


ELDAR COMMAND GROUP 

+ ... + INQUISITION DlRECTIVE+ + + 

[Idar Comm1nd Croups identified + + + lading 
[Idar mcrwu.nes Indior en!t world force! + + ~ 
sI10dud coofig 4 Eldar +++ leader +++ 
clump,on - -+- + mUS'01n + + ... sundud benet 
+++ 

+ + + Actioa direct,ve + + + pnority onc + + + 
seck oul tbese groups + + + 

~dd MitWtures proudly prescnts Ics Goodwirl. Ekhr 
Commlod Croup figlJfCS. sculpted to ,beh'ghcsI 
suoduds ... 1Id lpPfovcd by the Inquisitwa fOf UK wilb 
WARHAMMER 40.000. """ d"""gh 
tbe expcr1ise of G,mes WOJkshop Ml~ 
Order. Ihc:y COIIt w ks$ tNn ,be " 'cugc 
humID rebel would pOly for Eldu 
mcrccnuicl - simply choose ODe: model 
of clch type from the picture:. ,nd place 
your ordtt! 

• BANNER ' S NOT INCLUDED 

All "V"," P~",te(j By ClIlfd,,1 FI9"'~ P""'I"'~ • Mml.rUI". Suppl,1td Un!n,nre/l . DUI{JlUld l1y Jell Goodwm 
Cl l988 Game. Woruhop Lid. AM Righu RHer..ed . __ _ '1_ .",_ 



ISSUE 99 MARCH 1988 

EDITOR: Selin Masterson 
EDITORIAL MANAGER; Phil Gallagher 
WRITERS; Grseme Davis. Rlck Priestley 
GRAPHIC DESIGN: M ark Craven, arian George and 
BiL Sedgwick 
ART EDITORS: John Blanche 800 Ian Cooke 
PRODUCTION: Chril Coll ton, Nick Old, Adrian 
Ude ll, Richard Wright, H and Graham Ver ity 
COVER: In rh. Eye Of Timor Collective 
Creat ivity Inc. 
IllUSTRATION: Tony Ackland, Dave Andrews, Colin 
01)(00, JaB Goodwin, H, Tony Hough, Russ Nicholson 
MINIATURES PAINTERS: Mike McVey. Richard 
Wright and Sid 
PHOTOGRAPHY: Phil lewis 
TYPESETTING: Lindsey 0 La 001.11( Pulon and Dawn 
D" fIy 
INVALUABLE TYPING: Mary Anne Naismith 
ADVERTISING: Tim Pollard 
PUBLISHER: Games Workshop Limited 
PR INT BUYER: Bob Malin 
PRODUCTION MANAGIS'r. Alan Marren 
ASSISTANT PROOUcnON MANAGIST! Stew Bruce 
STUDIO MANAGER: Tom Kirby 
81G CHEESE: Bryan Ansell 
Printed by ThamesMooth Web Olfse!. Basildoo, UK. 

All eornnpond.ne •• lItept .ub.e,iptlon •• hould be 
tddr .... d to: WlN'le Ow,,,. G.m .. Wo,klhop O"'gn 
5tu cUo. Enfi. 'd Ch.mb.tI, 14·16 Low "'evemenl , 
NOl1inghem NG I 70L 

The Realm of Chaos swirls around our feet as 
we trip over ourselves trying to get this issue 
out. Malignant forces seem to ooze from the 
pages, and seep back into the mind of whoever 
happens to be working on them. 

The effects are very strange indeed. No·one 
has escaped them. Articles shrink or grow fat 
and spiky. Artwork squeezes into aw kward 
spaces and refuses to move. Pigments get 
thick and sludgy or so thin as to acquire 
superfluidity. And t ime f lies faster. 

Wouldn' t mind if I could just get another pair 
of arms out of all this ... 
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CRUISIN' FOR A BRUISIN 
Citadel's m •. 'W Ork War Buggy h3.S gal Warlords everywhere 

LAND AIR donning goggles in prcpar:u.ion for a .swift emry onto the 
Max Mel M", Min Mel UtR OT D Sv OW baulefldd . We take this welded wonder for ate" drh'c and 

see what ir'~ really made of. Dec 0", 
24 6 ~ 2 7 IS 6 2 2 

ORK WAR BUGGIES 
Equipment : Communicator, l!ugeter. 

Orks:lrt responsible for some of the ugliest technology e1.'cr 
to see lhe light of day. The extensive range of vehicles known 
as War Buggies :ue a prime extnlple oChow much imporlance 
the Ork mutcrs of " knOW+WOlS" pl2CC on aesthetic ap~aJ; 
ie, none wh:usocver. Despite their cobbled-together 
appcar.ance, howe1.'eT, th~ vehicles art effective enough and 
often pUI to good use by the Warlords. 

Weapons: lWin Doh guns, swivel mounted (180 0 tra\·crse). 

The buggies ue:lll constructed in asimihr way and incorpor.ue 

Each buggy is crtwed by two Orks wearing FI2k armour and 
carrying Knives and Oolt Pistols. The crew will have Stand2rd 
Ork pronJes. TIley are included in the points cost of the 
buggy. 

PV: 148 e2cb 

simi lar featu res - even though twO seen side-by-slde mar be-.. r OptJonal Upgrades for Ork 82ttJe Buggy 
linlc resemblance to C2ch otber. Each buggy is assembled 
around a basiC, highly robust chassis to which :uc boiled 1. Subslitule. Multl-Melt2 for Twin Bolt Guns 
various modules such as power plants and weapons mounlS. 
Occasion:llly, enclosed cabins are used to provide prolection Additioo21 poiots COS1: 46 per Buggy. 
for the driver or other crew members. But more. oCten, the 
crew are left exposed, simply langing on to any convenient 2. Substitute Heavy Pi.:Isma Guo for 1\vin Boll Guns. 
bits of the buggy's superstructure while they opcntc the drive 
system or guns as best they can . Additioo21 points casl: 71 per Buggy. 

11lc most common fann of Buggy can amy hold twO Ork crew, 3. Arm d river with Plasma Pistol in p lace of 80lt Pistol . 
but there :.are larger versions which can carry a Illctical unit 
(5 models). :lIbei! In great discomfOrt . Additional points cOSt: 3 per driver. 

(Excerpt fIIkell from Chapter Approued: 
,/ The Fint Book of the Astroflomlcan) ~ 

/ 
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RrlOO ORK DREADNOUGHT EXPANSION SET (£2.50) is 
1101 a (omplete model. but when added to the Basic set 
(RI'204) you can build a bigger and more Impressive 
Dreadnought. It consists of an I) Ork Operator, 2) middle 
section, 3) Back·standard pole, 4) 2 shan legs a choIce of 
5) one bent or. 6) aile straight ann and a stub arm which 
can be fitted with your choice of one of the foUowlng: 7) 
Grenade launcher, 8) Heavy Plasma Gun. 9) Laser Cannon 
or 10) H~avy Bolter. 

DREADNOUGHT 
RT204 aRK DREADNOUGHT ARMOUR (£3.50) 
consists ofa 1) lid section, 2) top section, 3) leg 
section, 4) two long legs, a choice of 5) one bent 
or 6) one straight daw ann and a stub arm which 
can be fitted with your chotce of one of the 
following: 7) Grenade laucher. 8) Heavy Plasma 
Gun, 9) laser cannon or 10) Heavy Bolter. 

All Figure~ Pltm,~d By Cirltckl Figule P .. int~'s • Mmi",u~s Supplred Unpainted . Designed by Kevin Adams 
Copyright @1988Games Workshop ltd. Al l Rights Reserll9d. 
" tM<h m ....... h" m'", If ,"ow.o '" .,,_ c""",, .. .... , ..... ... "'" '0<""""_ , ... """,,,on ...-



Citadel Expen Paint set is 
designed ro compliment the 
Citadel CDlour rang!! of 

acrylic paints. They can be used by 
expert painters to give that speciaJ 
'Citadel' look that you see In the pagl!S of 
White Dwarf, or by the begl.nner 10 make 
a simple paint job look really special, 
Used over a base coat of Citadel CDlour, 
a wash can pick out detail and add depth, 
while a glaze gives a richer and more 
brilliant finish. 

' . 
. ' 

IN'mOOlICING mE SPEQAl.l..V fORMUUJ'ED RANGE OF INKS. 

I • RED • Shading red tunk:s, banners etc . subde shading on 
ntsh • chaos armour. 

2 - ORANCE - lb~, red dofh. ~ coloured doths. 
fur. kathrr, wood. 

3 • YEI.l.CM' • b giaiD: mls. r;«ns . runIcs, banners. ore 1Iesh., 
drap'I skin, • for brilUance and depth of colour. 

4 - GREEN • 1lJ shade and gI..aI.u orcJm(lns~ nesh, mnles. 
cho\Oll armour, bases. 

, - BWE - ThnIcs Md banners. df'a3xl skin. 
6 - PI..JR.PI..E • nII\Ic$, banner, chaos armour and I\csh shading 

on red and ZDmbit l\csh 
7 • BRO'NN • Shading runIcs. l\e:sh. tqulpmcnt. fur and 

weathering and rust dfms, sktltlons. 
8 • OiESTNUT BROWN - As aIxwe but a richtr and ~'atll'Ief 

tone pxI for fur and beasts. Horses. 
9 - Bt.N:X· SWI armour Q. equipment - Ilnlng and detaltLng . 



BLANCHE'S 
BABIES 
\'k often use J/lullu'nations to bring you glimpses 
nfwork by artists and illustrators far from the 
constraints and environment of Ihe Design 
Studio. We keep our own learn of anists, 
illustrators. graphic designers and figure 
designers conSlantly busy with the latest projccts 
to distract their attention from the [act lhal their 
companions are edible. 

Yel thc Studio is a ffcxible place - dynamic. to 
use my favourite adjective - and these bio­
degradable Art Marines mutate from lime to 
time. For inst.1nce, every reader knows that BiL 
Sedgwick draws. Gobbledigook. bUI vcry few 
people realise thaI most afthe lime, BiL designs 
such gems as the Dungeollquesl Sun Track, or 
the mausoleum effect for Fury of Dmcula. 
Likewise, Jes Goodwin is respe<:(cd for his work 
as a figure designer, but his sombre illustrations 
fOr White Dwwfand various GW hardbacks can 
send a chill down your spine. 

