


IMPERIAL BATTLESHIP COY 
Art by Richard Wright. 

GAMES WORKSHOP NEWS 
What's new, what's going on, and what's happened! 
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KENNYS TEN DAY WORKOUT 20 
Follow Kenny Goodman in the construction of a U.S. 
Games Day table in just len days! And who knows, you may 
learn somethln'! 

GAMES WORKSHOP STORES 
Find out what's going on near you at your local Ga.mes 
Workshop store. 

ROGUE TRADER STORES 
See our featured Rogue Trader Stores for the month! 

US GAMES DAY (, GOLDEN DEMON • Here is everything you need to know about Games Day, 
from purchasing tickets and game table registration, to 
entering the Golden Demon Painting Competition. 

MAILBOX 
Your letters, your opinions, your views. 

THE CITADEL OURNAL 
GW's own fanzlne opens up its pages for inspection. 

MAIL ORDER I !II 
All the new Lizardmen releases, plus the new Battlefieet 
Gothic spaceships Including the mighty Retribution class 
Imperial battleship. 



CHAOS RHINO 22 
The new Chaos Rhino - it's dead 
spiky! 

BEST OF FIENDS' 23 
Brian Best, from our Basingstoke 
store, Is a crazed worshipper of 
Nurgl. and has an excellent Nurgle 
Space Marine ,army. Afraid of 
infection, we let Brian explain it himself. 

THERE CAN BE 
ONLY ONE 56 

The 'Eavy Metal team recently went head­
to-head in a painting competition to find 
out who could paint Jes Goodwin's new 
Chaos Space Marine Lord the best .. . 

CHAPTER APPROVED Mg 
This month's Chapter Approved Includes new grel'>lades to 
throw around, a Q&A section to clear up some of your .:ommon 
WH40K problems and Sacred Riles for Ihe Sisters of Elattle . .. 

1~:::~:;~i~;~;~~;:~~~~~~~~~~W~H~4~O~K~";"";~"~'~";d~Southwest hobby manager Fred Reed shows off his amazing Chaos Space Marine army. 

FRED OR DEAD' 



Issue Number 232· May 199'9 

B mee for IInpaCl ' Here corne, Hllitien et'l G othk' The bmnd 
nell g;uuc of ~pace,hip hallk .. j .. cl"l.!a1ing di~lurbancc~ 

lhmughoullhc ,ector here al G:UllCS Workshop IIQ. All of li' 
l'rJlCd game,..., In Ihe I'romotionl. J)cp:lrlmcnt had a r:llh..:r 
largc-"\.'ale Ie" baUk befOfl'th..: game hilthe .. hchc .. , and it W:h 

(me \\jld time. tRead all :looUI il lat ... r in Ihi .. i"lIc.) We hop.: 
cH'ryboJ~ IWI ,11l opponullIl} to wl,.c part in the IMliOll\\itlc 
8:1111('11('('1 Gothic Demo 1);',1 at your local Gumes Works hop 
Hobb) Centl' r \If I./;ogllc Trad er 'lore. From ", hal wc"ve heard 
It was a \ma,hing ,ucce~~. If )(lU'\C any laic .. of glol') lor \IOC) 

10 lell. drop u\ a hn ... . Wc're ,ure Ihal you've already logged 
plcmy of lime waging your 0\\ n intcn,tcllar .. lugf ..... " II ilh your 
l11iglll) !leel .. , 

Elen II jlh alllhc hull ~urroLlndmJ!:. Baulelleet Gothic. wc :Ire 
nOlI fncu"l.·d 'l!":Iighl on Ih .. • mam elent of Ihe )ear. If ~OLl llld· 
n', )..nO\I (.lIld ,ham.: nn )OU for not )..nolling). Game!> Oil) 
1999 i, tl)l1lJ!:. 'Imighl:1\ )'ou in a m:lUcr of IICC)..'! Before )'ou 
)..nO\I il. Ihi, I\hirhlind of gaming lunac)' lIilllOllch dOlln in 
B,L\tiIllOrc on July 91h :Lnd 10th. Get yOUN.'lf prcp:lrcd h) tal..lI1g 

Journal #31 
Carl&da $10.00 us $8.00 

lJ .. n·, nit" lIn, O1kll1lh ', rilk-dl" 3In""'1 I"otl"'ltnl.! 1""""1' 
,110,' J"Urtl,,1. eh ... ..:" "'11 II", anl':ic I," ... ·r It1 Ih" I"UC nf 
\\ 11"" [)",arf 'nit.! t"IUJ ".n "hal Ilk.' Juurnal", ~II :,,,",nl 

Warhammer Monthly #14 
Canada $4.25 us $2.95 

l .. lOl. '." fl.lnh,."r Ih.1Il \\"rh~lIl1l\.:r \1""lhl~ .1", fur (11""her .Jo ..... 
.. r ,,";lfllJf" "n,1 t1I"~ hem. 1111' 1"lIe 1I ... ·h.u." It.., II .... , .... )1" ... , ..... \lr " 
I>I":md I1C" - [).'r~1l!."k"· .,d,,"·nL\lr~ 

a good 1001.. ;;n Ihe Ill:l"ilc 
Gmncl> Oa} hl\lwtluI laler in 
Ihl' i'sue. I I "'lInl'IIIl" cwry· 
Ihm£ )OU nCl'd 10 1..11011 • 
about gelling lie)..el" 
,igning up for . ,,-.~ 
g;lIl1e" and elllering 
Ihe legendary Golden 
1)1'111011 I' aillting 
Competition . 

Bellle.:n Ballkn,:cl Gmhic 
Game, Oa). IIc'le had JU'I cnough ~ 
lime 10 Illa)..e , Ul'\' all Ihe I"HI' ;Ire in order for oor G rand 
To nnmmc nlS. The fiN nne \()()).. pl,lCl' in A;,himnn.'. t-,Llrch 
1:2lh-14Ih. We'lI haw Ihe full dirt Ull Ihe,c marquee gaming 
elenl\ in a future i',lIe of While Ollarf. '(J he on Ihe loo)..oul' 

Th;u·:. about,1 (\\he\\ 1 from heN..'. '0 gel r .. atling and lock o n 10 
all Ihe Banletleel Gmhie gl)(lI.he, in ,wre for )1111 11m month' 
D;unn the lorpedoc,. I'm.' the Nm;1 Cannon ... 

Gang War 
Canada $7.50 us $4.99 
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EXPAND THE flEET 

B aUlcllcct Gmhie grows this month with a slcw of ncw relc:ls­
CS. All manner of ships arc coming to both thc lmperkll and 

Chaos ncets in un effort to c!uim £atuctic ... upremucy. 

The Imperial fleet gcts evcn more immenl>C with the addition of 
more ships in the form o f the Imperial Emperor Clas.~ 

Battleship. Sword Class Frigatt.'S. and the Imperial Cruisers 
box. The Emperor Class Buuleship fl ie~ as the llagship of your 
Imperial fleet and packs some of the mo~ t explosive firepowcr on 
any ship you'll encounter. The Sword Clu~s Frigatcs scrve a~ 

escort ships 10 tl)e battleships and lIluke cX{'e llelll support for 

your fleet. With the Irnperial Cruiscrs bo,~ set you can reinforce 
your fleet and usscmble your ships to represent any of the numer· 
ous classes of cruisers with the variety of .... eapon~ induded. 

Tit" 'I jou. {In<' <J{ ',,~ me,,,,' J(jf(l'.'" "1"'1 iJf CIt<"'1 
C,,"'~ ... , "'"' rm,,,",k, ,,'/lh'M ""'10 CII",,, C,."i",., htu. 

The C haos lmipoiler Class 
Battleship is Ihe one o f the 
musl powerful Chaos \'cssels 
in the lIn h·crse. Pllcked to 
Ihe gi lls with offensivc 
st rength. it is almo~l withoul 
equal in regard~ 10 ils 

TI,~ ''!fi'/(! C~<S1 H"u/n O,ft I ,,,,,I 
II> /"'1'..,. ... / r<H""t'YI~m. Ih~ S""n/ 
C"ISJ f",,,'r Ihfl",,·, ,II", """"m '0 

1M "'IX" Mil/OS in 1M ... "''f'«'''''' 
fl'<'II. 1M "/S,,,Idti., fIIU/rll ,0/ 

'/,rir ""-n 10 "'~, ("<'ff' pJ PI,.- ,,,,,,b/, 
,/till rOIl"" ,/,,'" ~"" 

deslructive capability. The Infidd Class Raiders ate- ba-.cd on 
plans los\ by Ihe Imperium and used by Chaos to build u large 
cscon ship. They ;lrc flown in great numl:>cn. in Ch~ fleet s and 
can take OUI thei r ra ir share o f enemy ~hips on their own. The 
Chaos C ruisers boxed SCI ullows YOll to crcate any class of 
(' ruiser Ih;lt your horrible legions deem ne('essHry. 



THE DARI! ANGUS COMETH 

This month sees Ihe coming of a grim 
light over (he horizon as Ihe Dark 

Angels receive the oOid al Codex treat­
mem. The history of these most myslcrious 
agents o f the Emperor shrouds a myriad of 
grim secrets that have haunted [hem all 
since the ir Chapter's inception. Inside the 
pages of Codex: O:lrk Angels you' ll lind 
clues to figu ring oue (he lruc mission of (he 
Dark Angels. as well as the complete amlY 
list with special char.tClers. and a hobby 
seelion on collecting. (XIint;ng. and play­
ing wi th the sinister Angels of Death. 

SPACE MARINES DIVERSIFIED 

A whole batch of S(XIce Manne releases this month will gh·e you 
the opponunity to cuslOmize the armament of any of your 

squads. The Space 1\-lnrlnes 
with Assllull Weapons come 
with either a Plasma Gun or a 
Melta Gun to bulk up your tacti­
cal squad~. while the Spa« 
Marine Devasta tors arc 
now avai lable separately to 
give you the freedom 10 
build Devastator squads with 
howevcr many of c:leh 
weapon you choose. You e:ln 
pick up a Devastator with 

e ither:1 Heavy Bolter. Plasma Cannon . or Lasc:mnon. 

17t, ,mcl, 1),01"<"·"'""'1 1.1r"" ·,, ,"""., . M·W, P/IH"II' C/J"''''''I '!lui 1M .'it""." 
.II"",,,. MUir ,,,.,,"1/ "ht"' ...... f"~lrl. M·rlA Pku_ G"N/ "1/,,,,. y"" 10 'qu'p 

WI'" Spat-, .lllI';", J<IIIOd. ". , ..... r< ..... " prqnrnu. 

THE SPREAD OF CHAOS 

ChiiOS grows C\W stronger as each day goes by_ This month they lind leadershi p frolll 
Ihe Chaos Space Marine Lord and increased mobility in the form 

of the Chaos Space !\Iarine Rhino. The Chaos Lord is an incl\."diblc 
model showing how awe inspiring 
lhe forces of Chaos can truly be. 
while lhe Rhino is an evil Chaotic 
form of (he sian· 
d.ml transpon for 
all Space Marines. 

Ch~rl: 0111 ,,/11M wile)" 
/';IS "', 'lrm Chum Rhino 

f "·glrl) jlunW ",. "'·0 ChuM 
Sp<I("t .110';",1 (sOOI Stp"· 

"" .. 1>1. TM Cilotn LoRI (jar 
".lrl/ sl/JlIib proW .nlll Iri~ 
f ,,'1> srorl;~,1 ",>ph •. " ... t. 



Ox"y",l, 'lit Ch""'tl~{)" Sl",k 
id/xwe) Is ()" r lif ll,~ 1M' of his 
tio"j "" J is " ,/UUIU 'f sl~u.lthJ 
INUIt,, '"rri" , In hlr""i~, ;JlII) 

1M "'''''I'n; Tnt .. /",,,,;. 1M 
I'ropIIn <fSmd (N/""' ) 

BLOOD RUNS COLD carriu'WOS'K'rrlJ",./irsoj 
,"", ",1<' ,M "'" ;, 

L
' d I 1M ' W I I F' h ' TI h' H ' h" J/,,,,,,,,U"lI his P"'I,h,,.,. IZM men run rampant t lroug 1 ay s ar lummer rc Cl\SCS. lrsl I ere s C 1- ule s ' 
Raiders. this month's Regiment of Renown. Although they are Skinks riding high :llOP foul Cold One 

liUlrds. they are (lvllilab1e for hire to any anny. They are searching the world over. following Ihe prophet­
ic dreams ofTichi-H uichi. who believes it is his sacred mission 10 go around the world and reclaim that 
which rightfully belongs \0 Ihe Old Ones. Check out page 46 in Ihis issue for all of Ihe roles and back­
ground (or Ihese scaly mercenaries. Riding a much feared Horned One (a bigger, nastier cousin of Cold 
Ones) in to b'I11 le, lnxi-Huinzi leads scaly charge 10 defend his home {'OaSIS of Lustria. pushing OUI 
unwanted senlcrs and other undesirables. While Lizardmcn cavalry takes cemer stage. attention and 
respect must be paid to the (){her Skink re leases. Oxa)"oll and Te nehuini , Ihe Prophet or 
Sold:. come in (I packal,!e together. but ha\·c very different stories. Oxayotl is one of the 
last of the extremely rJfC Chameleon Skink.~ . with the abi lity 10 blend in to any background. 
sneak up on the enemy. and shoot the m wit h pOiSOll dans before they"re "ware of his pres­
ence. Tcnehuini proclaimed the coming of Sotek. the reptilian god 
who rid Lustria oftlle Ska\'cn. He carries the Dagger a nd Totem 
or SOlek. The dagger strikes fear into the hcans of Ska\'cn while 
the totem calls great swarms of serpents into batt le to aid their 
Lizurdmcn brethren. The Skink Sha ma n adds a mage 10 the ranks 
of Ihese diminutive Lizardmcn. In I hi .~ issue you·1I fi nd informa­
tion on Ihe Lizardmen as thick as the Jung les of Lustria. 

'''' 

THIS MONTH'S RELEASES 
(;~nada u.s. 
$55.00 $39.99 

(Skink Cold On~ Ri d~rs Rc!;imcntl)( Renown Box I 

S58-11' Skink Shama n $9.00 $5.411 
\1 lizardman charucler per blister) 

~Q Inxi-Huinzi 20.00 $13 • .111 
(I moumed Lizardman chaructcr per bl ister) 

8584R Skink Cold One Rider $12.00 $8 . .111 
/ I Li /,arom uZl Cold One Rider per bli>l~r) 

S592\' Wilhelm and Johan $20.00 SU . .I9 
(1.:haractcr models per bh~terl 

Con'plele ntles for Wilhelm and Johlln are 
coming in \\ hill' Il..-arf .133 

""i· lI"i~:.i (I,I"I\"~I rhlN " i mr .• ",,,," /J,m" J 0 " . 
Im~"" a II",,,,, C<>III o.,rl ""II Ir r",ri~,. Ihr N"rU 
mM"y ",SkU! .... 1M ....... " ,1/ l.UJuj". TM Sti" k 
Slum,"" I ri$hl I ...... ,,,. " ~,.f""'l .""1/,,,. '" II,,,, '" 

1M Trmpl,. GII,mi ",,,I aJ.ls'In ",U'" .<j",UCtll,,.r '0 
, .. ,,, I .. :",rl",.." """" 







Multi-player Madness 
Even before the Battlefleet Gothic boxed game docked into our 
Baltimore, Maryland headquarters, the US Staff was already scrapping 
together fleets and getting in some games. After all those training 
flights we feel fully prepared to pass on advice to those just taking off 
to the stars. Future High Admirals, listen up ... 

ALL TOGETHER NOW 
Every o nce in awhile a good idea just plummets 

OUI of the sky like a runaway meteor and knocks 
you upside the head. This is pretty much how 
we all discovered how great a mulli-player 

game Bau leneet Gothic is. 

Robin Dews (slUdio guru and vegetari an hippie) and 
games designer Andy Chambers made the cross-

Atlantic trip to Baltimore to show off their new 
to Games Workshop USA. Everyone was 

so excited to play that we had more players than 
spaceships! The result was that we had lots of 

players. each controlling only a ship or two. How d id 
it work - fantastic! Everyone had a great time, and in 
retrospect we realized that this may have been the 
besl way possible to learn how 10 play! 

So if you have a gaming group. or you live near a 
Games Workshop or beller Rogue Trader SlOre, 
suggest you and your friends get together and try out 
a b ig game as soon as you can. This will work if you 

arc j ust learning , or if 
already have your own Oeet. 

REGULAR SCENARIOl. 
Mosl of our games ended up with aboUi four players 
per side. each equipped with two cruisers each. This 
really allows you 10 appreciate a large game, w ithout 
giving you too many vessels to overwhelm a beginner, 
Believe us, it is hard to remember who has rdoadcd 
torpedoes. and which ship was nearly crippled if 
you are controlling a vast armada! 

All of the missions work fantastica lly as 
multi -player games. although we have been 
making players with the highesl leadership I 

dice it out to become High Admiral (no\ 41' 
that you have to listen to him. it 's j ust 

someone to blame!) 

WE LEAFINED? 
Here are some tips to gel yoo Slarted~ 
'"The LocI; On ~peci:ll order is )00 r friend'" 

From Sccrlel)' ~uru Kellll)' Good",an 

"' Imperial Ships shootd ~el Slue!; in ~ 
quickly as possible! The hcrellcs lend 10 Ill! 
faster and have longer I"ll!lge.~ 

Head of Retail. FA Spelligoe 
"Don"t forget you can Brace for hnp:l\:t!"' 

Graphics M:mager, ~~ Will 
'"Concentrate nil your fircpowet· on (Inc 

enemy Mlip and blast 'em." 
EnrYlllle n ho ha.~ IIftn 1)laying! 11 



." .. 

GAME NIGHT 
To put our big game theory to the lest. our next 
Promotions gaming night (always the first Thursday of 
the month!) we played a Blockade Run. We had a mix 
of experienced Admirals and first-time players on both 
sides. The random SCI-UP spread the defending 
Imperial forces thin. and the Chaos Admiral Kenny 
Goodman marshalled his neet into a lightly compact 
wedge to attempt a break through. 

Torpedoes were launched. energy shields were 
stripped away. and blast markers blossomed 
everywhere. Through it all we managed a fast-paced 
and exciting game. Even with around two dozen ships 
on the board. the turns were snappy. the new players 
got instructions so they knew what they were doing, 

and it felt more like a grudge match between 
veterans than a "basic" leam-how-Io-play. 

,\boft: Afte'r Failing !O prevent a Chaos breakthrough. lhe 
hnperiul FOI\'cs (Jason Buyaki and Rich Curren) Iten! their anger 
and ~a!lg up It) deSlroy the' Few heretic strJggltrs! II was too 
lin le. tOtl laIc For lhe Imperial ~ide. bUl whm Ihe heck. at leasl 
lhey got 10 blow Ihe living daylighls 001 of n few rebel scum. 

Remember if you can't win. al least blow solllelhing up!!! 

e . 

EMBRACED 
BY CHAOS 

While the forces of Chaos did take 
over the Promotions gamin g 
night. they d id not take over the game itself. So 
what are you waiting for. grab a bunch of your 
friends. a few ships each. and Slart playing some 
massive fleet engagements. The only thing we 
have 10 warn you about is to try to 
resist the urge 10 stick the 
bearing compass template 
in your eyes - it makes you 
look funny. 

• 
PAIN IN THE ASTEI~OIIDii 

Asleroid< ~ just 11k thin, if you lin' 1ooI<i1ll: for 
SOme qUIck Ind us)' lem1,n (or cck-'Iial 

., Andy Clwnben ~alJ~ lbr:m). Our 
,,'eR made by Itkl Smllh MOd Ktnny 

GoodmJIn. U51nl chunbofinsulalioa "':::,::::,~ 
pap: 20·21 I. Ihc:y simply lidded mum .. 
ookImn, iron. " quid:. .lrybnish 
primed flyin, tmc: and )'OU 



/ 

Chaos Desolator class battleships - Torment, Eternity of Pain 

Renegade Desolator class battleships posed particular problems to 
the Imperiallorces during the Gothic war. Due to its powerful lances. 
a Desolator is Ideal for atlaclc.ing Imperial ships as they close into 
range for their gun decks or maneuver for a torpedo strike, their thick 
frontal armor negated by !he tremendous energy beams. The 
Torment used this to good effect when BatUegroup Hermes tried to 
break the Elysium blockade, crippling the Justice and Intolerance, 

and lorcing the attacking Imperial fleel to break off. The Hemity of 
Pain seems to have made a point of hunting down enemy 
battleships. seeking the greatest challenge in battle perhaps. Three 
Apocalypse class battleships and two Vengeance class battleships 
from the Ultima Segmentum fell to its guns before the Gothic War, 
and during the war the vessel added the Holy Fire (an Emperor class 
battleship) and the Meros Ce/estia (a refitted Judgement class 
ballleship). The Eternity of Pain was claimed as a destroy&d prize on 
four occasions during the Gothic War. only 10 reappear later, 
damaged but operational (inclocling a severe reactor OIIer1oad which 
the ship somehow managed to survive) . 

+++5eeuIi1y Rating: Epsilon Prvnus 
+++ Thteat RatIng: Alpha Majoris 
+++Classification: Maxlmus 
.. _File No,: YTFVAST3I456a 
+++FiIe name: OesoIatOf 
+++Cross Ret: Bla.sphemyI 

Treachery! He.esy! 
Abomination 

+++FoIe With: 

"""'" Baltleshlp. 

Thought for the day: 
In failure are the .-dB o f Htmt$Y sown. 

10 

• 
'OffICer present-, young Pleione shrilled. 

The arched chamber echoed the 
simultaneous squeal o( fifty chairs thrust 
back and the slam of a hundred boot 
heels as the cadets came to attention. 
Instructor Harien swept in and up to the 
dais with the majesty of a ga/leon under 
full salt'his black. high collared Uniform 
filled to bursv-ng pomt by his huge and 
well-fleshed frame_ He favored each of 
the rigid Gffdets with a sharp-eyed stare 
from beneath beelfing, grey brows, 
before his bulldog mouth pronounced. 
"At ease, take your seats gentleman." 

• 

Gothic War Training Dogma 
The lance armament of the Desolator makes it a formidable 
opponent at long range, and so one must endeavor to close quickly 
and use gun deck fire 10 deslroy the enemy, A Desolator i~> also one 
of the few traitor vessels to employ torpedoes, which poses 
considerable danger to our own ships attempting 10 make torpedo 

'"" 
Notes: Desolator class battleships were never fitted wi th inertial 
gyro-thrusters which later became standard issue on nearly all 
warships. For this reason they are considerably less man.euverable 
than most capital ships. 

Dorlal eattary 60 

Prow TO'''''~' I 'pd 30 
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Instructor Harien remained standing as 
the cadets seated themselves, and 
gestured into the open air of the 
auditorium with a gold cypher-rod before 
he spoke again, The faint, acrid smell of 
burning dust stole through the chamber 
and th6 air before them shimmered as 
invisible hands sketched an orrery of 
light, which hung beneath the dome like 
a faerie chandelier, Its gllnaring planets, 
moons, dust shoals and asteroid fields 
shone with an inner lumlnescsf'lC6_ An 
Involuntary groan escaped from thB 
assembled cadets, 

Front 

..""''' ,. 

• 

-
Instructor Harlen's eyes fl,vinkled with 
mIrth. "No, gentlemen, WE' will not be 
stUdying th6 finer {JOints of inter-system 
navigation today, though I' can reliably 
Inform you that you will huve that 
pleasure with Instructor SamBrase 
tomorrowl No, tooay's s~py will be upon 
Causative Stratagems of Combat, or, 
more simply, when, whem and why you 
must fight." Cadet Bertran and several 
of hIS cronies tet out a sti/Ied snigger. 

'You find this amusmg Glldel Bertran! 
Pray explaIn the source 01 your 
me"iment to the class/" EJertran 



Imperial Retribution class battleships - Bloodhawk, Cardinal 

As part of Balllegroup Sartus, the Cardinal Boras earned great 
acclaim during the Gothic War. The ancient Retribution class 
battleship saw fifteen major engagements during the war, Including 
the lamed Bailie of Gethesemane, during which the Cardinal Boras 
crippled and then bOarded the Despoiler class battleship Unending 
Agony_ The Cardinal Soras was instrumental in the destruction of the 
renegade-held moon of Delphi III: using specially constructed power 
relays 10 overcharge its lance battery. the Cardinal Boms reduced 
the small moon to dust with a thirteen-hour bombardment. The 
BJoodhawk performed Just as illustriously during the Gothic War. with 
over a dozen enemy cruisers confirmed as prizes. including two 

weaponry on most enemy vessels. Alternatively. one can close 
quickly and unleash a devastating broadside at close range. an 
attack which can cripple an enemy cruiser In a singlE! salvo. Nor must 
the prow torpedoes be overlooked, either as a long range disruptive 
attack or to deliver the killing blow 10 an atready damaged foe. 

Notes: The Retribution class battleship. in common with most 
batUeships does not transfer power very efficiently between the main 
drives and the maneuver drives. For this reason. most commanders 
prefer not to make tight or sudden changes of course. 

grand cruisers. Along with the 23rd Frigate Flotilla r-------------------------------, 
(SIK Sword class Irigates), the BloodnawK 
successfully broke the 146.M41 traitor blockade of 
Anvil 206, escorting much-needed supplies back to 
the fleet stationed al Orar. Perhaps mosl famous of 
all though, is the Bloodhawk's four hour duel with 
the Desolator class battleship TomIsnt. In the Armia 
system, the two behemoth starships exchanged 
long range lire. The Tonnent's lance armament did 
telling damage against the Bloodhawk at long 
range. but Fleet Admiral Fraser, aboard the 
Bloodhawk. managed to close the distance and 
rake the enemy's prow with two successive 
broadsides at close range. The Torment finally 
managed to disengage after the intervenUon of a 
squadron of Iconoclast destroyers, though it was 
three years before the vessel was seen in battle 
again. The BIDOdhawk had also suffered terribly 
and it took eight months of ref itting and (e-crewing 
before she was baltleworthy once more. 

Gothic War Training Dogma 
The Retribution class battleship is best employed in 
one of Iwo ways. Firstly, one can make use of its 
superior long range firepower, out-ranging the 
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snapped /0 attention With an 
ostentalious crack of the heels of his 
oh-so-Iustrous black boots. We fight 
when and where the Emperor tells us, 
Sir!" he barked, wilh the complete 
certainty of one who can conceive of 
only one answer. Instructor Harlan's 
shoulders slumped slightly. and his be­
medalled chest clinked as they sank. 
~Be seated Cadet Bertran. A 
commendable reply, in its own way, but 
I ftNJr thaI there will come 8 time, at 
least for those of you who pass their 
examinations, · Harlen favored Bertran 
wllh a basilisk stare which drained 

" , 
• 

-

RIght 

~-' ,~, 

much of the young cadet's blood from 
his flushed face, "1hat you will, Emperor 
forfend. be raised to such a rank as to 
command your own Ship. In that tJoffible 
instance things may come to such a 
pass thaI, instructions from the Almighty 
Himself notwithstanding. you will be 
forced to use your own brains to decide 
when and where to lighl. That poor. 
under-used organ has already been 
assaulted with all manner of unwanted 
and indigestible knowtedge aboul 
gunnery. propulsion, navigation, Shlp­
keeping, celestial phenomena and other 
such matters, but has it even occurred 
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Thought tor tha Day: 
Strive HllrtWr. 

to yet, genttemen. why, when. and 
where a battle is fought between 
warshlps?~ 

A deathly slleflCfl crowcJed in behirfd • 
Harlen's last words. Most of the cs,ldets 
sat WIth brows furrowing as they dug for 
an answer. while several stilliookeod 
comically shocked thaI they had bi:Je(l 
asked for one at an. Instructor Har,len's 
gnn was like a steel trap ~I'II make it 
easy for you gentlemen, Simpty (e/ me 
why. ~ 

Cadet Fideles snapped to attention 70 
protect a world, SIr. or attack anot~ ... 



Chaos Styx class heavy cruisers - Horrific, Heartless Destroyer 

Styx class heavy cruisers were the mainstay of many Imperial fleets 
before the Mars class was created with its deadly nova cannon 
armament. With the advent of the newer cruisers, many of the old 
heavy cruisers were given less and less attention for refits and re­
arming. This led to a number of Captains denouncing the Imperium 
and turning renegade. In the Gothic War the Styx class was essential 
for the followers of Abaddon in many battles, as jts considerable 

flight bays can house and launCh almost as many attack craft as an 
Emperor class battleship. Particularly during several planetary 
assaults, bombers from Styx class heavy cruisers were us;ed for 
destroying ground based defenses before larger vessels and troop 
transports entered low orbit. 

GOTHIC WAR TRAINING DOGMA 

+++Securily Rating: Epsilon Primus 
+++Threat Rating: Alpha Majoris 
+++ClassiricatiQn: Maximus 
+++Flle No.: TYFVY6E3I687a 
+++File name: StyX 
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+++Recommer.dad Response· 

Termlna~on with Extreme 
Prejudice 

Thousht for the DlJy: 
All Untruth I. Sedition. 

• 
one. ~ "Very good Cadet Fide/es. be 
seated." Harlen paced the dais, warming 
to his subject, "Of course it could be 
argued that the destruction of enemy 
vessels or the protection of your own 
might also be why you would fight. Bul 
mis IS only partially true, because such 
actio~are meaningless save against 
the b8! kdrop of an ongoing battle over a 
particular world. · The instructor turned 
on his hefJJ and raised his rich voice 
majeslica'1ly over Ihe murmured hubbub 
among the cadets, "For you must 
always remember. gentlemen, that the 
one. true necessity (or having a Navy at 

Styx class cruisers are highly effective attactl\ craft 
carriers. Their long range weapons batteries allow 
them to stand clear of the main battle line. dispatching 
wave after wave of bombers, fighters and assault 
boats. In particular it is the fighter squadrons which can 
pose the greatest problem for an Imperial commander, 
as they can form a highly mobile and effective screen 
against torpedo attacks. A fleet that relies overmuch on 
torpedos will find itself al a disadvantage when fighting 
a Styx. 

Damnatus Expurgatto 10 Extrcm 

DorS/lI lane" 
Prow Sanery 

al/ is to be able to go from one world 10 
another whenever you damn well 
please!W The cadets chuckled 
appreciatively: Harlen was paraphrasing 
Lord Admiral Ravensburg·s fleet 
address of a few month's ago. Satisfied 
that he had focused their attentions 
upon himself once more, he continued 
in a more moderate tone. 

"In this, our glorious Age of the 
Imperium, wars are fought on many 
different levels. There are the vicious. 
covert struggles to repress traitors. 
herelics and alien influence; raids and 
skirmishes are fought on worlds BcroSS 

3 Squadrons "'A 
, , 

the 

in space. 

Lefllfrontlrlghl 

Lefllfrontlright 3 

toward the glowing 
thefr heads and B single magnified 
to become B lush green and blue orb, 
the size of a man's head. 

~In our example here there is bul8 
single world in the star system which is 
capable of supporling life. Not an 
unusual state of affairs, indmw less than 
1% of star systems contain worlds 
capable of sustaining life at Gtl/. In all the 
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The extra range 01 the supertired plasma cannon batteries of the 
Zealous enabled the ship to perform the final execution 01 the 
Desolator class banleship Unjust Memorial. The Zealous was able to 
slowly pummel the shieldless battleship whilst keeping enough 
distance from the enemy 10 allow escorting frigates time to des' roy 
lhe waves of bombers launched from the Unjust Memorial's attack 
cralt bays. Unfortunately, the Zealous was destroyed after an 
encounter with the Maledictor, a Carnage class cruiser whose 
weaponry was even more effective at long range. Captain Lathar of 
the Dominion was promoted 10 commander of the Legatus Stygles 
after an engagement In Morek Reef (a dense asteroid field near to 
the Naxos system). Imperial Battlegroup Hyparian had been 
searching Morek Reef after reported sighlings of several renegade 
vessels in the area. The Battlegroup had split into several divisions 

commanders who think themselves safe only to lind themselves 
coming under fire unexpectedly. Although not deva.stating. this long 
range attack can cause considerable damage to enemy escorts 
..... hile they are still closing with your lIeet. and can be fired from a 
secondary position behind shOr1er-ranged vessels. Ho ..... ever, one 
should nol coniine one's tactics solely to this role, as. the Tyrant class 
cruiser's gun decks can be highly effective at exlren"lely close range. 
It is in this role as a gunship that the Tyrant has 1000nd mosl use over 
the millennia. 

Noles: The Tyrant class cruisers Zealous and Dominion upgraded 
both of their secondary broadside weapon batteries with new pattern, 
longer range ..... eapon batteries. Zealous also replaced its prow 
torpedoes with a nova cannon during later relits . 

to execute the task and the Dominion had r---~~~~;;'~~;=-i---1~~~~~~~::::~-l lallen prey to an ambush. However. rather 
than attempting to Ilee. Captain lothar 
signalled the position 01 the enemy to the 
rest of the BattiegrOtip and engaged them. I 

Th h k I Ih Do .. k h + .... RIe nalTMJ: TyflinV Zealous 
e a ac 0 e minion ept I e enemy ...... Cross Ret: lofd SVlvanlJs:/ DomlI'llOlll 

occupied until the rest of the Battlegroup Inc:eodrivs 
arrived 10 destroy them. and the vessel +++File W!Ih: GoIhicJCrua.:ef. 
disengaged only after suffering heavy ..... +SMAIso: Bailie Honors 
casualties and damage, which required reIs 47&18-a11r7 
eighteen weeks in space dock 10 rectify. +++Cun1n1 Fleet Stat~ eon.n. 

Gothic War Training Dogma 
The added range of a Tyrant's plasma 
batteries can be a surprise for many enemy 
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galaxy. habitable worlds are the rarest 
prize - precious jewels which must be 
protected and guarded constantly. and 
on occasion, stolen from others.-

every loss is doubly felt, and the 
destructive energies wielded by 
warships can cripple or destroy the most 
heavily armored battleship within 
minutes. Battles are also fought In the 
icy void, a harsh and unforgiving 
environment totally inimfcal to life. The 
price of defeat can be prohibitively high. 
bringing the loss not just of {rreplaceabte 
ships but of any troops and war 
machines theyara carrying. You have a 
question Cadet Plelone?~ 

but -I-won't decent planelary defenses 
make il nexllo impossible to invade 
anyway?" 

"Indeed a defending force has many • 
advantages on I/s side. Planetary 
defenses such as orbital weapon 
platforms, space stations and mlrlnfie/ds 
can protect a wand against small l'aid,ng 
forces almost indefinitely. Howevel- only 
Ihe most heavily defended hive W'C~ 
and naval bases can withstand an lentlfB 
enemy battleneet, This is why ship,s ara 
the key to a comprehensive defenj;e. " 
defending ships are evaifable they ~n 

"If the defenders of a planet can 
intercept invaders en route then no 
invasion can occur. If. however, the 
attackers can bleak through and bring 
the target world under bombardment 
from their ships then the defender's task 
wilt become arduous Indeed. Thus a 
tlsel commander has the terrible weight 
of decisIon thrust into his hands first of 
al/. His shiPS are finite in number so 

Cadet Pie/one lowered a shaky hand 
and came to attention "Beg to ask, sir. 

- - -_. - . -
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Chaos Slaughter class cruisers -
Deathsl<ull, Killfrenzy, Soulless, Heathen Promise 

Cllhe many ships whose crews have turned from the Emperor's light 
and mutinied in the Imperium's 10,000 years, the HeallJen Promise 
Is one of the oldest. Having fought in the latter stages of Ihe Great 
Heresy against the traitorous forces of Ihe renegade Warmaster, the 
Heathen Promise was returned to the naval base al Bakka for 

extensive refits. After the repairs and refits were complete, the crew 
took over the vessel while the majority of officers were absent at the 
pre-launch celebrations, Five deslroyers and two frigates were 
atomized during Ihe resulting pursuit. The Heafhen Promisj~ has 
spent the last ten millennia recruiting malcontents from across the 

+++Securily Ralin!!: Epsilon Primus 
+++ nueal Raling: Alpha Maloris 
_+-Classification: Maximus 
+++File No.: OEIU6E3I871a 
+++File name: Slaughter 
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Treachery! Heresy! 
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+++File With: Gothic! Cruiser. 
+++Current Location: Unknown 
+++Current Status: Active. 

Thought for th6 Day: 
Hstred /s Eternal. 

either remain In close proximity to the 
planet and gain an advantage by 
fighting under the guns of the defenses, 
or sally forth to engage Ihe approaching 
fleet before il reaches its target.· 

Instructor Harlen pre-emp/ad the next 
question before it was asked. "Seeking 
battl.yond the range of a planers 
defenses may seem unwise, gentlemen. 
but even the heaviest planetary 
defenseSfPln only prevent a foe who 
attacks directly. " Harlen altered the 
orrery again. The planet shrank back to 
its proper place. A swarm of red motes 
entered the circle of the furthest orbit 

galaxy. and wherever the Heathen Promise 
appears, insurrection and rebellion are soon to 
follow. The Killfrenzy is aptly named, as it shows 
no regard for its own safety. on occasion ramming 
enemy warships when no other course of aclion is 
open. 

Gothic War Training Dogma 
Speed is the primary strength of the Slaughter 
class cruiser. Its weaponry Is short ranged when 
compared to the majority of traitor vessels. but it 
does not take long for one 10 get in close enough 
to inflict a horrendous amount of damage. 
Fortunately, this extra speed can often leave a 
Slaughter class isolated. making it vulnerabl'3 to a 
swift, combined counter-attack by several of your 
own vessels. 

