbows.

Two Big Rock Lobbers.

Azhag the Slaughterer mounted on a
Wyvern. Azhag wears the Crown of
Sorcery and carries a Potion of
Strength.

Gabraz, Savage Orc Shaman Lord

mounted on a war boar and carrying two
Dispel Magic Scrolls.

Ten Goblin Woll Riders carrying
shields and spears.

‘ Six Squig Hoppers.

Fifteen Goblin Wolf Riders carrying
hand weapons and shields.

Six Forest Goblin Spider Riders. led by
a Forest Goblin Boss. The regiment is
armed with hand weapons and shields.

Fifteen Black Ores carrying additional
hand weapons and wearing light armour.

Snotling Pump Wagon.

wo1o1







terminal to it this tum. The crew swung the
weapon to bear and loosed off a volley of four
shots, only one of which hit! To add insult to
injury, this one shot failed to inflict a Wound! In a
fit of frustration | fired the other repeater bolt
thrower at the monstrosity, scoring two hits, one
of which failed to wound and the other only just
causing some damage. Two bolt throwers to kill a

single Squig Hopper! What was it made of?

The winds of magic were still warming up and
Khalek's attempt to use Wirch Flighr again was
thwarted by one of Gabraz's Dispel Magic
Scrolls. lan then played the Drain Magic card,
making me discard Toral Power which 1 was
going 10 use to cast Malediction of Nagash on
Azhag! Drat, these Ores were a bit tougher than
those 1'd encountered in the past.

Elves, and the couple of shots that
actually hit their target failed to
wound the tough Ore.

An ominous twang sounded
across from the village as one of
the big rock lobbers misfired and
was unable to fire this or the next
turn. The other was still just short

The Ore and Goblin defenders at
the village steel themselves for
the coming conflict. Across the
jungle clearing they can see that
the reinforcements have arrived
earlier than expected and are
taking the fight directly to the
Dark Elves.

of a repeater bolt thrower. My trusty Arrer Boyz
(who had sorted out their arrers) managed to pick
off a single crossbowman from the hill.

Meanwhile, Jake's General bellowed a challenge,
and then started to regret his rashness as Azhag
swallowed down his Pation of Strengih...
However, the accursed Dark EIf General had little
to fear, as Azhag only managed to strike him

TURN TWO OR

lan: With a cacophony of harsh
voices screaming their hatred, the
Ores charged! The Snotling Pump
Wagon smashed into the Cold One
Knights, just as Azhag and his
terrifying Wyvern flapped forwards
to tear and rend at the Dark Elves.
Gabraz’s frenzy ok over and he
charged into the crossbowmen. The
Woll Boyz were working
themselves up to charge, but with the
Pump Wagon, Wyvern and Gabraz in
front of them, there was nowhere lef
for them to fit in! Gabraz had been
just over half his charge distance
which meant that the
crossbowmen could stand and fire at
him. However, the sight of the
frothing Shaman bearing down on
them was too much for the Dark

also

away,

DARK ELF TURN 1
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SPECIAL OFF

Pre-order your copy of Outlanders ($34.99

February 16th and we will send it to you F
shipping charges!

That’s a savings of $5.50! Your pre-ordered copy of

will be sent to you as soon as it arrives in our Wa

you can immediately start playing Games Workshc
new supplement!
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LAST
CHANCE!

OFFER EXPIRES
FEB. 29, 1996!

SUBSCRIPTION OFF

White Dwarf magazine is gaining weight! Adding
over 40 pages to the format, White Dwarf will be
getting 50% bigger.Of course with this expansion
will come a one dollar per issue price increase
(that's only a 20% increase so you'll be getting
loads more magazine for your money!). But . . .

If you act now with a new or renewal subscription
you can get the brand new, bigger, White Dwarf,
plus 3 extra issues. So don't delay, send us your
subscription form to the address below or give us
a call at 1-800-394-4263!

Each issue you'll be getting the same great White
Dwarf articles, battle reports, and '‘Eavy Metal
sections you've come to expect. Of course with all
those extra pages there will be room for lots of
fantastic new features, including expanded
scenery building workshops, interviews, a special
Mike McVey painting section, and tons more.

Don't miss your chance to get 3 free issues, this
special offer is for a limited time only!

To start your White Dwarf Subscription fill out the information below, clip out the box and send it to:

White Dwarf Subscriptions
Games Workshop 3431 - C Benson Avenue Baltimore, Maryland 21227 — 1072

re———————————— e
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Cardholder's Name:......cesmmisasisiasssarie

L-_—._.-- T — T ——— —— —_S— — W W S S — W—w S S, — — — S S —. .

SIGN UP FOR WHITE DWARF NOW AND
RECEIVE 3 FREE ISSUES!
(US)  (Canada)
1 year (12 issues)  $40.00 $52.00

2 years (24 issues) $72.00  $93.00
3 years (36 issues) $99.00 sm.no

ALLOHDEHSMUSTBEPNBINU.
Please note Maryland Residents must add a 5% State sales tax

Please sign me up for a (circle your choice): 1 year (15 issues)
Is this a: New or Renewal subscription? (please circle one choice)

Form of Payment: Check, Credit Card (see below) or Money Order (please circle one choice)

Mastercard/Visa/American Express: Master Card or Visa or American Express (please circle one choice)
o BB Ty [T Fr— . TR ORGSRt . R NI .. N,

Cardholder’s SIgnalure: .........cmmieiiasmaississsessias
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CHVE ccammenssvmsspsimsimess DUBIBE. wiscemomirornsimissss g

Phone Number Home: ( J pinsmnas A T R A Work: ( Y ik it FTh A R e
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2 year (27 issues) 3 year (39 issues)
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The Dark Angels and the Blood
Angels Space Marine Chapters
are both dedicated guardians of
the Imperium and loyal servants
of the Emperor. To mankind they
are awe-inspiring figures that
bring hope and salvation, to their
enemies they are creatures of
fear and dread. Yet each of
these famous Chapters
harbours a sinister, millennia-old
secret that sets them apart from
the rest of their brother Space
Marines and may yet bring
them both eternal damnation!

This Codex contains two army
lists, which allow you to
assemble either a Dark Angels
Army or Blood Angels army.
Special rules are included for
the troops and weapons used
by each Chapter.

Special troops include
the Deathwing and Ravenwing of the Dark Angels, and
the Death Company of the Blood Angels. A selection of
special characters includes Dark Angels’ Commander
Azrael, and the Blood Angels’ Chief Librarian
Mephiston — known as the Lord of Death!

CODEX ANGELS OF DEATH IS NOT A COMPLETE GAME.
YOU NEED A COPY OF WARHAMMER 40,000 TO USE THE CONTENTS OF THIS BOOK,

Citadel, the Citadel castle, Dark Angels, Deathwing, Games Workshop, the Game Workshop logo,
and Warhammer are registered trademarks ol Games Workshop Lid.

. ®
; ) Angels of Death, Blood Angels, Ravenwing, Death Company and Codex are trademarks ol Games

CITADEL® Workshop Ltd

MINIATURES © Games Workshop Lid, 1996. All rights reserved.
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