How many of you thoughl wee Bobby Naismith 
spent all his time and talent on co-ordinating 
the figure designers? Bob"s talents extend far 
beyond his managerial role. And some of you 
have been curious as to what H is. So are we. 

The peoplc who create the visual imagery for 
our games are a creative team; each has specific 
skills and talents but they all work together. 
building from ideas 10 final concrete forms and 
slyles. And il"s great 10 walch them do II. For 
now we can look at their rich black and white 
illustrations - next month we'll see what happens 
when you let them loose with colour. 

John Blanche 

A. M, 
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The co .. pse 'hVi"tcbed again. The Skaven"s eyes vve .. e fixed 
on the "table. Th.e gaun"t. robed figu .. e in the shadovvs rn.oved 
bis ann ac .. oss an invisible line:, and as the tvvisted fingers 
uncoiled. the co .. pse .. ose "to a 5inlng posi'tion. 

"Seesee!" cried Skrenb.. salivat-ing. He vvas suddenly avvare of 
the curtain of silence he had disturbed. The necromancer 
seemed not to notice. Skrenh returned his gaze t-o the 
corpse as it climbed dovvn fro In the bench. Before it let" 
go. there vvas a SOrt tearing sound and t-he ronin8 relnains 
of the uniortuna"te corpse's Lnt-ernal organs splattered across 
the floor. Unbalanced. t"he: monster collapsed in it"s o...wn 
offal. 

.] need sOlnething be"er: hissed the robed (igure before 
turning "to leave t-he chamber. 

SkreMh vvas alone. He scurried .. cross the room and and 
pulled a jar dovvn from "the sbelL Clavviog it open. he 
pulled out a small clulnp of leaves and at-e them. His 
_hiskers tvvit-ched "",adly as he returned t-he jar and its 
di.ninished cont"ent-"s "to t-he sbelL 

The: Black Lotus almost" .Dade him (orge1: the pU1:rid n"'l.ess 
on 1:he: floor. 'W'alki.:n.g back around the room.. he leaned 
over the corrupted body and began t"o sniff. He vvould find 
somcthing beuer. He had an idea t-hat-" vvould bring him 
so,net-hiog O1.uch beneI'. He left- to tcU t-he ot-"hcrs ... 

~ [ .. \?11!\r"'~I·1 23 
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f--------------------------------,~------:-
INTRODUCI'ION 
Thls w.ubammer Fantasy Roleplay adventure provides GMs with 
an alternative lnlrOduction to The EnCll{Y Within campaign . It is 
set In [)eIben, and so occurs prior to any of the even,ts In Mistaken 
Identity. Alternatively, new GMs may locatt lIle adventure as they 
see fit (any reasonably ~ toWn or cl[),) and use It as the 
Introductory game In thcir campaign, or simpJy as a one-off 
advenrure. (If you have just created some new aYtventurers with 
the WFRP Character Pack and don't know what to do with them 
yet, here's your answer!) 

If you {mend to p~ this adventure, stop reading nowl Knowledge 
of whallies ahead will spoil the fun for an concerned. 

GM'S BACKGROUND 

Skretth is insane: a renegade skaven with an impossible ~aJ . He 
controls a small group of loyal but misguided Can Skryre warriors. 
RecentJy, he and his patrol have ex.iloo From the web of runnels 
thai riddJe the Empire into the sewers beneath [)elben. The map 
saJd no such odt existed. Skrenh looks upon It as face. 

His last mission Involved (;105(' association with a necromancer. 
Skretth became too heav1ly Involved. Constantly halJuclnating from 
the effects of Black Lotus (WFRP p82). lheYOWlgSkaven became 
fascinated by experiments he could not have hoped to understand, 
For bodlts to be rt-anlrnaled. there would haYe to be warp5LOne 
present. It was the stuff that sparked life into everything. If It was 
there. it could be extracted. And lfhe found a way to exuact ii, 
he would be able 10 rerum to his clan and take control. So went 
his w.uped reasoning. 

The Oetben. sewer netwo(k has provided boo with an opportunity 
10 collect specimens and pracdse (truaIs for his Hawed quest. Hwnan 
culdsts In the !OWn, members of the Homed Rat 'M)rshipping Jbison 
Claw cult, have been made aware of the group's arrival and are 
aiding Skrenh in his unofficial mission. 

This adventure leads the players into the maze of sewtrs which 
riddle the ground beneath the dty. They will discover that a band 
ofSkaven have recently taken up residence down there. and. with 
the aid of their human servitors, are carrying out blzzare rtruals 
and sacrllkes 10 their deity, the Homed Rat. The players must IJ)' 
to eradicate (or at least drtve out) the Skaven. whilst attempting 
to save a wealthy citizen from their clutches in the process. As the 
S~n presence Is slgnlflcant. the players will need to have their 
~11S about them. Repeatedly choosing 10 fight WiIl lead to a swift 
and bloody demlsc . .. 

CLAW MARK 

The fol1O\Vlng encounter should occur as the PCS are walking back 
from a late-night drink one evening at their local tavern . Note. 
hav.e.'er. that they should tuM! a 3lQd deal of their equipment with 
them. certainly a weapon at least. as they will not have time to 
pick up anything If they left II behind at their place of lodging. 
If they h~ Handout I from Mistaken Idendry, they could be 
preparing to leave the town for A1tdorf and adventure. How are 
tlley to know that adventure may be closer than they realise? 

As they are sttolling through a partlcularly dark and quiet street, 
a door suddenly bursts open from one of the expensive houses lining 
the road. A young man. dressed only in nJghtclothes. rushes out 
yelling. 'Help me, someone, pleasel' As he catches sight of the 
chaJacters, he turns and races towards them. A largt bruise rovers 
one side of his face. As he races over, gasping for air, a dark shape 
appears. sl1houetted in the doorway of the house. The man gasps 
one last sentence, 'They've ~t my father ... Don'llel them mke 
him ... Hurry .. : before an audible rwang comes from the doorway, 
follo<Ned by a much closer thud. The unfortunate young man 
collapse into thc arms of one of the characters, choking and 
coughing up blood. A crossbow boil Is buried his back. He Is dead. 

24 rZ''liilrut!!l ~ 

GM's Note!J 

The crossbow quarrel landed in the back of Ernest Dralst 
Klauss Dralst, a wealthy townsman. Both lived in thc ra 
house from which Ernest Just emerged . Ernest was as 
upstairs bedroom when he was awakened by a sound of 
mO'Vlng about below. After waking his father. the two of 
to bMstigare. but were leapt upon by three inUlldm in the 
K1auss was swlftly overpowered . Ernest, however, being 
and finer, managrd to break frt.e and rush out Into tht 

Peter ntvelli (a Pbison Claw rultlst). raced after Ernest in I 
to prevent him from aJerting anyone. after having first 
companions to take Klauss back to Smtth by way cl 
forgmen, stone ~ which uaveIIed right up Inoo 
through a ~tone In the «nac. Meanwhile. ThveW has 
in shooting Ernest with his crossbow. but nol berore he 
to reach the Pes. 

As soon as 'nMlli fires the bolt, he retreats back inside the 
and waits to see the acMnnutrS' reactlon through the haft 
If they decide to pursue him. he will lead them into a 
house before trying to gel back to the cetJar and into wtrl 
passage. If he Is caught or cornered. ramer than 
Information away. he will immed.larely seize a capsule or 
from around his neck and bite into It . This Manbanc 
carried by aU the humans serving the Sbven, and co 
equivalent of 4 very powerful doses of the drug . the 
to resis t Its effects Is made al a ·20% penalLy for each 
possible that a capsule may not kill. bul the GM should 
that this does not happen very often . The use of the 
accepted by all the human servitors, and e\ol:n If the 
not: work. torture will be necessary to extract any Inti 
them, such Is their loyalty to Skreuh . 

The adventurers will probably decide 10 chase Tavern inlOb 
and try to apprehend him. However, should they 
whateYCr reason, you should remind them that In his Iasl 
Thvelll's murder victim expressed the need for speed, If 
sUIl refuse to enter the house at once. and insist on 
their place of lodging, then the adventure can still be 
on Une. The SkaYen WiIl be very interested in capturing 
they are the only (\iving) people who know what Ita 
Klauss. They may be grabbed during their sleep and I~ 
the cells In the sewers (see Into rhesewers below) to await 
The p1a,yers will then have to escape - Klauss will hi.! 
sacriJlced by then, so they won't have tcwony about 
am'more. 

UPSTAIRS, DOWNSTAIRS 

If he sees he Is being fOUCM'ed. ~W will race up tbt 
the hall, mak.1ng sure the Pes have seen him. If they P 
up the stalls, he will maneouvre a decoratlve wine barn! 
stands on the landing to the top of the stairs and send it 



~E~~"'i~~i.~~ on "" ,lain; " tho 
test at a · 10" penalty to 

thl! foot of the stairs must 
but this time there Is a +10% 

J will take one 5 3 hit, and ~ on the 
oUdng I>llJr;! ...",.." as th< GM Judj1j5 

up [he slalrs the character »Xl. 'ClveUi 
the stairs. leaping aYtf me banister half 

yards) . From there he will rush back 
Should 

!.~~ :~~ of the rooms In the house are given below that the players will be spending much of 
the rooms may be illuminated by lanterns 