Notes: The Slaughter class cruiser is equipped 
with an extremely eHicient , improved th ruster 
system. making it capable of extraordinary bursts 
of speed when required . 

and bore down upon the blue world, at 
the lasl moment they dispersed around 
it. taking up positions some distance 
away. ~An enemy fleet confronted by 
strong defenses may choose to remain 
in the star system and blockade Ihe 
planet, attacking any ships going 10 or 
from it. Mosl worlds rely on at least 
some trade to supply them with food or 
materials which cannol be produced 
locally, and an exlended blockade will 
soon cause shortages that erode the 
defender's ability to fight.· 

"In addition. all but the most primitive 
worlds have hab-sealed mining and 

I I: 

on 

systen7, to 
capture or by an fremy fleet 
prowling unchecked." Tiny blLie icons 
representing the facilities scal'iered 
around the orrery obediently l4'inked oul 
or lumed red, until none remlrinoo. "In 
time the enemy fleet can establish 
bases and utilize the system's resources 
for itself. Successive raids call be used 
to whittle down planetary def~lnses until 
they are weak enough to be brushed 
aside in a major attack. Unless the 
threatened world can hope for a relief 
force to come 10 its aId, it is doomed to 
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Imperial Mars class battlecruisers - Imperious, Marquis le 

Although considered by some Imperial Navy officers to be 
undergunned in comparison to other classes of baltlecruiser, the few 
remaining Mars class vessels In Battle/leet Obscurus continue to 
give good battle performances against many different foes. The most 
famous of these Is the Imperious, which acquitted itself most 
admirably during the battle of Orar and, five years later, Ihe Ultima 
Decimation. The exploits 01 Compel Basi and Ihe Imperious tended 
to overshadow the aChievements of the other Mars class 
battlecruiser in the Gothic fleet - the Marquis Lex, Commanded by 
Luther Kent. !he Marquis Lex spent most of lhe Gothic War on anti· 
pirate duties, patrolling the Hammerhead Deeps 

armaments of ils shorter-ranged consorts. Should the enemy be 
allowed to approach too closely, the Mars class can lind itself 
overpowered in a straight gun duel, and so must always be provided 
with sufficient QSCOrts to prevent such an occurrence. 

Notes: The Mars class battlecruiser Imperious was f\~tro·fitled with a 
salvaged targeting matrix after the Battle of Orar. This equipment, of 
alien origin, has never been successfully replicated. However, the 
Imperious continues to achieve consislently higher than average 
gunnery scores during weapons trials and holds the current fleet 
record for accuracy in combat. 

and across the Quinrox Sound, While its more r - ---- ----- --------------------, 
glorious sister-ship took part In a dozen major 
banles in the war, this was little action compared 
to the forty-eight smalter encounters the Marquis 
Lex had with 011<, Human, Eldar and Fra'al 
raiders, The Marquis Lex held the record for ship 
on longest patrOl [some one thousand, seven 
hundred and forty-one days[ untit 657M.41, and 
required eighteen months of refitting after the 
Gothic War. 

Gothic War Training Dogma 
Like most battlecruisers, the Mars class is 
intended as a fleet support vessel. In this capacity 
its nova cannon and launch bays provide ample 
long range attacking capability to supplementlhe 
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Oorsall.encea 60 

Prow Nova Cannon 150 

slow strangulation and eventual 
capture, · The blue iCon representing the 
lone habitable planet turned red. 

"These dangers make It Imperative for a 
defending fleet to patrol aggressively 
and counter the threat of attacking 
Ships. Roving seout ships and early 
warning beacons floating in the outer 
reaches of the star system can raise the 
alarm at an attacker's approach. 
Astropaths and Navigators will also be 
able to sense the arrival of ships from 
the warp, so heed their warnings well, 
gentlemen. Defending ships can then 
attempt to intercept the foe, with luck 

-
uSing the" locsl knowledge of dust 
clouds and asleroid fields to gain 8 
tactiCal advantage in Ihe battle. 
However, knowing an enemy Is present 
and actually bnnging him 10 battf6 are 
h¥o entirely different matters, For even 
wl/hln the confines of a star system, the 
distances inVOlved ale vast and the 
mightiest ships can disappear without 
trace, as we shall see. ~ 

Harlen gestured at lhe orrery once more 
and it shimmered. The blue Icons 
reappeared and the red motes of the 
attacking fleet returned to their previous 
entry position. A swann of blue motes 
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I, Purity, 

-
deta!hed itself from the plane/and 
moved towards Ihem. 

"Under normal circumstances shi{».; Ble 
made visible to their opponents onry bV 
their energy emissions and, at closer 
ranges. by being tracked visually 
Should your enemy reduce their er. '9Y 
emlSSlOflS by cutting power to engn'l9s 
and Simply drifllnto the system. thoy ..... iII 
become virtually Invisible. ~ The red 
motes faded out before Ihe blue o~,es 
reached their proximity In raspoflSl.J, Ihe 
blue motes flashed brightly. creatinJ7 an 
expanding gossamer sphere, as H<rrlen 
continued, "Of course you might tryf 

• 



Chaos Idolator class raiders -
Refaliafors, Purgafors, Unclean Ravagers, Khorne's Disciples 

A live-strong Idolator squadron known as the Rs/alia/ors performed 
continual hit-and-run attacks againsllmperial vessels moving through 
the Yarna Enda-Zpandex trade route. Their lavored tactic was to draw 
off an enemy vessel using their greater speed, then tum about 
sharply and rake the enemy with long range fire. Against well 
armored foes, the Re/aliatDrs'lances were very effective. although 

the short range of this armament did 8l(POse the squadron to greater 
enemy fire. It was this weakness that finally saw the destruction of the 
raiders when they attempted to ambush a convoy escorted by the 
Emperor's Wrath la Gothic class cruiserJ. 

Noles: The weapons 
batteries a,re of 
unknown design and 
are considerably more 
accurate at a range 
than similar Imperial 
weapons. 

, 

Chaos Infidel class raiders - Fellc'aws, Damnators, Exterminators 

With their prow torpedo tubes, the tnfldel class raiders were a 
valuable addition to any renegade fleet. In numbers, they posed a 
very signifICant threat to Imperial ships that tried to close with their 
foes to shorten the firing range, tn such close quarter fighting, 
multiple torpedo salvos from Infidel squadrons caused tremendous 

damage 10 Imperial shipping. The Infidel is also a remarkable convoy 
attack ship, able to use long range 10rpedo attacks to force escorting 

• 

• 
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'actlve'detaction by reflected energy 
pulses. But this always suffers problems 
picking out ships as opposed to all the 
gas, dust and meteors flying around. ­
The red moles reappeared, surrounding 
the blue and began closing In from a/l 
sides. "Active detection pulses a/so 
setVeAQ broadcast lhe position of the 
huntei-"o his prey and so under most 
combat situations are worse than 
useless." _ 

"Ali this means that most of the time you 
will have to work with your best guess of 
where your enemIes are and where lhey 
are going, This renders the when and 

-
where of combat down to local 
conditions. You fight whenever and 
wherever you can find your enemy. 
unless you are so badly outnumbered 
and outgunned thaI the only wise choice 
is to retreat and summon 
reinforcements. In this event it Is your 
duty to maintaIn conlact so that your 
esteemed colleagues can locala the 
foe .• 

'A final word. gemlemen. on engaging 
an enemy fleet. Massed weapon 
batteries form the best and worst 
weapons in a ship's arsenal. Propsrly 
used they are deadlier than lances or 

• 

warships to disperse. This 
then allows the agile 
raiders to break through 
the Imperium's vElssels to 
attack the vu Inerable 
transports. 

_s: 

torpedoes. Improperly used they are a 
poor substitute for either. nNJ salvOes 
fired by weapon batteries are timed to 
arrive In the region of the target. 
alloWing a micro-second deiay for the 
shots to cover the intetVenil!9 distance, 
and the fact that dunng this lime the 
target will probably have mewed more 
than a hundred leagues. This is why {f Is 
easier 10 hit enemies who a~ closing Of 
moving away than tergets .... ihich are 
abeam to you. A target abel~m could 
tum towards or sway from you at any 
moment, and the slightest change in its 
speed will reduce the effectiveness of 



campaign rules 
4 Imperial cruisers (muIU-part kitS) 
4 Chaos cruisersl(multi·-part kits) 
12 assorted dice 
Fleet Registry roster pad 
2 plastic range rulers 
Over 100 game counters 
Two reference sheets 
Getting Slarted guide with 
exclusive comic slrip 
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SO HOW DOES HE DO IT? R1s:hl , ..... IN:1ovo: \\'t """" dar"b}4ay 

A sheet of plywood on top of a wooden frame sels the base for 
most of our Gmnes Day boards. The Dwarfs versus Marauders 
game is on an 8 fool by 4 foot board. and with four players on 
each side. With this is mind. Kenny drew up a map. 

I"CIUT<:S or ~ lbe lalll<- .. .,.,. 
d",'doping. ~ w~ ",melllbered ,,-hich 
daIS "'ere "hich (~"d ,,·hM we d,d thaI 
da)). " ',, us<:d •• ~ns. It is also a great 

and stalled going to town. 

SOME OF THE NITTY GRITTY 
Once Kenny had" basic layout. he be1,':an working on raised areas 
like hills. clilTs. and rocky outcrops. The beach was cut out of lhe 
insulation board (as always, work carefully with sharp 
inSlJUmenls). Kenny has a fasl. but fantastic way of cutling and 
shaping Ihe insulation board and he promised 10 divulge these 
sccrelS and morc in upcoming issues. 

The rea l detuil work, like the crude Murauder huts, the sunken 
ship, and the stockade wall for the figh ting pit were next, The 
water area was painted blue, but not before adding 
a few ripples and wa\'es with pully. Once all of 
this was painted blue and covered with a two i 
part resin (a lIery smelly stage!). it really 

brought the cold and rocky shores of the Sea of ~ 
Claws to life! Final steps included covering the 
insulation board with sand (for tex ture) and , 
gh'ing it a few drybrushes - just like a giant 
miniature base! Some nock and pebbles help to lIary 
the look. Soon hardy Dwarfs would march across this 
barren landscape seeking re\'enge on the Maraude~! 

For more details, photographs. and scenario information 
about this particular table. check out the Games 
Workshop website in the news section (another shameful 
plug for our electronic counterpan,~!), 

IU)' ' " tDd Kenn)'s "'lIrdrobc. 

" . 

So now you know a lillie more about one 
of the pre-registered tables at Gam(:5 Day. 

Now do you see what a ll the 
excitement is about'! And 

remember, that "'as just olle 
example of the oller 50 gaming 

tables. bring & bailie boards. and we 
aren'l even ment ioning the wacky speciall:vents. 
Golden Demon. special guests (like scenery guru 
Kenny Goodman himscll), and more!!! So why 
aren't you making your plans to lIisit Baltimore'! 

As a paning shot, Kenny a..~ked us to mention that 
we haven't even photographed the Dwarf Nautilus 

or the hidden sea monster that can 
suddenly rise from the depths and 
attack. or the dreaded Chaos 
Spawn fighting pit - oh wait, 
maybe we're gilling away too 
many hints about the scenario? 



BEHIND THE SCENES 
GAMES DAY TERRAIN 

You will not find a better (or larger) collection of phenomenal gaming 
tables than at Games Day . So what do they look Uke and how are they 
made? Our White Dwarf reporters came back with this scouting report. 

A piclUre is worth a thousand words, a well-worn cliche th:1I 
made us think about Games Day. Sure. we Idl you about the 
:amazing lerr.!in you can come g:1Il1C on • 001 we 
never seem 10 get around \0 sJIl)It'ill8 it [0 you! In "­
addition 10 the brief wble description (below) we c.;. ....... ~ 
Ihoughllhallhis year we'd give readers a [iu le peek 
into what they can expect. 

Warhammer Table # 10 - 20.000 Beams Ulldtr lire 
Sea - Dwarfs vs. Chnos M3rauders. Chaos 
Marauders wilh their longships have been lhe terror 
of Ihe Northern Seas for far 100 long. and the Dwarf 
Kings have hnd enough! They've sent a 
massive fleet carrying an enlire Dwarf 
anny to the shores of the Sea of Claws \0 
destroy a Mar.mder hideout. 

ThaCs the description you' ll find in 
White Dwarf about the Dwarfs 
versus Marauder.> table, but that just 
doesn't do it justice. We thought 
we'd go into a liule more detail. as 
well as giving you some information 
about how the table was constructed! 

AN EPIC SAGA 
It al l started in the Promotions Office 
when scenery expen Kenny C.>OOdman 
announced that he was looking for 
some ideas for a Dwarfs versus Chaos 
table. Many ideas were bandied about 
- an underground raid (we al:ready did 

it wi th Ska\'en), a battle on top of a 
mountain peak (interes ting, but it 

sounded too steep). and finally someone 
mentioned the idea of a Dwarf raid on a 

'"\'iking" style village. 

The evocative image of rocky shores, non hem barbmians, :lOd 
revenge-seeking Dwarfs immediately took hold, and Kenny 
began jotting down ideas. Because we have loads of Games 
Day tables, Kenny is always pressed for time (a nice way of 
saying that we always ask Kenny 10 build us a mil1lcle. but only 
give him a few days to do it! ). 

KENNY'S LIST OF 8U1L1/IN& SUPPUES 
In.' ula tloll lI(>;4rd . for t~ tabletop 
an.J 1M ~hfT,. Balsa Wood ' for the 
dock. Wooden lko"pj . for IM.</up 
...... ". and the M-..b ti u!S.. An Old 
8rnom - for the llI;uch 1'111 I"" hilt .. 

Small gnu . I . n-tt nock - to make 1M 
I.3blctop look rool. I'\aslic Card • It) 
>hap: oul tM h .... s and the . uru. ... ,Jup. 
Mail Order flit" - like peili. bgnoel, . 
and Be~ofL'r<klob",~. 



BEST OF FIENDS! 
Brian Best works in our Basingstoke store. For the last few months he has 
been collecting and converting a fantastic Warhammer 40,000 Chaos 
Space Marine army. We thought we'd better show it to you and let him 
explain what makes it so special. Over to you Brian .. . 

Ever since the original Chaos Codex was released I 
have been fascinated by the Dark gods and their 
followers. Of all 01 them however, the one that reaUy 
caught my eye and inspired me the most was Nurgle, 
the Lord of Decay. I really love the diseased and 
slime-covered look of the figures which allow for 
practically endless modeling possibilities. 

Eventually my enthusiasm got the better of me and I 
resolved to build my own Nurgle force for 
Wamammer 40,000. Filled with excitement over the 
new project. I started work straight away on a 
daemonically possessed Predator tank. I really 
enjoyed building this conversion and I gained a lot of 
experience using Green Stuff modeling putty, which 

came in very handy later on. All 01 the 
blisters and pustules were modeled out of 
Green Stuff which I sculpted to look as 
though bits of Daemon were oozing out of 
the tank - yechh! The rest of the tank came 
from a deep delve into my bits box. I found 
bits from both the old and the new Greater 
Daemon of Nurgle models, as well as from stranger 
sources such as the really old Palanquin of Nurgle 
kit. which all came in very handy. Finally, the whole 
thing was topped off with a liberal sprinkling of 
Nurglings. 

MORE VEHICLES! 
After I had built the Predator I was really getting into 
a rhythm. so I decided that as building the lank had 
been so much fun, I would have a go at another 
vehicle. This time I turned my attention to a Chaos 
Dreadnought. Like the Predator, I wanted thl~ 

Dreadnought to look really gruesome and diseased, 
as though bits of it were rotting away and halj 
become completely corrupted. At this point I had thl3 
bright idea of using the Great Unclean One's hips 

Brian's fantastic Chaos Predator. Just look at all the detail he has crammed onto it! 
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The centerpiece of the army Is this splendid Great Unclean One. 

larger areas like the huge sword and dragging 
chains. I think this simple but effective paint 
scheme sets off the highly detailed figure perfectly. 

THE END IS NIGH 
The army was pretty much complete by this time. 
had lour squads of Chaos Space Marines, two 
vehicles and a Greater Daemon to lead them. To 
round off the whole army, I put together a Daemon 
pack of Plaguebearers and based up all my spare 
Nurglings (the ones that hadn't been stuck onto 
other things!). The Daemons were basecoated 
Bubonic Brown for the Plaguebearers and Goblin 
Green for the Nurglings, washed all over in the 
same way as the Chaos Space Marines and then 
drybrushed in parts with the base color of either 
Goblin Green or Bubonic Brown before being 
given their linal highlight. 

The army has been so much fun to collect and 
paint that I reaHy didn't want to stop! Realistically 
however there was not a lot more that the army 
needed, so I started to look around lor a Iresh 
challenge and recently I have begun wor1c: on a 
Wamammer Chaos Khome anny. Who knows, if 
they inspire me in the same way as my Nurgle 
army has, you may yet be seeing them in these 
hallowed pages at some future date! 

The whole army lined up and ready for battle. As you can see. nearly every figure has been converted in some way. 



and upper legs in place of the normal Dreadnought 
legs. This was quite tricky to achieve and I was glad 
that I had already had plenty of practice using Green 
Stuff! 

Once the legs were done, I turned my attentions to the 
head. Now, the Chaos Dreadnought head is all very 
nice and 'Chaos Space Mariney' but I wanted mine to 
look more Daemonic, so I called once more upon my 
long-suffering Great Unclean One kit and remodeled its 
head to look like a giant Plaguebearer with a huge 
central eye. The difficult bits were now out of the way 
and the rest was fairly straightforward. Another 
thorough search of my bits box turned up some cool 
Chaos Spawn bits, and these were glued into place all 
over the model. Finally I remodeled the left claw to 
make it just that little bit more fearsome. 

PLAGUE MARINES 
By now I had spent quite a lot of time on my army and 
I stil! only had two models to show for all my trouble. 
There was nothing for it, I would have to paint some 
Chaos Space Marines. By playing around with painting 
techniques I soon developed a quick way to paint 
rotting, filthy armor effectively. First I sprayed on a coat 
of Bubonic Brown and then waShed the whole figure 
with Flesh Ink. While the ink was still wet, I dappled the 
figure with a mixture of brown and black inks. FinaUy I 
highlighted the figure in downward strokes with 
Bubonic Brown foUowed by Skull Whits. I find that 
painting on the highlights in this way reaUy gives the 
impression of slime and muck oozing down the armor. 
After I had painted a couple of squads of Chaos Space 

Marines like this, I decided to add a squad of Plague 
Marines. These were painted in much the same way as 
the rest of the figures except that I started with a Goblin 
Green basecoat instead of Bubonic Brown. I was so 
pleased with the splendidly horrible effect this gave that 
I immediately set to work converting and painting up a 
unit of Plague Marine Terminators! Because these were 
going to be my shock troops, I spent quite 8! long time 
on them. In particular I am very happy with the 
Terminator Champion who got a Zombie's tlead. This 
looked particularly effective but it still seerned to be 
lacking a certain something, so I broke out the Green 
Stuff again and modeled an eye hanging out of its 
socket. This made all the difference - now he really 
looked like a true devotee of the lord of pestilence and 
decay! The rest of the Terminators were much more 
straightforward but still came in for a lot of added 
tentacles, pustules and random bits of Chaos Spawn 
(an excellent source of mutations! - lain Compton). 
While t was on a bit of a roll and getting quite good at 
converting Terminators, I added an Aspiring Champion 
to the first Plague Marine squad. This time I based the 
conversion on an old Warhammer Chaos Champion of 
Nurgle figure, using this for the upper body and head, 
which were attached to the lower half of a standard 
Chaos Terminator. The Terminators were painted in the 
same way as the Plague Marines. My army was starting 
to look like a unified force! 

A LEAN, GREEN, 
FIGHTING MACHINE 

Now the bulk of the army was done, but I was still 
missing a leader. I thought about the options for a while 
before deciding that the only choice for moe was the 
fantastic Great Unclean One (Note: Brian s·ent us his 
army before Codex: Chaos Space Marines had been 
published and so his army was designed from the army 
list in the 40K rulebook, where Greater Daemons could 
lead an army instead of a Daemon Prince or Chaos 
Lord - lain Compton). Just as with the Plague Marines 
earlier, he got a basecoat of Goblin Green be!fore being 
washed all over with several coats of Dark Green Ink 
until I had built up a really strong contrast bEltween the 
recessed areas and the rest of the model. Once this 
was done I highlighted different areas with as many 
shades of green and brown as possible to ge~ a blotchy, 
mottled effect. After that I painted in all of the fine detail , 
such as the open sores and gaping holes, as well as the 

• 





THE ALL-ACTION 

CO IC 
As well as the return 01 
Darkblade. everyone's 

favorite anti· hero, we have 
the following mayhem-packed 

comic strips ... 

DWARRORDS 
More axe-swinging and 

dreams of foaming flagons of 
ale, as the intrepid Owarflords 

near the end of their 
adventure. 

SHADOWFAST 
If you like your action thick 

and last, then make sure you 
don', miss the final, 

cataclysmic episode of this 
awesome story. 

PAIIIMPERIAUS 
This great one-off comic strip 

comes from the talented 
hands of Gordon Rennie and 

Colin MacNeil. It tells a tale of 
a valiant defense against 

lhose most feared of all aliens 
- Genestealers. 

warhammer MOnlhly Is 
available 110m 

all good newsauenlS, 
comIC shops and Games 
Worllshop slores around 

the globe. 

ma'os Darkb'ade 
beads into tbe 
Rea'm of tbaos~ 

meet bim tbere io 

1 
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THE ARMY ROSTER 
When you plan your urnlY you should keep your 
Warhammcr Amlics Lizardmcn book handy as :1 
guide. From the book you can start plouing what to 
collect. So grab a rOSIer sheet and slar! working oul 
your 1.000 point amI}' now! The rosIer sh<:cl 
opposite shows Qeml-ltt's Lil.urdmen Pyramid 
Temple Guard army. We've worked th is out as an 
example of Ihe son of artilY you could start with. 

All Lizardmcn anllie.~ are led by a 51;1110 Mage­
PrieS!. As this is a small force it will be led by one 
of the younger Siano (this means he is only about 
7.000 years Old!) and is only a 1c\'cl 1 Mage. As he 
i5 more vulnerable than other, older Slann. I will 
give him the Sword oj Swijl SI(lyillg (;L1ways 
strik;:s first in combat) to aid him if he gets into 
trouble. and the Amber AmI/leI (regenerates one 
Wound per tum) to keep him alive. 

The n<::1:\ sclecl ion~ will be the core regiments. The 
lirsl unit. which I have Ilamcd Chotek's Cohort, is 
fourteen Saurus warriors armed wilh hand 
" 'capons. This regiment has a command group and 
a Saurus Champion who I have named Siova 
(Saurus like 10 keep their names shon and 10 Ihe 
point). Our neXllWQ core regiments will be made 
up of Skinks. a.~ they are cheap and vcry versatile, 
TIlt' first one. which [ hm'c named thc Cohort of 
lhe Turquoise Hawk, consists of Skinks armed 
"ilh poisoned javelins and carrying shields, I 
intend Ihis regiment to support thc Saurus in 
oombat, SO I havc also given them a Kroxigor 10 
roml up around. This unil is led by u Skink Hero, 
\\00 I haw named Hi'fif\'e. Our final regiment is 
Ihe Cohon of the Green Scorpion. which conlains 
Slinks \\ ilh short bows and poisoned arrows. Led 
by a Skink Champion named Ok'Doqi. Ihey will 
skimli~h. protecting one nank, 

is a 
ilbe 
Is of 
·in1s) 
.,000 To finish Ihis army off I wanl 10 have a fasl 
o'e l. moving regimcnt which will speed down one 

nank aoo engage the vulnerable enemy war 
I machines or olher fasl moving enemy unils. 

,\lla1 Normally [ would choose Tcrradons for Ihis task, 
,alln . r but smcc I can no\\' get my hand.~ on Cold One rot Riders, I will pick a regiment of Ihese ferociou s 
• 0 t riders led by a Skink Champion. Now on 10 
mp e cullecling Ihe Hrmy itself 
yOllT 
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A LIZARD SI't:AKl 
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COLLECTING 4~ 
LlZARDMEN AR~MY 

By Nick 'Cold Blood' Davis 
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hrll>i",~ F.II B/,,u. "'"/, " /I", ,m 

)"'/" i>mh I"M .. d Im'fl~ I [(ill Ih~ 
"" .. 010,,1/1. S,,"'rr i, i, _ u), .... • 

The Lizards a re back! With the release 
of the n ew Liza rd tnen characl'ers, we 
thought we would have a little 10Oj~ at how 
to put together a Lizardmen a rm". White 
Dwarf'S resident Lizardman Nick got 

so excited by this, he actually bUnked! In this ';Pirit of 
unrestrained enthusiasm, Nick has put together this small 
guide to show us how to collect an army of the scaly ones. 

Over the next few pages [ will be putting 
together a Lizardmen anny (hurrah!), Now 
before [ begin collecting an army I always 
read the background, as this gives me an 
idea of what initial troops to collect. I also 
try to collect an anny that I am inspired by. 
a~ this makes p:linting the miniatures easier 
and playing with the anny a more enjoyable 
experience. So [ Seilrch for reasons why I 
should coliect an anny, The first reason why 
I collect Lizardmen is that I find 1111 their 
Aztec and Mayan influences intriguing and 
it gives me a heavy cultural base to draw 
inspiration from. , also enjoy the fact that 

the Lizardmen are fighting according some preordained plan of the 
Old Ones. so if you lose your games you can say to your opponent 
it was all piln of the Old Ones· great plan. Two reasons to collect 
the Lizardmen that have absolutely nothing to do with the fact they 
are extremely hard to beat in combat (bill YOII (ike Ihal reason /00. 

dOll'lYQI/ Nick?- Palll SllH'yer). 

Like all armies that I collect. I follow a basic fonnula of army 
building. The Lizardmen. like all my armies, are planned out into 
manageable. collectable steps. I find it easier to collect armies in 
steps of a 1.000 points at a time. as this docs nOl take long to 
collect or paint. Plus once you have completed your first 1.000 
points you can go out and play g:lmes with it. 

THE DESK OF GUY D'ANGUILLE 
B<'IolI' is a picture of thc desk of the mastcr surgCQn Guy 0' Anguille. ""ho lI'a, in 
the service of Lord PicITC O· AlwllC. tile 1I.'3dcr of an ill·fa1ed Bretonnian 
cxpedition to LUS1riU. 
If you want 10 know more about their voyage or )'ou·re intrigucd by aU thc go!)' 
detail of Guy O·Anguille·s desk (looks likR II U:urclmell c:/llm,/Jer <Ii borrors 10 1111' 
_ NiL"k ). p3)1 3 l'i5i t to W .. rh3!nmer Wurld museum locotro m the GW E~hibition 

Centre here: ill 

Lenton. 
lhis and loads of 
other 

the NOllingham 
HQ pages for our 
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There 3re somc important things that you should include in your 
initial 1.000 points. the lirst being a couple of core rcgimcnL~ to 
foml the center of your army. 111ese are basie31ly large unit.~ of 
inf31llrY such as Saurus warriors or Skinks. Now Lizardmen do not 
have any Warhummer Regiment boxed sets yet. so we cannot get 
our regiments in cotwcnient chunks of IS or 20 models. There are 
however. plastic Skink and Saurus boxed sets avai.lab!e. so these 
core regiments C3n still be built up easily and cosH:lTectively with 
the addition of met31 command groups. 

The next and most important th ing a Lizardmcn anny needs is u 
Slann Mage-Priest [0 lead it. He's the only mood thm //lust be 
included in the unny. Don't worry though, there ar,~ four levels of 
Mage·Priest. each one more powerful (and costin,S more points) 
than the next. When you expand your army to 2.000 or cven 3.000 
points you can keep him as your general and up his magic level. 

CO LLECTING THE LlZAn:DS 
The b3ckground in Warhammer Amlies Lizardmen states th3t 
mallY of the Lizardmen forces arc the private mmies of Slann 
Mage-Priests and are used to guard their pyramid temples from 
would-be plunderers. Our army will also be the private 3mlY of a 
Mage-Priest. so the collcctive forces will be the Pyramid Temple 
Guard (a handy name for OUf army), Once you have chosen your 
core units and have got your Mage-Priest. you are ready to look ut 
the other troop types that make up a Lizardmen amly. The urmy 
does not have many elite units to choose from: the only regimcnts 
a\'ail:lblc being the deudly. h3lberd-wielding Temple Guards and 
the ferotiou.ly fast Skink Cold One riders. Luck.ily the Saurus 
warrior is capable of taking on all comers with his two Strength 4 
auacks. three dice Leadership tests and natural heavy armor. 

The Skink howevcr is the ",eaker cousin of the Saurus: low 
Toughness. low Weapon Skill and low Leadership. However they 
have a few ad\'antages over the S3UruS. They are ch,~ap, so you can 
get lots or them. and in large numbers they are just as deadly as 
their larger cousins. They can also havc the mighty Kroxigors (a 
much larger, harder cousin of the SlluruS) in their fa,nks, bolstering 
their Leadership and fighting 3bility, The Skinks can also CllIT)' 
poisoned javelins and bows, giving them Strength 4 missile 
weapons. making Skinks ,·ery efficient. cheap skimlish troops, 
Skinks are also more intelligent than the Saurus and can train und 
ride the sal'3ge Cold Ones and the high flying Terr:tdons. Skinks 
also ride the huge War Stegadons into banle. These living banering 
r:tms t;lUSe immense damage when they ch3rge! 

Skinks :llso herd Salan13nders -large sail-b3cked lizards that spit 
great globs of corrosh"c venom at the foc. And Iinal1y you can gct 
Skink Shamen, who, although not as mighty a.~ the Slann Mage­
Priests. arc still very uscfulto have around. 



• 
• 

• 
• 
, 

• 

• 

• 

• 
• 
• 
• 

• 
• 

• 

• 

Thr U:tmlml'lt S411lnl$ (lIMlic 

M'I is '''t (l"id"~'1 mrd r/'I'I'I"s/ .m)" 
10 b"ifJ "II ,II .. I1"lIi", .. IlIS tlt'<'lft'd for 

\"olIr arm.l\ 

SAURUS 
WARRIORS 

OUT rcgimenl will be fifteen moods slrong 
and is led by a Saurus Champion who I have 
namcd 510\'a. I have given S\OVtL Ihe Siil'er 
Sigil Sw()nl (exlrll +3 Initiativcj which means 
he will be hilling before or al the same time as 
his opponent. This unit will be the anchor of 

HOW TO PAINT 
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Saun,Js warriors are the ba.~ic troop type of 
your Lizardmen ann)'. They are excellent 

figh ters with \WO altacks. high Strength. high 
Toughness. high Leadership and Ilalurul 
heuvy annOT. They arc a m:nch for most 
things your opponent can throw at you. 
HOWC\"i!T. lhcir low lnitimh'c is their biggest 
weakness [even Dwarfs go first!). and if you 
:Irc unlucky your upponent will kill the firs! 
rank leaving you nothing 10 reply Wi lh. To 
survive this a Saums regiment needs [0 be at 
least Icn models ~Irong and rJnked up with a 
command group of a Standard BeareT, 
Musician. ami Saurus C hampion (Saurus 
Champions excel al challenges : their three 
Strength 5 :macks make them the perfect hero 
killers!). 

the Lizaromen bat1leline. ad\ancing with 
Qcnll-It1 and guarding his tlnnk. If the nnlly _,, "~" 
i ~ faced with a more numerous foc like 
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j.." ,'w,. Ska\'en Of Goblins. then this regiment \\ill 
fOTm up around till:: Mage-Priest so he can 
benefit from their rank bonus. 

We can easily expand this regimcnt with thc 
addition of another bo.~ of Saurus \\'arriors or 
evell add a S:lUru ~ Hero to thc front rank to 
increase ils potcntiat in coml>..11. 

MARKS OF THE OLD ONES 
! ('(Ir"llh~ I""rL t>Jtht OM OIIL'_' "" /lYq""mll- ~ndt""('J "'iIIl I{",I/t'r 1II1('1Ii.~rn(<" '-unu 
~'''si"hl. Krtu/u- Slnmlllh und I'IU/UfflllC-(, illla morr ('Ollfll~ limn flit! NJI. 11Irw' ",,,rl.$ amid k" 

Uif!tTt!1I1 caloft'J UUI. "'''/Irs. ~I'(}I\ or tli!f"""/II skill mlmlf! II ~ toll/III/,ll' of Ih,,\ i.1 tilt highl\ 
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Ihrlr implinmfflls. Far ,..lll",,,k il i.1 ((lilli/Wit 1(//",d('tJ.~1' Ihm rht hll;llnl S~il/ks 1..;/11 /1"'/1I1'I/1'S1 crt,,/s 
,/wliL 1M Mll ridr's/"" el./If OIlt'S. 
)<111 ('/111 Uft' Ih"'r marts to rhtlmcleri~t' I'fm,. arm)' litt' .. , M"(, ",'Ih "II" 8"/0", j,ll d,nrt d'."'ib"K:~ ~ 
f~ c%r find ,,11m ('.KII mlll* ~(lIU: 

MARKING NAME PORTENT 

VERMtLlON MARK OF CHOTEK INSPIREO BY THE SUN GOD 

BLOOD RED MARK OF SOTEK RELENTLESS F£ROCITY 

YelLOW MARK OF TLAXCOn. UTTER DETERMINATION 

PURPLE MARK OF TEPOC PROFOUND UNDERSTANDING 

BLACK MARK OF HUANCHI EXCEPTIONAL STEALTH 

WHITE MARK OF THE OLD ONES DESTINED FOR GREATNESS 

MOTTLED MARK OF TZUNKt AGILITY ANO KEEN EYESIGHT 

MARK OF ITZL TO RIDE COLD ONES 



Tile first 1,000 poinlS of ol/r army will forl1/ a core alVlllul which a larger force 
call be bllill, This /,000 POill1 army represents a S/allll Mage-Priest's private 
pyramid gllard - his OWIl persol/al army which he call lise 10 protect his 

pyramid temple alld 10 al1ack \I'ould-be pllll1derers. 

THE SLANN MAGE- PRIEST 
L izardmen annies are 100 by a Siann Ma!1e-Prie~t, who is held aloft on a palanquin. 

He normally leads his own personal anny that defends his pyrJ.mid temple_ The 
Siann come from a number of different spawnings that took pl:}(:e thousands of years 
ago - from the survi\-ing Siann of the second spawning (all the first spawning are dead) 
to the younger Siann of the fifth spawning. Our amlY is led by one of these younger 
Slann_ who v.'e have called Qcnn-Itt. He represents olle of the many lower rank Mage­
Priests that do [he bidding of the greater Mage-Priests who rule the Lizardmen cities. 

Our Mage-Priest is a level I Shmn. who is. lo be f:Lir. not a gre:llfighter compared to a 
Human or Elf general. but is considerably tougher and harder 10 kill. He has an 
outstanding S<1\'1:: of a 4+ <1gainst e<1ch Wound suffered thanks to his Slrield of lire Old 
Olles. which is not modified by th!.' StTCngth of the all:1(',k :.Ind cannot be negated! For 
some ;ldded protection I have al~o given him the i\mher Amult'l which rege ner"tes one 
lost Wound per tum. He also has the SI1'0/11 of SWifl Slaying. This cheap magic 
we"pon "l1ows the user to strike lirst regardless of Initiative or charg!.'s and will give 
your oppon!.'nt a nasty shock when he charges (and he will) your SlallLl Mage-Pries\. 

Qcml-Itt will be placed next to the Cohon of Chotek Saurus regiment in Ihe 
bautcline. Here he witl g<1 in protcction from enemy uni lS that wish to charge him 
(your opponent will ha\'e to ri ~k the Saurus unit which "'ould in tum charge him in 
the flank). Or ift face annies ~uch a.~ Skaven. wilh large numbers of troops, I would 
place him within the S<1urus regiment ~o he can benefit from their rank bonus and 
add his fighting ability 10 their own con~idcrable proWl'SS. 

SKINK HERO 
I n every spawning Ihere are cena;n. irKIividual Lizardmen Ihal are marked in some unu~ual way. with 

\'1\ id ~poIS. stripes. skin coloring or large cresis. These markings are considered favors from the Old 
Ones them~I\'i!S and the irKIh'idual becomes a champion. or hero for their gcnerJ.tion. Our Skink Hero. 
\1110 we h<1I'e named Hi 'Fifl'e is so marked; his while skin coloring marks him out a.~ dcstint"d for 
greatness. 

Hi'Fifl'\' 1c .. d, the Cohon of the Turquoi!'.t H"wk into battle and is prob:lbly ~ond-in-command of the 
t"ntin: army (Saurus ciLptains arc very good at leading their regiments. butlarlle. :lrmY-$Calc tactics escape 
them ,·ompklcly). He is nnned with the BIll/It' of Sf' a Gold which gives him an additional -J on the enemy IWFifi'j' -S/,;i/l/,; Ill'f(} 
snve. mnking il easit'r for him to sirike them down in combat. Markedfor Gre(l/III!S.< 

Tlrr Ridus oIC/rUlei.; - Cold 0111' Riders 

COLD ONE RIDEIRS 

The sDvDge Cold Ones are ridden by the Great Crested Skinks, 
who are bigger and stronger than normal Skinks. The Cold One 

riders are led by a Skink Champion who we h;lI'e named Mavriq Dnd 
who carries the Mark of Cholt"k. This also gh'es the 
regiment their name - the Riders of Chotek. 

The Skinks arc all anned with spears. for a huge 
StTenglh 5 when charging! However even the Great 

Crested Skink riders are a lillie fragile nfter the 
initial charge and are no match for hea\'ily 
amlOfCd knights lwe would han" 10 enlarge the 
unit by at least another fil·e L1lOdels firs!). Now 

the ferocious Cold Ones can compensate for the 
Skinks' weaknesse~. but you should aim 10 

engage small units or enemy skirmishers. as 
they arc more likely to break in Ihe first tum. 

With this in mind. Ihe Riders of Chotek will 
try to outnank the enemy and t-ngage their 
war machines or tie up Ihe enemy's own 

faster moving elements. 



, EXPANDING YOUR ARMY 
Our first 1.000 poirllS is more than capable of taking on a force 

of a ~im i l ar size. It is also a good stan to our Lizardmen 
amlY, as il gives us almost all our core regil11Cnts to begin wi th. 
All wc nced til do now is add some of the fancier bits, like 
Terradons or Stegadolls. But the first thing I do once I have raised 
an amlY is play ,I few games with it. This gives me an idea of 
what I need to strengthen my army, After a rew games. the next 
stcp is 10 eltpand this force by another 500 or 1.000 points. 

At the moment. one of the nnny\ we:lknesscs is a lack of 
magical soppon. Now Siano Mage.Priests are very powerful 
once they reach the higher magic levels. To be wonhy of leading 
a larger anllY, Qcnn-ltt must be elevatcd to a Mage·Priest 
Champion or C\'cn ;1 MOl"ter Mage-Priest. Fur somc addition:ll 
support in the magic area we coold also usc a Skink Shaman. 
Although they llre not as po,\crful as a Mage-Priest. they can 
carry two magic items (that's two Di.fpe/ Mc/Sic 5f:rolls), making 
them very useful to have :lround. 

Of course Siann Mage·Priesb are not thc only 
charolctcrs available, Amongst the ranks of the 
Lizardmen there are Champions and Heroes. 
E"ery unit should ha\'e :1 Ch.1mpion 10 lead it 
(especially the Skink unilS!). NO! only do they 
bolster the unit's figh ting strength. but Saurus 
Challlpimb Cltcel at chOlllcnges, The Liz:l rdmen 
illso have Heroes - we already hu\'c:l Skink Hero in 
our amly. Heroes are bc~t used to bolster the fighting 
strength and Leadership of the Lizardmen unib. A Saurus 
Hcro amlCd with a sword is a very dangerous opponent. 