"";,';;;;;tl; ceiling. but only the ones In rooms I. 1, t I and 
.• IMning. 

~~~§~§~~~~~~~' 1Wobodies ""'­~pen..sive v.ooden 
front. and th< drawers, 

scattered across the room. 
tried 10 oppose 'r.I\'eD.i 

The ensuing flght succeeded in 
.~;iM:"';;;'ili' whole: room, leavlng nothing of value 

ThIs Is where tOauss used to entertain hIs guests while 
a meal. The room hasn't suffered the same fate 

luxurious annchalrs. a ~ decoraIM 
pnM<l< grand furnishing. Rlur 

each YIOM 4OGC, bUI ~, looting 

room has a Ilight of stone stairs leading 
~;;',~';;U;;~ one comer. Two clubs rest In a puddle of 

blood, evident w anyone emering the room. Any character making 
a successful Obst!rve lest or searching the room will also find a 
ornamental cloak clasp with the Homed Rat's symbol on it· three 
crossed bones fonnlng the shape of an Invened trlangIt In the 
mk1dIe. All the Items Wert dropped during the scum!! ~ 
Klauss. Ernest and the men, arid the clasp may serve to leU the 
players jusC whallhcy art really up agablst . Any Ckric or Initiate 
In the party wflllnunedlately recognise the symbol as the Homed 
Rat's - if the player does not know, you should Inform him of the 
fuct ~ with th< assodar.d know .. oI'h1s conneaion with 
the Skaven. 

5. Corridor. This corridor connects the hall 10 the kilchen . As II 
is part of the house that guests do no! normally ~ It Is merely 
SlOne flagged, showing none of the splendor Sttrl elsewhere In the 
hous<. 

6. Storeroom. This Is where all the food and other domestic 
requirements of the household are kept. Wlder \ock and key. 
However. when Klauss and Ernest wenl to investigate the soWlds. 
they armed themselves each With clubs Iu!p! here. and taauss ~t 
lO lock the door In his hurry. Thus the door Is slightly ajar, the 
keys still In the lock. 

Inside are several sacks of grain. stacked neatly against one wall 
along with many other Items of food • you may add specif1c Items 
al yoU! discretion. Also kepi In this room is what amounts to a 
small armoury . a wooden crate marked 'DhNGERI EXPLOSIVFS', 
sits innocenllyin the comer CII contains four bombs • WFRP pI29) . 
TheK are usually two more clubs. but as mentioned above. K1auss 
and Ernest each took one. and both are now I,ytng In the kitchen 
where they were dropped In the scuffie. In addition, there are t\W 
lanterns here, three spare flasksofoU, and a tinderbox . The bombs 
will be ~I}' useful to the pia)\'fs In the latter part of the adventure, 
should they deddt to take them now. 

7. Balcony. The stairs from the Ilall....,..y sptral upwards onto this 
bakony which 0Yerl00ks the han below. 'Mle f\oor here IS also 





~ with the blue carpet. but there are no adornments on me 
'A'aIIs exrept for a tar~ decorntive wine barrel sittlaled in a small 
~ aI the lOp of the stairs. 

8. Guest Ownber. Visitors to the house ~ normally acromodaled 
1m. A IarF four-pootn bed set ~t one wan, a set of teak 
ciawers and a la.IJte wardrobe pravtde the main fi.lmlshlngs. 11lere 
Is oothing of ~ value here, however. 

9, Servants Quarttt5. This \aqJ! room contains four beds. only 
"'" of '4-'hkh have bten OCCtJpied recentJy (by the servants now 
Iytng dead in the dining room) . The room Is not as well furnished 
~ the rtSt of the house, but sUD rtprtStl1ts \'efY !JXld servants' 
accomodation . 

10. CorrIdor. This corridor separates KJauss and Ernest'S bedrooms 
off from the rest of the house, providing them with more privacy. 
M \lith the hall and balcony, the !loor is covered with blue carpel. 
1\0,1;1 paintings also hang on the walls, worth approximately 70GC 

"" 
II. Master Bedroom, Thls Is the largest bedroom in the house. 
and rs where K1auss usuaUy sleeps. An ornate rosewood cabinet 
is stI against the wall opposite the four poster bed, tow;:ther with 
&I equally omate set of drawers and a spacious wardrobe, The 
drawers are an fiUed with perwnaJ belongings and clothes. but the 
..-.mImbe has a false bottom, concealing a secret compartment 
IIo'!'JdI contains 200 Crowns, 67 shillings and 300 brass pennies. 

U. £rntst's Bedroom. ThIs Isn' t quill!: as luxurious as the master 
bNroom. 1"s relatively sparsely furnished with a single bed, a 
lIildtobe and drawers. 

IJ. Tbt ceDar. This stone flagged room is filled with barrels and 
casks containing a wide '<'aCkry of fine wines and ales. A ffight 
rJ stabs leads up into the Idtchen in oue comer, wltilst in another 
.00ItI'. concealed beneath Om' of the ~nes is tht Oluanct to 
an old, Iong-forppnen runnel. This tunnel leads into the sewer 

system. and is the w.r;y Ta\oeill and company gained entrance to 
the house. Neither Klauss nor Ernest knew of the existence of the 
passa~ The flagstont: has not yet been replaced ~ the hoW:. 
as ThveUl has not yet rejoined his companions. When (or If) he 
manages to do so. he will pufllhe flagstone back Into place behind 
him. time pennltting. 

INTO THE SEWERS 

Beneath the: holt, a rusty, lron-f\lIlWd 1adder leads down a narrow 
shaft fot 10 yards or so, finaUy emerging in a rough-hewn stone 
corridor. The course of the adventure 1T0m this potnt depends my 
much on what has happened to 'nivelli If he has successfully 
managed to escape down the shaft he will return to SkIetth 
immediatdy and report what has happened. However, he will only 
mention the PCs if they are pursuing him, Thus. the Skaven will 
be ready for the characters and will step up their guard around the 
sacrlfldal chamber. SO that when the time for the ritual sacrUke 
comes (at midnight). It will be much harder for the players to stop 
It fromgoingahead, as lfit isn'tpng 10 be difficult enough as it is! 

IfThveIli was killed by the characters (or If he killed himself). then 
he will nOI be missed for some time. as the Skaven have more 
Important things to worry about with the ImpencUng sacrifice. 
Skl'etth·s experiments have not being g:.lng weU. He reillly has no 
Idea of how to achclve his pi and is Increastngty VoOlTied that his 
followers will soon lose patience, Apan from anything else. he is 
COllStantly under the influence of Slack Lams and the capaary for 
rational thought (If such can ~ be truly grasptd by Skaven) is 
fa.- b<yond him . 

The guard around the sacrIfldal chamber will not be Stepped up. 
and consequently the players' taSk wUl be made a little easier. Any 
attempt to Impersonate 'CNelli (by wearing his clothes) will probably 
be successful (mak.e a Bluff test each time a charaatr makes the 
attempt), but remember that (here are .$e'\ICral areas of the complex 
where humans are I10l permitted, and aying to gain access to these 
areas wiD arouse. suspicion , The cultJsts know where they can and 
can't ifJ. 



From this point onwards, the action is oomUy dependent on where 
the players ~ bUI don't fOf9!t they are ractng ap.i.nst the clock, 
so keep a careful record of elapSed game time. 

The rock corridor In which the players are now Standing is pilCh 
dark . Characters must prOVide some means of illumination 10 see 
anything at all. Night Vision (except that possessed by Elves or 
Dwarfs) is useless. The corridor is also quite low (about 6' high), 
so some members of the party might find themselves having to duck 
dawn to a\Cid hilting their heads against the ceiling. The Hoor is 
covered with a shallow layer of mud (any character maving faster 
than Cautious rate should make an I tt'St or slip and faIl over) , and 
footprinlS clearly mark the path taken by me cultists. The PCs netdn' t 
possess FoUow 1tail skill to see which way they ha~ ~:me. In all 
the branches leading olf from the corridor, the mud is wldlsrurbcd . 
However. a character who does have Ute sldll will be able 10 identify 
two continuous, roughly parallel uacks as being made by Klaus's 
heels as he \\-'as dragged lhrough here. 

The corridor and branching passages are rather frightening, as the 
{'layers will be able to hear strange. Iar--olf noiSes and gntrllS echoing 
down them. The wa1ls glisten with molsntre -a greenish slime being 
evident In places - and the air Is distinctly cool. GMs should tty 
to create an atmosphere of foreboding down here. 

Should the patty decide to take any of the stele passageways. they 
will soon get lost, as each leads graduaUy downwards into a 
terrifYing, twisting maze whkh works its way for mlles in every 
direction. No further details of the side branches have been given 
- if the players really do wish to investigate them. you should create 
thedetalls yourself. The further moo the tunnels they get. the more 
dangerous they become: all manner of piitaUs and wandering, 
mutated crearures creatures could await the Wlwaty ... The party 
could wander endlessly, slowly dying of Starvation, Jack of water, 
and their wounds. 

The tracks eventually lead to a dead end - a waD of moist. smoolh 
stonework, Ally character with Secret Signs - ThIC\eS will notice 

a marked stone on a sua:essfuI Obscr\.e tcSL Otherwise. a suet 
search tesT will revtalthe mark. PUshing the marked stone c 
the waIl to swing ourwards, providing an entrance 10 the SII' 
The door may be closed by pushing the stone as it prol.l'1.lOO 
the other sIde (the stone merely repositions the COUflCCrwttgh 
operates the door mechanlqn). 

The major encounter areas in the sewers and the bran.; 
passageways 3Tt keyed on the map. and the corresp« 
descriptions given below. As the whole area below the celli 
been taken ~r by the Ska\'en and their servitors, there iSJ 
chance per turn of the characters encounlering somM 
something. If an encounter Is indicated, roU a D1 and con5ll 
following table. Note. hOVoelef, that if. during combat, a Critll 
is scored, the victim should make an fnlcJatJve test lnunedl 
failure means he has been knocked from the walkway and 
inlo the cffiutm as described below. 

Die Roll Encounter 

1. One of the cu.ltists on a routine errand for the 
UseThveW's profile ita fightdcvelops. but remem~ 
raising the alarm will be the cullisl's main prio/tt 

2. A. patrol of D3+1 atlrists armed with S\Io'Ords. 
following profile for each of them: 

BS S T W ... LA lnt a ;r 
436323353212924253130 

3. A sIngle Skaven, gJing about ilS business. It win 
knife (WfRP p226) in combat. and has tM fI 
proNe: ~ 

Ii I~I~I ~ I ~ I~ 14~ I~ rftl~ I~ I~ W. 
4, A small band of two (or more, aryourdiscretionl 

returning from a routine rcconnaissaoce patrol 
In the sewers. Each may be trealt"d as ldendcallO I 
detailed above. • 

W • • 
DAMP, DARK AND DEADLY LOCAl'I~ 

1. EntrancelbThe5ewers. nlesecret doorin the waD leads 
into the sewers proper. The walls are made of dull grey 
glisten with moisture (although there Is no slime). 
adventuring in sewers are given in ShadOll'S ovet BlJgt 
a brief summary of them l5 necessary here. The se'Yt-m. 
corridor that leads to them. arc pitch dark. and even c 
Night Vis/Oil (except Elves and Dwarfs) cannot see 
source of light is carried. The portion of the ""''''' n~""',r. 
explored bY the PCS is classed as a Major 
P.1SSage5 are roughly 10 feet wide In ii,e;·;;;;~~'r:. :"'di~:r 
stone walways about 2 Y.. feel wIde on each 
charmel. which Is 5 feet deep, and filled to a depth 

they are assumed 
effluent channel 
character 
(WFRPp75). 
wading characters must 
to avoid Slipping and falling over, 



and grneraJly environment, 
I in the sewers. apan from Ihose gained 

, have a 10,. chance of becommg infeclCd . Sound also 
J.1~I~ ~Jre as f:tr than normal. and there Is a ... 10 modifier 

l.isIO'l teSts. 