The basic Lizardmcn wanior. the Saurus. is well suitcd to thc 
rigors of the W,lrhammcr bOl((lefie\d and is probably the best rank 
and !iIe troop you e:ln g~t in the game next to the Chaos Warrior. 
It is in the regiment area that the army needs strengthening the 
most. As long as yoo keep the Saurus regiments at least tell­
strong they can take on all comers. If you arm them with spea~ 
you have an awestJme dcfensive unit. A unit that is fi,'e wide and 
three ranks deep Ciln bring fifteen allaeks (not counting :lny 
Champion) \0 bear in a round of COm~11. But as good as the 
Saurus warrion; arc. thcy are not thc only troops available to the 
a Mage·Prics\. There arc the S;IUruS Temple Guards -the ,'cteran 
Sauru.~ of the Lizardmen annies. This regimclll should be at lenst 
ten to mtcen models strong. they already eome with halberds (so 
they are hilling at Strength S1) and work well with a Saurus Hero 
to !cOld thcm. If you amlor the Temple Guards ul' they e:1II get il 
hefty 3+ armor save (2+ if you take the Slwukm! o/ShieldilllJ)! 

Skinks mean .... hile:lrc a lillie like Goblins - you will nced lots of 
them ! Now we already have two vcry large units of Skinks. one 
beefed Ull for combat and one for skinnishing. We could expand 
the Cohon of the Turquoise Hawk or add another unit o f 
bkirmibhing Skinks by gelling :lnother plastic Skink oolted set. 
The true strength of Skinks is their \'ersatil ity: they ar", the only 
ones who can ride. whieh makes them "Cl)' useful indecd, 

We already ha\'e a unit of Cold Ones in our anny. although u.'e 
could do with c.>; panding it by m least :lnmher fin! modcl ... ilnd 
upgrading the Ch:llllpion \0 Hero, This will make the unit 
considcrably harder to beat. so they can takc on much larger 
regiments. The Skink ... can al~l ride a Terradon. which cnrries 
two Skink~ on its back giving the model 2 Wound .... The Terradon 
also canies rocks which it can drop with pin poim accuracy upon 
Ihc enelllY. Their biggest advantage is that they C:ln Oy. so gelling 
behind the cnemy 10 silence hi ... war n1:lchines is made a lot 
easier. AmI the Skink riders with puisoned j,lVclins and you 
should silence. the war machines without resoning to eomb"t. 

Perhaps the most powerful ere:t\urc.s in the Lizardmen ami)' are 
the huge Stegadons. No Slann Mage·Priest shoold go 10 war 
without one! Thc.<.e arc living ballering r.uns. easily :lble to 
smash IIp the enemy's rno~t powerful units. I norm:lll), place the 

Stegadon:1t the end of the ball ieline next to a Skink rt'gimentlil.e 
the Cohon of the Turqooisc Uawk. These two unilS advance 
together (both moving 6 M

) and charge the same unit. The charged 
unit nonmtlly disintegrates in the fin;t rQund of combat. leaving 
the two units free to roll down the entire enemy ballielillie. 

Another puwerful Lizardmen is the Kroxigor. These :lTe 
fean.ome creature, and make excellent shO\:k troop~. Amlcd with 
their dooble·handed brOllle axes they can ... mash apart small 
regiments and hea\ily annored knights with e:t'>C. Yoo can also 
place the Krox igor in regiments of Skinks. The Skinh ~wanll 
around the Krmigor. encouraged by the power of their bigger 
cousin. [n game terms this mcans thc Skinks havc Lcadership 9. 
bcnclit from an extra thl\.'(: Strength 7 allacks and cause fear! 

Even though the Li/..ardrnen do nOi ha\'e any .... ar mal·hines. the)' 
do have a great substitute - the Salamander. Thb sail·backct1 
liz:lrd can ... pit venom at the enemy. Thc cOITO~ivc poi~,()n e:lt~ 
through anything so your oppunent gct.~ no ~,l\Iing throw! 
SOllam:lnders work wclJ in ]>ilirs. placed til the end of thc 
ballielinc .... 0 you can get cle:lr sholl, into the r.mk ... cf your 
enemies. Alw:lYs try to aim for the enemy's elite trooJY.>. to 
whillie do .... n their numbers. If you cannot afford the points for a 
Salamandcr in your amly. you can always mount a giant bow on 
the Steg:tdon's howdah. This pcrftJnllS the S;ll11e task. but be 
warned. it docs miss:ln awful lot. 

The "mallest creatures in a Mage-Priest'S army are the ~wanllS. 
Lizardmen p,1y half the points cost for Lizard and Snake .'>wanns, 
both of which excel at slowing down nanking forces or {:ht 
moving unit~ like ca\·;:t!ry. TIle Snake swanll~ with their slllw 
movement are also very good:ll gu;trding the Mage·Pric~Cs rCOlr. 
stopping the enemy from charging him from behind. 

Lizardrnen :Ulllie ... really do not have any weak links. so it i~ 

really a ease of designing un amlY to fit your own fighting Style, 
Over the page is Qcnn·ltl·~ Temple Pyramid Guard anny, \\hich 
has been c~pandeJ by :In additional 1.000 puints. 

~~--------------------------------------
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ml1lld ,,/III is <{llif*,,;:'~"~':~~~~~~::~~~~~~~~~~~:~=~:~=:~~~~~~~~~~~;:~~;;~ WI" ,hm', ',u,"t! I" m,'n 0/"'''' 
('p'"/li"l: dird r/millK pm' M Cohort 1)/ 1/" .. Tllrrl"(1i~( H/l,,'k ~ Stinks 11';/1, 
d"ln~ill!: ""u..,. jm'e1ills & shidd.~. supported by ,II Kmxigor. 

SIUIJ" I : .'1./,,., 1 0 SkinkS normally form the majority of ranks so they can benefit from its higher 
11,,.,( /"" .. d ufo the regiments in a Lizardmcn army: Leadership and belief fighting characteristics. ,,/1 Ih~ nmdrh. 
I U1!I1t.,.."", ,Ii .. ", they are cheap and versatile. They arc also The unit is <llso led by the Skink hero HrFifve. 
IOIfh Ci",,/r/ IOho( more intelligent than <l Saurus and can tntin increasing this regiment's combat: potential. 
Imf/t'rn~1I11>fln III and ride the various be<ls ts (Tcrmdons. making it just as h<lrd as the Sauru:; regiment. 
m\ Sbllh <lrt' IInillJl .- Stegadons and Cold Ones) that the Lizardmen Our second regiment. the Cohon of the Green 
,,, /", "mIlX" usc in their amlies. When used as foot troop.~ Scorpion. is our skirmishing unit. Again this is 
Slagt }; nl<' Jim 
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you han: to be careful - Ihey ure not very good a lurge regiment with all Ihe Ski nks amlerl 
fighters and with their low Leadership they with shon bows and poisoned arrows. The unil 
have a tendency to run away a 101 (c\'cn on 3 has a Standard Bearer, Musician. :LIld 
dice Leadership tests). Champion named Ok·Ooqi. Atlhc stan of the 
Skinks can be used in two ways - e ither a.~ battle this unit will be set up in a skirmish 
skirmishers or fighting regimcnts. In our anny fomlalion on a flank. ,lfld harass the enemy 
I have one of each type of unit. I will sIan with with missile fire. If the enemy threatens Ihis 
the first one - the Cohon of the Turquoise flank they can form up into a block (five wide. 
Hawk. This regiment will take its place in the three ranks deep) and slow down or SlOp their 
main baulcline on Qellll-Itt's opposite flank. advance. 
The regiment i~ armed with javelins and Both units can easily be expilndcd with 
sh ields and has a command group of U additional blister packs or plaslic Skink boxed 
Standard Bearer and Musician in the unit. The sets. BUI I would be tempted to form another 
trick for fighting with Skinks in this fomlalion unit of ten Skinks to skimlish in front of Ihe 
is \0 use lilrge numbers -the regiment needs to main battleline. again to slow down the 
be (It least four ranks deep and must have at enemy's advance. 
least one Kroxigor in the unit. The Skinks g(lin 
confidence from having such a brute in their 

Tiu' Li::lm/mt'll Skill/.: /I/f,lI;e box .. 11 
s," i.~ '/'''III/ic/':es, 01'(1), /Q l",illI"p thl' 
/0118<' n!8im<!Ull' of Skillts "l'Cd~d fnr 

Col",rf of rlre Grrell Scorp"", - Sl;i,,!<J' ",i,II shor! IHI"'S, 
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Nick Davis is still knee-deep 10 strangely shaped polystyrene & PYA glue. but 
there is a light at the end of the tunnel (just as soon as he builds ond) ... 

Welcome to the third part of Jungle 
Fc\'cr Ie/leck 011/ WD223 & It'D225 for 
,h" first 111'(1 (Inicfe.~). Some months 
<lgo now I was inspired by Ihe 'Raising 
Ihe Army of RClcphau' section in the 
bO,lck of Ihe Lizardmcn book. and 
slarted 10 build terrain for my 
Lizardmen army [0 light over. J built 
the tcrrain in my lunch hour.; at work. 
To decide exactly what themed lcrrain 

to build [ turned 10 the Terrain Generator lable in the 
Warhammer BOltle Book. For each entry on the table [ would 
build a piece of suitable Lizardmcn terrain 10 lil! it - from 
jungle (for Ihe wood entry) to a ruined temple (which could be 
a steep hill or double up as the tower entry). 

WHAT'S BEEN DONE 
SO far I have managed 10 build a spawning pond (which can be 
the very difficult ground or lake entry) and a variety of jungle 
trees made from garccn wire. masking tape lind plastic cups! 
From these re lative simple terrain pieces I pooled together my 
newly practiced modeling skills and set out to build a village. 
The village is a collection of Skink barrios. The barrios were 
built from corrugmed cardboard ofT-cuts. They arc based on 
the ark building fe~uured in the ' How to Build Wargames 
Terrain' book. which I"w used to Icam dilTerent modeling 
techniques and for inspiration for new ideas. Using all the 
techniques I have leamed so far. I even managed to build II 

Li,wrdmen fortress surrounded by a moat (check Ollt Jill/gIl! 
F ... I"I!r 2 il/ IVD225). 

Everything I have built so far has used easy to come by 
materials and I have spent very liule money on lmy of the 
projects except for replenishing the PYA glue. I ha\'e used 
corrugmed card ball rd. cereal packet cardbollrd and even 
collected rocks from the ground instead of making them out of 
polystyrene. So it is preUy easy to get the material you need to 
build terrain. 

WARNING! Once you start building terrain il is extremely 
hard to stop and you will soon lind yourself knee deep in PYA 
glue. corrug:ued cardboard and bits of strangely shaped 
polystyrene. So read on at your own peri l ... 

WHAT'S TO COME 
In my first article I had just finished my village and WllS 
thinking abolllmaking a small centr;Jl pie('c for it. This will be 
a sllcriticilll pit dedicated to Sotek (no Skink village is 
complcte without one). Of course when rve built lhis it still 
Icaves me with ditlicult ground, hills. stcep hills and even a 
lemple - sOlhcrc's still lo;lds to do. Well here goes nothing .. 

THE 
SECRET 
OF MY 

SUCCESS 

r/lln YOII i/J/o 
(I secrl!l: 1"111 

/101 (j grelll 

lermill Imillll'!: 
Sun'. 1'\,1' huill 
hill.l· (lml mlldl' 
II"()tI{IJ bill I 
hlll'e 1I ... I·er 
IIIldertllkell 
such II big 
plVjl'cl 
hefofl'. EI''''r..· 
tedmit{lU' I 
hare lI.rell ill 

(II/lilY JUllgle 
Fel· ... /" lermill 
((lwllilm 
illdlldeslll ... 
Forlrl's.~) Ctlll 

be /Olmd lI'itllill II,., IJlIgel' oj llIi.l' IOwlly im'flll/lIbll' 
terrain blli/dillg gllide 1 • .,.illel1 by Nigel S,,·lIlIItllI. 

If YOII '\'e bel'li illJpircd by mI' JUI/glt, Fel'e/" article.I'. mul 
(II"(' going to hllrl' a go III bllilllillg II'/"/"(/ill/ol" YOllf g(llllt'.\". 

I .fIIggesl .1'011 gn Iwld of lhis book. It'J (' /"(/l/Il/1ed fidl of 
it/e(I.\·, lips (l/Id modding pmjecls. nll/gil/g JrOIll IIIl' vcr..' 
silllp(e /0 1II( 'I"f.' cOlllpliclIIl'lll1lvjecls. 

l~, ---------------------------------



OICAYOTL 
OxayolJ is one of the I;I:>[ of Ihc 
Chameleon Skinh. a breed that wa.'i 

:111 but dC!llfO)'cd with thc 
d(,.~U"uClion of the cit)' of 
l>:thu:t.'(. during the collapse of 

the polar w;lrp g:IH!~. 

lie is ama7ingly Mcahhy. and can 
creep right up 10 tht.: enemy without 
bt:m~ noticed, ming hi.) unique 

power:-. 10 hide even in Iht: open' He then ~tn:kes with his 
hlowpipc, firing dans lipped with deadly tarantula \"Cnom. 

TENEHUINI- PROPHET Of SOTEX 
Tcnl'huini • .'> the Prophet of Salek .md is .1 Sldnk Shaman. lie 
It:d the Red Crested Skinb on a great migr.uion from the 
phl~uc-riddcn city of Chaqua, and proclaimed the COOling of 
Sol\!k. who W;l.., to rid I.u~tri;l orthe (,,'il rat !lp:.wn. 

!;\clUuall). aflt:f sacrificing thousands of ~ka\lcn 10 
S()tck. the god wa ... Im'okcd and a p"'~c of Sn:lkcs 
rid LU~lria (If the Sk;l\'f:n of Clan Pc:.tilcns. Since 
Ihal lime, SOld, has been lhe grcall~1 of Ihe 
llZlrumcn }tod~ 
11u.: Prophet o f SUlek is .'ihidded from Injury by 
hl:- p,od, and c.lrries the Vasser of 
wtek. which ,trikes with the \\T'Jth ,---­
of SOIek and pUli' fear into the 
heam o(lhe Sk:I\en. He also carrie!. 
the sacred To/('m o/.wtl'k, on whllil 
Ihe plaque conLlining the prophecy 
o fSotek is mounted. During a banle 
1](' can invuke SOIek'~ wr:lIh, 
,ummoning ~crpenu; from Iheir 
hidmg pl:lCl"!i to attJ,ck Ihe enemies 
of the uJ'..ardmen 

DEEP IN THE DARk JUNGLES OF LUSTRI .... THE 
LlZARDMEN SOUND THE DRUMS OF W"'R. FROM THEIR 
MIe;.HTY TEMPLES AND RUINED (ITlts THE" (OME. A 
NEW SPAWNINe;. OF L1ZARDMEN CHARACTU':S, INXI­
HUINZI - SklNk HERO OF HE)COATL, TEMEHUINI -
PROPHET OF SOTEN "'ND THE (HAMELEON-LikE 
OXAYOTL ARE RELEASID THIS MONTH TO DUEND THE 
ANCIII'O' CIVILIZATION OF THE OLD ONts. 

INICI-HUINZI 
Inxi-lluinZi h. the molo! cunning :lnd pcr.,is tcnt Skink Ie.lcler 
mat has e\Cr been appollltcd to contain the upsl~ln colony of 
Skeggi, foundl-d bYlhe Nor..c. To thb cm! Inxi·Huin7.i and his 
Cold One Riders prowl the rain 
foreM, p:mlpas traCl1i and sh.al 
gr-.lS~, searchi ng for Norse r:lidcrs 
from the colony. 

Inxl·lluinL.i i!> one or the rt."" Skink!> l ... ·cr 10' c-.tptllre ;lOd 
SlICCCl-d to ride one or the rea~ome Homc~ Onl'S (much 
mon' aggrcssil'c cOllsin of the Cold Onl'), wh1Ch he nllmed 
X1t2.hpcdi (which roughJ)' translate.'i J.'i ' Oite-~~rc.l:l!>h-Wilh. 
rhe-Iail-bca!>t')_ Ill' ride" Xh1'.hpc! 1i when he krads the Cold 
One RIders 10 baltic. throwing a hail of d.tru, at hi~ opponenl.'i 
;1, .. he chargelo. 

o.Wf),ot/. 7l:t/,'bui,,1 mI(l rl/xl-I-J"/lIzi deslglted bJ'Alali Perry Homed Om: deslst/ed by ~Van Perry (md 1Hsh ''''''''!~O'' 

SPOT OICAYOTL AND WIN A 
1,000 POINT LlZARDM1N ARMY! 

lIe~'~ )our chant.1:: 10 ""in ~nn.ht', LII.Jrdlllen ~ r:unid Temple Guard Ilnny, t\!> 

f<!alured in 'Collecting a Lil.ardmen anny' Ihi~ b.~u<!. 
1ST PRIZE: 1.000 point Qerm-III\ Litardmen p)<rumid 
Temple Guam anny. 
lND PRIZE: J runt1t'r-up~ will recei\'C one <)1' cilch of the 
ne" Lilanlmen rell!a~s feoltur<!u in this is-,"e. 
JRD PRIZE: 10 l'\loner.up~ .... i11 receive an O:O;3yoll mmiallire. 

LeI't i~ the scenic b.'\t' tholt 'E::aV) Metal painter Keith Robm-on is gomg to U~ for 
hj~ 0'11'1)'011. To enter, 'Imply tell u~ whidl grid :square you think OuyOll\ head 
,h\luld be in and '5Cod your entry on 3 p'-J\lcard [0 us at: 

SI'OT OXAYOTL CO'll· .... 'TJION 
U.S Mail Order, 
Gam~~ "'orl~, 
t>7,l[ BayllJeadow Dr .. Glen Bumle. MO .. 21~~OI 

C'omptllhon do..c Munday ~lllY 31M 19'19. 
'\·'inne .... 10 be announced in While Dwarf ~J7. 
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JUNCLE COPSE 
1 w:mlcd one side to 
h.we U slllall jungle 
cor~c on it. NOI 

wanting 10 make 
any II ire Irees. J 

u<;cd the plastic Cli p 

Iree lo.'chn iquc (.\'/'(' 
tilt:' fir,u Jllllgit: 
ftl'l' r llrlide ill 
1V1J12J) and built 
three lrec~ of 
\'~ r)'ing sizc~. Thc~c 

trees were then 
glued onto the hi ll . I 

buried a couple of SlOncS into one side of the hi ll. fi lling the 
gaps wi th long grass. lbc long gmss was made oul of Yom] 
brush bri ~lks sprayed Dark Angels Green. I .\prinklcd on !!olllall 
stones for added clTeet aml lhe t'opse was tini~hcd. 

JUST A COUPLE MORE TOUCHES 
nlC hill JUSt needed a couple more touches to finish it 01T. I 
added paving slabs to the celllrc of the hill. I made these in the 
~ame Wtly : I~ those on Ihe spawning pond. nle hill was then 
covercd in PYA and dipped into a box of s:md (I did th is twice 
10 make ~urc I h;ld maximum cover<lge). When it was dry I 
went cr.lJ:Y with eoarse turf. almost CQ\'cring the ruined side 
wilh il (ilo\"C the o\'ergrown elTecll. 

The hill W:IS then sprayed bhlCk - doh~ In my haste in 
construl,ting the hill I forgot il was made out of poly~tyrene. I 
stared althe hill in disbelief at what I had dune mil.! wai ted for 
Ih .... hill to melt as the !ipray paint dried. 

Luckily nothing happened! I only had a \I!ry minor piecc of 
melting which I could pass ofT as mbble. It seems the hills are 
made OUt of polystyrene tha t can take spray p:l int rea:;onably 
well. The model was Ihen painted Gohl in Grttn wilh some 
brown patches. while all the ~Iones and mbble were painted 
grey. Finally [he trees w .... rc added and the model wa-. 
fi nished, ,, phe ..... ! 

TOO CROWDED! 
Looking at the hi ll I found only one real problcm - it ' ... ·us too 
cro ..... ded ..... ilh .'>Ccnery to place many n)\xlcI~ on il~ I was 
making gaming pieces. nOI something ju~t 10 look at! When 
building the next two I 
would havc to make sure I 
did nO! go craz.y and add 
tOO Illuch of scenery. 

Rig l!t: I (lilly mldl'll (I 

SI/l(ll/lIIIIOU/!/ of mb/)/e w 
0111' .~itt., oj lhi.~ llil/. / (IJlg 

11111 (/ slllill/ito/e ill ifS shit' 
willi Illy jill!t('/: Wid / 
omllil/" resin tlt!dillg 

1/1111"(' nHlr,~I' wif. 

AbQre: A !e.'S c(JI'ered hill. I could II(}/ n!sis/ mMin8 II/ell' pieces of de/ail like ,11(' ~Iulldillg JIO,,!' tIIlll ,"/lch ... I' vf Ctlllr.H: /It,}: I 1\"(/.1 

lII(}Il' c(ll"l'flillhi.~ lilll(' /() muke ,1'111"(' 111('1"(' WCI~' (jell/lIl/y places jor Illy u;'lInJ.\' /Q SII/IUI! 

Abol'e: TIll' Ihinlllll,{ hut hill I bllill. I Il'l'lII 1I 
lillli' IIIOrt' ('rll:,.l' wi,II ,III' salle'!' Oil il. Illlidetill 
s/f/ul/ (fIlar 11t:.W 10 Ihe ('gg lI.filll: 1I g(I1''' pimC', 
(lIIll [/ gtrllfP oj s/(lIIllillg J/OIlt',~ in lIlt' Ilir ('orner. 
Ami of l'OIll'~t' I lwd /() (uM .tollle course flllf 

Right: All impllJ.m!J/c .H't"lioJl IIle hill. U.I'inS Illy 
fingers (Iullltiy /lux/dins '(HI/,f) I g(1II8('(1 OUi 
.f<'l',iOlu of,III' hill jor tl IIIOft: rllcky "IJIJI'lrlllla. 

This was he1/Jt'li whf'lt IS/Imyell/III' hilllJ/{/ck w.d 
i'lIIelll't! fill" gOIl!;l'l1 011/ {//,(,ll .~. 

. my egg 
higMit-:luetlllp lrom bltldl. w 1I'IIi/e. /1111'11 clII't!Il'd ilwill. gloss wrmisll /0 look 
like eggJftell, I (lI,m (ldt/cd ('(lI'illg ,~f"'!t'S fifO/lilt! il /{J gil'l' ,III' illll,,~s!Jiol/ 

of (lit lIbwu/IJIJI'd feml lit'. 

-_0---------------------------------------------------------------------------------
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THE VILLAGE SACRIFICIAL PIT 

(or Ih<.' Siaon shower) 

TIle Skink vilbgc nccdctJ a centerpiece. a place where Skinks 
g~lhcr. ~ foc;1l point fOf thc community. How about a pit to 
drn~ poor. unfortunate c:lptivcs for sacrifice to Sotek~ The pit 
\lartcu Qut as a village totem pole. whil;h I madc out of two 
metal glyph plates £lued 10 a strip of polYl>lyrcnc. The toh~m 
~a.. going to be stucK 10 the base of my IWO story barrio but I 
changed my mind (I actually forgOiIO lc:J\"C any space for it on 
the b:lfTio's base - doh!). 

Thc pit was a really simple piece 10 for me to build. I cut out a 
square of polystyrene. Slacked three mel<ll glyphs together to 
make the steps and glued it all onlo a b:1S<!'. I then broke a 
comer of the square with my finger and covered it and the front 
of the pit wilh coa~ turf (available from modeling shops). I 
wa~hed o\'cr [he top with watered down PYA glue - thi~ 

stiffens the coarse turf, muking it easier to p:lint, I finished 00' 
the base with coral gravd lind then sand. 

I used polystyrene to m:lke 
the Mjuare and the totem 
pole. This material ha. .. 
a nasty habit of 
melting \\hen 
sprayed \\ith p.1int. 
To llwke sure th is did 
not happen [0 my mooel. I 
used watered down PYA and 
mixed sand into it. I painted this mix onto 
any e.~poscd poly~[yrene - this should "top spray paint from 
melting it and mining the piece. For added peace of mind. 
when [he mix was dry I made up another batch of watered 
down PYA und paimed this over the top of the te;uurc mix. 
This would reinforce :md seal the texture mix so hopefully 
none of the spray would get through to melt the polystyrene. 
When this was dry I took a deep breath and sprolyed it black. 

It worked! Reinforcing the polystyrene with the texture mix 
nnd PYA left me with minilllalllIeltage. Where the model had 
melted. il actually added texture 10 the model. It was time to 
paint it. 

nle pit was p"itHed Shadow Grey and then highlighted while. 
The coarsc turf wa.~ p.liuted D"rk Angels GI\."'('n. then Goblin 
Gre.:.n and finlllly Sunburst y .. llow. I finished off the base with 
Goblin Green. then added some brown for rubble and worn 
ground. 

Below: Myjir,vf juugll' !rill. A lillie m·u· 
CI'/JU'ded Willl.n·I.'IIt'f): Iml gl'''(/( fim 10 blli/ll. 

The .... acrificial pit was finished and with :t the 
vill<lgc was complete. It was lime to dedde on 
my next modeling projt.-.:t. I'd built the jungle. 
crc:ucd the spawning pond (counts :IS very 
diffinlll ground/deep river or luke) and C\'en 
raised :t village. [ decided it was time for some 
hills. 

HILLS 
Ill:1d deliberately a\'Oided the hill Cnll)' because 
I kllew muking Ihem would be incredibly 
me~sy. PJu~ I really did not have the ~;p;lce 10 
build thcm ut work. Luckily by the time I h:ld 
finished my village there wen~ new 
WarhammC'T hill!> available unflocked. This 
wa) great. saving me a lot of time and make the 
hills mudl easieT to bui ld, 

A ONE LEVEL HI:LL 
lOr the Skin~ hUp.<l'OICh Ix~trtl) 

I grabbed Que of the hills lind 
experimented on it usin~. almost 
all the techniques I had [eamt so 
far. Looking al photographs of 

jungle hills I found in books. they 
were mainly overgrown (Or were 

covered in rubble. [ dedded Ihal o ne side 
would be covered in jungle and in true Tarzan 

movie tradition the Qther lIide would feature a collapsed 
t .. mple plinth. The middle "oold be paved in the same way as 
lhe Spawning Pond. 

I wanted the colhlpsed end section buried under a t::mgle of 
overgrowth and strewn rubble. This would also be an area of 
difficult ground. I buried some suitably lIhapcd stones (I find 
('oncrcte or brick bits arc besl for this) by CUlling holes into the 
hill. pouring in PYA and then inserting lite stones. I repc:lled 
this same ttx'hnique for the glyph plates. I then covered the 
temple area \\ ith coral1>loncs for a unc.\'cn surfacc. I let thill dry 
\\ hilst Ithoughl about the other side of the hill . 

Aln.lI'e: Thl' col/lll)Srd 1t'lIIf)/1' -11lI/f IJltded Li:,tmllllt'll g1.11)IIJ. 
('(}I'rred ill {·(JlIf.l't' II/if. 
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THE RU INED TEMPLE 
A quick SC:lI1 of the Warg:unes Termin book showed me th:Jt 
the temple could be made up from layers of polystyrene. I 
(liun·C have any ... ~u I used corrugated cardboard instead. I cut 
out a rough squure shape and four sides oul of the card. Then 
u!>ing my hot glue gun (PVA does the same job) I stuck these 
lo~elhi.'r at right angles and my ba.c;e was finished. I repealed 
Ihi~ a bit smaller for the lOp section. and Ihen glued the IWO 
hahes together using PYA. The gaps around the side of the 
temple were filled with DAS clay and then I left it to dry. 

All Liz:lf(lrnen temples have .~[one sleps leading [0 the top. r tl 
never made steps before but I did have an idea! Stacking 
corrugated cardboard together. staggered at imervals of Smm 
made great sleps. 11hcn cut some sides for the staircase OUI of 
corrugated cardboard and glued them to the stairs. The gaps in 
the l'ardboard were filled in with DAS. When the clay dried I 
glued the stair:; to the now fully fomled pyramid. 

GLYPHS (, RUBBLE 
Before adding glyphs. I based the pYl".l!llid with a thick piece 
of cardboard. the edges of which I sloped by cutting at a 
~5 degree angle. When the pymmid was finnly attached I 
stam'<lto add the glyphs to it. I glued these O!llO the " 'ails with 
supcrgJue. I :dso glued a few glyphs on the basco as a few 
plates would have fallen down over the centuries. 

With this done I added p:1Ving slabs (using thin cardboard CUI 
illlo 1 by lcm squ .. res ) 10 Ihe front of the model. and sand 10 

Ihe base. Then I \\"enl OIbsolUlely crazy adding coral stones to 
the pyramid - [ built up "lroost all Ihe rubble in layers of small 
stones and lOIS of PYA (an entire boule!). When the rubble 
dried I addt.'<I loads of coarse turf - the lemple had to be 
overgrown as wetl. Finally. when this 
W:IS all dry [ washed all over the 
ntbblc ,LIld l'oarsc lurf llfeas with 
watefed down PYA glue and then len 
iliO dry lit only took 24 hours!). 

Righi: I m u/dIl ·lll'si.H alMing (l liflk 
dNlIiI m tIl/' (Jymmid 11'1111'/1'. I 
(11'ddl''' lliat 0111' shit· of the /emple 
wmlld be ,wreU'1I in /"/Ibh/I'. (IS if " 
/t1l}:1' (llwr Iwd b/'I'II {"IISI off IIIl' 101' 
(If Iiii' " .'·l"lImid. 

I 

AND FINALLY ... 
I sprayed the model black and then painted the base with 
Goblin Green. The pyramid wa.~ then painted with Snakebite 
Leather followed by Bubonic Brown. then Bleached Bt'ne and 
finally a lighl coat of Skull While. The coarse turf was 
drybrushed wilh Dark Angels Green. followed by Goblin 
Green and fina lly ;1 highlight of Sunbursl Yellow. I then 
varnished the pYr:lmid and let il dry. 

So what's nex!'! I han' completed the Terrain GenerJtor table; 
I now have a piece of lerrain for every entry you can roll up. 
However many of the piece~ fill more than one entry - ie. Ihc 
ruined temple counts as both a lower and a steep hill. I am now 
going back over my tetrJin and I am going to make one piece 
for each entry on the chan. Should be fun .. Maybe I'll gel 10 

lell you all :lbout it in :l future White Dwarf. 

Wellihat's it for now, I hope there is somcthing here to inspire 
you to build themcd terrain for your army. I have cenainly 
leamcd a lot from my experience. 1 hllve played a few g:llnes 
now with my thelllcd scenery and I must say it really brings 
your games 10 life, My Li7.ards are finally defending their 
realm from the ravages of would be conquerors (it has also 
impro"cd my game). 

One last thing - the lerrain I ha,"e bui lt also works extremcly 
well in Wamamf)1er 40.000. I playcd a game O\'er itlasl week 
.. nd the scenery fits perfectly. My Imperial Guard can now 
b"lIle across mysterious ruins and through dark jungle. I h:lve 
a complete baU1clicld fur both games ... great! 

So grab Ihat sticky lape. fomge for stones. hoard unwantcd 
packaging. gel some PYA and make terrain! 

AhQl'e: The fIIill('(1 (('lllple. Iluldnl llewil.l· Ilki' file l'ol/lIf,sed f.{lyph plates 011 fhl' sille. lmd pale/rl'S of ('our.\'(' IlIIt And IlI"ll.l' 
clIrrfid f(J /lllIke S/l ll' /lIrll' \l"el"(' p/lI('l!.f for Illy U:;tml.\· 10 silllIll! 

~--~----~~~---------------------,--



ON DIFFICUlT GROUND 
I had finally buill the hills :md my [erT'Jin plan was sHining to 
look complete. wilh only a few more pilX'cS to make. Looking 
III the TemLin table I dCl:ided \0 make sortie difficult ground (I 
h;IU already done the vcry difficult ground). Now according to 
the book. dillicult ground is scrub. soli sand ... shallow pit. 
debris. an area of loose rocks or e\'en boulder strewn ground. 
If I combined a coup!e of the aoo\'c c[('mellls. making this 
should be ea.,y, I decided 10 make the piece~ of diOkutt ground 
on ~epaT{lle bases so I could easily IIIm'c regiments through it, 

All the pieces of difficult ground hild to ha\'e rock.-. and 
boulders on theill. so it was orr into the caT Pllrk ror five 
Illinute~ :<.crabbling around rur suitable stones, These rocks 

PYA. if you arc willing to wait twenty-four houI'S. I added lillie 
pieces of detail [0 each one and then ~pmyed them black. 
When this wa.<; dry [ palmed the bases Goblin Green. and the 
rocks Snakebite Le:nher. followed by Bubonic 8ro"'''n and 
Bleached Bone 10 finish. On one piece of difficult ground I 
drybrushed the rocks grey - which links in with the collapsed 
temple on Illy first hill. 

QUICK (, EASY 
I was able to knock outthcsc pieces in less than thre.! hours, 
which quite surprised me. So I took a quick breather and then 
plunged head first into making iI ruined temple. This would be 
the very steep hill or the tower entry on the Termin table, Well 
that was the plan anyway, 

were then glued onto thick card Wilh a hot glue gun (a very r---------------------------, 
handy tool). although two-part cpo:ty glue will do or ewn 

Right: The (/ifjicu/r groulld i,f 1II0(/j' 1If1/ of ,~/tII!(' ,~ glffe(/ 
Ollto ctUylboard, I lidded ,wlllfler ('01"111 SIl)I!(',~ fiJI' I jJl'("/. 
Till' emire piea Wm" (lilli/lSI l 'm'I'n',1 witll ('(/llrst! tllli 
(Quick til': wasil o\"t'r till' C/Il/r,w tlllf witll ,,"/IIl'It',1 d01l"1I 
P\-:.\, Wit I'll dry, this lI 'iII gh'e" j'tijfl'l" ,\"I/IfllcC II) dry'/mult.} 

Riglll: I got (/ lilllt' lIIore cn'lIlh't, with IIIi,f pira, I 
IU/dcd 1/11' ollter half of III/' il/m,ui/" Plirk cg~, 

bmkr/l illlo lillIe I,ic("t'l'. This ,,'/mld IIl,w /Ie (I I'/llce 
of sigilijil"llllce for Illy U:.tml,\', ,w I lIIJdI'd 1I gl.wh 
1,lil/t' gllll.'(/ to (I rock .rilll u Hot Glllt' Gil/I 
(SIIIN' 'S/lle 1I"0llitlllo IIII' SlIlIIt' join. I Illell filled ill 
IIII~ }:tIP,V (mit/lid Ihe gl.l"flh witlt OAS /IItHlelillg da)". 
Agllill f (/(It/I!lllo{/(/s of t'Otlrl't' Illif 10 litis piece, 

l.A!ft: Tltl' jillislwd l,il'l'I', II 11'(1.1" p(lillll:"(l fmlll 
II baSf' of bluck, willt Goblill Grl'CIl Oil tIll' 
blHl' lIlIIl I"OllrSr tllli f pm'II/f'(1 Sl1l1kl'llill' 
umlwr 011/0 the rocks, fi,f1(J\!'I'll by Bub/mh' 
Broll'lI 1II111 t/tl'll Blel/dlnl/Joll t', 

Lefl : TIl/' (·mire 1II00it'/ \\ 'lU pailtll'll fmm 
(/ bilSI' f(NlI of b/rr('k, Tilt' egg 1\"11.\' 

Pllillll'll Ilh'IIl"ill'd HOIlt' (//1(1 thell 
lIi,f!./lliglrll'll while, ror 1I .~ItiIlY "gg,fhdl 
Ilppt'lIrt1l1CI! I brtfsh('(1 g/05S I"lInti.~/1 

IJI"t;,r Ifti' tIt't'll ,if IIII;' brokell egg. \l7tft 
Ihis 1/11111!. IiiI' egg .\"tIS fillis/lt'll 0.1 with 1I 
('OCII of U'lI/t' rl'(/ IfOll'lI PYA 10 mId 
e.r/m dllmbilit)" III lite lIIodel, 



contcmpl:ning ·the me:tning of time :.ml the 
mysteries of the universe' . 

Then: rea lly is no hidi ng p lace o n the 
b:ut leflcld . If you PUI Ihe SI:.nn wilh a unit. 
because it is a large t:trget and goes in the 
front rank. it gets shot at. lfrou leave il o n it.<> 
(lwn. ~(lme :Iirix>m c nasty drops out o f the 
sky and starts beating it up. \,(fhat makes the 
situ:nion worse is thai the Siann general will 
probably bc: providing most of the magical 
suppon for the a rm y. 'l1,e loss of the model 
will cost Ihe owning commamtcr much mo re 
Ih:m just the \'ictory points that a rc gi\'en 
:1\\'rI}'. 

111e mOSI ohvio us way to case the si tuat ion is 
III load u p your Sian n wi lh protect h'e 
m:lgical de\'ices such as a Jade Amlllel, an 
IilllberAIIIII/{'1 and my f:l\'orire. the l l llllllel of 
)(a/Hl fi. 

The second way is to go (or a fdlter and mon: 
unconsc:iou~ Sian n. Thl' It .. "d one Mage­
Pries t is a comple te weed and should only be 

Skirmishing Skink archers emerge from the jungle 

l'()I1sidcred when you have "cry few points to 
spend. For any ann), of IWO thous:md points or more. a 
Master l\lage should be chosen. Hc may COSt onc 
hundred and e ighl)'-l'ivc l-XITa points but a Master Mage­
Pries t is much hard er to kill than a Mage- Priest 
Champion. With the eXlnt couple of Wounds and the 
'Ioughness increase. it would t:lke a dozl'n Wood Elf 
SCOlit'S eight turns. on :1\'Crage, to kill the Master Mage 
cOlllp:. red 10 only three turns to n:ti l the Pries t 
Champiun. 

10 pn:\'ent the u nnecessary delllhs o f fat toad cn::ttures, 
my recommendalion is ,ha t you lead rour :lrmy with ;1\ 

Ie:L<;1 a M:lSter Mage. 

One finallXlim - paint ing your Siann pink may not be a 
good ilka. I':.inting it 1"\\'0 
hundred wall florescent 

could be laken out by a Iud • ." SllOl from a water pistol. 

My opin io n? Skinks an: fast, br.lvc. scaly, poiM)nous and 
cheap. 

Deploy them as skimlishers and Skinks can really rrd\'el. 
A couple of twelve inch, double pace mon:s , and 
suddenly h:lving only a Sixteen inch r:tllg~: seems far less 
of a problem. Fast liule Skinks. 

Apart from du ring 10rlOise I-I arc head-to-head 
m:lr.l tho ns, being s low of thought and deed has never 
seemed like much o f an adl'amage. But the ext"'t d ice 
Skinks gel as a result of Ix:ing slow 10 react mc:lI1.S Ih:1I 
alt hough Ihey h:,ye a Leadership r.l ting of s ix. the}' pass 
P:tn ic lests almost :L~ well as no nnal (two d ice) It-oops 
with a I.e :ldership o f eight. Br.II·1.-' li tt le Skinks. 

pink is ddini tely a bad 
move. I am com'inccd thai 
the SI:lI1n I faced :1 few 
months ago caused me to 
lose sever.11 thousand 
unsuspecling re tin:l (ells 
and lefl me with an 

The Slann caused me to lose several 
thousand unsuspecting retina cells and 

left me with an unwelcome sun tan. 
unwclcome su n tan. 
Dressing rour Siann in a colour that will dr.lw so mUl'h 
extr. •. ullw:lIlled :Ulent ion is just :tsking for trouble. My 
own Slan n is painted a pas tel blue, 10 cause as lillie 
uffense as JX)ssiblc and no heal th :md safet}' concerns 
for my opponenL<;. 

ABOUT SKINKS 
MSkinks arc small , weak and rubbish, \'Ii'lly can' t 
some decl'n! :m:hers in this ann)'~" 

I can sec how this o pi nion might arise. At first glance the 
Skink bowm:tn docs nOi e ndear himself to a U7.ard men 
commander. His bow has a palt ry maximum mnge of 
sixteen inches. He has the :m:hery skill of a Goblin. the 
fighting prowess o f a Sk:!\'enslavc. worse Leade rship 
than an Ore and is o nly talle r than a Halfling because o( 
the crest on his he:ld. With his p:tthelic Toughness he 

I really :tp preclate lhe f:lct that the)' havc sc:lly skin. This 
skin gil'es them an unmodil'iabll! six 10 save. YOlt can 
drop :10 office block o n a Skink :111<1 he will still sal'C on 
a six. Seal)' litt le Skinks, 

It makes pricking a fi nger terminal. but I : l h\~IYS give my 
Skinks poison arrows. With :tn inercas(.'(1 Strength of 
fou r. the combination of a bettcr chance of wounding 
and a reduced saving throw reall}, boosts the 
cffeclivcncss o f a Skink's l'irepower. Well wort h an I~X t r:1 

h:.lf a point. l'oisono us linle Skink. ... 

So how much does a full}' tooled up, fast moving. valiant 
little lizard COSI? 1\ mere six poi nts. That's the same COSI 
as an unamlOred hUlmtn with a spe:lr. J know which J 

wuuld r.l ther h:I\'c. Cheap little Skinks. 

Oka), so maybe now you :Ire thinki ng thai Skinks :m: 



FIGHTING WITfl 
COLD BLOOD 

By Mike Walke .. 

A regular contributor to White Dwarf, Mike Walker is a 
veteran Warhammer player, and has fought with a,nd 
against Lizardmen armies dozens of times. Ibis month he 
shares his thoughts on using the scaly ones. 

Unusually I find myself in a sitUlHion where I h;wc plcnt)' 
of time in which co write this article. So allow me 10 
spend a ft'w pamgr.lphs givi ng you some background on 
how J Clime to start it. 

Now Iha' a few items wflucn by me h;lVc itppcarcd in 
\Vhlll' Dwarf. local players who know me have started 
asking me for advice. Fortunately 1110st of the queries 
ha\"c been about \X'arhammcr and only ;1 few have 
concerned weightier m;utcrs like whkh Lethal Weapon 
film had the highest body count. if all the members of 
Steps would Iii intO lillie DaH"s shed or who would win 
if Scooby Doo took on Bagpuss'. 

A~ far as the W'arh:lJnmcr questions go I always try to 
help. Fcwenough people arc interested in what I think. 
so when someone wants an opinion I provide one. My 
adl'icl' may nOl solve or even case their problem, bUI I 
('njoy eVtTy opponunily to pontificate <It length on my 
(al'orire hobby, 

Liz;lrdmt:n <lrmies are bolh diffic.ult to beat :lnd difficult 
to usc, So in the next few pages you will lind my 
ruminations on a few of the mo re interesting problems 
concern ing Ihe creatures from I.usl ria Ihat J have 
disfuSsed wi th Im:al Warhamml'r players, 

My own c)[pcrience wilh Lizardmcn consists mainly o f 
getting beaten up ' b~' thc diffe rent incarnations of 
Alan 's ' scaly o nes, I (l iSt) ha\'e my own two thousand 
point ho(trd of pool.born and h;lI'l· been known to 
unic'lSh them upon unsuspl'Cling opponents wh en il is 
humid enough, 

THE MAGE-PRIEST 
"My gener-d, the fal, pink lump, al\v:ays seem:. 
shot to bits by Elven archers. \,(Ihat can I do'" 

(() get 

The nipp:tnt answer her<." would be ·'stop fighting Wood 
Elves M

, HOII't'''er, th is question highlights a I'cry real 
problem confrollling 
each J.izardmen 

Lizardmen armies are both difficult to 
beat and difficult to use ... 

command er - how 10 

keep his Slann gt:nt:f'J.1 
ali\'e , 

Some weeks ago While Dwarf Slann' Paul Sawyer 
contacted me and asked if I would like to do an item on 
I.i'l.ardmen for this White Dwarf, 

After thinking aboul it in tht' bath ' for a bit. 1 rl'alize{1 
that a large proponion of the questions I had been 
;Isked recently concerned thc cold·blooded ones, \l'hich 
is a bil odd really, as [ have found them to be o ne of Ihe 
lo ughest of the current Warhilmmer armies, Just as my 
skin beg:m to take o n a Saurus-likc texture, something 
reallr proround e:tscd ils way inm my consciousness_ 

So It't me get this SIr'J.ight. 
The 51 ann. 'second only to the O ld Ones in wisdlom and 
unders tanding' decidl'd thm Ihe best method of 
maneuvering themselves (Lround a battlefidd was 10 be 
carried shoulder high on a large, bone chair, adorned 
with brightly colored tOtems - nOt onlr inviting el'cry 
bolt thrower and Eh'en archer on the battlefield to take 
;L shOt, but <lIsa cre:Lling a large target to make those 
shots a bit easier. All that is missing is tL sign reading 
'·shool here for big victory points" n:Liled to Ihe Slann 's 
forehead, I suppose common sense is no t reqUired 
amongst those who spend mos t o f their timc 
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$k11lJ..· Cvld Olle rit/('rs work Il'i'll (}II the 
j1(mk (II the I,;::{I('(I/II('" bault'/im' 

the bau lcficld . ei the r pl'p peri ng o ppo nents wilh 
poisoned projec tiles o r chargi ng ;Ind C;lusing chaos wit h 
deadly di\·e·bombi ng. No lone magic user. organ gun Of 

out of control Gobli n Fanatic is safe, The \'Cry nast)'. 
last'r.guided dropped rock all;lck and three o lhl"r allacks 
pl:r m()(k1. means that these creatures can take on qUite 
tough opposilion. Used against wcll s(: lcclcd largcls. Iht· 
Terr.ldons em do s ignificant damage 10 support units 
and w:tr cnglm.'S. 

l-IowC\'cr thcy must be used carefu lly alo they can be a bit 
fr.lgile. They must :1 \'oid gell ing charged, fi ghting b rge 
u nits and II) ' nOI to get sc r io usly shot a t. The 'Icrratlo ns, 
like Ihe Cold Ones. suffcr fro m their ridcrs having the 
Toughness of a paper hank)'. 

For tWO hund rcd points of \'crs;uile ;md ust' ful troops 
gel the 'ii.'rt':ulons. 

MAGIC AGA IN 
"If I l'an JUSt go hack to my earlicr question - why is it 
;I IW;I),S. alw:lyli I-ligb Magic?" 

I-ligh Magic, Pure. noble and powerfu l. 

Ha u le Magic. Utilitarian, common and functiona l. 

This jusl ;Ibou t summarizes the twO st'tS of cards. Fur 
example compare thest' two lopells; 

Fit·ry CO/lftQl"a(iou is not JUSt Ihe beSt High Magic sp .. :II. 
hut m;!y also be Ihe beSt spell in Ihe cmire game . If 
loUCl'l'ssfull), l·a. .. ,I. il docs an avcr.lgc of sc"en Slrcng,l h 
four hits now and scven Strength fi\'e hits on the same 
lInit in thl." next m:lgic ph:L'i-C. There is no 5:'l\'ing Ihrow 
allowed :lI1d it rcmains in pl:ty. becoming morc and 
morl' d angerous until dispclk-d - that's a lot of clmfCoal 
for tWO powl."r cards. 

Tht' Batt le Magic spe ll lJeslmcllOIl docs an awrage of 
sel'en strengt h four hits for two poI\'l'r c:lrds. Not too 
sh:lbby, but it is jusl nOI in tht' same claSlo as thc ,.·ier)' 
COII/·oUliioll. 

lk:forl' you stands a proud and \'irtuous Gr.liI Knight. I-Ie 
has i>I:neat h his SC"al a s tout warhorse to l":lfT)' him into 
b;lIIle and nn his heels hI." has goldc n spurs to guide thc 

mighty beast. He has o n his chest ;1 plate of metal with 
his fine f:lmily's embk-m :lI1d has on his he:ld a silver 
hel m. bearing the p!.)lt' ll! symbols of the Gr.l il , 1-11.' has in 
his lcft hand a strong shield to ddlect the blows of his 
enl."mics and in his right. 10 figh t thl'm with. he wields a 
rollL·d up nl'wspapcr". 

Equipping rour Slann with Bauk- Magic instead of High 
M:lgic is f'.u her likc thaI. You ha\'c gi \'en him almost. but 
nOt quite. e\'cryt hing he needs. 

/JIlIsl . iHOI'e Unil, Net and Ho l d Fast do thei r beSI to 
olTer some im pn.:ssi\'e Baule Magic. hut the real qual ifY 
remains in the High Magic dl'ck. 

"I ills w ill Slroll ahout the b:utle ficld at you r whim w hen 
you employ the I-ligh Magic Assali i t of StOll£' spell. 
lnfinitdy powcrfu l Dat'mons and immortal Undead w ill 
d issoln- into black puddles of steaming Bo\'ri l~ \yht'n 
rou bring them into com aCI with Ihc High M:lgic 
&l1IiS/)III(,1I1 spcll . 11l(~ e nemy's units arc frozen in 
pl:lt"C, g real :Iirborne beasts arc hurled grou nd\\":lrds ami 
war machines arc lilcrally blown a\\'a)' by Ihl' l-l igh Magic 
n'lI/pesl spdl. 

Alung wilh the th ree pOlen l spells I h:l\'e jusl 
exaggcnllcd . the unmatchcd Ficry Co/lI ~)c(jlfoll and the 
cxccllent /fllllt! vJ (;IOIY mean that I'ligh Magic ha~; no 
equal. Tht· a(h~.lIl[agc of :10 ext r:1 de:.lt c:.rd to chose 
frum scttles m:lllers. 

If you slill h:l\"t,' a hankering 10 dabble with B:mle Magic, 
gl't a couple of Skink Shamcn . 

Well that's aooul il. I can sct' the excess Winds of Magic 
cards being rcplaccd. 

The UZ:lrdmen arc o nc of the best 
armies around. I pi ty those that li ke me 
f:ll'l' the m regu lar ly. I hope these 
musings hal'c been of interest and .. . 
Sorr)'. but l'vc got to stop now, A\:\n h:ls 
fina lly finished his lurn and it's my go, 
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really quite good. Welilct me introduce a creature that 
makes them brilliant. The Skink$ hulking older brother. 
the Kroxigor. 

Sklnk$ and Kroxigors are allowed to cohabit in a mixed 
unit. This unit benefits br using the Kroxigor 's 
teadership of nine for all I'sychoiogy tests. In combat 
not only do all the Ski nks in the front mnk fight - the 
Kroxigors behind them can also contribute to the 
carnage with their heavy a.xcs. When calculating the 
combat result of the unit. the full rank bonus of the vcry 
numerous Skinks is counted and the unit benefiLS from 
the low cost Skink Standard Bearers and Musicians. 

The only drawback is that because Kroxigors are clumsr. 
blundering and walnut br-.aincd. the unit c:lnnot 
sklmlish. 

That aside, the combined unit both shoots and fights 
vcr)" effectively. The nine Leadership gh'es you some very 
resilient troops. It really d oesn't gct any better than this. 
Brilliant litlle Skinks. 

They are the elite of the army. They C'.lrry nasry Slrt'ngth 
enhancing halberds. 111(.,.' wear neat helmels mack from 
Steg;.don skulls·. Equipped with armor and shields, the)' 
get an excellent saving throw of three. Oh and li:;mplc 
Guards lLre nippin' expensive. 

If you pay the c. ... tra three l)Oink" for the amlOr :lnd 
shield , issue them widl a nice magical b:iOner (Slandard 
of Sblefdillg, jaguar Siam/lilY/ and \r~lr BlI/lller arc all 
cheap and recommended) and get enough of t hcm to 
'-'Qunt a m:Lximum rank bonus. you get :1 unitthac is ver)' 
nasty. You will not get that for rwo hundred points. 

I really like these figures and Ihey :.lwa)'S form part of my 
three thousand point army. In small numbers however 
[hey are not dTl'cth'e -twO hundrt:d points can be better 
spent. 

On Cold One Riders. 

These arc my favorile JjZl.rdmen troops. I lovr~ being 
able to set [his lizard on lizard combination onlO the 

enemy skirm ishers, to send 

The very nasty, laser-guided dropped 
rock attack and three other attacks 

per model, mean that Terradons can 
take on quite tough opposition 

them charging them into the 
opposition's cavalry and 10 
smash Ihem into the flank of my 
opponcnl"s major combat units. 
For two hundred points you get 
a unit of eight fast moving, fear 
causing and dangerous models. 

Great Creslcd Skinks an: no 

A QUESTION OF MAGIC 
"Should my Siann usc I-ligh M'lgic o r Bailie M:lgic?'" 

High Magic. Always. al\\'".lYS Hi!o!h Magic. Next (IUcstion 
plea.<;c, 

CHOICES. CHOICES 
~ I han' rwo hundred points left and a choice of a unit of 

Cold One Riders. Temple 
Guards o r "i:;rradons -
which should I taker' 

more proficient in combat than 
Skinks wit h lesser head adornments. Thcy :H'C a hit 
stronger though , ,and contribute 10 the thrt'c Strength 
four attacks genera[('d each round by (:ach model. 
\~'orking o n tlu.' more-<lic(;·the-better thL'"O'1\ these guys 
out·roll mOSt mher <:a'';llry. 

Unfortunately their san."" of three docs not stop missile 
troops devastating them. bcC"".tusc of their pitiful 
'Ib ughness. If )'Qur opponent's ,I rmy is brim·full of 
mngecl weapons rou ma}' nOI \\'".Inl to usc these guys. 

Thc}' alw havc a slight re1i:lbiliry prohlem. Thc unit 
suffers Srupidiry until )'OU t::m find some e nemy for the 
Cold Ones to munch o n . Their role as fa.~t moving strikc 
troops will often tllke them 10 disl:ant parts of thl." 
b.mleficJd where c,'en with three dice. tll(: Skink 
1.c:Jdership rating is JUSt too low 10 o''Crcome tht, 
Stupldirr regularly enough. 

My tWO hundred points would bc spent as follows. Cold 
One Riders arc cheap. but effeClh'e ca"airy. Howc"er 
lX'caust' of their weakness against mnged weapons :lOd 
their habit of going stupid at critkal momcnLS. I find th'l! 
I must recommend you spend the two hundred points 
on the ·Icrmdons. 

I mar have mentioned earlier in this :trticle th:1\ I 
rea lly like Skink •• rchers. For I"WO hundred points 

you can gel ten of them, mounted in pairs on five 
giant, nring reptiles. For a few cxtr.a points you t':l0 

gh'e the Skinks poisoned arrows and shields. Might I 
suggest you do both'. 

'nle "crradon unit is able to strike at any part of 

li Oht"lollsly II/~ {I bl, (I",'",~mll(J ~.~I.-rI("1 I~ skull Ix"", 
/,.,'" 1111 ",,,t"ll/illg ",/ult 51<"},"U/OII lbo! Ix",,'s "s.~/ b)' I"" n·mpl.· GUlml 
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TICHI-HUICHI'S RAIDERS 
SKINK COLD ONE RIDERS 

SClllpted by Ahm I & Trlsb MorrisOIl 
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RENO'AlN 
White Dwarf proudly continues its series oj exclusive n ew Regime nts 
of Renown jar hire. The Dogs 0/ War have fought for a n d against 
every known (and unknown) race in the Warhammer world. They 
all fight for Que common goal - fame and, most importantly, 
fortune. This month Nigel Stillman delves through the writings oj'tbe 
ancients and uncovers Tiehl-Huich/ 's Raiders. This mercenary 
Skillk regiment fights for a very different reason - they are on a 
sacred m·;ssion from the Old Ones themselves! 

DOGS OF WAR 
Dogs of War do nOI necessarily 
have ties 10 a particular country. 
nor arc they :1 whole new T:1CC. 
They arc bands of warr iors and 
ad\'cnlurcrs who live by fighting 
- for glory and morC' importantly 
ror gold! The Dogs of War are 
made up of sk illed pikemen, 
deadly marksmen, Hobgoblin 
cavalry from the eastern steppes. 
H:.llning scouts, drunken Dwarf 
piratcs, Ogres from the Badlands 

Although the Dogs of War regiment!> have no common 
herilllge. many fi nd employment in that most notorious of 
mCKenary breeding grounds. the land of Tilea. Tile;J is an 
anarchic land and is in an almO~1 constant ~t:lte of uphe'lVal. as 
the wealthy merchant princes of the independent l"ity slates 
plot again~t each other. All this anarchy mcans merccJwrics 
who lravelthere can be assurcd of prolll:lble employment. 

REGIMENTS OF RENOWN 
Dogs of War Regiments of Renown e:1ll be incorporall~d into 
your ex iSt ing W:lrhamll1er ;!rmies \·ery easily. Just add thc 
regiment's points cost til the allies allocation of your anny List. 

and Giants from the misty shores of Albion. 
All Regiments of Renown have a unique ehanlcler. so youl'an 
only use one of each regiment in your alllly. Also. each 
regiment is only al'ailable !O hire for a limited sele(,tion of 
armies as. for ex:mlple. some of the Ti1ean regiment:;; will 
understandllbly nO! right alongside Skaven, and Dwarfs would 
never hire Hobgoblin~ (no mallcr how good the rJtes). 

Together they ply their trade to every point of the compass in 
the Old and New Worlds, lighting for anybody, anytime, 

LOGS! 

THE GIANTS OF ALBION 
HeD"" the Druid 

Instead of hiring individual regiments. you Cll11 raise an eilliru 
Dogs of War army. All you need is a Mercenary Gene-fal to 
lead it and <I Paymaster to pa)' it. Paymasters arc perhaps the 
most important figufes in Dogs of W:lr armies, acting as the 

Army Standard Bearer. Whenevcr the arlllY looks like it's 
wavering in the facc of the enemy, they lift the lid of the 
pay chest and promise large bonuses. making the arlllY 

light on with a steely determination. 

IN THE HIRING HALL 
The Dogs of Wur amlics book contains rirteen of the mo~1 
fumous Regimcills of Renown for hirc, and in While Dwarf 
we have detailed Lumpin Croop's Fighting Cocks (WD130), 
Gha1.;lk Khan - Mcr.:enary Gcncrai IWI)2JI}, Oglah Khan's 
Hobgoblin Wolfboyz {(I!I(lin IIID23/) and of course Tiehi· 
Huichi's Raidcrs (Ihi.\· i.\·.l"IId. Of course the regiments de·tailed 
so far ure only the tip of the iceberg, There are still many marc 
famous Illercellury regimcnts and eharactcrs scauered around 
the Old World. 

Next issue we bring you th« Giams of Albion. Coming up ovcr 
the next fcw months wc also have the rules for Mercenary 
Generals from other races and marc Dogs of War s:pecial 
charat· ters. But this month we deal wilh Tichi-Hu.ichi's 
Raiders . .. 
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Now TIepi-I·luichi knew his mb.'>ion ;lnd the purpose oflhe. 
.'>pawnlng. III.'> desliny was dear. II \vas hI: who had bcl:n 
chosen [0 go out into the widc:.r regions 10 find :md bring 
back !.he rclic.~ which the Old Ones had rL· ... caled to him. 
Following hi.'> in.'>lincr and allowing the thoughts of those 
g.rt:aler than himSC'lf 10 din..-ct his plans. 11chi-Huichi ~I 
OUI. leadin~ his fine regimen! of Cold One Riders. Thcy had 
nOI been idle during the mon:o.oon . They had maSlcrcd Ihe 
tl'Chnique.'> of riding and fighting from Cold Ones. It h:ld 
come upon them...., if by in!ltinCi . Instruction had hardly 
tx"Cn nl-CC.'>l>ar)". 

On encoumerlng the first .'>CHlemem of 'new ones·, who 
happc:nL-d In be a nomadic utix' of M..I.bi:lns. ·lichi-Huichl 
remaint:d cnigm:uic, seeking only to follow the current of 
c ... cnl5 unfolding before him by the will of the gocb. The 
t\r:lbian chief, awe·.'>truck al the Sight of n:al AI Saurim 
before hi.'> very e)'l"':>, seemed eager to hire lichi-I-Iuichrs 
regiment. M:IIl)' ueasures were Cbt upon the SJnd before 
him. but he merely blinkt.-d hi.'> rcll()\\ c)es at their 
brightness in the g lare of the sun. Then he caught Sight of 
a sacred t;IU'lllan which he h:ld seen in his dream and let 
out a r:u;ping cro:lk of ddight . The sheikh laughed and gaw 
it 10 Tichi·lluichi. t\ deal h:ld been ~lJ"Uck. The regiment 
rode with the ArJbians on many raids into Ihe land of 
Nehekh:tr:1 10mb:. were pillaged in the oUllyinft 
necropoli~s of Ihal de'iO[:l\e land . Trea.'>urcs were 
~c;lIu:red upon the sands. Then c;mle the day when 
Skeleton \\~Irriors rose up on all .'>ides ;lnd slew lht' 
ArJbians to the last man. but Tichi-Uuichi'.'> H..1idefli fought 
them to a :o.t,lIld.'>liII in the St.'"Orching sun. Then tht' Uchc 
Priest raiSl.-d his staff and staycd the Skeleton \\~Jrrio~, lie 
brought out a bundle of r.1ltl' ,md unwr.lppcd the object 
concealed \\ Ithln, 'richl·Hulchi saw ,he s ;lcrcd plaque o f his 
scl·ond dre:llll . 'lichi-Huichi signalled for the st;lIldard 10 Ix 
diplX-·d. The pribl understood. The quarrel W".IS cnded and 
inslead, l1chi·I-Iuichi was n::cruiled iOlo the anny of the 
lbmb King. who sat emhroned within hI" pyrJmid and 
seemed to be animated with an inSpirt-d Ihought , as iffrom 
af.lf. There followed )'eafli of fighting along the northern 
m!lrgins of the de~crl. Dwarf, were lhe quarr)'. Thl.':y were 
easily pur-ued and caught :15 they vainly ukd 10 eSC"Jpc. 
!:Iden down with plunder. 

One day, 11chi-lluichi pur,ued for several da)'lt :md 
vemurcd IOn r.1r. 'I"c O"';lr(, were s tanding ready to die, 
:tnd there waS:1n une::.sy p"u~e before the lasl charge. Then 
Tirhi. ll uichi S:I\\ a starue of thc monkey god peeping out of 
the rucksack of a DW'df( A well aimed d:lrt slruck the strJp, 
and Ihc bag fell opt·n. TIle gold("n stalue tumbled OUI. As 
the Dw:lrf StruAAIt'd 10 gdther up hi.'> ill-gotten 1001. hi!'! 
lord's hdt)". hub-nailed boot imprinted itsclf upon his 
round behind: ·· ' .c:l\'e it, GrongU'· he .'>Ilarlcd "h'~ our only 
t.:hancc, la<.W The Dwarfs edged back :md 'lichi-Il uichi 
~ignallcd forward a Skink to reco\'er the sacred .'>tarue; the 
one revealcd in his third dream_ The Dwarfs \\~Jrily turned 
ami bcg:m to march 3"'~..I.~. shadow<.-d :11 " discreel di.'>tancc 
by the Skink Cold One Hider.;. 

So it wellt u n to this day. l1chi· I-I u ich i was hired h)' the 
Dwarf L.ord of IJarJk·V:trr. in a Mr.mge meeting in which the 
9\\~U"f lord helle\'ed he ""'as advi'>('(1 to hire the SkiniG by .1 
long-de:lcl anttSlOr, Even~, Ihe bargaimng had be("1l long. 
but three g01d plaques had donl' the trick heller Ih:m :t 

massin\ chest of gems. Strange cre:llurc." the~e l.i7.ardmen, 
thought the Dw:.rfs, but great \'alue for money! And so a 
DW:Ir!' w~uld think! One who \\':1.'> accu~tomed to valuing 
gold by itf\ welghl alone; ;\ creature ignorant of th<.' 
Imemions of gods: one for whom sacred plaques:lre JUSt so 
much me .hllo be mcitl'<i down! Did Ihey nOI know thai the 
~Id OA ~ '''lte on gold only because gold b inllX:rish:tblct 

• • 

, > 

And so 1ichl-l-Iuichi's Raider.; rOugh\ ,,!pinst OIr"CS :an~1 
Goblin.'>. Then Iher were hired by them In their tum . 
:;er ... ing Goblin chiefs who were convinced thaI Mark or 
Gork or both had inspired them. Tht.·,. fought bailies and 
regained m:my more losl relics. With every change 6f 
fonunc, a S:lcn-d artefact :lpjX·ared. l"ough the masters he 
scl"\'("d might O<.'C or be wiped out ullcrly, str'..I.ngcJy Timi· 
Huleh!"s Raiders were sti ll there at the end of every baltic. 
l\lystCriously their foes alw'J)'s saw Ihe wisdom of hiring 
Ihem, and the futilil)' of a fight in which the SkinJc; would 
slaughter man)' bcl'ore dring themselves. ","~thout knowing 
a word of mannish or Orehh or Kh:v.alid or m ... en tongue. 
a deal WokS alwa~ s lruck. Wefe the !.houghls of Iheir foes 
directed br .'>oml· grealer mind. eOlhroncd upon a pyramid 
temple In 7.1:III:ln perhaps? Inscrutable are thc ways of the 
Old Ones! 

THE REGIMENT 
Captain: Tichi- I luichi. 

Motto : Cold-blooded efficiency. 

Battle-cry: ';Tupyn czlaga anapaq quito qrizliz·' 
(rough u-ansl:uion: get out of the way b<~causc 
(he Cold Ones are thirsty!), 
Appearance: Tichi-I-Iuichi b a vermilion Skink. mar ked out 
for greatnc~ by lhe sun god Chotck. l-Ie aiM) has a high 
crest denoting empalhy Wilh Cold On(:s. A1llhe CoLt! On("~ 
arc black with H:rmilion .'>potS or streak.'>. and alllhc GfCa~ 
Crested ~kink riders arc grt:cn Wilh \.'cmlilion crCSI~" TheM.- ' 
arc Ihe markings :-.ought :tfter by Tichi·Buichi. 

Fur nire: Any \'(';trh:tlllmer arlll)' except Sk:l\'en al1.d D:lrk 
Eh'e~ l'"lln hire ·l1chl-Hukhl"s Raiders. \ 

Points: ·lichi·Huichi and four Skink Cold One Riders 
including ;1 'tandard Ix:arcr and Illu.'>ician COSI 215 points. 
'Ibis i.'> the minimum unit you CJn hire. The rej:tim~1"Ot mal 
be incrc:lsed by adding more Skink Cold One Hidcl~ :u .zs 
points each. 

Profile M W585 5 T W I A 

'lichi·l-iuichi 6 4 5 4 3 2 6 3 
GI.Crested Skink 6 2 3 oj 2 4 I 

Cold One 8 3 0 4 4 2 
Weapons/Armor : Hand .... c;lpon.'>. spc"Jrs and shields. 

Armor Save: :'1+ 

Ld 

7 

6 
3 .. 

Cold-BloOOed : ~k~~~~d~~~~nd s low ro r/. 
to ps),choloS)" Roil lhrce dice when leMing agaih:;t 
IK'Jder..hip and choose lhe twO lowest scores, 

Cold O ncs: Cold OIlCS caUM: fear. arc SUbjL'Ct 10 stl~idhy, 
:lnd give their riders +2 to thei r annorsa\'cs in P1ac1 Ofth~ 
usu:li + I fur mounted trOOP.'>. 

8 1essed by th e Old Ones: ·l1chi·l-luichi and his SkinR--Cold 
One Ridct'l enjoy the spt.'Cial fa\"Qr of the Old Ones; TbG)' 
belong 10 a panen'ou.'> SI);lwning, brought fOrth for \ 
mi:;"ion dc\'l<;cd untold millennia ago. and consequently a 
mysterious :lurJ of protection pc:1"\'ades the rcghnt:nt. lh 
reprcsclll this, hand· to-hand opponents will never pursUl' 
'Jichi-t-Iuichi'.'> R:t.idcn. If thcy beat them In com~ ... t . A 
slr:mg{'. tropic..I. I fatigue dcscc:nds on the foc , securip 
Tichi-I-Iuichi·$ chance to gCI away and live 10 Ii~hl 

y~/ another d;I),. 
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TICHI-HUICHI'S RAIDERS 4," I · _--=-----=:....::..-=----=--=--_--=-~..:.......;=---..:.....:...:....::.. _ _=___;.. __ 
BJI Nigel Stillman 

By GnU/gil Great vallie for money, these Lizards, n.JeY fight for ollly a couple of mere strips of gold! 
.. Dfj'{l':! LO/'tl 80/'Ik., OIl bl,./Pl8 TldJI-III'ichl's .Rtllller'S. 

On the five-t housandth cycle of the sort who cou ld master the Cold Ones. This thought 
sun, at (he equinox of'lbpec, on the gripped the mind of Tichi· lluichi and he wem tco look in 
mcridi:m of the Serpent Star. a the c!:lrk c:werns deep below the ruins. liis expectations 
spawning occurred in the sacred were correct ;md a symbiotic spawning had (')(."currcd here 
pools of the ruined temple of as well. The eggs had hatched and tht" tiny Cold O nes bore 
Enxil:ld:l, All sacred pl:aques whil"h similar markings to the Skinks. It 'VAS certainly the will of 
might have predicted this spawning the Old Ones that the:.e spawnings should occur at the 
had long since been dc:.troycd. The same time. 
lemple was remote from the great A few years later Tichl-Huichi h:ld t raint."<l th.c riQg 
city of Zhtl:m in thc :;outh-Iands generation of Skinks in all the lore of EflJdlada that he 
and had been abandoncd for a long knew. They looked upon him as their mentor ;tnld kaUer. 

lime. No Slann Mage-PriestS had lUrIled their minds in this Over the same time the Cold Ones had grown to full size 
direction for many years anci the sp:lwning occurrcd and :dready the SkinlQ. were t:lming :md riding them , It 
u.qn01iced, Indeed it \Y::tS n spor:tuic spawning. e\'oked happened almost n:uurnlly_ the empathy between the 

·" ";,,d), by the unusual portents and aslr'.il conjunction:" It species was preordained. Onc became master to the other. 
perhaps the mysteriOUS will of Satek at work, 
" It was at this moment that the mind of:t Sl:tnn Mage·I'riL'St 
. one mature: U7A1rchnan was there to witness the in far away Ziatian focused on Enxihu.l:t. Profound thought!! 

,p".~;ng. It ,,~.t5 Tichi-Huichi. He h was who w:llched o\'er were evoked within the alert mind of'nchi·Hukhi. Now his 
temple and chanted the salute to the sun as it purpose became dear. His duty to th(' Old Ones was to lead 
cl:t~~ He was the last inhabitant of F.nxilada, al l the cho!'>Cn regiment which had Ix:cn sp:!.wnecl by their will. 

h:l.\'ing pcrished years ago from a mysterious It ,VdS the season of monsoon. In the fetid, steamy nights 

\~::'~::;:;~ that followed, Tichi-Huichl was troubled by drc":tms. He 
'[ i j saw Ihal the markings upon the Skink spawn perceived fa r away pb ces, and strange r:J.CCS and orc:ltures. 

sacrcd pools was good. They were indeed favored by [n their midst hc became aware of the presence of greal 
gods. He fel t somehow privileged and chosen for such treasures - pote nt tal ismans of the Old Ones. thing:; which 

thing to occur in his time. He w:llched as the t:ldpoles h:l([ becn 100led fro m Enxilada and other pl:tl.:e:s_ sacred 
reached maturity and came out upon the land to bask. He artefacts which the Old Ones desired him 
amid SCI.' that tht:y were of the greater crested kind, the 10 bring back. 

, 





AI Games Workshop Hobby Centers there is always a helpful staff member ready to assist you with whatever you need. 
Games Workshop staff are committed hobbyists who are IfIOrs than happy to give you painting lips, army-building 
advice. and jf you've never tned 0 one 01 our games before, they would be more than happy to introduce you to a 
demonstration game. If It has to do with the hobby. our well-trained staff members know just what the answer is. 

Each store also hosts Veterans' Nights for all experienced hobbyists If you have a fully painted Warhamrner of 
Warhammer 40,000 army, you can bring n your ps and test your m as a general either abainst a friend or 
challenge a staff member to a battle. Call your nearest-Games Workshop store to find out when their Veterans' Nights 

are and what baUle is being hosted. 

PAINTING NO SCENERY LESSONS 
Each Games Workshop staff member is an 
experienced hobbyist and can help you improve in 
whatever area you need. Just bought your first Citadel 
Miniature and don't know where to begin? Our Hobby 
Centers offer free painting lessons to help you get 
involved right away in this exciting hobby. Or perhaps 
you have been painting for years. but you still have a 
nagging question about how to design banners or 
paint realistic-looking highlights, just ask a slaff 
melflber for a lesson. 

However, no tabletop battlefield is complete without 
some incredible-looking scenery. Our staff can also 
leach You anything from buildlng-strnple rock crags to 
fantastic buildings. Be sure to check in with your 
nearest Hobby Center as there is always an event 
designed to teach, improve, and help you have fun in 
this dynamic and expansive hobby! 

Burn the retro-rockets and enter the atmosphere of your 
nearest Games Workshop Hobby Center for all your 

hobby needs and exciting banles on Veteran's Nights! 
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Be sure to swing by these 
stellar Games Workshop 
stores for the deals of the I 
millennium! Mark your 
calendar now, this is an 

• event you are not going to 
want to miss!!! 

May Potomac Mills, VA 
8-9: (703) 492-4555 

Auburn, WA 
(253) 288-3904 



I decided 10 give the 
power ermor a 

marble effecl as this 
would give the Lord an 

unusual and different 
appearance. To 

research this I 
look'" 

through 
back 

issues of 
White 

Owar! and 
came across a 

Warhammer 
Quest diorama by 
Mike McVey which 
had a nice marble 

it. I am pleased with 
the end result although it was a very time 

consuming process. 

The new Chaos lord and irs mine, all mine! 
I d9CIded straight away tnall wanted this 

to be a loullord of Nurgle. To gellhe right 
eflecl I painted the armor with 
SImilarly toned colors and 
highlighted II normally. After 
this I went over the armor 
with 8l11ra details like cracks 
and goo, 
then glazed 
itwilh 
brown, 
orange 
and green 
Inks to make 
illoolt nasty. To 
create the blood 
on the axe 
head I slarled 
with Scab Red 
and then built up 
IhrotJgh the red range, 
finishing with Blood 
Red. When this 
was dry I then 
applied a red ink 
wash and IlnaJly a 
gloss varnish. 

I decided to go for something 
very dine rent so I chose 10 

painllhe model as an Iron 
Warriors Lord. I started off by 
drybrushlOQ lhe model to 
achieve the dlStlnctMI 
metal armor. The gold 
detail of the armor was 
painted with a mixture 
of Burnished GOld 
and Tin 8 hz, which 
was then 
highlighted with gold. 
The base Is an upside 
down SOmm slona 
base covered with 
plasticard. 

I underooated the model With 
blad< and !hen applied !he 

I9d straighl on, gradually 
building up to Skull White. I 

then applied I9d glaze to pull 
the colors together and give a 
shiny finish. The metal areas 

were first painted with da~ 
grey mixed WIth a little 

Boltgun Metal. I then made 
shalP highlights using 

Mithri l Sliver, and smaJi areas were then 
washed with blue to givH the armor an 

ancieot feel. 

By the way I do hale Da~ Angels. 

ThiS IS not as hard 
as it IooIts - the 

cracked eHect on the 
armor was 00111 up by 

painting thin lines all over 
and then highlighting 
these lines Instead of 

following the 
contours of the 

armor. Go 
on give it a 

00"'" 
remember 

all it takes is 
practice. 



THERE CAN BE ONLY O~~E 
The standards set by our very own figure painters, the 'Eavy Metal team, are rarely bettered, so just imagine 
how high the painting quality would be if they were competing against each other? Well you don't need to 
imagine. We set a bit of a competition to coincide with the release of the remarkable, new Chaos Sp21ce Marine 
Lord miniature sculpted by Jes Goodwin. 

ThiS model is 
intended to 

be the start 01 my 
new Chaos Space 

Marine army. I 
painted the armor 

with a base coal 01 
Regal Blue, then 

highlighted this 
using Enchanted 

and Lightning Blue. 
The axe has an 

obsidian paint effect 
which was inspired 

by Mati Par1les' 
paint job for the 

Imperial Missionary. 
To gain this effect I 

first painted thin 
lines on the axe 

using Jade Green. 
then highlighted them 

with Skull White. 

I IN 1forthe 
radiUonal 

approaCh to ~/8inting a 
Chaos Ch;!lt'npion -
brass an~ reell The 
gloss effE~t on the 

armor was ~chieved 
by gradual ( building 

up the Ilk! from a 
black under<X?at, using 

Scab Red, Bed Gore 
and Blood fled. The 

etfect was iI!,ished off 
by adding l o~lds of red 
glazes. The s tones on 

the base were made out 
of textured plast~~rd. The 

base was then painted white 
before picking out the 

stones with Chaos Black, 
and then the whole 

thing was covered with 
red glaze. 