~~~;i~::~~~E:'~:~~ ~~;:. the adventurers can the walkway. one 
the figure, only 

J:.~~: :;;;d ii~,;'~;;';~;,,;;ru· be evident. 
p248). who could smeU the 

of dead I (set belOW) . II bt'gan [0 explore 
~ """'''''., a Skaven patrol who attacked immediately. 

the mlsefable crearure and have left 
reduced 10 a slngit wound 

It will not 
oveT or tift it, 

untUeilher 

I yard per round for 
musl make a successful 7bughness test 

collapse unconscious for 206 turns. 

rounds as illOOk 
from room 

,_." ., ••• ,. the cells 
,ffects 

to kill the characters becall5e of Skretlh's intenlJons (see below) , 
If the PCs end up bt:ing subdued by the guards, refer to Clpnued/ 
below. 

4. CUltists' common room/guard cbamber. Thls rol.lghly--hewn 
cavern serves as bolh the common room and guard chamber for 
the cultist servitors of the Skaven. Theft are a couple of tables and 
SOnY chairs In tM: north-eastm\ areaofthe room, two sets ofbone' 
dice, and a pack of cards lying on the tables. lUumtnaCion is prcMded 
by four torChes mounlCd on the walls. Should T3VeOi haw escaped, 
this is where he will be now (unless the adventurers weft hoi on 
his tralJ , in whichC3S( he wouldnol have had tJme tocompJete his 
repon [0 Skretth and would therefore be In Skretth's chamber · room 
9) . No any time there are 20<1 off dUlY guards In the room, each 
with the following profile: 

I~ I~I:I! I! 1~13~IH:I21I?If,I~I:1 
Skills: Consume Alcohol. Slrike to Snm. Concealmem Urban 

-napplngs: Leather}aCk(O/I AP· body&'arms). S'Mxd. I-6GCeach 

The guards' actions are dependent upon whether the patty U'igfJ'rs 
the trapwirt or lUX In room 3. lftheydor'l'l , theguards will beSining 
al the tables having a game of cards. and the players are eilher gllng 
to have to think up a Convincing story and try to Bluff their way 
through (these guards art naturally suspldous. so any ~t Is madt 
at a ·10,. penafty). or they wflI have 10 fight . These guards knew 
Thve:lli: if one of the Pes has donned the cultlst's outfit. they will 
immediately recognise the charactt:r as an imposltt, Note also thai 
the noise offighting will aI~ the S1Iaven sentries at Iocarion 1. who 
will attempt [0 ambush and capture any inlrudcrs into their area 
as described Wldcr the entry for room 7. 

5. Annowy and Storeroom. nus small cave serves as a ma.keshift 
armoury and storeroom for Ihe guards in room 4. II contains 5 
swords. 6 ~rs, 3 hand axes. 2 flasks 0( oil. 2 tinderboxes and 
II torches. 1'be 'NCapons are all ananp in wooden weapon racks 
set against the walls. and the torches. oil, and linderboxes are stacked 
neatly in another comer. 

6. Corrldorand Cells. nus long, dismaJ corridor IS accessible from 
the guard room by a srurdy Gclk door, n'cre are a total of nine cells 
in me corridor. Each has a \\QOden door with a small barred window 
in II {ll)IJghness 3 , DarrtaW 9, Lock Radng 30,.,. only.seven of 
these cells are actually usOO as such, Ihough . The western·most 
cell will be used to slore any possessions capMed characters may 
have had, and will always be locked if there Is no-one inside. The 
eastermost cenls the jaller's 'den' . the rorrent incwnbtnt being 
TJgT3ti ParVtsch. He Is aoom 5'10" tall, and wears a permanent 
~ofsti.nklngswem and din . He Is dressed in a filthy while, sweat· 
soaked vest. andequally~blackttOUSl!rs. Healv.'il)5 carTies 
the ring of keys to tilt cds around his belt. maldng them difficuJr 
10 get hold of, but he Is immensely stupid and easy 10 trick (making 
him cmmi.nently quall11ed for lhe ,lob) , 
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l1GRA11 'HEAO' PARVlSCH 

M 8S S T W A LdJntClWPPel 
4 33 32 4 4' 6 29 37 26 22 25 36 22 

Sk.ills: lmmunil.y 10 Disease. lmmunity to Fbison, Palm Object. SUent 
Move Urban, \try ResiUeni (.). 

trappings: Club, Ring of heavy keys. F1eas 

Tigrad's room Is crudely fumlshed With a makeshift Iable and chair, 
a bottle of cheap Estalian wine standing on the former. The cells 
are rat-Infested hen holes with damp StraW on the floor and not even 
a bed to sit or sleep on. They art poorly fUumlnated too, the only 
Ught coming from a single lantern In the corridor. 

1. Junction. The north-runnIng passapay from the guard room 
spllts Into two at this point. Standing at the jwlction, in lhe positions 
marked on the map, ate twO broYwll-furred Skaven sentries. Humans 
are only allowed past them If they have been sent for by Skretth, 
so again. the players will either have to Bluffor flght their way past 
them. HO'Ne\ICr, yet again. fighting will only serve [0 alert Skretth 
If he Is In his chamber. 

If profiles for the guards are required, use the same profile for the 
Skaven patrol listed earlier. 

8. Shrine. Skretth turned this chamber from a rough-hewn cave 
Into a shrine for worship of the Homed Rat. It consisfS of an alta! 
l1anked on either side by two large (8' tall) statues representing the 
Homed Rat (these are crudely sculpted and may not be recognisable 
for what they represent). A I.argI! representation ofhis symbol- the 
three bones forming the inverted trlangle In the middle - has also 
been chlseDed into the rock wall opposite the a1w. The roof is 
supported by four ptain stone columns, and there is a small pit in 
the altar where any offerings to the deity are thrown by his 
worshippeIS. This pit Is narural· a narrow shaft about3' to diameter 

which disappears downwards out of sight, and is 
bottomless. 

9. Skretth's Chamber. 'J\o..tl brown-furred skaven 

profile as aIxM except knives'l~arere~~;:~I~;~ ~~~~~~ guard lhc entrance. Unless U 
lhe victim will be Klauss Drast) , Skretth will be The 
oflhe room are scattered all across the floor, Skretth's 

hasdererioraIedlllroughhis_~~~~~~:~l failure of his experiments. He spends more and 
from the rest of lhe group in 'thinkthink time', 
of the room are some foodstuffs. a Jar of Black Lotus 
a shield , 

SKRETTH 

the scene. 

His most powerful possession (lndeed, the only one 
ring that he 'obtained· from his old necromantic coUe~g ... 1 
a speD ring for which Skretth knows the trigger 
can cast Swnmon Sk,eJetons (WfRP P1 16) . 
ring will have nm outofmaglc points. tfhls life is 
will use lhe ring on the corpses in the 
will be animated as Zombies 

SKRErTH, SKAVEN lEADER 
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.... , """'" Skretth suffers from Dementia and Drug Nldiction 
ppB4·85) . 

Chamber. Skrttth uses this room 10 prepare himself 
Two robes hang from pegs which heM betn driven 

One is black wilb red lining. l1tis Is the robe 
he conductS his futile warpslOTlc extraction 

tom and bloodstained. V~aredtessed 
ceremony. A sacrilkial dagger is left on a 

cave: wall (unless a ceremony Is tulderwa,y). 

~=~ ~~1bef.:1Unn;,:i~'~l.r1be;~~runn~ eI ends at this point, dropping 7 yards below. A ro~ brkf8e spans the 
mouth wnlch leads away Into the 

staircase has been carved Into the rock on the lliilj;;, .;"c"'~ gap. to allow the Skaven to grt into the se\I.'Cr 
their awn route (they prefer to awld contact with the 

'Io'henl'\'ef thty can) . 

provide 

Skaven attend riruals), Skretth 
and leads the group inoo a chant 

I~E~ffi~~~~~:"'~far~~~ as room 3). This lasts 
speed IUltillhe Skaven 

up [mo a frenzy. Victims arc killed at this poinl 
ilfterwards, the Skilven fa1Ilnto silence, wdiling for 

nOI quite sure what) to happen. Invariably, II 
body is dragged away to a comer (the six most 

00Ims of Skretth's horrific riruals still lit here) . 

",,," ... ,,,, arrive al the chamber before the ritual has begun 
will be bound to tht block by a piece ofrnpc 

.:~:~~~.~ one end. and to the ring at the OIiler. He I only In Ihe white robe from room 10. and too 
10 cry for help. He will ~ unguarded . 

CONCWSION 

This is a fairly difficult adventure ror the players to complete with 
total success • and the EP awards to the players should reflect that 
fact. A base 30EPs should beav.arded toeadl p¥ £or roIe-~. 
modi6ed al your discretion, In addition, each pl~ should gain 
20 EPs if they man~ to rescue Klauss. and a further 30 EPs if 
they man¥d to eliminate the Skaven threat one way or anomer. 
successfully escaping with Klauss will also bring them further 
rewards. He wiD be Immensely grateful to the pany. pi\Ylng 80 Crowns 
to each charncter as a reward (should thead ... ~nturers~, Klauss 
wOl tp no higher than lOOGC per person. and he wID take otTence 
they refuse his otTet). 

If the chatactm are careful and sensible, }QU should make sure they 
reach Klauss before the ceremony is due to take platt. This gives 
them a reasonable opporrunity to W!t him out safely. Remember that 
Skretth is an Incoherent maniac who could be a t'ar mort poo.o.'etful 
adversary were it nOt for his weakness (Black LotUS). If the parry 
rush blindly Into combat In every encounter, they cIt.seM: to fmd 
the gping 'mY tough lndetd. 

Lf the adventure is successfuDy completed, the characters can proceed 
to Alulorf (see TEW) or ~ your awn campajgn may lead them. 
They should not be encouraged to get sidetracked by another 
expedition to the tunnels· all those explosions are bound to result 
in considerable stnlCtural d.amase ... 

Escaping $kaYen need no!: be: a problem. If they retreat Into the 
runnels, they will never bother the characters again (Skrelth is 
effectively finished anyway) . If they actua.lly manage 10 reach the 
streets of Delberz. tJle Wdtch will be able to take care of them . The 
Poison caw cultists. should any of them escape. are Ukely to either 
disband. or nee the toWn. They were only a smaD outfit and have 
no contacts to help them re-organise In [)elben. AI best they will 
seek to join similar groups elsewhere in the Empire. 

Failure has no future. though · for anybody. 

PhilJip ~1otlls 

1~~~~~~2~rtruallOsave Klauss. they are likely '--.,,; First of aU. there may be as many 
more than enough to overpower 

to deal with haifa dozen Zombies 
as well, they face certain defeat . 

how the PCs Ust these 
. They could 

cavern, Including 
should be abk! 

I 

the Pes may be captured by 
In either case, they will be 

h:~ :~:~ In the wes!ernmost 
:!f until Skretth is ready 
latest experiments. 

~ ~ to shout to each other from their cdls 
may use this to discuss a number of 

the Jailer is dim·witted 



INTRODUCTION 
In the ye-ar 963 of the currem millennium, Space Marine 
chapter 'Fire Hawks' was ordered into the Crows World slIb­
sector. Crows 'X'brld and adjacent plancu.ry systems had fallen 
into an:uchy following heavy raiding by Eldar Pir.lt~. 'l1te 'Fire 
Hawks' intervention would drive the Eldar from the hum:;!n 
worlds, reslOrlng Imperial nile and leaching the alien invaders 
an importanl lesson. The entire chaptet-f1eet . including the 
ch:lplcr 's mobile spacC'·fonress, mad(' a successful warp jump 
Crom the PirAeus system a mere 120 light YC2rs from Crows 
World . The five ships, over eight hundred brethren, and fWO 
thous:md Olher personnel ~pected to rc:l.ch Crows World 
within no more than 12 hours. They never arrived. 1\venry 
years after the event the chapter was officl:tlly decl:tred lost 
in the warp :md presumed destroyed . The gre:u Bell of Lost 
Souls tolled :I. thousand times, :md it said th:l.t the Emperor 
himself orde~d:l. Black Candle [0 be Iii in the Adeprus Chapel 
of ":l.llen Heroes, 

On 9667986,M41 a routine Imperial patrol passed thro\lgh 
the Ork held system of Jak.or.ut. The squadron uneO\'ered 
ahogether unexpected scenes of devastation . The limited 
facUities available to the p:l.lrol could uncover no due to the 
identity of the att'.lcking forces. The Incident W.lS noted and 
passed into the everlas ting record of the Administratum 

A nsh of similar Incidents within the same and adjoining 
sectors soon began to arouse the Interest of the InqUisition. 
Squadron commanders throughout these sectors were re­
inforced and ordered to double their routine patrols. The 
incidents continued apace, incrfiSing rather than declining 
in frequency and destructiveness. Even so, no sign of Ihe 
intruders W:l.S discovered for almost a year. Then, on 
3628987.M4i. ap:urol ship [n the Maran sub·sector narrowly 
avoided:l. collision with:l. sp:tce·craft :tt the Citt Jump.point, 
The pau'Ol ship was entering the Cif! system as the unidentified 
craft was leaving. Alerted by the close encounter, the p:l.lrol 
crew sC:lnDed the entire jump-area and discovered twO long 
cylindrical objects within the intruder's projected flight-p:l.lh. 
These were hauled abo:ud and proved to be standard space­
coffins without identification n1:1.rklngs. 

The coffins were shipped back [0 earth and opened by the 
Adeptus Mechanicus. The coffins themsdves were ident ified 
as belonging 10 the Absolute, one of th e:: sp:lcecraft from the 
vanished Fire Hawk fleet . Inside wert the :umoured remains 
of tWO Space Marines. The unconventional armour colours 
and unofficial insigni:a puzzled the investigaton. but serial 
numbers tallied with equipment made by or issued to the Fire 
Hawks. The armoured suits wereexpeaed to houtt members 
of the lost chapter, and were carefully broken open. The bodies 
within were human , but further ident ification proved 
impossible due 10 their adv:tnced stolle of decay. 

The full truth would nOl emerge until a1most:l yc:u' later when 
:I besieged Imperial research st:l.tion received unexpected hdp. 
The garrison had been atl:l.cked suddenly by Ork pirnlCS. After 
three hours of fighting the situation looked hopeless. Then , 
without w:r:rn1ng, the Orks found themselves :m.-cked in the 
rear. The ferocity of the fighling appalled even the st:l.tion's 
defenders. Within halI an hour, seven! huncIrW Orks had falil.'t1 

to the mysterious, power-armoured figures. Then, 2Ssuddenly 
as they had :appeared, the:: warriOtli v:anlshed. This time they 
left behind a banner - the gnarled chapter nag of the Fire:: tlawks 
- and inscribed upon it was the mOllo /n dedfcato Imperatum 
/lltra articulo mortis (For the Emperor beyond the point of 
death). As well as the banner there was:a recorder:mdsundry 
other sealed items. These were immediately shipped to Earth . 

From the data contained in the recorder the Administratum 
was :able to delermine exactly what had happened 10 the lost 
chapter. Following their w:r:rp--Jump the entire Heet had been 
caught within a w:r:rp-stonn of terrific intensity. Stunned by 
the power of the w:r:rp, the chapLer was forced 10 endure Ihe 
:ttucks o f powerful warp entities. Ship :after ship was destrO)'w 
:lnd absorbed into the fabric oflhe w:r:rp. Soon oniy onc craft 
rem:l.ined . By a daring warp·exit m:moeuvre the cr.Ut burst 



INDEX ASTARTES 
----------------------------------~ 
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ou! of warp-SP:l.ce. eme.rging far In Ihe galadic. east . thousands 
of light years off-course. and beyond even Ihe psych ic Ugh! 
of Ihe Emperor. 

The orlgirul survivors numbered two hundred brethren . AU 
gene·sc:ed had ixen 10SI , aU initiates kilkd. :md masl o f Ihe 
chaplcr's maslcrs were gone. None ohhe o rdinary human siaff 
have survived 21 all. 1b m2ke mltuen worse the brethen had 
cb(mgc(l. This ch:ll1ge became m ore obvious over the n(."X1 few 
months. Skins txg2R to blacken and bl1stt( f1~b began to (('Stcr 
and p,utrify. Slowly thc=)' beg:!.u to die. Within days of the 
tr;tnsition inlQ. nonnal space it b«'aIJle obvious th,lI the chapler 
b:l:d been txposw 10 some (onn Of dangerous mutatiOn or 
di.K'2se. " lOOk many yean 10 navigate It way back Into the 
imperium. during which time 1Ilmo!t half rhe brethren 
succumbed 10 the malady. Those who remained were no 
longer sane. Palnand de5palr had drh'cn ('Ven lh<:lr hardened 
minds beyond the poInt of r:lliOIl:.tUty. Doomed (0 agonising 
de,uhs, they gr-Adually became obsesscd wilh thdr fJ.te. Now 
Iber onJrWllnted to die. But tbe), w'ere sllll marin"os, slillloy:U 
to tbe Empt:rot and humanhy Tbey wou!(lnot die withOut 
puqx)~e. 

St) began Ihe unsroppJble war t)f the le,'on o( Ihe I>a.mned l 

Tht: marIn~ eJeC'U'd 10 remove all iMigJlla[rom their armour, 
lQStC3d their armour wou.ld be bl3Ck , dt:COr:llCd by nch 
brother with whlllc\'cr emblem.1 of death he chOlle (t he 
2ccOJQp3nying Ulustntions show romt: typlclI.! variations), 
Most brothezr. emplo}'ed 3 similar tbeme · skcleton~ , bOne-ll 
and skuJls 

.\llnw and ,,:oro~~ wet;!:: abolished. mo.,rof tbecbaptcr's 
Ofilcatw<"re ;;jtre3d~' dt:lld:lOd the remaining wo:ln:io('ll wat' 
tqO h ' 1() make up a fully functiooal chaptet hclr.Irdl)' AU 
hr<N'ben werr to be equal bcfoer death le\l('lIed by tbt 
.~;:~~g:~~ au.ured cnhK'bOh.. Tbe warrlon d«idrd 
~ atuC'klng cOCobc& V.' b«CVtf they coWd 