The only reason I 
painted the 

model purple 
was because I 

hael not used 
the 'color for a 

long time! I 
pain ted the 

armor plates with 
Ucl1e Purple, 

highlighted this with 
TentaclE~ Pink and 
finally ~llazed this 

down with purple glaze. I enjoyed this project as I 
got to paint this great new Chaos Space Marine 

and then keep it when I',j finished! 



SPECIAl GUESTS 
Every yeilT we sec which members of the g~ng in the UK we can clunk on the head. 
slulT in a sack. and cart over [0 rn,lkc u guest appc;mmcc at G;rnlCs Day. This ycur OUT 

head kmJ<..'kin' clubs worked overtime and we lI\;rnagt.-d 10 b.1g M>lllC real winners! 

Robin I>ews • None OIher than the head of the Games Worl.~hop Studio hilllself will 
be wilh us. He's the fomlcr editor of White DWarf and is a longtime studio VClcr,m. 
We're sure hc 's gOI plcmy of stories in the vault (embarrassing and otherwise) to tell 
everybody he meets al Game.~ Day! 
arian Ncl.oroll - Sculplor ext raordinaire. and all around good guy. Brian will be on 
holnd \0 lell you all about the new greenskin models on the \\~dy for Warharnml:'r and 
WurhammcT 40.000. or you can ask about some of the olher fabulous models (green 
or not) Ih:11 he's produced for Games Workshop! 

Tuomas Pirinen - 1llc main m'lIl of Monlhcim. Tuomas has been kccping you up 10 ~~g~~~0~~;~~~~~~~ 
date over the last few issues of White Dwarf with the continuing development of the 
game of fanwsy skimlishes in the City of the Damned! If we twist his ann just right " .,,,-

(and we re,llly me<ln il. we're gonrm twist his arm), he ", ' " I I),,, 

may be gmcious cnough 10 run a demo or two of the soon-to·be·released g:lme, 
Rick Priestley - The Godfather of game design. yOll should know Rick from his illustrious career in 
the Games Workshop Studio. He's h"d at lea"~ t a hand in the creation of every big projcct GamC$ 
Workshop has ever produced. and his most recent t'red its include being the main developer of the new 
edition of Warhammcr 40'{)OO! Hc may even bring along some of the unreleascd Codex books he's 
putting the fi nishing touches on so you can gct a sneak peek. If you' re rea lly curious. and know the 
secret pa.~s ..... ord, you might be able 
to pry some real top-secret kinda 
sturr OUI of him before anyone clsc ! 

8ri",. ,vd"", luml til ,,,,,",, t'" huflll," ,,",,ri, . 
'''~I "" ''''''' x,..,,.,,...,. /tI;"; .. w,..,,. ii'" 1M 

Orks uh, 1M Iu .. bt-hI'M'/ N °li ~ """""'InX "ff 
III Gami'~ I).n ! 
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GAMES DAV 1999 THE BALTIMORE ",,~n' 1lI~ S)(l 00 f(J{ gen~""1 at1m""M 000 MORE THAN EVER BEF 

\\ ,111,<" ""IJ on !~, 'fIh ~nd CONVENTION CENTER ~ 12 t~) fur 1'~n1C rrt'·re~"Ir"""n {hc-<k ""1111< ~~l (,lbl., hnn~ '" b.lI1b. m..'~' l! 
100h ,'I ),,1). II)<)<} In oj"wOlu"n Ihllln,,,,c ~lD ,nlarmalwn bel"", for m"", MII"I_ I.n~c ,am,,,_ 1M"'" .om~lhmg for 

Every year, thousands of crazed gamers from all over the world descend upon downtown Baltimore, 
Maryland to wreak unspeakable amounts of havoc on fantastic battlefields, commanding armies of 

bloodthirsty soldiers. No, it's not some sort of revolutionary uprising, or political unrest in the ChcHm City, 
iI's the one and only Games Day, and it's just around the corner! This year, with new games, new tables, 
and a few surprises, it promises to be bigger and better than ever! 

GAMES DAY, WHAT'S IT ALL ABOUTP 
G:llne~ Day is the marquee Client lIl:Jrked on each and every Gamcs 
Workshop hobbyist"s calcnd"r. It's a yearly, two day celebration of all 

things Games Workshop. 
There'S tons of different 
kinds of gaming events with 
enthusiasts from all over. 
demos of new g:Jmes. ncw 
release previews. and :1 col­
lection of some of the best 
painters 
annual 

:mywhere in the 
Golden 

Painting Competition. 
top of [hat wc've got UK Studio guests and a .~u rprise or two. All of 

this adds up to a frenzied weekend of maniacal gaming. as 
well as a chance to meet new und interesting people 
involved in the same hobby us you are. then stomp 'em 

on the balllcficld. O\'cr the next few pages you' ll 
iind all the infonnation you need to get ready for 
Games Day. Whether it"s your jirsttime allcnding 

or you're a seasoned Games Day veteran. this 
year is gearing up to be the best yet! 

PAll fl'li Ie CCJN1P EIHJCJi T 19S!9 
The Golden Demon P-Jinting Competition is a yearly showcase of some of the beSt painting talent from all over 

North America joined in he3\ed competition for thc crown uf overall champion and the right to hoist the enor­
mous Golden Demon Slayer Sword. Categories range from singlc models to intricatc and massive banle scenes 
(the complete listing can be found later in this article ;lIong with entry infonnation) and each year they only 

get better. If you're thinking about entcring. gel cr:lcking! Entries must be subrnilled on Saturd;JY the 10th. 
with the awards ceremony taking place between 4;30 and 5:00 that afternoon. Even if you 're not entering. 
make it a point to check Qut thc entries. It"s nOI C\'cry day you get to peruse wbk after table of beautifully 

paintcd Citadel Mini;JtuTCs. Thi.~ is truly thc best place \0 gct a good look at one ofthc fincr arts ol"l:he hobby. 



GAMING GALORE! 
Over the years, Games OilY has grown and ex panded with new cxpe­

'm/~!rllml ri!>'r '"""''''11. 
K",,," (]"<~I,,ul" IfI_~I") ;,' ,11,· "'''" /",/';,," ,/", 

wbir " }'.m 'lI.u III /h,/"",,, .... 111'"11 , •• ! ,," 

honJ, .. dOl".." .... _ ",/",.bir "p.' "" "wll · 

and events CilCh year. Wi th :111 the excitement of spedal 
guests. previews of new releases. and meeting gamcrs 
from allover North Americ:J (and elsewhere) who 
have made their way to willless the spectacle fi rst 
hand. it can be hard to keep truck. Bul honest ly. it 
wouldn', be Games D:lY without the games! The focus 
51ill remains un the Illbles. where batt lc!'! arc won or 
lost and fri e nds arc llladl' all w\!ckcnd long in the bo is· 
(erous hall . Here's the complete listing of all 'the 
game:. you can take a ~hot at during Games Day 1999! 

;n~ ,', ... , ' tH'," J/1«'''J.:~I"r l><"'I~I'h 

TABLES 
REGISTERED GIMES - 1OC\C mbb have alilhe ..cencI) ~nd minimllrc~ ready 10 play on lho!m. ~'flU most n.Wstcr for these habll'S.. 

Table #1 • Chapel Defense· Sisters of Banle vs, Chaos 
The ,\,Ie~u, Sororila~ need 10 pWK'(;I Iheir ~Ironghold From lhe heal hen I1lvadcr~. Will the light of Ihe Emperor be e\linguhhed, or "ill lho; 
Si'le~ eillergc Iriumph:1I11 und purge Ih~ U"deall Ilk:nan'·.' 

Table #2 • Tzeentch Volcano · Tzeentch Marines vs. Space Wolves 
The f1an...,~ .,r uld grudge' afe fanned alk.'W II. lhe htNling Sp;I\.'e Wtlh'c~ talc 
on lhe 'fIlousand Soo, in the hean of tilt.' E)e ofTcrror. 

Table #3· Trench Warfare · Chaos Marines vs, Imperial Guard 
NIIrt;le Marine$ ~Ild vuliun l Cadi:'" GUard,men right ;1 Oul <lmung.'1 Ihe 
lrenchc~ :,nJ n,inc.:l building, of a <.kVJSI:,I(.'d bailie lOne. 

Table #4 • The Governor 's Mansion · Eldar vs, Imperial Guard 
l1le!lOb1.: Mordian Iron Guard defend the Govcmor'~ man,;oo on Sclblav V 
from a I'>loodlh;NI), Eldar allacl;. 

Table #5 • Escape from the Swamp· Imperial Guard vs. Dark Eldar 
A Calul'ha" conm)' nU", c~caP<' \\ hh Iheir pr~'(;iou' cargo ;nl:l(:1 heful\' il i< 
ea~un .. d Darl; Eldar pimtc, . 

Table #6. Glacier Bay· Ultramarines vs, Dark Eldar 
11K' Ultrmnarinc, def~nd themSl'lIe, fnHn a Darl-.. Eldur , Ia,,' r .. ;d unHHlgst lhe ice nOVo . of a fnl l."" death \Iorld . 

Table #7 • Banle for LUlCor IV • Dark Angels vs, Tyranids 
A I",~\' il )' ~IK'lk'<l b~l!lI.'fi .. hJ prO\' idc~ Ihe h"el-..dmp for II hallie 10 the 4-ulll IJ.>l\\c"!llhc D~rl; Ange l, alld II swarm Jire ... ·1 flllm lhi: Hiw. 

Table #8 . Deathworld Bug Hunt · Eldar vs, Tyranids 
T)r .. nid fol\...." Url.' II);nS IU al).",JI'b an Eklar c~ I'"-'tI;ti(Jl1 11110 II..., II;,,· Mind, Ih .. : r,tel 111"1 lhe EMar un' 

maroom.'tI (JI1 ~ D.:alh World i",,'c helpioll a Ilit. 
Table #9 - The Guns of Selaron III • Blood Angels vs, Imperial Guard 
A Blood '\111;1.'1. ~trih' fon:e is Jcplo~1.'d on a mi" ion 10 dc,troy :1 planetal)' ddeo"" c~nn"l1 
11l1choreJ on a 1\'~l!ad" Imperial planet. 
Table #10 - Bum the Fields· Dark Eldar vs. Imperial Guard 
Dark Eldar raiders an' allacl-..io)C a fannioG complex dc...;permcly oclRll defended by hnpenal Guanl . 

Table #11 . The Black Templar Crusade· Black Templars vs. Orks 
A Bl:oc~ Temlli:lr force ha) hel'll OCllt 10 an Or~ Clte:lmpmem 111 d"stroy Ihe Wurbo,~ I\'~pon~ible fOT dri, ­

inll a WAAAGH! 011 a e:lrnall,'lilleJ T'Jmp;'!:!C Ihmullh chn:e Imp,:r;,11 World,. 
Table #12· The Refinery - Armies of the Imperium vs. Necrons 

An allieJ for .. · .. o f Adcptu) SQruril:b, Aocptu, Amite" and Imperial Guard mu~t ~el.'p a "ilal Imperial refitll!I) 
oot of Ihe hand, of 1hl.' M,dd"III), Mriklllg Nccron..;. 

BRING & BATTU 'ABUS - Brins )our 0"" IfUOp' and haw a go al Ihe ....... ..cellario • . Th .. , IroOp 

I\.~uirl.',no:m~ tPOIIII.', re~tri"lio'h, e le .) are li~I,-d \o.,lh "a.ch lI1i."">I1. You do 110111:1\'1.' to n-gislcr to pla~ on 
thl'Sl' tahles. sillll)l~ shOll lip II ilh your 0\\ n models and go lit it! 

Table #1 - KhArne's Khiirnage • Khorne vs ? 
Kh,',nh! Ihe Belm)W, ",:ours,' or It..: Uni''CfM'.I"" bci:n "(,m .. ·rcu in hi~ I<li r. Will YOII be 1he fir.t 10 bring 

about hi, uo",nfall ',' Bring a ..quad ",onh lip IU 2fX) poinl.~, IH. he~,'Y ",c:'po"~. allu £"1 rcaJy 10 romble~ 
Table #2 • Return to Voltarius - Chaos vs. ? 

An anc ient Spa.:e Hull-.. hu, "':eo di..co\cn.-d floolinl,l ne aT 1he Eye of T"rror and boordmg pan ; e~ 

ha\c bccnlel!.·poncd :,hoard II) rclricw prc-I)"rk Age rclic~ and mal-.. ... il Out aril1:. Brill.!; a squ:od 
h ' Ih :111 ,l11d 'cc i '11 haw", Iml it lahe.;! 



(f Yllu c;llI Guml"S WorJ,:shup Ma;1 OrUc r 10 gel your lickel~, be ~U l'\' mu.l 
lI.\k them aoout the special G;mws Day Ticket P;Lckage. You' ll nUl (JIl ly 
1\'ceil<.' your Ik ket (Gelle rol l Admi,,, ion or Ganl<: Pl'e,RegistrJtilln), oo t 
you 'll ab o i!C1 a Ganl('S Day I -~h in ~o yoo can wcar it to tile big e\'ent , 

RUNTHERD PASSES 
Pal'l.'m ~ l't)ming with tln."i r kid-; to Galrtcs Day woo ha"e no inlereSt in 
gmning, hut ~t ill want 10 keep an eye nn their kids CJn get a FR EF. 
RumhL-ru pJ'oS! It gi\'l"s admi .. sion for bo th days and a reservat ion ulthe 
-- Runtheru Inn:' a quiet place to escape lhe din I,f 1he gami nl,! 11001'. 

GAME REGISTRATION AND YOU ••. 
You might be wondering, --What is all this talk about n'gi -J.r.lt ion ..... Wl"11. in onil"r 10 nwe sLi re c\'el)body has ampll" l"hance 10 get Mlme gaming 
In, "e ha'l" designated table~ thai yoo must register 10 play ()11, This en~ul\''' Ihal )ou'll ha"e a spo! ()I111le ,able you wam 10 play artd iltakes a bit 
uf 11K- hassle 001 of Games Day, Pr\"l'\'gblr.llion a llows )'00 10 gel dibs on lhe labk'", you wanl. al tile tinlelo you want . ",hen you firs( order your 
licket from f> lail Order (tables do fi ll up. '10 make ~U l\' you haw altl"mall" choice~ handy), RUI e,-en if you don' t pre·register. there's still plenty of 
opportunity 10 get into a ga me, TIlere wil l be registr::uion at lhe door in Baltimore, and then.- are nUIlK"n>u, unrcgblered game. you can play (Bri ng 
&: Batt les, Min i·Games, CIC,). 1bcrc'5 l" nough games 10 go arou nd that e,<erybody we fit throu~h tilt: door can play till the ir hean' s conlcnt. 

ORDER YOUR TICKETS TODAY! CALL 1-800-394-GAME 

JOHNNY GAMER'S D AY 
I called G:lInes Worbhop Mail Order month.~ in advance 10 mal.e ~ure 
Ihat I gOllo play on the table) I really wonled 10, oot I had my alter­
nalt'li handy in C~ my firsl ehoicC!l "ere rulL TIlen I got alilhe mod­
el~ tOb'ether Ih.at ( necd<:\J for the Bring & Bailie Gan}e$, and I put tile 
finishing louches on my Goldt'n Demon entrie". 

I arri\'ed before the hall wus open Friday afternoon \\,;Ih my ticket in 
hand and my troops in a cru;e so I could be une of the first ones in and 
sec all of Ihe grem ne"' Sluff \\'aiting behind the doors, I could rl"ully 
tcilibat Ihe l"I'O\\'d \\'as exc itcd! 

I "usn't signed up for any games until Gaming s..-ssion #3 on FriLlay, 
!o() llried my hand al Speed Painting, lind tiw-'n cht.'Ckoo out --The Hunt 
for tile Fallen.--l can't wail 'Iii i"~ in my lown! 

At -1:30 I got ready 10 play in m) '\eSs.ion, I chose 10 play on the 
S~a\en tunnel table I :>a\\' in White j}\\'arf, 'The Hl"lbl:lSler I was using 
roiled off 2-1 shots and 100ally eliminaletl a group of ral swanns, TIM.­
Empire ended up taking the easile from Ihe \'ermin , 

After m) gome I decide to see what ail lhe hoopla was aboul around 
the I!igamie WarIlammer4(),OOO e,cnt. I carne up to tile lable with my 
1"0 .o;.quads of Space Marines and 11l.1n;tgcd 10 grab three barrels of 
mutagen before we were blown up by a gre:lt shol from an em' my mis­
,ile loullChcr. I IIIrnl"d in nty barrels and gm ~ome really grelLt SlUff, 
I'm glad I got on thallable! 

It Wall aboultime for Frillay to come to an end, ltO I look a lillie "alk­
ing lour of the hall to look al IoOmc of the OIM gaming tables and 
ulkrd 10 the gu('S\~ from the UK, ]Iold Robin DeW) somc of my ideas 
for Re'\\ game rules and he llluueMl ~nelhing aboul --pants-- - ,,'eird, 

After they ~Iosed IIIe door.. to tile hall. SOIll(' OIher gaID('rs and m)'s;:lf 
... ,t III the lobby dhcussing lhe finer points orOrky eultun: and decid­
ed Ihat "c should all gCI in un ~ Bring & BUllle lhe 1l('~1 day. 

] arriwd at about 9:45 on SutunJay Illoming with my fini.ht.-d Golden 
l:kmon l'ntri~" and :111 Ihl! p.1perwQfk fi lk-d out -'0 [could enter ",ilh 
1M, (lmblem~, TI,('rc "~, nn way I "!l\ le\ling my hnru work 110 hI 
wa,te by m;,,~ing the IM)OII dl'adlille l 

My lame in l>l"l>. .. ion 112 "b aho."lIJl 10 Man ~ I g()l to lhe table in pkn­
ty of lime tu So..'C the b;iltle blofOl"C mille wrap up, 

I too1-. the role of an Ultrnmarine Tactical Squad aglLin~t some rcall)' 
mean looking Dark Eldar on the "Gloc;"'r Table:' ~ guy running the 
table said;t was the sanlC lable Ihm one of the Game~ Worbhop Staff 
I.cal1u<, Finals l13Jnes "3~ pla)-eLi on. ThaI 's prelly L-ooI ! 

I cht-<:ked on the filbl t'U\ for my (joldl'lI Demon entries. All Ihree of 
1hem m:I(I<, Ihe "'1' 10 in their ealegoric~! r fdl l'I.'ally rroud of m)'s;:lf 
after all the effon I put inlO tllem, 

1 met up with my Bring & Batlle buddie, from Ihe nigln ~fol? and 
we 1I.l0l; a . hoI at the "KMrne ·~ Kh5mage" toble. The tWO squads I 

u:.cd in lhe -WK e,'enl didn'l last as long as lhe night befol"l'. Rap!OI'S 
~wooped do\\-n and picked them aran from the blirtd side ~fore I 
~ne\\' what hit 'em. 

Arter the Bring &: Ranle. I grabbed some lunch in the lobby and 
laml.'nled my ill fatl! wi th someone else \\00 suffered the r.::11lK" defeat. 

Once I finished my IUllCh, [ headed ;n to ..ec tile " 'inners for Golden 
Demon and held my bl?3th, I cooldn'\ belie,'e it. I gOI first place in 

one category and third in anolher! 

I ventured into til<' Sales area and checked (\UI .wille of tile IlCW prod· 
UCl~ thaI were for sale at Games Day before ally"llt:re clsc:'. 

Then I checkrd OUI :>('IfIll" of the Mini-Games I read aboul. I ~'Qred m 
Ihe Blood Bowl Challl"nge, lrird out Moruheim (Thomas was busy ;u 

lhe UK gIK'S\S table), and gOl my head klonl:ed al the Mail Onkr 
Trollslayers lable! 

I wuitl"d for the awanh cl'Tl! mony 10 gel my Golden Demon starll(', 
When I wenlon .Iage, e'eT)'body cheen:d, it "as really great. Some 
guy "ilh a Wood Elf conversion won the Sla)er Sword and gOl a huge 
TOtmLl of applau),C. 

After tl", whole L1ay~ "I' gaming madnes" 1 wus bea l. I had lhe he~t 
lime e'er at Games 1m and cun'l wait unlil nl"~t ye:lT! 



REGISTERED GAMES . These: table. han' aJllhc scclll.'l')' and miniature. rc~dy to play on them. Y"U muSI ~gis'cr for tlll'Se Illhles. 

Table #1· The Black Ark· High Elves VS. Dark Elves 
A Black Ark of N~~~t:lroIh and ;IS deadly inhabit:lnls launch an allad ; 011 a lI illh Elf Il>WCr lying 011 Ih ... shores of the Shallu", Imu.ls. 

Table #2 • Rally 'Round the Herdstane • Wood Elves VS. Beaslmen 
The '>OUnds of baltic ~ho lhroogh the glal!':. as the Wood Elves try \0 dri"C: lhe Bca\llllcn frum the fon:.1!. of 
Achet loren before they ~an ~Mabli.h a stronghold and funhcr cncrooch Oil the realm. 

Table '3 • Blood on Ihe Vines· High Elves vs. Dogs of War 
A 1ilcan mcrdl.lm and hi~ m.:m:naJ'}' company h:l\C: diso."O'·cred an ancicm I~igh Elf heirloom in an old nnn 
(ltll>ide of lown. All of the olTro; from the Eh.::. 10 purcha>c ;1 han- bren rcfu..ro. umJ 1)('''''' they 11:l\'e no 
choice but \0 wkc bock their prupt"ny by forcc. 

Table #4 • Ci rc le of Stone· Lizardmen vs. Bretonnians 
A B~tnnnian ",,,rhost defend~ their honor;lble I;l'OlInd to the demh allain\1 .'>Caly. cold·blooded in'·adcr~. 

Table #5 - Mousillon • Bretonnians vs. Chaos 
King Looi, has d"'dart-d an ErrJnlry War to clean.~ the Chao. infe~lalloo of Mou~lllon . Man) 

Knij!ht~ haH.· answered ,nc call. bu, \\illllll:y Sl.ICOO;:d. 
Table 1#6 . Vampire Counts - Undead vs. The Empire 
Gmnd 11lcollonbl Volkmar leatb a milllll}' Imperial force on a l11i~w"l !O dc,.lroy lin enleTjlinll Vampire 

Coonl in Syl\'~nia. Walch YOllr ned;~! 
Table #7 - Is That a Light? - Skaven vs. The Empire ,s..- \\'h, .... I"':orl.~ .. l( .. """" ,nf,,, .. ,h,. cv>k" 

A Sk:l\'ell Warband has u\'errun 1m Imp.!ri:,1 border fortress fm,u beneath "nd within. only lhl' Emp.!rur's fine~t ,'Hn Il.~lairn it. 
Tho.-' \lue\tion on 1"'l'rylxxly'S mind i •. \lhal's thm ,'crie 1l1l...-11 lighl from the end uf that tunner.' 

Table #8 - Battle in Vein - Dwarfs vs. Orcs and Goblins 
DW;lrfen Milll.'TS defend tlldr PI\'C10US gold mine from a milSsi"e Green horde. Nothing ,'tHI"', bi.-'1wt'f:n ~ D\larf:mll hi~ llold! 

Table #9 - Last Stand for the Empire - Chaos Daemons vs. The Empire 
,\n Impt"rial fOl1;"C is bo.'inll o\'Crrun by Chavs Dael1lon., lIml somcone lIa~ III l1Ial.;e it through !lit' bimlc lillt~ to get ",ord to tl'" l"I. .... t oflh('- Empirt'! 

Table #10-20,000 Beards Under the Sea - Dwarfs vs. Chaos Marauders 
Chaos Mamlldel"> \lilh their Lilngships h:,'· ... bi.-en Ih ... t ... rror of lhe NIll1hern SI.'3S fvr rar IlK) long und the Dwarf Kinlls hm"c had enllugh! 
They·\·t M'1l 1 a ma,s;,'~' neet carrying all I.'nti~ Dwarf "nny to tht' .ho~., of Ihe Sea of Claw, til de,trny :t "-la rJ uder hiueoul. 

Table #11 - Ha ll s of the Mountain King - Skaven vs. Orcs and Goblins 
Sbn'lI and Gr ... en,kin Wurlurus d~,h d~p Ix-nealh 11K: World's Edgt' l\ Ioulltaills for control of tho! O"arf 'tronj!oohJ of KarJI: Eiiht Pcah. 

Ta ble #12- The Mosquito Coast· Undead vs. Lizardmen 
Vampire Lord Luther Harl.;on hlb been 'lhip\lrt"Cked on tho.· Lustrian ma,t. Til ma~c the mrn.1 of hi, misfununc. he', IlIx-'n mldin; '<)mc of Ih .. , 
IU>l Lilardmen tempi;:, deep In the junglc. Tht' Siann Malle-Pric;;" hal'e onkred their foll()\\cn; 10 ~o relrlc"c their precioo' itcm,. and dt. .... trtl}· 
the ddilcr of the ..a<.·rcd temples. 

BRING & BI"LE 'IBLES - Brinll your 0\111 troop, and hU"e a go allhe,e :.cenario~. The troop reyuir.:ments (poin". ~.triel ion~. 
,'t~.l ure Ib ted wi lh clu:h mi'.,ion" You do nut hUH I .. rCl:istcr 1\1 1)lay 011 these wbles, siml)l), show up wil b your 1)11'11 moddS ;lIId 1-;0 ;11 it! 

Table #1 - P lunder, Plunder, Plunderl - Lizardmen v s . ? 
Eltplorcrs Il)).t in thc juogle, of Lu,tria rJid D Ul.aruman temple ill scan:h uf boIIIy. but wi ll ~m tind Ihat ooly the ",mth of SoccI: awail. .. them 
"ilhin. Bring 011<' Ullil wunh up to 250 poi nt~ lIith no flyers or wil.arUs. and 00 lIlore than 10 point, in tnaJ,\ie ilems. 

Table 12- Have Fun Storming the Castlel - The Empire vs. ? 
Do }'OU ha,c \lhat it lake\ til make it uwr the walK' Join our m:bsi,,· W~r1I~lIl1n,:r Siege elcnt as the Empire defender.. lake 00 all comeN! 
Bring olle unit \lorth up 111250 poinls with nO flY"rli IIr \li,un!). and nil mnn: than 1(J points in nlllgic "em,. .. .. 

Table #3 • It' s Not Easy Baing Green - Orcs and Goblins vs. ? 
Come and bailie tlK: mas,ill: WAAAGB ! You and your al lies ar.:' out II) ('-mdit::lte el'err G n:ell.kin in ~isht or dic try­
ing! Bring one uni t wonh up tll25H points with nn flyer.. or \\ilards. and tH' mUTe th,tn 20 poim< in m:lgie jtcm~. 

Table #4. Curse of the Khemrl • Tomb Kings of Khemri vs. ? 
Trea,u~ humin! <kfilel1\ in lh1:. dc-'\t"n, of Khcmri lIa\l: awakened an ancient Tomb King and hi, Royal Guard, 
And a, u~ual. 11K.·)··re mort:: than willing [I) n:.:ruil Itcll' mcmber... Bring UIloI: unil "orth up 10 :!50 poim~ with 00 
fl}cn. or wi£aJlh.. and ntt more Ihan:!Q points in ma!!le item\. 

Table 1l!5 - A Marrow Escape· Undead vs. ? 
A Nel:mmam:cr i.' bu,y roIi,ing the tlead in the b.Kllantl\ 10 foml an empin' of hi~ own. Can you ,top him in lime 
hcfo1'e the horror of Nasa,h i, revisited in " ncu' r,-ifn of t"i l'! Brln~ Unt: unit w(lnh up In 150 poil11s wl1h no tly­
cr, or wi",rds. and 110 more th"n :!O poin ts in Illallk ilem,. 

MlSA·BA'Tll -TIti, ad',loced gamc uill pit ,ilt players on cllt'h ,itlc and lias an t:mlldcu lime .,1",- You 

MUST bring }'oor 0\\ n Warhammcr anny up tu IIlUO poinh . no flyers ur W;J.ard_ and up 10 50 poilll~ ill magi<: items. 

Mega-Battle· King of the Hili • A Wild , Eve ry·Man·For·Himsalf Basher 
An aocient relic fronl lhe solden days IlfSigmar Ita. bc-en diSl.·oWTl'tl in a tcmple on the 'cry ()lItsl:ins ofSlirbnd. This 
ilem j, fabled owr the centuries to po>sess all manner of maj!ic power.. thaI ean only help any a111bitioo~ senerJI tuward, )~ ..... oiI". 
hcl:ollling nothin!! 'hon of an Emperor in hi, 1111 n rillhl! If you arc the la,1 one remaining in the temple at the end of the ti 

'. YIIU a~ Ihe ,1II' ner of this sa('"red artif:1C1! 



Table #3 - Any Port in a Stonn? - Necrons vs, ? 
Esc:tptl pods jcnhoned fronl darnagt'd urbiling Baule B~rgcs and Spat·c HlIlk~ begin 10 i;lnd on Ille ~lIrf,ICC Of:l dc~ert pl:II1CI, The lroubles were 
lhought to be Ol'er, unlil the long-dommnl N~run~ swrmed oul or the pyr~lIlids, Bring up 10 2ex) poims wonh IIf Il'QQp~ and no tr~n"pons. 

Table #4 -Infiltration - Free for All 
Sp:iCt" MarilleS. Eldar. Or~. and Chaos »cooting panics llleel in a Tyr:rnid-inft'Slcd jungle to retri<'lc a rnilitary probe druid Ihat" .. been IOSl 
among the IlI!oh green.ery. Bring a I SO poinl squad of infillralQl'li or M:utdr~kes and sIan tbe »carch pany! 

Table '5· Deathtrap· Free for All 
Your mission (and you must acccpt il ) i~ to bypa» a line of computcri,.~'d (lefen.'it'S and make )our way into a IOP-:.\."I.Tl't research facilily bunker 
before: an}'one elSt'. Bring a 500 poinl force buill u~ing lhe Sta ndard ~ lis..~hllls OfJ!anil:ltion ~·han. 

Table #6 - The Ruins of Brakka Skar - Free For All 
The Ork Wnrlords havc b<.'Cn drivcn away fmlll BraHa Skar and noll' Y"o hal'C a chance I,) 111011' lip a panially buill Ork Garganl bdore it eltn 
be unlea~hcd . Bring a 500 point force built using the Standa rd ~ lis..~ions organ i ~-'ltion chan. 

Mega-BatUe -Thh advanced gamc .... ill carry six plaYffi on each ~ide and cncolllp;l~ses an e:ltendcd lilll\' ~ IO\ , You MUST bring yoor 

()\\ n lroops up 10 750 poinh using the Sta nda rd Missions OIl:;util lllion chan, 

Mega-Battle - Bunker Assault - Complete and Total Anarchy 
Yoor forces haH' been di~patcbed 10 clailll a bunker in lhe IIli,Jdle of a raging batllefielo.! t<l sway lhe tide in y"ur ~mly '~ favor. Orks. Spacc 
Marines. TYl'llnid~, Guaro.!snten, EVERYONE wants 10 take ad ... ~nlage of the bunker. Whomcver hold~ the bunker \I hen the game ends win~ ! 

This year al Games Day we decided to do something a little special. Rather than having 
jusl g;IIlles Ih;lt were either bound by Ihe gaming sessions, or Ihc Mega- Ballles wi lh up 
to six pl ayers wilh enl ire amlics lighting 10 thc dC:l th , we decided 10 sel up an evenllh;u 
everyone, and we mean cvcryone. c;m be a pari or. The event described below is direct­
ly from one of the most successful game nighls we had during our Staff Warhammer 

40.000 League and wi ll give alil he player,; a chance to compete in a game that's sure 10 

result in a great. noisy bash, II's so special that il will only take place on Friday after­
noon (we won' t be able 10 wilhstand two days of Ihe insan ity from Ihis event). so make 

sure that you show up ready to play. RC:ld on 10 see whal it's :til Uhoul .. . 
llle cvi!11la,ter of muwgcnks, Fabiu~ Bile. ha, pcrfl'Ctcd hi s neweSI ~Irain of .wrum for <;rca! ing;1 new. 

more powerful breed of Primogen, This inform:!lion ha~ 1)I:(:o111e ort(' or Ihe \\ol""t-kep! '>C(:reb in Ihe 
galaxy and the focces of J;oud and e"il ure dc\Cending 0<1 his OUlfl'O!>I10 raid hi) slor~ge racilit ie~ In an Ul1emp! hI 
eilller destroy the barrels. take and u'\C IIIe I'ile liquid fO<" lheir own ~hcmcs. ur Itlt'I\'ly con~unlC it for the Hil'e 
Mind. Bring up to 1 ..... 0 "quad~ " 'OI"Ih up 10 .\00 points tOllllllnd make a mad dash 

10 groh as much mUlagen us you can carry! 
n.. w. .. , 0. ...... Sr ...... ,,, , ..,...., /I,'~ This el'ent ..... ill carry as many Jamcrs as possible ond i, St't 10 run all of 

/w, ~/>tk",d.,..." ~."" Io. , ,,110 ".,....cJ! Friday wilh pl;IYCrs jumping un and I)fl" Ihe tabl .. in a fa,t and furi-

()U~ ongoing cI'enl. Who knu ..... s Wh'll rew,tnls lhe barrels will con lain, and whal players who Me 
br~ve enough 1<1 relrieve Ihem will recci\'c'! TIli' evenl i~ sure 1<1 dr~w u large nowd and gcncr;.le 
plemy of exdt~ment in Ihe hulL '1'011 d o nol h ll\'(' 1<1 registe r in Ild \'ancc ror tlli.~ C\"t ll t. btll you 
do havt'-Io have )'oor force as t.lescribed above and your lroup< beuer hal'c lheir running boots on! 

_ WANTED-
" f h Dark Angels Crusade to 

R«HUNT FOR THE 
FALLEN "" 

Must be: pure of spirit and wllhng 
" th "r all to spread the: undy-

to give e:1 h 
. l' ht of the Emperor to t e 
IIlg Ig , of the: universe, as 

d.rke:st re:glons , 
'f those tral­

well as rec.Ove:r and pun ~ d 
d he:re:tKS deeme: 

tors, rogues. aD va" 
most daDge:rous to our pre:~r 
tiOD of the: ODe: true Imptllum, 

1ne Dark Angel ... han' embarked on a crus;ldc throughout 

the entire galaxy to hunt down a select lis t featuring thc 

lllOSI wanted I-Ierelics 10 the Imperiu m. Renegade Space 

Marines. Rogue Psykers. C haos Cuh blS, Ihey're all on the 

li~t as lhe mission to rttovcr the Fallen is initiated m 

G:1II1es Day. You can be among the firsl to p lay Ih is year's 

Games Workshop Baltic Tour Scenario. "11K! Hunt fur the 

Fallen:' before \\e lake it on the road later thi s Summer, 

See if you can eapture somc o[the Imperium's v ilest vi l­

lains before they C;1Il escape Game s OilY and s pread 

their tainted spirit lhroughoullhe gil laxy. II,N " .. I1<>..b/,~, .... 1 Ju" . ,,... .I~~,. 
fOlIl, '. ,""" .. " C:'rh-'< !"J<wr w , .. "~ .... ' 
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2. Best Warhammer 40,000 Squad 
This ~tucguf) i~ rur Ihe be" illfumry or ellValry »quad 
buil! within 1h" appropriale r:lce'~ linn}' Ii" p.1T:unclcrs. 
For cllmnplc, S-IO Terminalor:. . .\.~ D,u\; Rt.'upcrs wilh 
an Exarch. or 5-10 ROlll1h Riders. All models I11U,1 be 
p,,",sented on .\tund<lro slonaba...:, of approprial<' _izc and 
movemenl trays an: highly t\'~·(lIlmlCndcd. I)Q nm 
inclndl' lroop lrJn,pon), these belong in category J. 

3. Best Warnammer 40,000 
Vehicle or Squadron 
Thb cUlc~.ury i~ open 10 a ,inj!le lal]c 
W3rll:Ull1111.'1" ~O.(JOO n·hiclc. dread­
noughl. " 'ar machine \\ilh C~. or a 
Sljuadron of 'mlllkr "chicles. For t'xlimpk. lilt 
lmpcri:l.l Chimer.. is a large "chicle, an 
WrJ.ill\lord h a dreadnOOl1hl. an on. Sig Gun;) a waT 
machine. and Ihre ... 10 fin- Spat.'C Marine bike;" is a 
Mjuadron. Mn" ,chick mcxIcl, <I ... rlIlt tome wilh a 
b:!"" btn ~O\l may provide olle 10 ... nh~nce slllbililY 
and appearJnee. 

4. Best 
Warhammer 
Single Miniature 

Open l() any .,ingic Warh~mmcr figure 
mounled or on rll()l. pr"scnlcd 011 ei ther a 
''1um"\! O;lse no larger than 25m",. a CUI" 
airy ba..c. or a tlying ~tand. MoJcl~ on 

-IUmm x -IOIlIlLl mOI"ter bases or lar~er 
bdolLJ1 in ea leJ1Of)' 6. -

5. Best Warhammer 
Unit 
Enlrie..~ imo Ihis eateJ1O!")' must 

/:on~i'l of a unil of Wamamiller 
minialures OIL Im'it appropriate slot· 

laba"!:",. Unil enlrie~ mU,1 ineludl.' at 
leastlhn.' .. oflhoc follo"ing : Gcnernl or H ... ro, Unit Champion. Stundanl 
Bean'r. Mu~kian. or Wil.ard. l1lo.' 1Il: •. timlllll unil ~i1.t' is 10 models and 
pIU"idmg a 1l1O\·cmcmtr.1Y is highly l\.'CllInmt'nded! 

6. Best Monster I Creature or 
Warhammer War Machine 

This call'J10!)' b upen 10 all Wam;muncr or Warharnrnt'r 40.000 crea· 
lures on 40mm .t -lUt1l1ll b:!)C.., 01" larg~. Fur Wamamtller 40.000 this 
cOlen; A'"ataf\. Ogryns. l)'rJnid \VarnON. et/:. For WamamtlK'r. it 
iocluili') On: Wy,em~, High Elf GrifTon~. Trolls. Cleo/you get lhe pi<:. 
ture). MlIl1>ter.. may ha'e a fider \\h ... re appropri;u .... War maehiO<.'"~ 
mU~1 include e1\'W ;I~ per tile L"t'lel";lILt WarhuOllllCr ,\nnic. Book. 