ha~ robbed $vo of thot saoley, but 

~~~~:~~~dW<: t:NIwlwn pYe;' theJQ powert • 
~ C'titb iOC'tecilblt flghUOfI; 'Ahiblb. 
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As the cuat mal:ld)' l:tkes a finn hold, the: \Ticlim begins 10 
degent'FAtt: :md putrify. How~cr, C\'cn as hiS body dcca)'s , he 
SfQW$ in supernatu~l vigour. Even though Ihe marine's limbs 
become rolten and twisted hegains strength (:lr beyond that 
of a nornuJ madne. These powers heighten as the disease mges 
through the victim's body. At the moment of dc:uh. each 
brother reaches :1 peak in power, al \yhiCh poiOt tbe r3W 
energies of the w.up trAnsmute tile de:uh throes o f the doomed 
mar1ne Into a ~r.scrk orgy of destruction. "he5c Changes 2~ 
reOected by the profile and special rules given later, Make no 
mblake· the Legion orthe Damned may be few in numbers, 
bUl their powers 2rt' awt5omc! 

Just as their bodies :II"t,' ('hanged by conlOiCI with the W'Jrp, so 
their ntinds art hardenw 100. Bretbren an- completely immune 
10 all forms of psychic aluck or interference. They cannot be 
affected by the speCial psychic altacks of warp-creatures -
:lIrhollgh they m:l:y be harmed physically by physical at~cks 
that Such Cfeatures may have. Astral speclres and other 
immaterial creatures cannol harm the.m in :my way. 

The brethren h'lYe Innate p~ychic abilltie~ in the same w-.I.y 
as 11 normal psyker. These :.ue psychic sense and psycblc 
awareness lIS described on p48 of the rule book. These abilities 
enable them to seek OUt psychic foes and destroy Ihem. In 
addition, the pall of dt:2th around eaCh marine is so strong, 
It is manlfested:iS an aura of doom . This affectS any creat ure 
within 6" of the model , reducing all firing and combat dice 
rolls by ~ I . and addi.ng ... I to all rout tests (tbus mak.ing it more 
likely an enemy unit will rout). 

Such is their resoh'e Ih:lt the Legion of the Damned cannot 
be affected by any psychological lest . They never take rout 
teSls and so cannot be routed. Weapons causing psychological 
dfects are useless agalrut them_ 

ORGANISATION 
The Legion hlS no formal organisation - it fights :.IS a single 
body of troops on the Ublctop. Each model must remain with 
2" of at least one other model at :til tim~. The whole force 
is, In effect , one big unit! The only tactic possible to sucb a 
formarlon is 10 ste:tm-roller over the enemy by a steady 
advance, 

FaCing death - the fin21 equalizer ~ the marines' comnund 
declsioos;trC made by collective divination . Devices, emblems 
and personal badges are applied over the ar mour by 
individuals: they are lIot indicalive of rank or function . 

Profllc 

M WS 8S • T W I A Ld 10' CI WP 
4 , 5 4 .j I 6 3 10 10 10 10 

The most noteable lISPCCIS of the J.egion hrethren's profile are 
Ihe dl$ease enhanced ch;l.t'lctcristic values. 80th WS and.85 
are boosted 10 beroic levels, whilst I and A are sufficlent to 
ensure they win almost aoy hand-to-ha nd combat. The 
psycbologlC21 values are gl\'co as 10. bUl these art' not used 
because trOOpS are Immune 10 psychology and rouling. They 
h:.lVe been included anyway and may n('ed 10 be used 
occasiona ll y - for examp le to establish technical level 
accompl.ishmcnt . 

EQUIPMENT 

The ,'ast stocks of w('aponr), avilablc to the Fire Hawks wen: 
destroyed along with rhe rcSt o f the fleet . The surviving 
brot.heB have only a IImhed range of weapons, :rnd most are 
armed Identically as shown below_ Powered ;J.rmour and 
weapons are of standard type. 

Power Armour 
Bolt Gun with combat accessor')' 
Knife 
Boll pistol 

I in t:\'cf)' full 10 modds fielded O\.'.I.y substitute ule main bolter 
armament for either a missile launcher fi ring ct"Ack and frag 
shells, or a plasma guo_ 

BERSERK DEATH SPASM 

The marines are rapidly approachinK the momcnt wh!,':n they 
will be cla imed by the warp contagion. No·one knows when 
this be. TIl(' rigouB of combat tcnd to initiat(' th(' final stages 
of the disease, warping more and mon:: raw energy into the 
marIne during his final moments. 

This is represented by a tesl m:ld(' fo r each marine modcl 
(" , 'eq' (ime It charges intO h:md -tO-hand combat. The 
cont rolJlng player should roU a 06. If the scon: Is a 6 tnC' 
moment has finally come. The marin(' cOlen a berserk de:uh 
spa.sm culmlnat1ng 1.0 his autom2tic demise:u the end of tbe 
hand-to-hand combat phase. However, lint 1I the end of hand· 
to-hand combat the following rules :'Ipply. 

The model may double itsspced, lt may charge up to four 
times its movement allowance r.l.thcr Ihan lhe nomlal twO 
times. This gives a charge of 16". As soon as the modd 
Charges it is treated as :'In independent model and is nOt 
bound to remain willlin 2" of another marine. 

2 The model enters hand·to-hand combat and f1gbl& 3! 
normal acept that it doubles the numbc:r of attacks 10 
6. ItS stnmglb Is increased from 'j 10 8 for tbe dur:IIIQII 
of hand-ta.band combal, 

3 If the model wins the round ofhand-to-h2nd comb:u ~n~ 
is left faci ng no foes, it may immediately charge anothtt 
foe within 4". TIll.!. is an exception 10 Ihe normal mo« 
sequence_ Anotber round of hand-to-hand comb~t 
initiated upon conl2ct . Due to the warp-frenzi('d,"" oi" 
the att:lcker, the larget is not permilted to run-away 01 
stand-and-flre. ThJs exira round of combat is adJudicattd 
immedlately_ 

4 Following a second round of hand-lo-hand 
described above, a model may initiate further 
hand combat In I.bc same way, So lo ng as th(' 
destroys all of his opponents tn each round , lht' 
m:ty continue charging new foes, TIle only limitationil 
that the marine rna)' not cbarge mort than 4" at a tlmt 

5 Once tbe beBerker marine h:.lS compleu:d his 
destruction the model is removed as dead . Tht' 
turn ~equence is resumed . 

POINTS VALUE 

t".lnfe 

as a single unit compensates for !b:~~;~~~~~:~~ been taken from the modified Ust 
Aslro"omlca" - the only difference 
is the increase. in the COSt of crack shells 

Points value. Basic Marine induding SCl.nd~rd weaponl 

Extt".1. to substitute bOlter for missile launcher 

EXira to substitute boiler for plasm .. gun: ;\ y,. 

Rick Priestley 
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As tomiSed, (his month ~e 're 'giving you a srep-by.slep guide 10 painting a typical miniature to show you the kind of results 
almOSI anybody can achieve - rh!! famous (or is that notorious?) GW look. If you have n(!\'er aJlempted minialUre paiming 
before. and you follow Ihis guide, we think you'll be pleasantly surprised by your tnt?! efforts. On the other hand, if you have 
been following recent 'FAvy Metals but IuJve nevertheless experienced problems when trying to apply the techniques 
described. here is the ideal opportunity (a pinpoint where you're going wrong and set! the error of your ways .. _ 

STEP BY STEP. .. 

the follOWing treatment 10 any 

I 
:~~~ We chose this Dwarf because it 

opportunity to show you a variety 
: metal, hair, flesh and cloth. 

So give this guide a try and don't be afraid 10 
WI again if)OO feel unhappy with the results. 
\'ou need 10 build up experience to fully 
Jderstand why the techniques ~rk the WI1!j they 
• Once you get the knack, you won't wanllO 
~ You could even leave some of the laterstages 
• until you're more familiar with the basics. 
'ill may even decide to experimelll with a couple 

II ~~1§~~~~~~d~ry~b~rushing and 
. This provides II good 
From the leners lhat 

, many of you 
IttIIl to want to paint you sec in 
~~ Dlmif the minute )UU start collecting. But 
/ItII1bc IIlOSI w1enled figure painters tuM: to train 
flemsel\"eS first. So don't be put off. Patience 
Jt:I pmcverance will yield astonishing results 
IXIaer than you might think! 

~Iftd two small brushes (scephoto), and one 
:ar~r, older brush, your Citadel paints, II tube 
rf.llIp(lglue, II modelling knife, a jar of water, 
.. old rag, a palene and some matt (or gloss) 
.nish. Wherever you decide to construct and 
~r miniature, make sure it's not on an 

unprotected piece of good furniture, such as a 
dining room table. The last thing we want to see 
is a claim from distraught mother, wife 
(husband!) inYOicing us for a new table. Right 
then - off we go. 

Clean the figure up with a sharp modelling knife 
(blunt blades are dangerous) . Pay panicular 
altention to small bits of flash and mould lines. 
The quality of Citadel miniatures is such that this 
process is minimal. The Dwarf used here was 
chosen mndomIy from stock, and only the helmet 
showed a thin mould line. Drawing the blade 
finnly over the line smooths the surface quickly 
and easily. Tllesword edgescan be shaved down 
to give a clcan, sharp line as well. This isn't 
actually necessary (there was no fault in the 
casting), but blades have 10 be made fairly thick 
to accomodate the casting process. Shaving the 
blade makes it look that little bit more authenlic. 

Next, cut out the slot on the rear of the plastic 
base so the figure faces directly to the front. It 
makes for a better position if the figure is going 
to be pan of a regiment (but thechoice is yours). 
Leavetheshield for now. We11 comeback to that 
later. Fit the figure into the slot. Then, holding 
the miniature upside down, squeezea little super 
glue into theurdersideoftheslot. Lay the figure 
dOW"n for 10 minuteS while the glue dries (don't 
leave the thing standing upright or you nuty find 
the figure gets stuck to your work surface). 

There are a variety of ways to undercoat a figure. 
The simplest method is to use a diluted mixture 
of Cira&1 white. It doesn't want to be so thick 
thai it obliterates any detail, and it shouldn't be 
so thin that the paint shrinks on the surface of 
the model or fhlls to providea clear white surface. 

Remember that white makes the figure cleaner 
and brighter looking and provides a good surface 
to actually paint on. Enamel while or black 
undercoats provide alternatives but they will 
invariably make your task more difficult - just 
take ourword for it for oow. Acrylic white is the 
WJ.ry 10 go! Make sure that the pIIiDt is applied 
evenly across the whole of the figure. Blobs or 
puddles of paint should be avoided at alt costs 
(if extra paint does build up on the model, use 
an old brush to clean it up before the coat has 
a chaDCe to dry). 

Now for some fun . Slowly and carefully, apply 
base colours. A thin wash (paint diluted a lillie 
with water) of black to the mail, sword and 
helmet. Allow this to dry. 

Paint flesh on the hands and face next. Then. 
painl a mixture of orange and yellow/Spearstaff 
brown to the boots. 1bese will end uptan brown. 
Now paint the tunic orange. This is, in filet, going 



10 end up red. Don't be concerned if the orange 
is a little thin. 

Now we have the largest areas of the figure 
covered, iI's time for a lillie shading and 
high.lighting. first. ",-c're going 10 give the black 
meta1 areas a burnished steel effed. Load asmall 
quantity of silver paint onlO the tip of the old 
brush tip. Gently rub most of this off against the 
rag. Then quicldy draw the bristles across the 
black paint $0 that some of the remaining silver 
paint adheres to the area. Gradually repeat this 
process until)Ou have the desired effect. You' ll 
notice that some or the black remains. Dot in 
helmet rivets with silver. If you have been 
v.ondering what drybrushing is a1l about, that 
was it! 

Now mix some red paim with 'MIter so that the 
solution is quite thin. Using the good brush, cover 
the tunic with the mix. Be careful nol to let the 
paint 11eM' onto any other areas you have already 
painted . Notice how the thin paint settles in the 
folds and ~esses, and the orange paint shows 
through Ihe raised areas, creating a highlight. 
Some or you may want to leave the tunic as it 
is al this stage. Make a similar wash of Bestial 
brown and paint this over the boots and l1esh 
.=>. 

Righi, I\CM' let 's put some colour onto lIle hair 
and beard. Apply a base colour of Spearstaft' 
brown. The sword handle and pommel are 
painted gold. A mix or red and )3eslial bl'O\\ln 

[ . 

.1 , 

is applied as a wash over the hair and beard, and 
to the belt and pouch. 

So farsogood . It's staningto look a bilora mess 
though, isn't it? This is the stage that seems to 
be putting some or you orr. 'full get all this way, 
rollowing the guidelines - and your figure still 
looks tatty! But don't worry. This is a stage thai 
all figures go through. So let's statt cleaning it up. 

lake the fine brush and load it with flesh . Painl 
the raised flesh areu again. Leave the gaps 
between the fingers, the recesses wdemeath (and 
on each side of) the nose, the eye sockets and 
thecdgeoflhe &ce. Next, withSpeamtaffbrown, 
do the same to the beard, hair, belt, poucb and 
boots, but this time, use a careful combinatioo 
of painting and drybrusl:tifl8. JI'aiOOng follows the 
lioe of the model, whereas drybrushing runs 
across it. 

By adding white 10 these colours, you ca 
carefully paint in highlights on the top pan d 
the belt, the boot loe-<:aps and face. The IlCIt 

can be finished off with an extra, fine r 
white. The mix or white and s~:;~!~,~ ~:: 
can be used 10 highlight the -I beard 
drawing the brush lightly across the ~o(. 
hair sideways. 

To bring out those raised folds on the runic, 
a tiny amount of 
10 touch up the 
isn't used to 



IIctually adds character to our weather-beaten 
.wor. So it stays. 
liry carefully, add the whites of the eyes. Use 
Ibe angled tip of the fine brush to make the eye 
Ihape (secdiagnun). If you're right handed, the 
ngbl eye can be painted fairly easily. Thm the 
figllreupsidedown to paint the left ODe (reverse 
Ibt process if you're left handed). 

8y the WIlY, always bold the figure by the base 
{picking it up gently by the sword). 

Adding the pupils is tricky, but with a lillie 
patience, a steady hand and some thinned black 
paint, anybody can do it. Just use the very tip 
cfthe brusb, slightly angled (see diagram). If 
}OIl slip, it woo't take too long 10 retouch the area 
mtl)' again . Anyway, practise makes perfect. 

Mix some red and black 10 produce a very 'reddy­
brown' - not too thick - and line all the edges, 
Ie: helmet rim against hair and face. under the 
lOSe, the edge of the beard, tunic bottom and 
WI edges, belt edge, buckle, sv.ord handle and 
WtjointlO sword, pouch, mail sleeve edge and 
lhield boss. 

b , while holding the figure by the S'M)rd, paint 

iIIe base black.. Looks good nOW', dunnit! 
l.t!'s take a look at the shield. Push the shield 
al l matchstick so you can hold it. Paint the 

and of the shield bI.<k, U",. ,.i"t 
W1ut 

l~~:~,::~:;:!::::~:; the pattern you II the Bayeux llapestIy - it 
.. ,_ .. "'~""" for a Dw.uf. II's painted in 

a small dab of green/white mix for 

the highlights. Drybruah the black rim with 
silver, making sure 10 pick out the rivets around 
the edge. Supergiue the shield 10 the boss and, 
when the glue is dry, pick out the boss in silver. 

Using a marchstick, coat the base with superglue 
and sprinklesand. flock or soil OYel"lhelOp (Oock 
was used on this figure) . Leave it to dry. Then 
make a green wash and flood the top of the base. 
Again, leave it to dry before highlighting it with 
Spearstaff brown. 

When iI's all dry, V8llIish 10 taste. Oa, dahl FmilO! 
Celebrations alI round. Fca!t and merriment. 
Jump up and down a lot. . Invested time? A OOtJple 
ofhours and use of a hair drier (to persuade the 
paint 10 dry more quickly) . 

Isn't the result wonh it? 

John 8liJnche and Sean MiUterJon 
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Alan A 0 HamfilOn Of\~l Lothian bu)'S 1:;6 
scale tank decals produced for fighting \oehicle 
kil enthuslasls. Alan SUgwSlS people use these 
for insignia on their 40K vehicles and fWIrl$. 
The kind of symbols found on these decals 
include a while eye. is while rhino. plumed 
hclmet. mailtd fist. a desen ml, pendar. a black 
bull, a rtd stag's head, a whiteannoured horse 
head. a white mailed fist and mace. That sounds 
like a reallypx! Idea. He also mentions Panzer 
DivisIOn badt}$ such as skulls. and skulls with 
crossed bones. Vou can find these decals in 
model shops. Friends may also havr: spare 
transfers from kits they've bought. 

And while wc're on Ihesubjecl, Mr Gary Shorl 
of London suggests that we buy fine scale 
railway alphabets 10 stick linle numbers OniO 
Marines and 40K Orks. 11\e lcuertngadds p!d 
detail and makes models casler to paine 
Acnaally. If 40K fans check model railway shops. 
and look a! the ranwofpx1syoucan~t, (here 
are an sons or Ilnle metal accessories you can 
buy. You can gel small spanners. shovels, 
hammers· aD sorts of things. 

Andrew Hodgson from East Sussex wishes to 
purchase a can of the often·mentioned man 
spray varnish that people in '£n.y Metal refer 
to eYery now and then A product produced by 
Letrnset, designed to varnish the It£rase( Instant 
lettering, is Ideal. It's caUed L.etmcoal 102 and 
is usuaUy available from graphic suppliers, 

P Foster}ohn of Hampshire suggests that when 
painting camoufla~ schemes on '10K vehkles. 
you oughl 10 slipple the two colours of the 
call1ouf1a~ scheme rogcther along where they 
meet, blendlng them in 10 make the joints a bit 
fuzzy. He SC\YS that this creates the appearance 
of wry deUcate airbrush work and ps on to 
state lhal moSI modem aircraft are airbrushed 
anyw.oy, 

t.\aJlCUnlan Gareth Elms says he is struggling 
wlth making a diorama, In fact he can't clten 
start 11 because he's not quUe sure how to make 
the scenic bast for the fLgUres, Y.eU this is how 
you do It. 

Firsl of all you netd SOIllf pol)'Styrene; lilt sort 
you find in p.u:kag!ng wlIl suffice Voucan bredk 

. • cO •• • = 

Welcome one ~nd ~U to WhIte D~rfs forum for miniatures ~inters. 
The difference between this ~nd 'Eny Metal is th~t while EM 

will continue 10 explore new ~\·enues. 

techniques ~nd subjects (or the hntasy gamers who 
WIsh to bnng colour to theIr tabletop. Bfanchitsu willgi,'e you the 
opportunity to ask us questions about specific problems, suggest 
new techniques tbat you have disco\'ered. and so on. 

Tbe number o( such letters now received at the Studio. pre\'tDl 
us {rom replying in person to each and e\'ery one. That's why these 
pages have become available. So let's hear {rom you now! 

the polystyrene up or sandpaper it Inlo any 
shape you \\-'anl. Then cover It with a la}t'r or 
plaster of Paris and sel your figures on top of 
that, cover the bases with a mixture of plaster 
of Paris, PVA glue and flock , None of the 
components are expensl'~ so it shouldn'l be 100 
difficult to experiment. 

Hamish Gray of ArgyU writeS 10 tell us that, 
having filed aruI prepared h~ ftgure, he brosh<s 
it wtth a very soft copper wire brush (before 
undercoating if), This removes any particles of 
dust and white p'?wder thaI appears in figures' 
armpits and orifices. He says that this makes 
the. undercoat adhere beuer. The brush has to 
be soft or It will rip the figure to SIUl-ds, He W't 
his tip from his local ironmanger, 

His second tip concerns scenic bases As he's 
not very good at modeUing in MilUput. he has 
found a oovel W't!'j of prodlring a pretty hlp base! 
After painting the ngure, he spreads superglue 
thinly over the baSt'. and then pours SChwartz 
spices over il. Ground pepper makes a good 
neutraJ brown base. or red chilli powder for 
Martian soil. If only the texture ~ wanted. you 
can wash the spice with watered down black. 
and when it is dry, drybmsh wilh green and 
brown over the surface. As "'tU as producing 
effeaivc scenery. il also smells fairly appcrising, 
Hamish alsoobtains diamond tippt'(i drills from 
his dentist, which he finds a lot sharper for 
drilling holes inlO his figures. \\1:11. Ihat's one 
~ reason for &ping to a dentist. 

Anthony McEwan from Scotland offers some 
sticky tips. Prior to assembling multi· part 
figures. Anthony deans any Joints with a lump 
of blu·tak which removes all the dust. din, 
grease and bits of odd metal that migllI pmrtnl 
~ bonding. He also utiliz.es blu·tak when he 
paints individual shields, He puts blu-tak on a 
matchstick and sticks the shield to It. 

Stephen Squires of Liverpool and Damien 
'slap'n'dab' Reynolds of Northampton Simply 
pill the lab base of a ngure firmly held in a 
buUdog cUp when they're painting. Anything 
convenient. which SlOpS you from handling 
painted areas before Uley have been varniShed, 
is a good Idea, Damicn also sUruJ'sts using cut 
lengths of cotton as tassels on banners. 

~tallhew Pedder of Hens wants to knoll. 
drybrushlng is. It's quite simply a brush 
a very smaIl amotmt of paint on It. In fact, II" 
of It Is rubbed ofT onto a cloth or a pltC1 
n~paper. Then it'slightlybut brtsklyn. 
across the raised MUS on any pan or tht & 
The paint wry slowly adheres to those sura. 
and gradually builds up quilt' a subtle ~ 
1111s does ruUI brushes however, so a/w<l)s 
an old one, 

Chris Collins ofSulfolk complains Ulat ..... hcII 
adds washes to a figure, it ends up looking 
and blOtchy, Hc's tried different conslslm' 
but hasn't succeeded at all. lIS a questiU 
whal comes afler the washes and trying 
\'try subtle wllh tht>m. I slill wt t.h~ impro 
(from your mai~ that people are put~ 
much pigmem onto the figure . ''MIsh' is a 
which reallyindicatcs that paint must b 
the figure, rather than acruaUy CO'.'tru18 
a bath of paint. 

Daniel MonkofStdrup sticks smaD shields 
the large plastic shields to makt thmt 
interesting. \\tn. thartks for the samples 
I'll give it a It)' sometime, 

Peter f...tatSlon of \\tIrcester sa)'li 
trouble sUCking the wings on the 
Dragon he gpt for Christmas. """"' ... 
in the f'act that he's USing supergtur. 



superglueing heavy ~ onto Df3Wns. They'U 
jusl fall off or snap off. They should be pinned 
rt the same method thai we descnDed before, 
ond then epoxy glued for exua suength. He 
cou1d just use epoxy glue on its own, but he 
IDould make sure. that the two parts are held 
~her while the glue dries. 

also says that when he dry brushes a 
. he usually ends up with a sort of rough 

effect. This sounds like hc's 
using too much , or 

too put it on 
the paint down 

one's from Adrian Williams of 

1~~.r,' ~W~h~o~wa~;ntS to know whetber Phil 
~ write an 

.