7. Best Battleneet Gothic Fleet 
Emrie, into Ihis emegury ,hlluld eon,i'l of "- 10 Illodcl, organi/.ed 

- This c:IlegOTY I~ for one or more models sel in a 
~tenie has.: or baekgmur>d. The ligures should be 

llmmged 10 Id l a SlOry. Entri~~ will be judg ... d on painting., 
l'Ol1\'er~ion wurk. )'cl'nil' modeling. how " .. ell it con\'cys ib 
namni.-c idea,. :tnd should :ldh~L"t' to Games Workshop's 
eswbli~hed imagery. Emries M UST NOT be largcr than 
ll""xll""xI2". Othcf'\i~. our GUlli(" Day Ogres will haw tu 

make sure illits, and you ""ltlldn't Wanlthal. would yoo"! 

g. Youngbloods Category 
The Younghlood~ eompt'lition is open to 
p;.tintinJ1 "ntr:mt..o. 14 years old 01" yoong~. 

Yourent!)' should l'onS;"\! of any singleCilaJd 
Mini.uure from any Gamc~ Workshop ganlC on 

its appropriale gamilli; ~lol1uba....:. 

10. The Slaves to Darkness 
Entrie, in thi, category JIlU~t eOIl~i~t of one Warhanuner 
or Wamannner 40.000 Chaos figure nMJUnt«i or on 

rOOl, a WarhanltncrChaos chariOl or ere~1Ure, ~ Wamamrner 
-W.<XlO "chide 01" dreadnought. or any ~ingle Daemoo or 

Daemon Prioc!:". Moo.k:l~ "ill be judged on bulh paiming and 
cOllwI""ioo "or\.:. and ,lIQUid u\lhcre to Games W<Jri.:shop·s 
establi~hed imagery. Sa,ieaH)' folh. this i~ a ehallC"f' 10 ~hov, otT 
~lIIe 1\.';, lIy cool Chaos eun'·er..ion, and paint job~ from ellhl'r 

WmhUl1UllCr or Wmhmllmer ~O.OOO! 

11 . Best New Marine Chapter 
Enlril'S in thi~ ealegory should eOIl,isl of a squad of S·IO Tactical 
Spa<: ... M;trin," paim,'!! 10 L"t'pre.\C1U a new, Llnpuhlishcd Sp..l<:e M~lrine 
Chapler. 11k- Chapler llllN (ullul\' th" Codex: Sp~ce MarinI!.'> g~ljdc· 

lines. and should rencct Ih,' hackllround o(tllC WarharnnK'r -40.000 un i­
'·erse. Providing!l mo'.cllIenl lru)' i, recommended. 

12. The Open Competition 
1lIe Gullkn ikmon Op...n COO1lpetiti')l1 is liter.!lly whal il says it i',· an 
open opportutlity for you lU let )'our irn:tgina· 
tion run tolally wi ltl. Your entl) can range 
from a ~inglc liguL"t' to a ~\\l'Cping diora­
ma, Anyone can enler II\.: open competition. 
induding Game.s Wm1,~hop ~t"fT. and thi, i~ 
the only eatego!), u\l1ilable to pn. ... ,iou~ \)\·er· 
all Goltlcn ikmon "inncrs!!! 

RcrJlI.""mber. no matter ~ wild your 
entl)·. Ihe judJ1cs "ill hoc 10000inl1 for "ell 
paintctl lllmiature$ thaI udhere to the 
image!)' and ethos or G:llnes 
WOfbhup" Ilni'l\lC gaming un;'cl"C. 
Con\'en.iuM nre al1o"eoJ. hut should 
aiM) be con,i~tcn1 "ith tile ~t mu~pl\.:L"t' of 
the p ille world anti Ihe 'piri! or the 
rninillturt's. TIle lln ly re'lritliull i~ your 
entf)' MUST NOT be !argl.'r Ilwn 
IW·K l lI··KIIS"'. 0<) (or it!!! 



SET BITTlE TABUS - As with lhe olher games, Iht\'ie tables hawaII the galoctio: 

...:enery and emin: fleets of ships read)' 10 go, You must register to play on Ihese tables! 

Table " - Battle'leet Gothic Demonstration Table - Chaos VS, the Imperium 
Chaos arKIlmperiaJ fleetS clash in t~ ''3-<;( darkness ofl~ Gothic 5«Ior, Grnb your oppor­
IUnilY 10 learn ~' IO play Inc new game of spaceship baules in lhe -lISi millennium! 

Table 12 - Hunt for the Traitor - Chaos vs, the Imperium 
A reb .... Imperial b.nlie cruisc:r has been delecled cruising Ihrough llIe: -.«tor wilh a 
neel of Chaos battleships and lhe Imperial ne<:1 has been dispalched 10 bring lilt: 
herelie to justice! 

BRIIIB & BITTU TIBUS - H~"eyour neetali sec'!Wamlol~s, your 
mel1le in battles wilh other BnUlcfle.:t Gothic Admirnl~? These wbles arc Ihe per­
fecI plare 10 do so, Bring your own fleel SciL"Cled acconlinS 10 each mission, You 
do nOI han' 10 rYgisler to pill)' on Ihest tables, simply show up and go a l il1, 

Table . , - Battle For the Gryphonne System - Free For All 
The Mlrtt!\\or1d ofGryphonne IV is urKlcranack for control • 
of its mas~i\'e ship)'ards. Oro. Chao\.. Eldar, and Imperial /'~ 
~IS ha\'e assc:mbled from all o\'er the seclor 10 baltic fOT 
C'()nlmi oflhe syMem, Bring up 10 a.soo poinl fleet 
built u.~ing Ilk- appropriate !leelli)! .... ilh no admi­
r.tls 01' upgIa(ks as well as dala eanh fOl' )'our Miips. 

Table .2 - Back From Whence You Came - Imperial Fleet va. 1 
Ork. C haos, Eldar. and rogue Imperial con,·oys ure Irying 10 ..... cape the GOlhic ~tcl or aod ;I\'oid 
ciiminalion, BUI first lhey mu~' hreuk Ihrough Ihe barricade of Aeel Pacificu, 10 m .. ke ilto 'I 
jump point jusl o\'er lhe border. Cun you make il lhrough? Bring up 10 0 500 point neel buil! 
using lhe npproprinle ned li'l " ' ilh no admirdl, or upgrades as .... ell us dala cards for your ,hips, 

SCEIIARIO TABU 
You must s ign up for Ihis table! 

Back From Whence You Came 
The Imperium vs, Tyranlda 

"flxo Hiw Fleet has lam]ed, and Ihe amlies of 
lhe Imperium are mobili~ed 10 fend off Ihe 
hideous iO\'a~ion before the eon~umplion is 
100ui. Choose your ,ide and fight 10 Ihe dcalh! 

You do not ha .'c to sign up for thi , lable! 
Oa Wrekkln Krew 

arks, arks, and more arks! 
Bring a ,ioglc BUl1gy. Trukk, or Tr.tk, wilh its 
<In,'cr, The vehicle may ha\'e cilhc'r ~ fixed 
weapon und ib gunner, or lWO warriors, No 
gubbint.. ad\'~nces Of Noh,," 

BRIIIG & BATTlE 
YO\I do nOI ha~e to s ign up for Ihis lable! 

All Out Gang Warian! 
Free For All 

It's time for old scores to be 5ell led Ihe only 
w;ly lhese gall1\' ~now how, with bloodshed! 
Bring a 1000 credil NEW gang ;tn.d hallie (or 
supremacy of the Undcrhiw, 

HAT Do I Do WHEN I'M WAITING FOR My GAME TO 
TI\m:'i pk-nl)' of roo! .\.luff lO..pend nm" ,n to.., ... ,..,n 
,1Ul1108 ~s, or ir~""',,, 001 >i8n.:<.l up 10 pl~y fora 
,,·h,1e. We'", addc-d 3 row moo: of Illes<- spct',al M;m­
GIUU." 10 Ih" year's G:UlICS Oay Imcup. 

( T' . H . ;.\{ 
( 1,1'; n A 'f""'lF.f) 

DEMUNSTunONS 
PmOOic Ihroughuul both da)'j, 

Mordheim Demo Games 
Slop by aod get a look at lhe lalest de\cJopmcnl 
of 11K- new fantasy skinnish game SCt in lhe 
infamous Cily of the Damned, Ir you're luc~y. 
you'll bo." able 10 gel in on lhe aclion WId play. 
po:rhaps 1:,'ell dlall~nge Tuomas himself! 

" SPttD PltINTING 
COMPETITIOII 

2 MllIUn DRill CHAllElIGE Throughout both days, 
11lroughout bolh days, 

There's Two Minutes Left... 
.. ,your I~am's hehind, )"'" nUI'I~! You'tt roc.: off 
all.;n'" a ",1""led o..m". Worbhllp slaiT n",,,,tIer in 
I"'~ tk'l"""'IKIfI pi"}, ooo-off cbaJtcn.~, 

Are You Fast Enough? 
The pn:,.,uro i., un and ,t'. "P 11.1)"" 10 block '}Ill att 
the d,,111I<1I011S (.IId II",,,, "'" pk-nly of lhe"l) and 
I"'fJ<lu« Ill<: I,;"nl job lhal the roc"'''' J"dge< ",ill tk~nl 
1M i>(". ,"Ihe round III ,,-in' 

Throughoul boIh days. 
Whack-A-Troll! 

The M:ut Oni..-rTroits ... ,11 he lhe", runnlllilihi. ,,-,Id f"", for nll "nh Trolls 
nllll TroIMa~'<'fS runn,", IOUlIpoo-l and biI,"'mg each Ulh..-r ..,..,.,Ie"". Ir)"" 
Ih'nk )'our Troll or TroIhI.y"" I\a,; lhe.' s~,tt j 10 "'real 5on", ha,-oc, lhen linn; 
'con alung, ilul )'011 don't haw 10 haw ywr own, ,,'~'II to.: I~ 'l~'n happ)' 
10 tlOllt- )'W up. 1f you ... hack 'em 100 hard lhoo~h, )'ou'll 11<.' SoXfY! 



.J. 

[)car White Dw:.n Staff. 

'nlc only thing thaI I could think of 
to make your mag hew: r would he 
mon: Nccromu nda. and I'm sure that 
there arc a 101 of Nccromunda fans 
out there Ih:u would agree with me. 
I! would be nice to Sl'e :. 
~ccromunda battlc rc po n now ;.nd 
then. along with some Nccromunda 
a rtwo rk (have Kev \'(~Ilker do il . lic 's 
:Iwcwmc!) . 

Joe Carro 
COLSCO, ME 

We Irm',' to lIg rYt' witll YOII mill YOllr low.> 
of Nfi' ft)lIJlllldn , If 's siml,ly 1/ g rf'(I/ $:(IIIIf' 

will, l(Huts of I'Os.\'jiJililirs for ('.\'filem/'III. 
N o H'. 1111.'1'1' l i fe Cll trell/ly 110 1)/em.lIo/' filly 

/ 1'(/IIIrI'S ill th,. While D lI'wf jor 
N eOrJIIIIIIIl/a 1"('/(1/('11 1II(l/t'rit,l. f1",W! \ 'ef 

jor (III )'011 Clli/til'r /lm(llics ((III/I IIIOU 
l' /l(ulier c/ulr(I('/ersJ. lire Blad; Ubmry 
IW.I n·ft' lls/' r! its Im/'.w {Jllbli{.'(l/irJII. Ga llg 
Uhr. Inside yOI/'/f he' l/bfe /(/ find (II/ 
killlbi of gUlII ill/tlflllllliull (II/ 

Necromwula, f mm IN/ illtill !; til'S to 
~'Ct.'IIIl l';1' ideal', TIti,,' is till' I'eift.'{'t too/ 
for {my NI'cmmlilldo {' lIIlll1siasl, /I ',t fi m 
for llit t' lIIire HOII.w'! 

[)(>:rr Wh ite Dwarf, 

I S:IW the ehair m :ldc of human ~k in 

in WD#230 :rnd I W;L<; wo ndering if 
the Skin Cha ir would m:lke an 
appcar.lnce :11 G:rme~ Day? 

Je ff 
Chicago, II 

IV/,(// ( I/I.1W"" ('(mid II't' 1}(Jssibly g ir't'? ,,~ 
111'(' hilI sllll ,t's III 11,(' Skill C/rair lIIlt/IIIIISI 

do ir,' bidlling, To filld 0111 1I'Ir(ll il,l' whim 
is ,1'011 '/1 j usl lutl'(, 10 gel (I liekn (111(1 
( 'Olllf' to Galllt's Day '99 Iu It't' fo l' 
.W1I/ru/j! 

Whilc DII~lrf $Iall 

In While DII':lrr issuc # 228 , you 

ai(box 
This is the chance to "ave a say 011 the toPics that 

)Iou 're paSSionate about - be they gaming, 
paintillg, other gamers, While Dwarf, or Games 
Workshop's games. All you have 10 do is drop us 
a line at the address 011 the bottom of the page, 

introduce D .... ~.trfs :IS :r new " -.tm a nU 
in Mo rdhcim , I ha\'C' a greal love ror 
the ancient o nes, but I w :tS 
diSa]}poinll'd in the profile o r Ihe 
Trull SI:rvcrs, Yo u said it you rsclr th;u 
there a;e rcw bettc r fighters Ihan 
Troll S l a~'crs in thc Known World. 
but their promc is no bcul' r Ihan an 
:m ,:r:rge dwarf. " Troll would hal'c 
them for lunch with those kinds o f 
Slll tS .. . 

You rs Si ncerely, 
Jo hn Swit7.er 

CMP l\;ndle lOn, CA 

TIl!II SlllY('~ are fill (",'eJemlt' ol'IHJllelll 
fo l' mlyt/lle '0 ml'(' l (III lIlt' fi e'ltl of IHlllle, 
Hmt'e t'er. (11/ DW{/lf~ lire .flllnly {Iml 
;,upreSJir't' fishtl' rs. Whala Troll Slayer 
offi' rs tI"QW a /l "'.f Of III' I' hn'IIIrf'1I is II 
f'(!1I(IiIlt'H JiJf g lllriOIl,~ (/e",11 ill coml)(ll, 
Tile l ' ... ill Itet'!'r rllII from b(l/lle, fighli ll f( 
/lllIif t'\'I' ,) ' lew Tmll Slaye'r Illls filll<'l;, 
011/1' Ihell ... ill Iheir //lurk of ,flwllle hi! 
n.'III~!I"ed (/I1l1 IIII!)' will be ablt' to resl ;'1 
l}t'l/{'t'. Delllil bl,/orf' dh/rmlor ! 

Dear Games Workshop. 

I may as well get to the point berore you 
10M! il1lcre~t and throw Ihi ~ in your 
lIli llion dolla r paper ~hrcdder, [ was 
wondering if il is possible fo r your 
company 10 beg in a TV serie ... '! Whelher 
it b a Saturday morning canoon or an 
inronmllhe p:liming scs~ion with our 
good friend Mike McVey, Maybe it 
could be like your magazine or involve 
helpful gaming tactics , Whatcl er it is. 
I' m surc you 'd havc mc watching it, a~ 
well as the othcr million and :I half 
dooicatoo gamcl1i .. , 

Jamic Macari 
SI. Calhc rines, ON 

Fir."t, let liS di~1X'lllle mylll IIf III{' lIIil/ioll 
doll"r pi/Per .l'hl'l!ddt'r. lie ,rl'clIll (lIIIIOJI 
(1/1 (1111' tilllt' (/lui I/IOIII!)' l lesiWI;'I8 g reat 

/Ie II' IIIf){lels //lId gUllies for YOIllh.." tlwre 
j uSI iSlI't e/l ollglt /t'ft (lI't'r [< 'I' l/rm 

slrredder (11m tltal we 'd slt red lIIl)' uf mlr 
I1'l lders ' lI/(liI), TltouSIt 1111'1'1' i,I'II" t / 

It'll' ,'i.l';tlll IJrfJ81'WII ill l Ilt' " '(lI'ks [<If 
GlI/llt'S Ilh l'b llop , tN/illlillS irSSO ll,1 (/lui 
ollter helpf ll/ .n 'n 'ict's ore a f IIIm r ll ,~ 

your loelll Gallles lI'orblwp Hobby 
Cellll'l: so .1'101' i" .I'OUlt'lilll(' Will MI,I' 

Irello. I\e '(llm'e 10 Itt'll} )'0/1 emt, 

Greetings and salu t:J.l i on~. 

I have oome que,~tions , I h;l\'e l1!ccnlly 
])UTc h:J.scd the Citadel Miniatures 1m 
Annual, E,'crylhing seemed perfott until 
I realized there weren ' t any Chao!; 
Dwarfs other than the ones rrom Blood 
Bowl. Then I realized there \\I,!re no 
Necrons for 40K! Plu!; there were no 
main chard(.·ten. ror the Lizardmen, Why 
has Ihe Annual been dcpriloo of theM! 
miniatures" On a completely different 
subjecl. how many differenl Citadel 
Miniatures are there'! AI~o. when! can [ 
get a C itudel Miniatures The 1999 
Complelc Catalog? 

Sincerely. 
Andreas Petel1ion 

Salt Lake City. Utah 

Air, {/ il!liek tl/ull)(,R'I'I"ir 'e eyl' yml 1/(/1 '1'. 
The Alllllwi is 0111' Clid /Q (Ifill/(' Call1t',{ 

\I~ II'hll()f! ho!J!Jyixls If) 11t'/" YeJll Jim/lilt' 
l /iffert'JIf mini(llllfl!$ WI' 1/(11'1' orll ill our 
rllfft'1II /ill l', CIr(UM Oll'mis 110 Iw l 
"PIX'(/I' ill Ihe ,\lul//a/ l'imply b.~CllIIl't' 

Ihl'Y 1111' IW Itmgl'r I'"rt of I/,e CII"'~'II/ 
Ii"e of milliallll'l!l' lI'e I' m illlCe, NO" 'I' ,'er; 
,I'ml etlll still Xt' l Ill est' filiI' miw'{lIIIfl'J 
Ihmlls h mil' An:/til'l' st'n 'ice. As fQr fhl' 
N e(T OII.\', origilwlfy 11r(1' II't're 11(11 8oill8 
10 fi lld Iheir I\'ay illlu Ihe lillI', bill d//(, 10 
IHJlml(/r dell/lil/d, Ihey "'t'I~' ImmglrllNlC'k 
rlllly 10(} 1(1/1' fo r l ilt' Allmllll, Pre'drlll.d l, 
fhere II"t'fl'I, ' 1 l illy U :'(lnlmt'll dian/cl ef 
II/ocl('/.I , Iml 1I't' k ll()ll' you'lIla..,' 011 lilt' 
1I t'H' Li: llrdmell modd,,' lhis mOlll h, 
They',1' sptlll'lIillg 0 111 of t'Qllfml! 

Wanl to send a letter to thc M:J.i]box? Write u ~ at: Ganle~ Workshop. Alln: White Dwarf Staff. 6721 Baymeadow Dril'(:. 
Glen Bumie, MD 21060, Or, send us some email at WhiteD@g:rnlcs-work.hop.com. 
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G 
feelings citizens, and welcome to the Emperor 's most holy Chapter Approved column. 
This Is a great month for Chapter Approved, mainly because we 're not going to publish 
an army list for once, giving me plenty of room to include an eclectic selection of 

subjects. I've been receiving a steady stream of letters from some seriously warped 4DK players 
across the world and now, at last, some of them wfll get a chance to make i t into print. I should 
offer thanks and commiserations in particular to 8f1 those who sent In Neeron lists -
unfortunately we had the one from Rick JuIced and ready to go about the same time the lists 
started arriving. Also in this month 's Chapter Approved we have a selection of Questions and 
Answers, lovingly prepared by Gav Thorpe, Jervis Johnson and myself, with a few (this Is a lie) 
extra designers notes on close combats. Because Gav fs such a nfce chap, he 's ensured that we 
have some new stuff too, specifically rules for smoke and blind grenades in 3rd edition 40K, plus 
a new Sacred Rites tabla so the Sisters of Battle can be more sanctimonious than ever. 

r - Smoke & Blind G~enad~S ' in ~OK-< 1 
By Gav Thorpe 

In 2nd edition 40K, many squads could be equipped wi th smoke or blind grenades, which could be 
used to block line of sight. Although intended to screen the unit from enemy fire, various nasty and 
devious tactics were evolved beyond this laudable intention (such as radng a bike squadron in 
front of your enemy's heaviest weapons and dumping blind grenades right in front of them). 
Blind grenades also remained in play. which meant that in many battles towards the end of the 
the last edition's life cycle, lots of time was spent at the start of every player's turn rolling dice 
to see what happened to the plethora of markers on the battlefield (as well as plasma grenades 
and miSSiles, models on fire, vortex grenades, Destructor templates - need I go on?). For 
these reasons, we decided not to worry about blind grenades in 3rd edition. 

However, I was painting a squad of Space Marine Scouts the other day and thought 'Jes has 
gOr;le to all the effort of designing some blind grenades on these; isn't it a shame we took them 
out of the rules'. Then an idea struck me, complete with cartoon light bulb appearing over my 
head wi th a DINGI Why not just use the rule for a vehicle's smoke launchersl So, here it is .. . 

The t6Uowing unit types can be equipped with blind or smoke grenades (in case you don't know, 
blind grenades are just a more hi-tech version. which cause electromagnetic interference on 
scanl;"lers and such like, a bit like a chaff dispenser on a warplane). A unit carries enough blind/ 
smok'e grenades for one use during the battle. Blind/smoke grenades are used in the shooting 
phase \ lnstead of the unit firing any weapons. Mark the unit as using its blind/smoke grenades by 
placing colton wool around them (or something similar). A unit cannot assault on the same turn it uses 
blind/smo,ke grenades. The blind/smoke screen lasts until the start of the player's next turn, and until then 
the unit cOunts as In cover. with a 5+ cover save. Because they count as in cover, models In the unit will 
also strike fi rst jf assaulted, unless the enemy is armed with something like lrag grenades, or has an ability 
thai allows them to always strike lirst (like Howling Banshee Aspect Warriors). 
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SUBSCRIPTION FORM 

Name: .............................. . 
Address: _ . ...... " .............. ... ... .................... ...... ... ......... .. 

.......................................... _ .......................• z. Code .......•.....•.............. _ •........... Telephone no: ................... . 

Please choose your method of payment: 

o Cheek or Money Order (payable 10 Games Workshop) 

o Mas!erwd 

o AmeriCan EJ.Press 
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spatches 

Dear Andy Chambers, 

My name is Matthew 

And 10 from beyond the halls of time and the infinitude of the 
firmament they came - letters, letters without number, beyond 
counting they were and verily I became knee deep In the 
rustflng multitude until I despaired. And then I decided to have 
my own flttfe letters pages. Over the next few pages are some 
of the interesting letters I"ve received recently, all of which 
discuss some good Ideas for 40K which you might like to adopt 
for your games. 

Chaos player (fran Farr~n and I am a 
playing just before the :a",ors). J started 
I must admit the new lange OVer of rules' 
I have noticed that ' ru es are a lot better. ' 

'c% armies have I~~~:nn:;~book, nearly all 
os. As YOu can es apart from 

letter is about a Probably guess th,'s 
lA' • new ann"" ..J' , 

narnors are SUfll"V' ,..,.,.,nulX. The fron 
and . ,..,.,..,sed 10 be!}OOd . 

use bIg engine at Sieges 
that any Iron Warn': 01 destruction. I believe 
to take two Dreadn rs Player .S'!ould be able 
ch~e this OPtion) ~:,.gt%ts m~nlmum (if they 
POmts and thev co t e pnce alone + 50 
cho ' J un as one He • 

Ice. Or another wa . avy ~,upport 
Dreadnoughts togeth Y IS that the two 
and COst 100 point er count as One choice 
for your time. s plus weapons. Thanks 

Yours Sincerely 

Matthew Farren 

o What happens jf you take two Blood Angels Chaplains? Do you get two Death Company units (evil laugh)? 
A You can only ever have one Death Company unit. If you take two Chaplains 8S two HQ choices. then both Chaplains 

and their Death Company Space Marines form a single unit. 

Q Is Chaplain Lemartes a character or an independent character? In his description it doesn't say one way or 
the other. 

A 

Q 
A 

If the special character Chaplain Lemarfes is not accompanied by Death Company then he is an independent 
character. 

Do Veteran Assault squads automatically include a Veteran Sergeant as standard? Or do extra points halle to be 
paid to upgrade the Sergeant. 
Veteran Assault squads have an ordinary Sergeant as standard and must pay + 12 points 10 have a proper Veteran 
Sergeant 

Q Why Is a Blood Angels Force Commander only leadership 9? 
A Because we made a boo-boo. A Blood Angels Force Commander is Leadership 10 like al/ other Space Marine Force 

Commanders (oops!). 

Q Why are Rhinos and Razofbacks cheaper lor the Honor Guard than anybody else? 

A Because iI's a mistake. The RhinolRazorback option in the Honor Guard entry should be 65/85 points respectively 
(oops, oops!) 

Q Why are Baal Predator sponsons twice as expensive as anyone else's? 
A The sponson costs on a Baat Predator are actually for a pair of sponsons. not for each sponson like II says (oops, 

oopS. oops!). 

Q 

A 

Q 

A 

Blood Angels Rhinos and Razoroacks have the overcharged engine rule which seems to imply that the bonus 
movement they get must be taken in a straight line, is this the case? 
When a Rhino or Razorback uses its overcharged engines, the extra 6" move must be straight ahead. 

In WD 229, the Army of Death scenario stated the Blood Angels deploy 24" away from the enemy, butlhe ma.p shows 
IS" between deployment zones. Which is correct? 
Oops. it's 24" (do you really think we'd unleash an entire Death Company from only 18" away??? No don ~1 answer 
thai). 



A 

A 

A 

In the Space Marine Codex it stales that a Space Marine army can 
choose to arrive via drop pods In scenarios where the Deep Strike rules 
afe used. Does this mean that al the start of the game: 
i) The army is in reserve and units are deployed using the Deep Strike 
rules on the turns when they arrive. 
iii All the units in the army are deployed via Deep Strike at the beginning 
of the game? 
i] is correct. Deep Striking troops are always in reserve at the start of the 
game unless specifically stated otherwise in the scenario (8S is the case in the Space Marine P/anetfall scenario for 
example). This applies to Tyranids dropped in Mycetic Spores too. 

In the Drop Pods rules in the Space Marine Codex it also stales thai Land Speeders may deploy using the Deep 
Strike rules. How lasl are the Speeders assumed to be going when they arrive? 
The Speeders are assumed to be moving at over 6" per turn, so they may fire one weapon and count all hits as 
glancing. 

Can a Tyranid Spore Mine kill you by crossfire? 
Yes It can, because it is an enemy model - the presence of a Spore Mine behind you as you start to fall back is 
going to be just as dangerous and demoralizing as the presence of an Imperial Guardsman or anything els,al 

Ooes it explode if it does so? 
No, a Spore Mine is only detonated if i1 moves within 1" of a non-Tyranid model, not the other way round. 

Can Biovores target anywhere on the table or must they fire at units? 
A Bievore may target anywhere within range. The procedure we generally use is /0 place the Spore Mine model at 
the desired target spot, then guess the range and adjust the position of the model as appropriate, then roll fOf scatter. 

11, for example, I upgrade an Assault Marine armed with a bolt pistol and close combat weapon to have a plasma 
pistol instead, does the Marine lose his close combat weapon as well as his bolt pistol? 

Ah. this is an oversight we made when we were worrying about models upgraded to have heavy weapons keeping 
their basic weapons 8S well. To keep things clear we ruled that a model which upgraded its weapon lost its starting 
weapons. However in the case of a model armed with 8 pistol and a close combat weapon, and you're just upgrading 
the pistol, the model can keep Ihe close combat weapon, or conversely if you were 10 upgrade the close combat 
weapon (to a power weapon for example) you would keep the pistol. 

Sisters of Battle Rhinos are listed as costing both 45 and 50 points in 40K, which is correct? 
A Rhino costs 45 points as listed in its own entry. not 50 points as in the transport options in the unit entries. 

Which vehicle upgrades may be chosen for different vehicles? The Codexes are confusing and contradictory on this 
subject. 

A The Codex army list entries tell you which upgrades may be chosen for different vehicles. 

, 

\ 

Simon Shuker says ... 
Recently I've been experimenting with the use of Spore Mines and 
Biovores and this seems a good time to mention my ideas. When 
fighting against tough opponents like Space Marines I've found Spore 
Mines are a lot more useful for their potential destruction than their 
actual capabilities. By targeting areas near an enemy squad. the 
Spore Mines become a more immediate threat than the approaching 
Tyranid monsters and an opponent will often shoot the Spore Mine 
(rather than your troops) to stop it floating near his squads and 
exploding to cover them in icky acidic slime (evil snigger). 



Allocating Attacks Against Characters 
Characters are always treated as being a separate unit as far as the rules for 
allocating close combat attacks are concerned, including characters that are an 
upgrade for an enemy unit like Veteran Sergeants or Nobs. 

In this example the attacks made by Striking Scorpion B must be allocated against 
the Ork Nob leading the unit, while the attacks made by Striking Scorpion C must be 
allocated against the Boyz. Striking Scorpion A's attacks can either be allocated 
against the Boyl. or the NOb, or both if he has two or more attacks to make. 

Removing Casualties In 
Close Combat 
As with shooting attacks, it is the 
owning player who decides which of his 
models suffer wounds that are inflicted 
in close combat. Wounds from attacks 
allocated to a unit are taken first on 
models in base contact with the 
attacker, then on models from the unit 
that are within 2", and then on models 

Sweeping Advances 
Models that make a sweeping advance may be fired on by the enemy 
before the next assault phase, but only if it is the enemy player's turn (I.e. you 
don't get to shoot in the shooting phase unless it is your own tum). The unit 
making the sweeping advance can be fired upon by any enemy units (subject 
to range and tine of sight of course), not just the one being assaulted . One final 
note; watch out when using blast templates against units making a sweeping 
advance. as a wily opponent can (and probably will) reposition the template so 
that you catch your own troops as well as his! 

from the unit that are further away . • _..L ______________________ _ 
Where there is a choice between 
equally eligible models (Le. two 
models from a unit are in base 
contact and one wound is 
inflicted), then the owning player 
may choose which model he will 

Vehicles In Close Combat 

lose. 

Units in base contact with an enemy vehicle. apart from one with a Weapon Skill (like 
a Dreadnought or War Walker for example), do not count as being engaged in close 
combat, and are in all ways treated as if they were not in base-Io-base contact with an 
enemy model as far as the rules are concerned. This means that enemy units may 
shoot at them (though be careful with those btast templates again!), and that they can 
fi re themselves. By the same token, the vehicle can shoot and be fired upon. Please nole that in a multiple 

combat where several units are 
involved, excess wounds do not 
carry over from unit to unit; if you wipe 
a unit out. any 'left over' wounds are 
wasted. 
Also note that attacks allocated against 
a character can only wound that 
character: excess wounds don't 'carry 
over' to other models nearby, even if 
the character was an upgrade for the 
unit, (Le. in the example pictured 
above, attacks allocated against the 
Nob could only effect him, and wouldn't 
'carry through' to the rest of the Boyz in 
the unit). 



CLOSE COMBAT NOTES 
One of the problems with writing rules Is that there are sometimes things that seem self-fwldent to 
you, but may be somewhat less so to others when they read the rules. In the new edition of 40K one 
of the areas that players have some trouble with is the close combat rules. We've therefore put 
together the foflowlng guidelines In order to make things 8 little bit clearer. These explanations Bre 
by necessity rather 10ng, but don" worry, you don 't have to memorize them, Just refer to them when 
(or If) needed. 

Sometimes a unit will declare a charge. but fail to gel any models into 
base contact with the enemy. For example. a unit that assaulted 
through difficult terrain might fail to reach the target of their charge. 
Under such circumstances the close combat is not fought, and the 
charge is considered to have failed , even il one or more of the 
chargers managed to get within 2" of the enemy. The same rule 
applies in similar circumstances where models from a unit are within 
2" of the enemy but not in base contact; a unit must have at least one 
model in base contact with the enemy in order to light in the close 
combat phase. 

Drawn Combats 
Note that a combat where one side lost but 
passed its morale check is considered a drawn 
combat, and that drawn combats do not only 
occur when both ptayers roll the same number on 
the Moral High Ground dice roll. Basically, if 
neither side runs away at the end 01 a combat, 
then it is drawn, and unengaged models from 
each side must move up to 6" towards th,e enemy 
and try to get into the light (see the wles for 
drawn combats on page 69 of the rules). 

Termagants 

Allocating Attacks 
In Close Combat 
There is an important 
difference between the way 
you allocate shooting and 
close combat attacks. 
Shooting attacks are made 
against a single enemy unit. 
while close combat attacks 
may be made against 
several enemy un its. This 
means a unit ca n attack 
different enemy units in the 
close combat phase, which 
is not allowed when 
shooting. 

Genestealers 

Because units can fight more than one enemy 
unit in a close combat. the attacks of the unit 
must be allocated out against enemy units 
before they are resolved. Assuming the unit is in 
contact wi th more than one enemy unit (as will 
oiten be the case) you must allocate the attacks --------------------i made by the models in the unit against enemy 
units that are in base-to-base contact with them, 
or an enemy unit within 2" if a model is not In 
base contact. If several enemy units are eligible, 
you may choose which to attack, and can split 
attacks between them if you wish. This sounds 
confusing but is easy to do in practice. Here's an 
example of how it works: 

Allocating Attacks Against Specific Models 
You may allocate the attacks made by a character against a specific 
target model in an enemy unit, but only if the enemy model is in base 
contact with him. This allows a character to target his attacks on a 
specific model, taking out the member of a unit armed with a heavy 
weapon, for example. If you allocate a character 's attacks in this way 
then any wounds he inflicts cannot 'carry-through' and can only effect 
the specific enemy model he attacked. 
The only other time you may allocate attacks against a specific model 
in a unit is if he is a character, as described above, or if the model has 
a different Weapon Skill or Toughness to any other models in the unit. 
as described on page 64 of the rules. 1\ has to be said that it is 
extremely rare for non-character models in a unit to have differing 
Weapon Skills or Toughness. as normally all of the models in the unit 
have the same profile. However, when it does occur you must allocate 
the attacks against the different type of enemy models, and any 
wounds you inflict can only be taken on models in the enemy unit with 
the appropriate characteristics. 

In the example above, Ihe Space Marine player 
must allocate the attacks from models Band C 
against the Genestealer unit. and thE! attacks 
from model E against the Termagants, as these 
are the units they are in base·to·basEl contact 
with. Model D is In base contact wittl models 
from both units. so his attacks can be allocated 
to either unit or. if he has more than one attack, 
they may be split between the two. Model A's 
attack must be allocated agai nsl the 
Genestealers, as he is within 2" of them and not 
within 2" of the Termagants. 



ASSASSINS 

ATTACKER'S BRIEF 
You have been chosen to lead a crack commando 
force to kill the enemy high commander, with the 
intention of causing enough confusion to disrupt their 
attack and bring you victory. 

SCENARIO SPECIAL RULES 

DEFENDER'S BRIEF 
As you were enjoying your afternoon nap (or prayer 
session, or meal, or psychic communion with the Hive 
Mind etc.) one of your trusted bodyguards brought 
you news thai a large enemy force has appeared on 
the horizon. You must endeavor to stay alive until 
reinforcements can arrive to carry you to safety. 

The Assassins mission uses the Fortifications, Hidden Set-Up, 'nfiltrators, Random Game Length and 
Reserves scenario spedal rules. 

SET·UP 
.:tt The defender's deployment zone is up to 1 S" on from one 
..,lL:lf the long table edges. in which they may place 
fortifications. The attacker's deployment zone starts IS" 
further towards the opposite edge. 

n The defender's HQ must be set up on the table, but any 
It!oFast Attack unit must be placed in reserve. Other units 
have the option of being reserves or being set up on the 
table. Once decided, set up using the Hidden Set-Up rules. 
The HQ must be at least 12" from any edge . 

.J The attacker deploys his entire force. 

4 The defender reveals his set-up. 

Attacker'S deployment zone 

Defender 's deployment zone 

$ Any attacking infiltrators may make one free move, ignoring terrain. Eldar may fl.Qt fleet fool. 

(!;The attacker gets the first turn. 

MISSION OBJECTIVE 

GAME LENGTH 

l B" 

lB" 

The attacker wins if he can completely wipe out the 
defender's HQ unil. Note that in this scenario the 
defender's HQ is subject to the They Shall Know No 
Fear rule, and will always regroup, because 
otherwise they might just flee off the table, and what 
fun would that be? The game lasts a variable number of turns. 

LINE OF RETREAT :J 
Troops fall back towards the tong table edge of their 
own deployment zone. _. 



The mission on the opposite page has been sent to me by Laurence Sinclair, a purltan/cM Sisters 01 
Battfe player who also helpfully included a number of threats to try to bring forward thl~ Sisters 01 
Battle Codex. Acta non verba, Laurence. One of Laurence's 'concerns' about not having iI Codex for 
the Sisters was that they no longer got the benefits of offering their prayers to the Emperor at t~ 
start of the battle. Gav has already been doing some preliminary work for the Sisters, Including a new 
Sacred Rites table, which I've filched from his desk to give you a look. 

SACRED RITES 
By Gav Thorpe 

Before the fighting begins, the Sisters of Battle kneel .---------------,-] 
1-in prayer, offering their thanks to the Emperor and 

asking lor His protection and guidance. The Battle 
Sisters are invigorated and emboldened by 
their prayers, instilled with grim courage and 
determination to overcome their foes. 
Any Sisters of Battle infantry units (ie. not vehicles) 
may take part in these Sacred Rites at the start of a 
battle. For each unit, roll a dice on the Sacred Rites 
table to see what effect their prayers have. Higher 
ranking members of the Adepta Sororitas inspire 
greater acts 01 selfless sacrifice and dedication, and 
so may add a bonus to the dice roll , as listed below 
(only apply Ihe highest modifier): 

Character Sacred Rites bonus 
Canoness +3 
Celestian Superior +2 
Veteran Sister Superior ... 1 

Note: For a Canoness or Celestian Superior to lead 
a squad in the Sacred Aites, the character must be 
set up with the squad at the start of the battle. 
If the character leading the squad in the Sacred Aites 
subsequenlly leaves the unit, any benefit Irom the 
Sacred Rites is lost for the rest of the battle -the unit 
wililhink they are being abandoned by the Emperor! 
Note that this does not happen if the character is 
killed whilst with the unit - they become martyrsl The 
unit also loses its Sacred Rites if another character 
takes over leadership of the unit. 
The resu!is of the Sacred Aites apply to all members 
of the squad and any characters who start the battle 
with them, including the character leading the Sacred 
Aites. 

06 

1 

2 

3 

4 

5 

6 

7 

S 

9 

Sacred Rites Tab"e 
Effect 

No eHect. 

The unit never counts as 
outnumbered In an assaun. 

The unit cannot be plnne:d. 

The unit Ignores any negative 
modifiers on Morale chec:ks and 
Pinning tests. 

The unit may re-roll any lailed 
Morale check. 

The unil may always attempt 10 
regroup, with no restrictions. 

The unit never falls back' and Is 
automatically assumed tp pass 
any Morale check it Is required 
to make. 

In close combat. the unit always 
hits on a 3+, regard_s of 
relative Weapon Skills. 

All models in the unit adj~ + 1 to 
their Attacks tor the dura on 01 
the battle. 

The Assassins mission has unique Force Organization charts to represent the facts that the 
defender would naturally have his best soldiers guarding his commander and that th~~ attacker Is 
mounting a lightning raid. 

COMPtlLSORY 
,~ ,,-

OPTIONIIL 
3""",, 1'_ .­, ~ ... -
'-' '-' 



FRED OR DEAD! 
This month we have something of a run on 40K Chaos Space Marine 
armies. You know what it's like - you wait months for one and 
then two come along at once! Mind you, when an army ;s as 
nice as Fred Reed's, I can't see anybody complaining! 

Fred Reed is no stranger to these pages. Even though his job 
as Hobby Manager for the South West region lakes up most of 
his lime, he still manages to produce really first rate armies. 
Several have been featured in previous issues of White Dwarf 
and he has picked up many awards al staff tournaments for the 
superb quality of his painting and modeling. Fred recently 
finished this enormous Warhammer 40,000 Chaos army which 
we just had to show. As you can see, Fred has really pushed 
the boat oul and produced some wild conversions - check out 
the Iron Warriors Dreadnought that uses hardly any 
Dreadnought bits at all. or the Predator covered with 
sliced and bleeding flesh! More than just a collection of 
stunning conversions however, this is a fantastic army and 
one that any gamer would be justly proud of. 

Eventually Fred hopes to paint up enough troops for 
three separate Chaos armies: one Khornate 
army, very much geared to last attack and close 
combat; a second army entirely composed of 
Chaos Space Marines - mainly Iron Warriors and 
Black Legion: and finally a third army with, as he 
puts it. ~all the weird stuff". This last army will 
eventually contain things like Noise Marines, 
Thousand Sons, Daemons and Cultists. As 
you can see from the photographs over 
the page, Fred is well on the way to 
finishing these armies. The only question 
now is - what will he do next? 

... Converting mad! Both the 
T Khomate Predator above and the 

Iron Waniors Rhino below are 
typical of the tevel of detail that Fred 

builds into his conversions. 

Remember this? Way back in 
White Dwarf 203 we 

showed you Freel s 
amazing 40K Chaos 

Thunderhawk 
Gunship conversion. 

We like it so much 
that we thought we'd 

dig It out again! 
Practically every inch of 

this awesome machine hc.ls 
been converted in some way. 

77 



To the writer of 'Chapter Approved', 

I have enclosed some rules for bayonets for Imperial Guardsmen In Wamammer 40.000. If you wish 
you could send me loads of freebies. What? What d'yoo mean "no"? Ah well. just print my flame if you 
choose to print the rules and /'II be happy. Oh. and If they make it into Codex Imperial Guard then put 
my name in the credits. What? What d'yoo mean "00" again? Hey, what's that red dot between your 
eyes? 

But seriously. you have my permission to modify them as you see fif. What? You WOI.Jtd anyway? Ah 
well. you CBnl win 'em all. 

These rules are Inspired oy that great film, Zulu '. in which the entire company is armed with' barone/s. 
and at the end the COlour-Sergeant attribules the viCtory to a bayonel with some guts o'hind it". The 
SluN legends are made 011 
Bayonets: .. 15pts per Guardsman with /asgun 

Some Imperial Guard squads are issued with oayonets oy their commanding officers for special 
missions. whilst some regiments, ootatJ/y the PraetoriBns. maintain whole squads 01 &lyoneliers. 
These men make Ideal close combat troops and are often used 10 hold a position that Is in danger of 
being overrun. The main benefit of using a bayonet is thaI the Guardsman may use both ends 01 his 
gun 10 aNack with. However, often an enemy squad that makes a determined charge a/ Bayonetiers 
has a third of lIS numbers cut down before they even throw a punch. having been impaled on the 
bayonet of a grim-faced Guardsman who is determined to defend his position. 

This upgrade may be given to any squad Ihat contains Imperial Guardsmen armed witl, /asguns. 
ie. Command Has. Storm Troopers. Command Sections. Infantry squads. Armored Fisl squads. 
Mortar squads, Fira Support squads andAnti· Tank squads. AN members of the squad who are armed 
with /asguns mvsl have bayonets cJeal1y shown on the models /0 lake this upgrade. You must buy 
bayonets for all of the members of the squad armeo' with /asguns or none of them (ie. yt)(1 may nol 
purchase a bayonet for some men out not others). 

Any model equipped with a bayonet gets .. 1 Anack and also gets to strike first in cIos<) combal 
regalYJless of Initiative. This bonus is only conferred in /fie open - if either side Is in cOveI' then the 
order of al/acklng is determined as normal. 

If a Guardsman wilh a bayonet is charged (not if he charges). he may al/ampt to impale one of Ihe 
enemies who is charging him on his bayonel. Roll e D6 before all olher attacks arB worl<ed oul. On a 
roll of as or6 the enemy takes a wound (normal armor saves apply). The wounds InfliCted by impaling 
count towards the combat result. This specialal/ack is cancelled out agalnstlroops with frag I7rBnades 
(the Guardsmen are too busy keeping their heads down). Also, if an enemy is successfully impaled 
then the Guardsman loses his + I Attack bonus (he has 10 wasle time scraping /he corpse off his 
bayonet). 

DavkJ Helps. age 16. 

bars . '!he new 40K rules. What 
Dear Mr (Andy) Cham. to be a Oil of an jnconstst~ ~u"i-Iasers. scatter lasers, 

I am writing ~mln~~~ "::_personn~1' type wea~:;x:!e are characteriZed by a%. 
concems me IS the . insl vehICles. These w capacity to penetrate a , 
shredders and dealhsPlnnersied~jlh a high rate 01 ~ire} and a IOU~bt Is !he intent ~r the proll/es 
Strength {in some cas~s co.uP armored troops. whic!l' have no nder wilt soon realize thaI '!'Sse 
making them Ideal ~~~~:~rafty (or just plain d=S=~:"g at vehiCles. as ~t=~~:~ 
;:;=~s~%'~~ plerd~::~%i~':::t:,n:eepjng with ~r: ~st:';::c~ ;::; juslaS eas~~ 
only variaole. ThIs does no 'nners which can get !hroug Irale the Razorback. roug 'r 

':: ::ri~~7aa:::(~:::1iF~t~r~~~/W~~: ~~;£iE~!;~ ~~o;::/h~o:ag~:rs 
a 3O"e chance 01 gosng Id weapons which are gear 
and n'ghtly so. Why shou 

adVantage? 'va oit ' AP of 6 must halve 
OK here comes Ihe construc

tl 
. is to slipUlate Ihat any weapon w,J~/n etrate a vehicle's 

The only solutiof! to th;Sh~~~' ~ ~ weapon with an AP 10_' '. ' :~, is a ;,;lcu/arlY Shre~.(;~ 
I Strength against ve IC 'hoUSe rule' but my usua . nd I dOUbt that he ............ 
'~ I realize that this is a great t make me hate his Warp Spide~. ~ do yOU say? Is this rule 

~~~:~~ =::~r:~;:r~i~~~oa~:e!~:7i~rs;;;e~Ei~~e:e':hj:: :rt:r~ 
werthy of 'Chapt~A=;~o resolve il? I wooid 1o~e,,~:;~r;;;OVED column. 
you have any of . !he Q&A 01 your new CH 
tile form of a reply or In 

Patrick Sharman _~ ________________________ ~ 
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.... Just how much can a miniature be converted? 
Fred has really gone berserk (oh dear, oh 

dear .. . - Fat Bloke) on this Khornate Dreadnought. 

AhI1man leads. _ of heavfly 

coovertld Thousand Sons Chaos 
Space Marines. 

Khome 
Berzerker 

Champion. 
This figure 
has been 

converted 
using an 

Ork power 
claw to 
make a 

really 
monstrous 
power fist. 

figure to 
represent Amra 

- the 
Fal/en 

• • iiI.I.Phoenix 
of the 

E/o'ar. But it fits 
really well in 

his Chaos 
force . 
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... Arguably the most 
striking ligures in 

~ the whote anny, 
these colorful Noise 
Marines are led by this 
Aspiring Champion in 
Tenninator annor. 



So, what's in it then ••• 

---

ACE HOUSE RULES: I f iI's cool and origin:tl 
house 0,11(,."5 you wam, from troops types 10 
sped,lI ch:ll':lClcrs. ann)' liSIS, vchide!>, new 
WC:l()OIll>. magic iu~ms. skills. u:rrain ruks and 
much more - you 'll find them in the Journal. For 
example, In j ournal 30. we ha\'c l orn O'Brl'nn:ul's 
'Witch Ilunler Warbands', ghing rou a full 
Warhammcr ally jilll for thl"Sl' dcr.mg(:d puritans 
OUI 10 punish the guilly and pmlL'CI the innocent! 

::::;-

COO L CONVERSIONS: IC you want 10 
see some of the OC'SI modd conn:rsions 

around and learn how 10 make and 
p:l;nl them for yoursel f. dll'n iI's all 
cOl/ered in Oak Butcha. Check OUI 

Jo urnal 29 for Neil I{ullcd~c's Dcthn:I"' 
Ork Dreadnought cOnl'Crsions. 

WARPED VISI~~ 

WARPED VISIONS: If)'ou want 10 st."e 

cool anwork from up-and-cQming :lni515 
then check OUI "\\:':Irpcd Visions', w hich 
bring.., you some of the l)Cst arnalt'ur 
fantasy an there is, such as Mark 
Holland's It:nninalOrs from Journal 2ot. 

INCREDmLE 5CENARJ05: '111Crc arc rc:tdY'lo­
play sccn:lrios for all of our gaml"S s~'Stems­
complc tc wilh special charn(lCr!l, extr:l rules and 
:mYlhing elsc you need 10 gct playing. In .Joumal 
28. wc r :m Andy Judson 'S '''!lack on Dor.!. n VI' for 
WH40K. which presented rules for a new troop 
type - Citize n Militia - as well as a panicularly foul 
new sped .. 1 char.llctcr - Festamus thc I'u trid. =--

What? There's more ... 
If you wan t to k.now if there's a gaming dub In your area, or wan t to 

advertise your own gaming dub _ look IlO further than the dub 
contacl5 list ing. If you want to lea rn mo re about lerraln m aking, 
without gelting covered in PVA glue, take a look a t the e:r.:cellelll 

'Underhive Workshop' by Tom Merrigan in Journal 30. You'lI 
also flnd exdusive Journal Mail Order deals in e\'ery Issue. 

Fina lly, to cap it a ll , there 's a le iters page full of your Ideas, 
opinions and topical rnnt.ing, that doesn ' t pull any punc hes. 

50 if you arc looking for an a bundance of innovative (if 
some times surreal) Ideas for all of our garnes, from Q uest to 

Necromunda, from Epic 10 8100d Rowl, and of coorse 
Warbammer and Warhammcr 40,000, thc ll pick up the Ciladcl 

Journal. So long as we keep ge lling a rlides for a pa rlicular 
gaming system, wc' lI keep SUI'I)()rliJlg iI! 

Is it Official? 
We sometimes get letters from 
disgruntled garners complaining that 
their mates won't let them use the rules 
in the Journal because they are not 
'Official'. This is partly down to us 
stamping things as 'Chaptor Approved' 
or stating that certain rules are 'official', 
In the Journal and In White Dwarf. This 
has caused confusion for some gamers. 
The worst thing In the world for our 
hobby would be a drift towards 'rules 
lawyers' and officialdom - we get 
enough of that from the tax office and 
traffic police (no hint of bitttrrness there, 
eh Steve?- Fat Bloke). We thought we'd 
let none other than Rick Priestley set the 
record straight: 

"Most gamers /ike to invent their own 
rules, to invent characters ,~mJ perhaps 
even design their own scem/rlos. I know 
of players who go even further, 
changing the basic rules to SUIt their 
own style of play. And why not indeed! 
Warhammer is supposed to be a broad 
set of game rules that veterans can 
adapt. change or add to as they 
please .. . 

'I'd like to make a plea about queries. 
questions ancl 'officialdom ' in the 
hobby. Warhammer is inherently 
adaptable. the rules and Ideas in the 
game are a springboard to better and 
greater things. f encourag,l players to 
develop the game to suit th/lmse!ves, to 
invent and change rules to their own 
taste and to explore their own ideas 
about rules, modeling, scenery and 
background. 

'This is what makes gaming such an 
absorbing and fascinating hobby, 
Indeed, Warhammer would be al/ the 
poorer were it not for the inflUx of ideas 
and innovation from its many 
devotees .. 

From the Warhammer rulellook, p112. 

There It is, straight from the horse's ... 
er. Rick's mouth. So, let'"s put this 
'official' thing where it belon!~s (if you're 
competing in a tournament (lr playing at 
a club you will have to adhere to any 
restrictions set by the organizers) and 
get on with the fun of our hobby! If 
gamers put forward fresh ideas that 
have been researched and playtested to 
ensure that they are well balanced, It Is 
then up to their fellow garners to use. 
experiment with or change them further 
at their own discretion. Of course. if you 
do have cool ideas, let us ha'Je a look at 
them! 

Whatever rules you end up 
using is fine, but please 
don't try to Justify your 
actions or force your 
opinion, by saying that 
Conllnuedo ............ . 



The Citadel Journal - the 
bi-monthly magazine 

written by GW fanatics 
for GW fanatics. 

It's undergone a few 
changes since 

Fat Bloke's era. 

Journal Editor Steve 
Hambrook explains ... 

the citadel 

The Games Workshop magazine by hobbYists, for hobbYists I -What's it all about then? 
Being a Games Workshop enthusiast is 
a wholl' 101 more than jusl being a 
collector and pai nte r of Ci tadel 
Miniatures. it's bdng tota lly immersed 
in the Games Workshop hobby. By that 
we mean painting, collL'(;fing armies. 
playi ng g:lmcs , converti ng models. 
Cnlcring lOurnamcnts and 
competitions. modeling terrai n . 
join ing (or c\'c n ru n ning) games 
clubs. but :tbovc all . having a laugh 
and <,njoying yourself (YOIl kllow 
:>OIIWOlle 1/100 plll)'s alld lold )'011 a ll 

aboll t Ibis, do J'01i SU!I'e? - Fat Bloke). 

How many of us are there? 
In the UK alone we print a round 
100.000 White D\\~J.rf magazines c\'cry 
month - now that's a big hobby! There 
arc o\'cr a hundred Games Workshop 
SlOrcs in the UK and countless o ther 
independent hobby s tores that stock 
our games. In most major towns you' ll 
find at least a couple of g;uning clubs 
dedicated to Games Workshop. Now 
thaI's a BI G hobby! 

And what's the best thing 
about our hobby? 
It 's not that we get to play the best 
w;ugames a ro und, iI's no t that we 
ha\·e the fines t crafted miniatures at 
our disposal 10 paint and ii 's not e\'cn 
the din:rsc gro up of nutters that we 

get to meet in the pursuit of our 
hobby. Freedo m! Creativiry! Jelly 
(Eb? - F(I{ Bloke) ! That's what 
iI's a ll abou t! Warhammer, 
Warhammer .tOK and all o ur 
othe r games arc just the 
starti ng point for much bigger 
things . Our games offer you the 
freedom to get r(:ally iO\·ol\·ed. far 
more involvl-d than you can in any 
s tr ictly regula ted spon, Within the 
fr.tmework of our worlds you can 
create your own rules. sce narios. 
ca mpaigns, background. terrai n . 
con\'ersions and so o n. After a ll , wc 
don' t ha\'c t.he monopoly o n good 
ideas JUSt because we work he re, 
Tho usands o f enthUSiasts around the 
world constantly wri te in to us with 
great ideas fo r our games. And that is 
wherc the Citadel Journal comes into 
play . .. 

What's this Citadel Journal 
then, eh? 
Ever since Rick "ries tley wro te the first 
Warhammer rules, gaOlers ha\"C 1x.-c11 
wriling back with their ideas for our 
games. Which is greal. as il shows th:lI 
players :trc kee n enough to put pen to 
paper and get involved . r:uher than 
jusl being drip-fed by us. From the first 
irregu lar issues edited by none other 
than Rick back in the early eighties, 10 
liS revival in 1991 as a regular games 

m:lgazine 
with bunker.being. .. 
such as Gav Tho rpe and Jan I'ickstock. 
through to its days as Mail On:I(.' r ·s 
\'ery own mag d u ring the much 
renownL-d ' Fat Bloke l.'ra·, r ight UI) 10 
its :Ibsorplion in the s iniSll.'r empire of 
Ihl.' BI:lck Ubrary, (hl.' Citadel journal 
has I)('l.'n one o f our stah'~lrts, and Olle 
o f o ur best.kept secrets. 

And as long as rou game-rs keep 
sending us great ideas for our games, 
then l.'\·cry two mo mhs we w ill pull 
the very beSt together and prim 96 
pages of thc m in Ihe Citadel journal. 
so o lhe r GW fans gel 10 S(."C Ihem too. 
Evcry issue of (he j ou rnal is cr.tmmcd 
to bursting wilh articles wtillen hy 
gamers like you. Each art icle is a. .. 
mllch :Ibout the author and thei r 
gaming gro up as the games 
themsch'cs because, afler aU, it i~ 

YOUR mag! TheJo umal is your chance 
10 gCI you r ideas in print! 



Meet da Journal Krew ••• 
The n ew Journal crew is a mixed bag of som e old and 
som e new faces (all of whic h , sadly. arc equally 
frigluc ning!). I'm Steve, the shiny new edito r, the 
owne r o f those much maUgncd s ideburns, which arc 
becoming quile famous (or sh ould that be 
infamous?) in their own right. I'm ably assisted by 
the s talUcsque Viking Warwick Kluradc. who injects 
a bit of die-hard hobby into the mag, leaving me to 
concentrate on a ll the awful p uns. Anything tOO 

difficult for us ('fYping? Spelling? TIlinking? I hear 
)'OU cry ... ) is left to that o ld hand Ian Pic kstock. 
whose wealth of knowledge and expertise we 
con s tantly pilfer (ch eck o ut the cool new covers). 

Finally, we are overseen by the inquisitive eye of And y 
Jones, Black Library Inquisitor and Ie grande fromage . 

What's in the next Journal then? 
For Journal 3 1, we've dawt.'d our way 
through the mountain of submissions 
for the beSt articles to share. and 
here's what we h:I\'e in store for you; 

DARK TIDE RISING: Warwick brings 
us a n\ammOlh Warhammer campaign 
full of maps, special characters and 
bucket-loads of t:xtrJ rules. Each of 
the four scenariOs pits the male\'ole lll 
forces of the Skaven against the 
Empire ami}' of the legendary Cou nt 
M:mdred Sk:lven Slayer, Can you save 
the Empire from :1 crushing dcfe:u? Or 
will rou be the one finding favor with 
Ihe Council of'nllrteen? 

CAVERNS OF THE OFASTMEN: There 
are 10:1<15 ofbloodlhirsl}' foes to slay in 
lhis Warhamnll'r Quest ad,'enturc; 
Besligors, Gors and Ungors. Your 
w:lrriors mlts t fight against the 
r.1' ·cnous Children of Chaos in their 
search for a slOlcn, sacred :tncfact, 

OI.OOD BOWL OOUBLE: 'nIls i.~sue. 

not one but two Blood Bow[ fe:llurcs 
- first ly, p layers can give thosl.' 
pcnahiC's the boot with somc cool 
new rules for the kicking game, Then 
therc's the ullerly m:lOic 'I)e:ll hbow\', 
a game with two pitches and four 
tcams, bringing a new. apocalrptic 
level of violence 10 Blood Bowl. 

GORKERS AND MORKERS wouldn't 
be proper Orkers without four fect of 
me:m. bad tempercd, r:lZor t'oOlhed 
fungus to cu1ti\~Jte, Yt:s. just what 
l.'very Gurkamorka pla),er ha... been 
wailing for - Squigs in Gorkamorka! 

WH40K CAMPAIGN: In ' '['hl.' Siege of 
f-lcrodopo liS', can thl' hard pressed 
forces of a sm:llIlmpcrial planet hold 
out against thc masscd Ork hordes of 
Wa:mgh! Bigmowf until the Spacc 
Marines arrive? 

OVERWATCH! W'e check 
o ut the Shcppcy g:lmes 
dub. in the south of 
England. 

And on tOP of that there's 
more o f you r favori te fan 
arrwork in Warped Visio ns, 
how nOi to get ' rJll)" with 
Skavcn tact ics. the 
indispcnsahll' dub contact 
listings. whils t thc Mail Bag 
letS you get )'OUr opinions 
across no mailer how I11ad, 
critical or downright 
'moany' they may bel I'[us 
10:lds of other Sluff that wc 
haven'l got time to go into 
right now, cos we scem to 
have run out of space .. , 

So how do I ge,t 
my ideas into I,rint? 
What we want: 

Scenarios or campaigns, 

Tried and tested house-rules or tactics, 

Ideas for modeling, converting and 
painting Citadel Miniatures, 

Reviews of toumaments, conventions 
or clubs that you have attfmded. 

Articles must be accompanied by 
photographs of your models, games, 
yoursel f and your friends, 

A few details about yoursE~lf - your 
age, where you're from. which oames 
you play and so on. 

If possible, supply articles on disc­
we can read most formals. This makes 
our job a tot easier and we like tllat! 

Why not e-mail us your articles? You 
can send your ideas direct to the 
Joumal Bunker on: 
joumal@games-worlisholl .CO.uk 

Send your articles, or for a full set 01 
Writer's Guides write to: 

THE JOURNAL BUNI<ER, 
Games WorkshOll , 

Willow Road. Lenlon , 
Nottingham, NG1 ZW S, UK 

Get your name up in lights and be the 
envy of all your mates! 



• 

Contlnlll<l lrom ~. p8g4I 

what you are doing is ·official'. cos it 
isn't There's no such thing as official or 
unofficial rules. just the rules you and 
your mates use. II's all down 10 
common sense and consent. 

So. where does Ihis leave us? Well, 
from now on we have decided to stop 
labeling things as 'official' or 'unofficial'. 
Just like the rulebooks themselves - do 
Ihey claim to be 'official' anywhere? Of 
course they don't! This Is an inclusive 
hobby and we want to encourage, not 
discourage, gamers from being just as 
creative as we are, From now on, if YOll 
and your mates see something in Ihe 
Citadel Journal and want 10 use it. YOll 
can. .. irs up to you. Here's what the 
Games Developers had to say: 

"There are some players 
who like to stick rigidly 
and unthinkingly to the 
rules, lest they offend 
some mighty deity of 
games rules writingl 
Such individuals are to be 
pitied rather than 
pandered to, " 

Rick Ptieslley 

"Writing rules is fun­
everybody should 

have a DO!" 

Jervis Johnson 

"I do nOI 
get upset because people 
Write 
their own rules. 
I get upset because 
they don't." 

Tuomas Pitinen 

"Wargames rules should 
not be seen as a lawcode, 

but rather as methods 
which you can use as 
they are or customize 

to suit yourself. ~ 

Nigel Sliliman 

"We are constantly being 
asked to 'rubber stamp ' 
people's ideas, There's no 
need for this, players are 
sensible enough to decide 
for themselves .• 

Gaw Thotpe 

~Officia/dom is a/l a 
matter of perspective. " 

Andy Chambers 

Letting you have your say ••• 
Seeing as the Journal is your mag (arter aU, you write it - we only pul it 
together!), ii 's imporlant 10 know what you. the readers, 
are thinking. We may nOI act immediately on every issue thai you raise in 
your letters (or at all, considering some or the s trange sugges tions we 
get!). bUI you can rest assured that we do take into account 
all of your opinions and will implement changes when we can. just 
to keep you 101 happy! 
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lead to a battleship running into a just couple of 
destroyers if you're unlucky, but a lot depends on how 
you choose to split up your fleet. Besides, the destroyers 
would easily outrun the battleship as long as they got out 
of range 01 its weapons quick enough .. . 

Atter this initial deployment, each player randomly 
chooses another of the contact markers, which 
represent their remaining divisions, at the end of each 
tum. The contact marker is placed on a randomly 
selected table edge to indicate the imminent arrival of 
that division as it speeds to the assistance of Ihose 
already fighting (well, hopefully anyway). At the start of 
their lum a player gets to roll a dice for any of their 
contact markers already on the table edge, and if they 
score high enough the ships in that division arrive (in the 
nick of time). 

The twist in the tale is that if there are friendly ships 
close to a contact marker when it makes its arrival rotl, It 
gets a healthy bonus on the dice (011, to represent them 
receiving accurate coordinates and communications 
from the ships engaged. 11 the arrival roll is failed, the 
conlact marker can slide along the lable edge to 
represent the division adjusting their course to arrive at 
a slightly different point on the battlefield, since they're 
obviOUSly further away than anticipated. 

For those of you with a historical bent, this particular 
scenario is based on the Battle of Jutland (or Skaggerak 
as the Germans called it) in WWI. If you like a challenge, 
the Battle of Jutland would make a great Battlefleet 
Gothic game to re-enact, although the dozens of capital 
ships Involved would make it a long fightl 

THE PLAYERS 
Gav and I have been protagonists throughout the 
playtesting and writing of SaWefleet Gothic. I've mostly 

commanded the Imperial fleet whi\e Gav has been 
Warm aster of the vile forces of Chaos\ For this battle it 
seemed only natural to reprise our roles, especially as 
Gav has a number of good drubbingS~ avenge. Dave 
Andrews and Tim Adcock have designe the miniatures 
for Gothic, and also played several ames9vhile we 
were writing it. They asked for another game I 
belore we were due to fight the battl~ report, ''';'''''E' __ 
callously roped them in. Tim designed the Chaos ships 
so he went on Gav's side, and Dave designed the 
Imperial ships so he came on my side. Ahd despite 
whatever you might hear, it simply isn't true that we 
invited them along so we could blame them if we lost! 

THE TERRAIN 
The celestial phenomena (that's what we can 
Battlefleet Gothic) are rolled up randomly, 
table in the main rules. This gave us a battle In 
reaches of the star system where it's --" ' .. -.7: 
there are plenty of dust clouds and asteroid i 
main features proved to be a large asteroid field with a 
smaller one nearby, some scattered dust clouds ard a 
medium sized planet with a single moon. 

The celestial phenomena have the following effects; 

Asteroid fieldS block firing and torpedoes and are 
dangerous to move through. 

Dust clouds reduce the effectiveness of firing th rough 
Ihem and slow down movement. 

The planet and moon also block firing but may be 
moved 'through' (ie over or under) . They also project a 
gravity well a short distance around them which ships 
can use to turn, using a slingshot orbit to swing 1ightly 
around the planet. As is often the case , clever use of the 
gravity wells was to prove highly significant in this battle. 



CHAOTIC 
DECISIONS 

Gav: During the 
development of 
Balliefleet Gothic, I 
concentrated on 
helping Andy with 
the Chaos ships 
and lleet list while 
he devoted his 
atlention to the 
Imperial forces of 
Gothic Sector. So it 

was that I was given command of the Chaos fleet for this 
lirsl Gothic battle report, ably aided by TIm , who designed 
the Chaos ships (and what a splendid job he's done too). 

When it came to choosing the Chaos fleet, 1 drew on the 
large number of games I've already played to inform my 
choices. There are two advantages that most Chaos 
ships have over their Imperial enemies: range and speed. 
This extra range and laster movement means that a 
Chaos fleet does well if it can use its extra speed to keep 
the enemy at a distance. utilizing its long range guns to 
good effect while the enemy cannot return fire. 
Unfortunately. this is far, far easier said than done -
especially against Imperial ships which have a thick front 
armor and can charge straight for you without risking 
too much. 

To start with. my fleet needed a Warmaster to lead it. High 
leadership values are vital in Battlefleet Gothic and I 

decided skimp1frl gett0.9-~ fI';: or:ander. 
Fleet commanders also ~re-rolls. which are very 
useful when that all-important command check to reload 
your torpedoes or try to lock on to the enemy fails. A 
Warmaster can be given an extra re-roll with the Mark of 
Tzeentch. a real snip at 30 points. As lim was also going 
to be playing. it seemed churlish that he didn't have 
anyone to represent him in the fleet. luckily, Chaos fleets 
can include Lords as well as Warmasters, and I paid out 
the points for Gethra Sadivist, a lord with the Mark of 
Slaanesh. which would give Imperial ships nearby a 
reduction to their Leadership. 

After deducting the points for these from my total, I still 
had plenty left to spend. My next stop in the neet list was 
the Cruisers section. If you want to include any heavy 
cruisers in a Chaos fleet you have to have at least two 
normal cruisers, and for that lovely battleship you need 
three cruisers or heavy cruisers. I was beginning to see a 
plan. A battleship, two cruisers and a heavy cruiser would 
be my capital ships, with the rest of the points spent on 
whatever small escorts I could afford. 

In my opinion, a Chaos fleet isn't right without at least one 
Murder class cruiser. With its solid gun decks, the Murder 
class can outrange most Imperial ships. and even give 
them a nasty broadside duel al close range. My other 
favorite cruiser class is the Slaughter. Faster even than 
Imperial frigales, the Slaughter is strange for a Chaos 
ship because its weapon batteries only hav'9 a 30cm 
range. However, what batteries Ihey are! Combining fire 
with its prow weapons, a Slaughter class can bring more 
firepower to bear Ihan a Retribution class battleship 
(although at half the range) and slill has two lance shots 



on top oltha\. While the rest of your fleet tries to keep its 
distance, a Slaughter class can race into the middle of 
the enemy fleet and just pound away, crippling enemy 
cruisers with just one or two salvoes. 

The next thing to consider was attack craft - tiny, little 
things (compared to the main ships) like fighters, 
bombers and assault boats. Attack craft will rarely win 
you a battle outright, but the side with air superiority (or 
should that be vacuum superiority?) has a distinct edge. 
Fighters are particularly uselul lor a Chaos fleet as they 
can intercept all those torpedoes an Imperial lIeet can 
throw at you. The choice was simple: either a Styx class 
heavy cruiser or a Despoiler class battleship, either of 
which can launch a considerable number of attack craft. 
In the end I decided to go for the Styx for the simple 
reason that this meant my battleship could be a 
Desolator class with its massive broadside batteries of 
long range lances - the perfect support ship for a Chaos 
fleet. 
The final task was to use up the points with raiders andl 
or destroyers. In the end I went for seven Infidel raiders 
in squadrons of three and four vessels, and a three­
strong squadron of Idolators. The Infidels are useful 
because they are among the few Chaos vessels 10 be 
armed wilh torpedo lubes. They have made themselves 
a considerable annoyance to Andy in the past and 
hopefully would do the same in this battle. 
For the Escalating Engagement scenario, the fleet must 
be divided into five divisions, which arrive randomly 
throughout the battle. Selecting our divisions wasn't too 
difficult. I know from experience that battleships must 
have a squadron of escorts around 10 cover their rear 
from enemy vessels, and the Horrific (the Styx class 
heavy cruiser) would also benefit from this kind of 
arrangement. This meant the fleet easily broke down 
into a battleship plus escorts, heavy cruiser plus 
escorts, two cruisers and an escort squadron. With the 

fleet selected and put into divisions, we 
started setting up. We decided to use 

the sub-plot rules from Batllefleet 
Gothic as these 

can add an 
extra twist to 

any scenario, 
no matter how many times 

you've played it before. The 
Imperial players generated 

Secret Intelligence and decided 
to place their spy aboard the Horrific, while we had a 
Desperate Mission. In this sub-plot, a chosen capital ship 

has 
to survive 
the battle 
relatively 

intact. II was 
temptinn to 

choose the 
battleship, Torment, but 

on reflection we decided that 
Andy and Dave would be trying all they 

could to destroy il anyway, so perhaps this 
wasn't such a good idea. On the other hand, the Horrific 
would hopefully be keeping out of trouble, launching 
waves of fighters and bombers, and so stood a good 
chance of avoiding the worst attentions of the Imperial 
fleet. So it was the Horrific that had a desperate mission. 
With the two sub-plots together, it was obvious that the 
fate of the Horrific could make the difference between a 
heroic victory and a miserable defeat! 



CHOOSING THE 
IMPERIAL FLEET 

Andy: It's difficult to 
pick a lIeet 
for an escalating 
engagement as it 
is almost inevitable 
that your ships will 
arrive in precisely 
the wrong order to 
support each other. 
Instead I chose 
what's a fairly 
standard Imperial 
fleet for me. I started 
with the Admiral, 
compulsory in any 
fleet worth more 
than 750 points and 
pretty dang useful 

anyway. The Admiral has a set leadership 
value and gives the fleet he commands a 
number of re-rolls against failed command 
checks. For those of you who didn't catch the 
preview Gothic rules in White Dwarf 225 (where 
were you?), command checks are an important 
part of the game. If you want a ship to move 
faster. or lock on, or reload its torpedoes or 
attack craft it needs to pass a command check 
by rolling equal to or under its Leadership value. 
To cover the worst foul ups I invested in a 
reasonably good admiral with a l eadership of 9 
and two re-rolls, expensive in terms of points but 
a good way of enhancing the whole fleel. 

The first ship had 10 be a Retribution class 
battleship, Ihe Cardinal Soras, supplying the big 
guns with its 60cm range weapons batteries and 
lances. Next I took the Imperious. a Mars class 
battlecruiser, to give me some launch bays so 
that I could use fighters 10 fend off Chaos attack 
craft and hopefully put in some bomber attacks 
myself. The Mars class also has long range 
lances and a nova cannon - an awesome guess 
range weapon capable of hilling targets up to 
l50cm away. 

Ordinarily these two ships would give supporting 
fire from behind a battleline of cruisers, so I went 
on to choose two lunar class cruisers, the 
Retribution and the Iron Duke, to stand up front 
and engage the enemy. l unar class cruisers are 
good all-round ships with a shortish range of 
3Ocm, so they could be relied on to give a good 
account of themselves as long as they were not 
caught in a gun battle with a longer ranged foe (if 
this did happen they could withdraw under Ihe 
cover of the longer ranged guns on Imperious and 
Cardinal Bor8s). 

Huge, lumbering ships with lots of guns are very 
nice but they're. well , lumbering and if a squadron 

--- -/-
01 agile destroye~can get round behind 
them they won't ~ ~rbl~'~~a~e them olf. The best 
defense against the piranha-like depredations of these 
kind of enemy ships is to have some light, escorting 
ships of your own. Sword class frigates are ideally 
suited to protecting larger ships, having a good 
combination of firepower and turrets to shoot down 
incoming torpedo salvoes and attack craft. I selected a 
pair of these minnows to protect the whales and look a 
squadron of three Cobra class destroyers to run 
interference. Cobra's are as puny as a puny thing, but 
they are armed with torpedoes so they can break up an 
incoming enemy attack and then scuttle for cover while 
they reload. 

I didn', choose too many escort ships because I wanted 
to try oul a couple of Dauntless class light cruisers. 
Although expensive in points and poorly protected, light 
cruisers combine the maneuverability of an escort ship 
wi th the punch 01 a cruiser. I hoped these ships would 
be able to help protect my gunline and/or a.ggressively 
hunt down enemy escorts and cruisers. 



ORGANIZING THE FLEET 
For an escalating engagement, the fleet is split into five 
divisions which will arrive randomly throughout the 
battle. Before Captain Dave and 1 went on to deciding 
wh,a! to put in the ,divisions, we rolled for the leadership 
ratings of our ships. Leadership lor ships is normally 
generated randomly if a battle is not a campaign game 
(which this isn't). Leadership represents the 
competence and experience of the captain and crew, 
the slate of their communications and so forth. In our 
case the random rolls produced the following 
(absolutely appalling) results: 

Cardinal Boras 

Imperious 

Iron Duke and Retribution 

Havock and Alarm 

Squadron Secondus 

Squadron Angelus 

Ld 6 

Ld 6 

Ld 6 & 8 

Ld 9 & 8 

Ld 6 

Ld 8 

To overcome some of the worst of our Leadership 
problems we placed our Admiral aboard the Cardinal 
Baras, increasing its Leadership to 9. As the Imperious 
would definitely need to reload its attack craft during the 
game, it was important to improve its Leadership. After 
some debate we decided to operate Imperious and 
Havock as a single squadron. This meant the squadron 
would use Havock's Leadership of 9 for command 
checks. Sorted! Sadly this meant that Iron Duke and 

Squadron Secondus would simply have to hope they 
weren't called on to make command checks too olten. 

With our main ships now somewhat better led, we 
organized our divisions as follows: 

Dave commanding: 

• Cardinal Boras and Squadron Secondus 

• Iron Duke · 

Andy commanding: 

• Imperious and Havock 

• Retribution 

• Alarm and Angelus Squadron 

SUBPLOTS 
To add some extra spice to the game we decided to use 
the additional subplots in the Gothic rules. These 
introduce extra victory conditions, random events and 
other unforeseen circumstances rolled up al random. 
Our subplot turned out to be that there was an Imperial 
spy aboard one of the Chaos ships we were hunting for 
(brave man). His information and reports gave our 
Admiral an additional re-roll (hoorah) but we were under 
orders to extricate said spy by making a hit and run raid 
or boarding the Chaos ship at some point in the battle 
(hmmm, easier said than done). Gav told us the names 
of the Chaos capital ships in the opposing fleet and we 
chose the Horrific as the one our spy was aboard. 



EXTRACT FROM SECOND LIEUTENANT RUSSEL'S 
LOG, THE MOST BENEFICENT EMPEROR'S MARS 
CLASS BATTLECRUISER IMPERIOUS. 

Thfrteenth day of Heracles 

17:05 Shfp Standard Tfme. Still on station orbiting Calydon, 
Havock in attendance. Captain Bast has transferred aboard 
Havock for dinner with Commander Leight. Reports from 
scouting patrol have notified us that enemy battleship 
Torment has been prowling this area. Admiral Andreius 
aboard Cardinal Soras en route 10 our position, but we must 
be vigilant. 

17:37551. Officer of Surveyors reports anomalous energy 
spike beyond orbital asteroid field. Have notified Captain 
Bast, who will be returning shortly. 

17;42551. Red Alert! Energy spike is definite engine 
signature. Filtering now. Identified as Monstrous, renegade 
Murder class cruiser. All hands at gun positions. Nova 
cannon power relays are active. 

17:43551. Our foe realized he had been detected and 
attempted to bum retros and remain out of sight. Attempt 
was unsuccessful and Monstrous has drifted into targeting 
range. Captain Bast is shuttling back. We have detected a 
second energy reading. approaching from the other side of 
Calydon's moon from decadrant 008. Captain has given 
comm·order to fire nova cannon. We are remaining in orbit, 
as is Havock. Nova cannon firing - detonation short of target, 
we lack the Captain'S keen eye! Signal for reinforcements 
sent. Answering call from the Cardinal Baras. Is incoming 
with 5quadron 5econdus in attendance. 



17:49SST. Monstrous has altered course towards 
Calydon but not yet able to fire on us. Another 
energy contact appeared on surveyors, moving in 
from beyond Monstrous. Captain Bast back 
aboard. Breaking orbit with Havock in attendance. 
Closing range with target. Nova cannon firing. 
Target welt hitt Surveyors indicate all shields 
overloaded. Target badly damaged. Captain Bast 
well pleased. Dorsal lance turrets, thirty second 
salvo. Target well hitl Monstrous on fire from 
starboard galleries to aft engine decks. More 
Imperial forces responding to message. 

17:54SST. Monstrous continuing on course. 
Surveyors indicate energy outlay directed towards 
repair. Fire stilt burning on target. Nova cannon 
firing. Target well hitt Energy readings of 
Monstrous at minimal. Target is a hulk, continuing 
to drift. Explosion has extinguished fire. Multiple 
enemy signals closing fast from decadrant 001. 
Cardinal Boras reaches battlezone, will establish 
orbit around Catydon 's satellite. Squadron 
Secondus is directing weapons to the rear of 
Cardinal Boras. Enemy signals right behind the 
Cardinals Baras, imminent arrival. Course laid in to 
recover hulk of Monstrous. 



18:02SST. Energy 
signal beyond gas 
clouds on course 
from decadrant 003, 
approaching rapidly. 
Have visual 
confirmation now. 
Slaughter class cruiser 
at full speed. Positive 
identification, 
continuous 
transmission from 
enemy vessel -
~Killfrenzy Killfrenzy 
KiUfrenzy ... ~ Admiral 
Andreius has ordered 
us and Havock to link 
with Imperial vessels 
approaching from 
starboard. Cardinal 
Boras continuing on 
course to achieve moon 
orbit. New enemy signal 
to starboard, 
approaching Calydon 
directly. 

I 

./ I 
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18: 13SST. Latest enemy signal identified as Styx 
class heavy cruiser and squadron of Infidel 
raiders. Infidels bear the markings of Fellclaw 
pirates. Heavy cruiser identified as Horrific. 
Admiral Andreius informs us that an Imperial 
agent is aboard the Horrific. All ships must 
endeavor to recover our aUy. Horrific launching 
bombers. Two waves, six squadrons in total. 
Fel/claws engaging HavDck, torpedoes are 
launched. Torpedoes score two major hits on 
Havock. Enemy signal approaching beyond 
Killfrenzy. 

18:1455T. Signal following Cardinal Boras within 
scanning range. Hell's teeth, it's the Torment! 
Torment and squadron of Idolator escorts bearing 
down on flagship, all power to weapons. Thoy've 
locked on to the battleship. Enemy firing. Horrific. 
twenty second lance salvo at Cardinal Boras, 
stripping flagship's shields. Idolators firing, 
weapons batteries at close range, forty five 
second lance salvo, The Cardinal's shields are 
down. Structural damage along engine housings 
and aft decks. Torment opening lire on Cardinal 
Soras. dorsal weapons and sixty second lance 
salvo. Cardinal Boras hit severely, surface 
damage to port galleries and prow. Still fully 
operational. Torment launching torpedoes a-I full 
spread. Squadron Secundus frigates bracinu for 
impact. Massive detonations among Squadron 
Secundus. No damage inflicted! The Emperor was 
watching over theml Idolators identified as 
Expulgators. 



18:1555T. Imperial arrivals 
Retribution. Alarm and Squadron 
Angelus incoming from decadrant 
004. We are moving through enemy 
torpedoes. Turrets shoot down one 
torpedo. no impacts. Horri(1C directing 
power to defensive systems - they're 
bracing for Imperial attack. Fel/claws 
making evasive maneuvers, bracing 
for attack. Retribution fires on 
Fel/claws, shield of lead vessel 
depleted. 

18:1655T. Nova cannon firing at 
Horrific. Target well hit! Target's 
shields overloaded. Alarm targeting 
Horrific. Damage to enemy's 
superstructure, severe damage to 
starboard launch bays, enemy engine 
failure reported by Officer of 
Surveyors. Alarm reports attempted 
teleport attack on Horrific 
unsuccessful. 



18:17SST. Cardinal Boras returns fire on Tormen/. Firing reduced 
due to battleship's braced status. Three quarters of Torment's 
shields knocked down. Squadron Secundus opens fire on 
Expu/gators, shield knocked down, no damage. We are launching 
fighters to intercept enemy bombers. We pray they arrive in tirne. 
Horrificdirecting power to repair systems. no major repairs detecte~. 

18:19SST. Horrific using Calydon's gravity well to turn. Killfrenzy 
and Damnators on closing course. Expulgators emitting active lock­
on signals. No lock-on detected. Surveyors show Torment has 
reloaded torpedoes. Torment targeting Cardinal BOfas. Shield loss 
on the Admiral 's vessel. No structural damage. Expulgators 
targeting Cardinal Baras' engines -the Admiral's shields fail but no 
damage suffered. Frigate of Squadron Secundus destroyed by 
twelve second lance salvo from Torment. Enemy bombers 
redirecting attack towards remaining frigate of Squadron Secundus. 
Frigate utterly destroyed. 

18:21SST. Torment launching torpedoes. The Admiral looks in 
trouble. Emperor's blessings! Torment's torpedoes prematurely 
detonated in debris and radiation cloudl 

18:22SST. Officer of Surveyors reports Horrific's engines fully 
operational. Extensive repairs to Horrific's launch bays - probably 
fully operational. 



18:23$ST. Cardinal Boras achieves orbit over Calydon's 
moon. Alarm and Squadron Angelus moving on Horrific. 
Retribution starting circumnavigation of Calydon. 
Havock and ourselves moving to close on Horrific and 
Torment. Nova cannon firing . Target missed, detonation 
overshot Horrific. Havock fire against Fel/claws 
ineffective. Horrific under heavy fire from Retribution, 
Alarm and Squadron Angelus. Squadron Angelus 
launches torpedoes at Horrific. Three confirmed hits on 
target, though Horrific well braced for the impact. 
Horrific critically damaged, totally crippled. Havock 
attempts teleport attack on Horrific, once again boarders 
are repelled. Cardinal Boras taking aim on £xpulgalors. 
Energy surge from £xpulgalors indicates escorts 
prepared for incoming fi~e. Cardinal Baras targeting 
poor, no hits registered against enemy. Alarm launches 
torpedoes at the Torment. 

18:34SST. Kil/frenzy and Damnators still on closing 
course. Shadowed by remaining Imperial division out of 
identification range. Horrific turning in gravity well to 

bear on our position. Expulgators tailing Cardinal Baras. 
Torment moving away from Calydon's moon. Fel/claws 
turning on our stern, firing ineffective against us. 
Havock's shields stripped by fire from Horrific. Horrific's 
lances score damage on Havock with twenty second 
salvo. Cardinal Baras loses single shield to fire from 
pursuing Idolators. Torment adds fire against Cardinal 
8oras, overloading two more shield banks. Torments 
starboard lances target Alarm. Alarm prepares to 
receive lire. Shields overload on Alarm, minor damage 
inflicted on hulL 

18:35SST. Torment turrets opening lire on torpedo 
salvo Irom Alarm. No hits registered against Torment. 

18:39S$T. Master of Ordnance reports malfunction in 
launch bays. Admiral Andreius insists we reload our 
flight bays for immediate launch. Squadron Angelus 
readied for another torpedo run. Cardinal Boras 
continuing to omit moon. Alarm and Squadmn Angelus 
close in on Torment. Havock closes on Horrific. Nova 
cannon targeting ExpulgatofS. One enemy well hit! One 



enemy caught in blast and shields overloaded. lances and 
batteries targeting Horrific. Enemy shields overloaded. 
Structural damage inflicted. 

18:4255T. Cardinal Boras targeting thirty second lance salvo 
at Expu/gators. Targets not hit. 

18:4455T. Battleship broadsides against Torment. Target 
partially hit, one shield bank depleted. 

18:47$5T. Alarm fires thirty second lance salvo at Torment. 
More enemy shield loss. We are deploying our Starhawk 
bomber squadrons against the Fel/claws. One target 
destroyed. Awaiting losses report from Master of Ordnance. 

18:48$5T. Retribution torpedo salvo reaches Torm,<;nt. 
Several torpedoes destroyed. Target suffers minor damage. 
Expulgators breaking off from Cardinal Boras, targe·ling 
Alarm. Alarm is braced for impact. Enemy firing ineffective. no 
damage inflicted. 

18:5155T. Horrific and Damnatorstaking up position together. 
Horrific launching fighters, targeting our bombers. Killfrenzy 
moving around asteroid field, closing with Torment. Havock 
lost shields to fire from Fellclaws, enemy lance salvo miss,ad. 
We are under fire from batteries of HorrifIC. No serious hits 
reported, shields fully intact. 



18:53551. Squadron Angelus under bombardment 
from Torment, no damage sustained. Tormentfiring 
lances at Retribution. Retribution hit, shields 
absorbed fire, no structural damage sustained. 
Iron Duke within identification range, fIght behind 
the Killfrenzy. Iron Duke's firing reducos enemy's 
shields, launching torpedo salvo towards Torment. 
We are launching more bombers. No.va cannon 
firing. Torment well hit, shields ove rloaded to 
maximum, no permanent damage registered. 
Torment is directing power to internal systems: 
they're bracing lor impact. 

18:55551. Retribution lires rolling broadsides 
against Torment, target hit. Retribution's lances 
have scored severe hits on Torment. TI1e enemy's 
bridge is destroyed I Torment Is severEjly damage 
from prow to stern now. Cardinal Bows targeting 
Torment. Expulgators have interposed themselves 
between battleships, taking fire frorn Cardinal 
Boras. Escorts annihilated by massed broadsides 
and lance salvoes from Cardinal Boras. 



19:01SST. Our lance batteries have damaged Torment. 
Gun decks firing on Fellclaws. Shield on lead ship 
knocked down. Squadron Angelus has depleted shield 
on Horrific. 

19:02SST. Cardinal Boras launching full torpedo salvo 
at Torment. Torpedoes not detonated by debris 
impeding line of fire. Retribution torpedoes explode 
within radiation cloud, no damage inflicted. We are 
launching four more bomber squadrons. 

19:06SST. Killfrenzy moving at speed towards Cardinal 
Boras. Turning for full broadside against Alarm and Iron 
Duke. Enemy firing totally ineffective, no targets within 
range! 

19:07SST. Horrific stationary within Calydon's gravity 
well. Havock's shields knocked down by Fel/claws. 
Cobra of Squadron Angelus destroyed by fire from 
Horrific. Retribution lost shields to fire from Damnators. 
Torment targeting shieldless Retribution. Damage 
sustained by Retribution. Damna/ors launching full 
torpedo spread against Retribution. Retribution is 
braced for impact, minimal damage sustained. 

19:10SST. Torpedoes from Iron Duke fail to damage 
Torment. 

19:12SST. Damnators hit by Iron Duke's torpedoes. 
One vessel destroyed. Horrific's turrets shoot dowll one 
of our bomber waves. Other bombers have destroyed 
Infidel in Fel/claws squadron. 

19:15SST. Cardinal Boras staying on course, has 
locked on to the enemy. Nova cannon firing at Torment. 
Target well hit! Target has no shields. Iron Duke closing 
for the kill on Torment. Iron Duke's fire causing damage. 
All weapons on Cardinal 80ras targeting Tormen~. Full 
broadsides and lance salvoes, continuous fusillade. 
Torment severely hit. Torment is blazing from stem to 
stern. Torment destroyed! Praise the Emperor! 

19:18SST. Alarm targeting Horrific with forward lances. 
Target destroyed! Horrific is drifting hulk. wilt recover 
later. Havock firing torpedoes at Killfrenzy 

19:21SST. Killfrenzy hit by torpedo salvo from Havock. 
Severe damage. Master Gunner reports Killfrenzy's 
bridge destroyed! Killfrenzy has been crippled with one 
salvo! 

19:22SST. Traitor vessels breaking off combat. Admiral 
Andreius has ordered us to recover hulks. Dauntless 
light cruisers and escorts will pursue the enemy. Victory 
for the Imperium I Death to the renegades! 



CHAOS CONCLUSIONS 
Gav: Dagnabbit! It was all looking so good at one point, and 
now what are we left with? The hulks of a battleship, heavy 
cruiser and cruiser, a crippled cruiser and a small handful of 
escorts. Abaddon will not be pleased with our performance. 
So, what went wrong? 

There were several reasons for the Chaos fleet's unseemly 
demise. Firstly, Tim and I failed to organize our ships 
properly once they were on the tabletop. The Imperial fleet 
(helped by two of their divisions turning up next to each 
other and brought on to the table next to a third) actually 
began to resemble a IIeet organized for battle, rather than a 
scattering of ships and squadrons dotted all over the place. 
As it was, once the Imperial ships were lined up and ready 
to go, there was nol much Tim or I could do to match their 
combined effectiveness. 

Secondly. the Torment didn't end up in the best position. 
Although it was nice to pound the Cardinal Borns for a turn 
or two, this was only ever going to be a short term gain. In 
such close confines, the Retribution class battleship's 
massed guns are more effective than the few lance shots 
on the Chaos battleship. Ships like the Torment are belter 
al maximum range. preferably firing through dust clouds 
and blast markers. In these situations, the lances are just as 
effective as they are when right next to the enemy, while the 
enemy's firepower will be seriously reduced, so that even a 
lumbering battleship like the Cardinal Boras will only be 
rolling two or three dice to hit. As it was, even with the help 
of the Expulgators, the Torment just couldn't do enough 
damage to cripple the Cardinar Borns. If we had managed 
this, things might have been very different at the end . .. 

Thirdly, we had some really sore luck at times. Take. for 
example, the Torment's initial torpedo salvo against the 
Sword class frigates of Squadron Secundus. A Strength 9 
torpedo salvo that should hit all of them with some 

~ 

reasonable luck. Did a 'them hit? Of course not! 
And again later. with the Torment's torpEtdo salvo 
blowing up on the blast markers. Curses! 

And lets talk about nova cannons shall we? Andy has 
had a lot of practice with the old range-guessing. it 
must be said, but to miss only two out of nine shots is 
pretty superhuman. No wonder Captain Compel Bast 
gained such a reputation during playtesting. 

So all in all we lost because we didn't havEI a proper 
plan, while Andy and Dave did. This was compounded 
by some bad luck on our part (although thEI bad luck 
wasn't all one way, I have to say) and some very 
effective shooting by the Imperious. Well, no matter. 
We'll be back, you can be sure of it! 

IMPERIAL CONCLUSIONS 
Andy: The last few turns made it all look like a foregone 
conclusion, but lor a long time the Imperial fleet was in 
grave danger of being outmaneuvered and badly 
mauled by the numerous Chaos escort ships. One 01 
the decisive moves lor the Imperium was Sl:!nding the 
Imperious and Havoc into range of the contact markers 
on the lar side of the planet (choosing to ignore the 
chance of more nova cannon shots at the Killfrenzy to 
do so). This ensured the quick arrival 01 two extra 
divisions to assist the Cardinal Boras against the 
Torment. Also, the Cardinal Boras's use of the moon's 
gravity well to come about and get behind the Torment 
was essential to the survival of the Cardinal Bofas and 
the destruction of the Torment. Finally, it must be said 
that the inspired shooting by the Imperious with its nova 
cannon inflicted immense harm on the Chao·s lIeet and 
paved the way to victory. 

TOTAL LOS!.ES 

CHAOS 
CRIPPlEDIDE STROYED 

BATIl ESHIPS · · 
HEAVY/BATILE CRUISERS · · 
CRUISERS 1 · 
ESCORTS · 3 

IMPERIAL 
CRIPPLED/DESTROYED 

BAnLESHIPS · 1 
HEAVYIBATIlE CRUISERS · 1 
CRUISERS 1 1 
ESCORTS · 6 
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because we receive hundreds of phone calls and orders in the mail every day from all over the country, Our 
job is 10 help dedicated garners and parents with all orders and gaming inquires. 

AT PRESENT wt ARE LOOKING TO RECRUIT: 

Phone Trollz 
To be a successful phone troll you need 
extensive figure and gaming knowledge, as 
you will receive 100+ calls a day on any 
Games Workshop subject you care to 
mention. Day-to·day duties include answering 
the phone, taking customers' orders, and 
solving customers' problems. 

In order '0 maintain our 2 day turnaround 01 aU orders we are looking 
10 fill a few poaitions, but don't be fooled by our tun Troll,.rerences, 
The successful applicants will have 10 be hard worfdng with a high 
slandard 01 prolessiooaJism, be prepared 10 put in extra hou~ as 
required, fit Inl0 an established learn, and most ImportanUy of all, 
consider customer service their greatest priority, 

If you have what It takes to join the greatest M.3il 
Order team in the world, send your application 

to: 

Bob Bassin, Games Workshop 
6721 Baymeadow Drive, 

Glen Burnie, Maryland 21060-6401 



Did you know ... 
that you can place an Advance Order for all new 
games and miniatures, then have them delivered 
to your door by First Class post, sent on the day 
of release! 

For more details 
give us a calli 



i 
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Sp&CfI Marine Command Squad 
cantilin.: CommllrKler, Stllndard B'II,.." 
Apoth~ary. T~hmarln." Veteran 

Swgeant~~~~::::~::;:;=C---' 
SPACE MARlflE ARMEO 

WlTl1 MEUAGUN 

SPACE 
MARINE 
BATTLE 
FORCE 

$89.99 Boxed set 
1111, boxed ~ 
contains: 
1 TIICtlCll1 sqllad, 
t Terminator sq llad. 
, LIIndspeader, 
3 SpIIc. Matlne bike,. 
end , Gothic Rlllns 

0""" 

SPACE M:':!~,~.~ WITH A 
WEAPONS 

$3.758ilch 
o .. Ig'*' by .las Goodwin 

.MI~.lotcV.1 

SPACE MARINE 
DEVASTATORS 



• • 

7a atllelleet Gothic, the game of spaceship battles, is set during 
;l"Jthe Gothic War in the 41st Millennium; a grim time when 
the Imperium of Man battles for survival in a hostile galaxy. 
Battlelleet Gothic lets you command fleets of warships in 
deadly conflict among the stars, though whether as 
Mankind's 
saviour or its 
destroyer is up 
to you! 
Available now, the 
BaHlefleet Gothic 
boxed game 
contains 
everything you'll 
need to get 
started. 

: I I . , 

In this box ;s all you 
need to light lexcifing 
space battles: 

• Battlelleel Gothic fulebook 
with campaign rules 

• 4 imperial Cruisers 
(multi-part kits) 

. • 4 Chaos Cruisers 
(multi·part kits) 

• 12 assorted dice 

• Fleet Registry rosier pad 

• 2 plastic range ruh~rs 

• Over 100 game cClunlers 

• Two reference she.<els 

• Getting Started guide with 
• exclusive comic strip 



RETRIBUTION CLASS 
IMPERIAL BATTLESHIP e, .. : I I 

e, . . DESOLATOR CLASS 
, • • CHAOS BATTLESHIP 

-.~---~~~~~~~~-----­
o..lvned by TIm Adcock 

: How can you not only get all the newest 
Battlefleet Gothic ships when they come out, but 

ensure you get them as soon as they are released? 

A : By laking advantage of Mail Order's monthly 
Advance Order deals! 

Don't forget that if you place an Advance Order with us 
we only charge $3.00 S. & H. - that's half price! 
Just give us a call to find out the prices 
is available. 



The new Imperial Cruiser plastic sprue is a multi-part 
kll with interChangeable weapon bays, with which 
you can assemble nol one, bul .....un different 
classes of Imperial Cruiser, as Shown below. 

t.UNAk CLASS 

394·GA 
~ 

COBRA CLASS . ' : ' • 
IMPERIAL .. . 

-,O";E,:,:"S,::T::R,:,O,,,Y:C:':E=R,:,S,-
Designed by OlIve ,,_ 

SWORD CLASS - • . " 
IMPERIAL FRIGATE~~ ' ; . 

Designed by Om! An_ 

•

Ttle Fleet Admirals 
" I ere rushing !heir 

ships 10 the 
I , defense of Gothic 

Sector. To help you 
I gather a battlegroup 10 

defend Itle sector, we have come up with 
tNs special deal.: 
•• Battlefleet Gothic 
Boxed Game (4 Imperial 
cruisers contained within the 
boxed game!) 

f . "IBlackstone Fortress Space 

New Emperor class Battleship 
9 New Sword class frigates 
3 New Dauntless class light cruisers 

All for $170 and we'll also send you three sets eact1 ollhe 
Fighters, Bombers & Mines E8.E.E1 The Fighters, Bombers & 

Mirles are also available sepamtety from Mail Order - give US '=~=!o=~=!:iF===U 
a ring lor prices. Plus if you are one ollhe Iirsl 100 people 10 r 
Older this deal, we wll1 also sene! you a .EB.E.E.I BattJefleel 
Golrnc rank pip. 



• • • 
CHAOS CRUISERS 

lies burning 
betore you, 'he 
Imperial tleel Is 

scatlered. To help 
you g.other • warl!&et 

10 destroy \his sedof in the name 01 
Chaos. we came up wrth this special deal~ 

• • Battlefleet Gothic 
Boxed Game (4 Chaos cruisers 
contained within .he boxed 
game!) 
• Blackstone Fortress Space 
Station 

, \ . New Despoiler class battleship 

:v. 9 Idolator ciass raiders 

·9 Infidel class raiders 

IDOLATOR CLASS 

All lor S170 and we'll also send you 'hI" sets each of the 
F!ghteffl. Bombers & Mines ~I The Flghlers, Bombers 
& Mil'llls are also available separately from Mail Order -
gIj£I us e ring for plloeS. Plus II you are one of the firs! l Oll 

• people to Ofder this we will also send you 8 fBfEl 

Balll.fleel GOthic~·~f9~~~~~~~if:r.f.i~~~~~~~~~~~;~bF.f:~~~~lt~~ 

Tho! new Chaos 
Cruisers plastic 
sprue is • mull l­
pari kh with which 
you can assemble 
not ona, but 
Hun different 
classes 01 Chaos 
cruiser, lIS shown 
below. 

~_ STYX CI.MiS 



SPAWN 
AGAIN! 

8:" " . , " . 

Siallll Muge Priest 
DesIgned by Alan PetTy 

e" · : , • I • 

Slegmloll 
Designed by Alan Perry 
& Trith Mom.on 

• 
III.d-lfll/ll::1 
Sklp,k Hero 

0" lIonleil Olle 
XII~bpc'li 

~>9'oldby 

Te"eJl~II/J11 

Prophet of Sotell 

, 

I 
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• 
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INXI-HUINZI'S SKINK COLD ONE RAIDERS 
Inxi-Huinzi - Skink Hero on Homed One Xltzhpctli 

TlChi-Huichi's Cold One Raiders box sel 
(lichi-Huichi, Standard Bearer, Musician & 2 Cold One Riders) 

Plus 4 more Skink Cold One Riders 
Ail lar only $87.44 and get a complete set of Uzardmen Glyph plates lor FREE!! 

(see Jungle Fever 3 this issue) 

In this month's White Dwart, Nick Davis talks about collecting his lavorile army, the Uzardmen. We have put togeihej' 
a fantastic army deal based on that army, for only $195. It's an ideal 1,000 point Uzardmen SIMer army, or you coukl 
add It to your existing force. 

We have also worked oul an army deal for the 1,000 point expansion to Oerm-Itt's army (see the article lor details:. 
which Includes: 

10 huru. Tempi. OlYlrcls including Standard a_rer, Musician, & Champion 
10 Saurua wanion with • .,.a,. including St.ndard ae.rer, Musician, & Champion 

3 Tenadons 
1 Salamander 
1 Stagadon 
for only $215 

I 

·800·3 



TlCKDaOOON 
Soon, the winds of battle will blow on 
the grand city of Baltimore. Games 

Day 1999, the premiere 
annual event hosted by 
Games Workshop, will 
occupy the thoughts of 
hundreds of loyal hobbyists 
for a weekend of intense 
fun. Will you be among the 
many who attend? 

. -. 

TIckets are on sale only 
through Mail Order starting 
April 19th. Package deals 

-

·394·G 

APRIL 11TH ••• 
will be offered again this year and wi ll 
include your ticket, t-shirt, and other 
cool stuff! Call Mail Order for details. 

Reservation of games are on a first 
come first serve basis, so be sure to 
call with a listing of your favorite 
games. This is the only way to be 
sure you'll get the tables of your 
choice. So check pages 58-66 to pick 
which tables to sign-up for. 

• WHEN : July 9th & 10th. 
• WHERE: Baltimore Convention Center 
• COST: $10 General Admission; $12 for 

Pre-registered games 

. - . 
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NEWt BATTLEFLEET GOTHIC 
!fEWI BATTlEFLEET GOTliIC BOXED GAME 
NEW! RETFlI8lJTlOH CLASS IMP1:RIAl BATTlESHIP 
HEWI DESOlATOR ClASS CHAOS BATTLESHIP 

lfEWl lMPEFUAlCRUlSERS BOXED SET 

NEW! CHAOS CAUlS£RS BOXEO SET 
HFM SWORD ClASS IMPERIAl. FRIGATE 
HEW! COBRA ClASS IMPERIAl DESTROYER 
NEWl IHFlDEL ClASS CHAOS RAIO£A 
NEWl IOOl..ATOR ClASS CHAOS FWOER 

WARHAMMER 40,000 
WARHAMMER 40,000 BOXED GAME 
COO£X CHAOS SPACE MARINES 

COOEX BlOOO ~GElS 
COOEX SP.t.CE MARINES 

"''' "''' "'-" 
$14.99 
,IUI9 

sa491o<_ 
SS.49lo<ku 

$8.49 Ior_ 
58 .• 9 

SR99 
'14.99 

"." "'.99 
CODEX DARK ELO'-'R 514.99 
SPACE !MAINE BlllTLE F~E BOXED SET $89.99 
NFNI CHAOS SPACE MARINE LORD $12,49 
ASAOOONTHIOIlESPOMA $13.49 
KHAAN THE BETRAVEA $9.49 
FA8IlIS BilE AND BOOYGUARD BOXED SE'lII'IC.FabouI Boll & • ~ $29.99 
CHAOS sPACE MARINE AAPrOflS BOXED SET o.;.S ~ 529.99 
CIiAOS SPACE MARINE RAPTOA $6 .49 each 

RAPTOR WITH ASSAUlT WEAPON $6,49 e&Cl'l 

HEWI CHAOS SPACE MARINE RHINO $22.99 
SPACE MARINE VINDICATOR $32.99 
SPACE MARINE lAND SPEEDER $.24,99 
SPACE MARINE: LANO SPEEOER TORNADO $29.99 
DEVASTATOR WITH HEAVY WEA,PON $5.49 each 

NEWI SPACE r.t.\RlNES WITH ...ssAULT WEAPONS 53.1561d'1 
SPACE ru.RINE C(MW;OSQUAO IIOXEOsn inc.' HO _ &c..nrn..... $34.99 
SPACE MARItE T4CTlCAl. SQUAD BOXED SET ..... ,0 __ 

SPACE I.WIINEcowe.\T SOlLA08OXEDSET 0'It.5_ S12.!iO 
SPACE.WJatlEASSMA.T SOUAD80XED SET~AaU _ $19.99 

$PACE r.w..e DeVASTATOR SOlLAO 80$ SET ~ 0..- ........ $2.(.99 

SPACE r.w.E ~TORSOUAD 80XEDSET ~ ---. $29.W 
WARHAMMER .,.OOOttr.lPlATES $<1.99 
WARHAMMER " .000 GOllilC RUINS $9.99 (pow t..g) 
WAAHAMMER .(().ooo TREES $S.99 (pEl< bag) 

WARHAMMER 40,000 BATTLE SQUADS 
DARK ElOAR WARRIORS eoXEO SET INC.roc.I6 Dart EIdat w.,..;,n $22.99 
IU10ANE BERZERKER eoXED SET roc.12 KhoIIw ~ $22.99 

C:OMI:IO'OIIDIIICI: Wt _ ----.­___ wodC-_", ___ wod_~ 

--.. .. _ .. ll!o_lloooM. 
G_ w_ w,_ RoM.~. ---

AND HERE'S THE REST: 
WARHAMMEA 

WARHAMMER BOXED GAME 
WARliAMIoIER ~1C 
WARHAMMER ARMIES BOOKS 
SLANN MAGE·PAlEST BOXED SET 
STEGADON BOXED SET 
P\..II.STIC SAURVS BOXED SET Inc.B Sa.o\ot Wamots 
P\..II.STIC SKlNK BOXED SET inC.IO SkinU 
NEWI IHXI-HlIINZI - SKIN!( HEROOO GREAT HORNED ONE 
HEWt OXAYOTl & TENEHUINI- SKINK HEROeS 
HEWI TlCHI-tUCHrS COLO OME RAIDERS BOXED SET 
Inc. 2 Cold One ricIeno. 1IIWICIIfd~. musician & Toc:I'H4I.ocN 
NEWI SKINK COLO ONE RIDER 
GHAZAK KHAN. H08G08UN GENERAL 
OGlAH KHAN'S H08G08LIN WOLFSOVZ BOXED SET 

$69.119 

539.119 

." ... ." ... .. ", ",.., 
SI2.5O 
$13 .• 9 
$10.49 

539.99 
$8 . .(9 """" 

$\3 . .(9 

Inc. 2 WoIIboyl:. ,Iandard~. ~ & 09-ah KIw1 532.99 
HOBGOBLIN WOLFBOYZ S7 .49 • .ad! 
LUMPIN CAOOPS HAlFliNG FIGHTING COCJ(S BOXED SET 
Inc. 7 ~mings. S\IIndf,rd bH' ... ........., & L""""'" Cn>op $19.99 

WARHAMMER REGIMENTS 
SKAVEN CLANRATS BOXED SET w-.c:. 20 CIa"'8t1 522.99 
NIGHT GOBl iNS BOXED SET Inc. 20 NogI\l ~n. $22.99 

EMPIRE CROSSSOWMEN aOxED SET inc. 16 C~n 522.99 
EMPIRE HANOGUNNERS BOXEO SET one. 18 ~~ 522.99 
SOlOlERS OF THE EMPIRE BOXED SET Inc. 16 Empire JOI<IioIm, 522.119 
SKELETON WARRIORS BOXED SET ine 20 SkeII_ Warriono 522.99 
CHAOS WARRIORS BOXED SETine. 12 CI'\IoOII Warriot1l $22.99 

CHAOS HAllIERDIERS BOXED SET Inc. 12 en- HeI:>e<diets 
CHAOS KNIGtfTS BOXED SET ""'. 5 C_ KnIgI>ts 

BLACK LIBRARY 
WARHAMMER MOHTHl Y. ComOc: .,. 
WFERHO. T .... 01 F ....... a'ldAottwenll.n "1 
JOURNAL 131, 116 ~ oj ~ hotIby 
FIREPOWER. EPIC 40.000 compiIa1lon 

GANG WAR. NECSVlMUNDA compoiaobOn 

CITADEL MINIATURES 

522.99 
522.99 

.,,, 
56.95 

$7.95 
$7.115 

SUIS! 

\999 CITADEL MINIATURES ANNUAl. SI5.00 
MEGA PAINT SET inc. 51 pKU. II MaIaIioI. 13 ..... SmeIy pmw . ........... , 
7 BtuIheI. PV.!IIIM. SInd. Roell. & P~ guodI $175.00 

------..,. .... ". - ...... _,.. .. ...-g ..... ... . ""' ...... .....,.""'-_ ..... 
~.-"::;::':.=i" ........... _ .. _WOdD __ 

_ .w ............. _ ........ ~ 

This month's issue of Troll, Mail Order's 
own magazine, is full to the brim with 
deals and crazy ideas, including .. . .. _._ .. ..-

"You ... JIOI ___ ...... _ 
W'<Io_ .... ~ __ --_111_ ... ___ .. ... 
... _ . ...,_ .. ... - ........ .....,." .. ~ ... -. .... ---....---,111"'''----'' _ ..... __ .. 0-_ 
~ .... __ ... ..,. .... wod'" _._ .... _ ..... -""-._......,.. ..... _-...... _ .. """_ ...... -... __ .. _-..... 
UGlSnll'O ""'""""""Ill """" 

""'- ..... --- .. __ 1OI~ _ 

_ ~.c.. .. c.. .. Do<O. 
........ 0...._ ~ 
~ ~ _ tIdo< EIIM! 

=~.~~Tw -..".-­S-- S/IoaO _ s.,..._ 
~~.- ... - -- ... -"" _" __ 1.10.---T .. DI ... ".... """" _'"II .... • ~ __ .. __ uo_ ----

• Battlefleet Gothic 
Spaceships! 
• New Chaos 
Space Marine 
Rhino! 
• New Chaos Lord! 
• Lizardman 
Characters! 
• Dogs of War 
Skink Cold One 
Riders! 
and much more ... 



MAIL ORDER FORM 
CODe DESCRIPTION 

UNITED PARCEL SERVICE 2·3 DAY 
SHIPPING & HANDLING CHART 

1lS..uoo. /'PO. PfI.,ll(, HI ""'" . S 2(1,00 $ 5 .SO 
S 20.01 10 S 40.00 S 6.50 

E!IE3 S .o.Q11O S 60.00 . "" S 60.Q1 10 $ 80.00 S I.SO 
S 80.01 10 111)0.00 S 9 .50 

PRICE OTY 
TOTAL 
PRICE 

~ S100.01 10 5120.00 510.SO 
5120.01 10 $150.00 $12.50 
$150.01 10 "",. 515.00 

'0 -.-"'O,ff'O·O"" _ _ ... us __ .,,-"'"'­
PII."II0.0.. __ .. U.l's.~o.r_ 

A new Ma;1 Order Price Guide is 
now available and il gives you the 
prices lor Ivery one 01 the over 
7,000 inO'viduaJ bill: and pieces as 
wei as all 01 the boxed sets, 
supplemenll. games, and much 
morel Beal 01 all. iI's FREEl (;au 
the Mall Order Boyz to gel yours! 

POSTAGE"H,;:.;' ~_. __ 

UPS NEXT DAY SERVICE 
ConIntn(aI U.S. edt· edd $10.00 10 5&H CIwItI 
PR E~ s.Mce 1M U.P.S. Ne>:1 o.y. Add $10.00 10 S& H CI'M 
.t.K. HI ExptflS 511"""" WI U.P,$. "'-., D.y·Add 515.00 10 S&H Chan 

UPS EXPRESS SATURDAY delivery available in most areas. 
Please call lor details. 

FOREIGN SERVICE is available. Plellse cilil for detaJls. 
Please Nole: ALL orders with lIero5Ol $pfIIy cans can ONLY 
be sent via UPS ground. 

GRAND TOTAl. I 

r---------------------------------------, 
I would also like to subscribe 10 White Owarf fOr 1 year 550 Oor 2 years 595 0 (check one) 
I would also like to get the 1999 Citadel Annual 0 OR the ................................... boxed sel 
(choose one with a 1 year Subscription or both with 8 2 year subscription) 

I would also like 10 subscribe 10 Ihe Citadel Journal lor 1 year 540 0 And gel 1 issue FREEl 

Form of Payment: Check. Money Order, Master Card, Visa, American Express, Discover (please circte one choice) 

Credit Card Number: ........................ EKp. Dale: .... 

Cardholder's Name:. . ..... Cardholder's Signalure: ............................................................. . 

Name:... ................................... .. .................................................................................................................. .. 

Address: ...................................... ........................... ......................................... .. ......................... .. 

City: .................................. 5Iale: .................................................... Zip Code: .............................................................. .. 

Phone Number Home: ( ) ........................................................... Work: ( ) ........................................................ .. L _______________________________________ ~ 



SUBSCRIBE TO 

In case you didn't know, White Dwarf is the monthly magazine dedicated to 
the latest news, rules updates, modeling and painting advice, and releases 
from Games Workshop. The regular Chapter Approved section provides new 
rules, army lists, and Q+A's for Warhammer 40,000. Regiments of Renown 
introduces mercenary units for Warhammer. These exclusive features let 
you take your games beyond the boxes they come in. But there's a whole lot 
more! The 'Eavy Metal crew gives you some of the best painting and 
modeling advice you'll find anywhere, right alongside full-color pictures of 
the newest Citadel Miniatures painted to the highest standards of 
excellence. All this, plus inside information on upcoming Games 
Workshop projects, make White Dwarf a must-read each and every month 

,. 

for anyone Involved in the Games Workshop world of hobby gaming I r,.-'':-

Subscribe today and you'lJ never miss an issue! 
Starting your White Dwart subscription, or renewing your 

current one is as easy as choosing one of the options below: 

In Ihe U.S. 
Complete the coupon below 

and mail it to: 
Games Workshop Mail Order 

6721 Baymeadow Drive 
Glen Bumie, MD 

21060-6401 

Or phone in your order to: 

1·800·394·GAME 

In Canada 
Complete the coupon bela 

and mail it to: 
Games Workshop Mail Order 
1645 BonhiU Road - Unit 11 

Mississauga, ON 
L5T 1R3 

Or phone in your order to: 

1·888·GW·TROLL 

r-------------------------------
U.S. WHITE DWARF DEALS 

o I would like to subscribe to White Dwarf for 1 year tor $50 and get a Gorkamorka Game FREE W"'~ 
o I woold like to subscribe for 2 yrs for $95 and get a Gorkamorka Game FREE. 

(p."ase check the box next to the offer you wish to purchase) 

CANADIAN WHITE DWARF DEALS 
o I woold like to subscribe to White Dwarf lor 1 year lor $85. 
o I woold like to subscribe for 2 yrs for $150. 

(please check /he box next to the offer you wish to purchase) 

Form of Payment: Check. Money Order, Masler Card, Visa, (U.S. Only:American Express, Discover) (please circle OOI! choice) 

Credit Card Number. ...........................................................•......... Exp. Date: .................................................••................ 

Cardholder"s Name: .................................................... Cardholder"s Signature: ... ............................ .......................... . 

Name: .......................................................... . 

Address: ........................... ................................... . 

City: .................................. $lateJProvince: .......................•............... ZipIPosl Code: .................................................... . 

Phone Number Home: ( ) .....•.....•.......................•...••.•................ Won!.: ( ) ............•..•..•..•..................•.....•.•......... I L ______________________________________ ~ 