~~~~~~~~!~s~urrey~ suggeSts that 
a figure witb white, you 

thin wash of black all 
areas of shadow. Quite 

to combine two 
ways of painting a figure. J'll have to 
one a try sometime. 100, 

"*! M~rrl>'" of Aberdeen has a lot of trouble 
Now, thars one thing we've 

~~"~Il"'" and we ought ID.I tblnkooe 
to paint a horse is 10 look at 

. the 

dappled coats olten look very effective. They are 
very difficult to paInt. and we'll cover thesubjecl 
In a future 'Eary Meca1. 

Lee Barker of Nottingham, who's Just slafIOO 
painting figures. can onl,y achleve a horrible 
mess that he wants 10 throw" in the dustbin. Now, 
Lee's told me how he paints his ligures. and whaL 
I think he's doing wrong is putting an Ink wash 
on last . Ink washes should be applied to put the 
shading In . Highlights and detail sllll have to 
be addcd on top oftha!. Bm It does take a long 
time to be able to paint a figure effectively, and 
he shouldn't be discouraged at his first results, 
Perhaps his VCQl first altempl should be 10 paint 
a blank colow onlO each part of the figure in 
Ule colow- he requires, and then take it from 
there. 

Lee also wanlS 10 know how to mix skin colours. 
\'kU, its quire easy, you just use. the flesh colour. 
'Ibu shade it with an orangy brown and you 
highlight it with white. If}\lU want 10 mix flesh, 
you u.sc while, put in a spot of red, a tittle bit 
of yellow, and a tiny smidgin of green. Lee also 
wants to know how you make bone colour, All 
you have to do is put a brown wash on the area 
of bone, drybrush it with a yeOOW}' white colour, 
and then highlight it with white, 

Adam Tinsley of south Yorkshire has got a 
problem. He's having trouble shading and 
highlighting. The colours he uses don't blcnd 
into the base colour very weD. lfhe really wants 
it 10 blend properly the base colour still has to 
be we£. or at least damp, when he puts on the 
other colours, and he needs to work these 
colours ~thcr very carefully with a fine brush 
wutl they mix and makeagradation. Ifhe's not 
blending the actual mix of colours together, and 
he's PlSt laying highlights and shading onto the 
base colour, then the colours he uses need to 
be vay very close to each other. Adding a couple 
more layers of shading and highlighting so that 
the finished result will acnl31Jy fonn a closer 
gradation is probably the best solution. 

Mr J Enoch ofDcvon wants 10 know haw to paint 
an Ore COmmand Group: what washes do you 

use: whal colours would you use; what 
highlighting'M>Uld)OO USC ; In other words, how 
do you paint them? 1M.!Il, If he wants 10 know 
what colours 10 use, all he's WJt to do is look 
at the photographs in White lJWaJf, and to fotrow 
the '£n.y Metal ankles and BJanchirsu colUlJUl . 
TheChapter Approved book provides specific 
colow guides for painting 40K figures. 

This one's from cart Roberts from Swansea, 'Do 
you have 10 put washes on ngures if you're 
already happy with the resull )OO've ~t7' No, 
if you're happy with Ihe look of the figure, SlOp 
painting it! The weathered ('ffeet on marine 
armour carl wants to know about Is simply a 
delicareJy drybrushed h.igI:llighL 

Geoff Whittack.er of Cheshire offers several 
suggestions. Firstly, he suggests that people 
should make scrapbooks of all the painting 
articles. phOlogrnphs, and picture!; of miniatureS 
from magazines In order to build up a reference 
pack, and also st1i!WSts thai people who are nOI 
very ~ al painting banners or shields CUt 
piclUrts out of comics etc, stick them onlO the 
shIeld or flag, and then colour them In . That's 
a good one, 

He's got a lJ>Od tip for makinR. lengths or rope 
too. Thke three or four pieces oi thin copper wire 
and twisl them wgrtherinto lengths. Then paint 
them light brown . He uses bristles off old 
shaving brushes for dead grass on bases, and 
he uses a mapping pen bought from art shops 
10 draw on details like taloos or scars. Is there 
no stopping this man? 

of cowse there Is. \Ik'\'l' run OUI of space. I'll 
be back next month with another bundle of 
suggestions, tips and advice (keep sending them 
In). Until then, here's the address to write to 
if you have any questions on modelling and 
painting minialUrtS: 

Blanchicsu, 
While Dwarf. 
EnfIeld chambers, 
J4·16 Low Pavement. 
NOllngham NGJ 7VL, 

May your bristles never bend. 

john Blanche 



ThIs time we look at ~ new Devastators boxed set from the Ctadel 4. 
DesigneJs. fealuringtheLandSpeedet ~man boYtt~1e, lhe 
8endish moje.mortar and the 'Tdranrula' mobile weapon system. 

Establish whether hits cause~. take aJW 5a\eS, 
roU for the numberof~ where appropriate and 
retI'IOYe casualties as normal. 

ButIltst.sekaIon ofrule Ideas for dIscussioo· rommmrs gr.uefuI\y -:-==c-::---====---------......., accepred . ~ 
VITAL HITa OneofWlmStc:ommon.quesdonsaboutthe'NH40KndcsCOllCmlS ...;;c..:::...:.:..::.::=-:...:.:;...:'-="-_________ _ 

the proctdtut for area fire, espedaIly wfth regard to deviation. In 
my MaJgtnaIJa article for WH40K, I ronfessed that even I wasn't m""'" happy _ the.,.ran. 11> summarise briefly . the procedure 
as gM:n In the book is: t) place)'OUr area rnar:m; 2) roll fur devIadon 
using the area marker size devladon nwnber, 3) roU 'to hit' each 
taJD'!lwlthin the area usinglhe firer's 85; 4) roU 'to woundIdarnaF 
on aI\Y hits; 5) take saving lhrows. 

WH4DK was designed as an adaptable ~ which couJd ac:comodate 

1bls Idea was sent In by Paul Quinn and tt's Ideally suited to smaD 
games. I'm certainlypng to use It fOr OlD'" WH40K Improvised r0le­
play games where combat Is usually shan and bloody. 

Hits srortd with a 'to hit' dice roll exceeding tht: mplired score z,.. 
2 or more are t:kemed to have been parrkuJarly ~ or IucJw. 
EirMr" the whole burst strfm rhe tarp or a shot hits a vital spot. 
7I!e foOowiJlg IlJ!es then apply. 

new systems where necessary. An alternative system for area fire 1 771e Ilrer m2ll add +1 to the saen-h of the ..... :lnnn or is as foUows. . "-V 61-" .,...."., 

REVISED AREA FIRE 
PROCEDURE 

;;w , 2 . Thellrer~lnstead ~CIJret ' todarnagr' rollsat rhe basic 
strengtb, each damaging hit causing wounds/damage as 
nonnaJ. 

1. Place area marker over target as nonnal. 

2. RoD 10 see Iftht shot lands on ~or 'deviates'. The chance 
of a shot deviating Is new based on 85, not the size or the 
template. 1bls dirtctly reflects the chance of the firer landing 
his grenade or mona:r bomb on ~. 

Paul goes on lORy that thls"* doesn' t really work wlthfolJowing 
Ilre weapons. I'd agree. Perhaps the best solution is 10 say that 
following fire weapons can only cause a vital hit on their odgInal 
~t, and then ~ the choice of causing either a vilaI hit Of' using 
their foIJowtng Ifte abruty. """"" wishing 10 ay out this rule should 

'-_--.:=--_===-=====-____ ->. ""'" that only • single saving throw applies In case 2. _ as DMMes 011 D6 ICXIl'e ~ ~ 

1 1 or more (~ deviates) DEVELOPING PSI-POWERS 
2 2 or more 
3 3 or more ~players~askedmeaboutthedeYeJopmeruorpsi-powers 
-4 -4 or more in campaljtns. Psi-powers can cenainIy be Increased in theory -
5 5 or more altOOtJgh tMre are no ruJes for this in the WH40K book. 1 would 

6+ 6 or more (minirown chance or deviation) suggest that the GM awards psykm 1 point eo.ay time a psi-ability _________________ '-_ Is used successfully WldeJ battle condltions. When the psym has 

Iuty weapon 'to hit' modit\er may be added to the 85 or the 10 points (preSUmably accrued over a few games) the p~ trades 
firer. No other modifers apply. Shots which don't deviate are them in for an extra ability. 
worked out with the area marker rtmalning as placed. If a shot 
deviates. the missile. grenades etc. land sllghtly otr-~. The If the psyker already has the rpaximum number of abilities. it is not 
procedure for establishing deviation remains the same: roll a possible 10 gain more. Instead, any ability may be 'swapped' for 
012 ror direaion and an appropriate dice for distance. another abI1.ity of a higher ieYel. 

Models within the area marker may be hit by the blast of the When a new ability is earned the psyker also ga1ns a 10% chance 
v.upon. Any model will be hit on a D6 score of 3 or more. of g>ing to the next highest mastery. The p~ should make the 
Bask ' to hit' dice modiftets apply (see p20 of the WH40K rule dice ron. The player may not choose a new ability from the higher 
book). Y.tapon modifiers do not apply. Note that some ~ mastery during that 'advance'. When the mastery gpes up the psi-
still hit automalically as defined 1ri the rules, level also ~ up by 306. 

I 
, 



If a psyker reaches mastery 1evei4, he has anaIned the highest grade. 
However, the psyker may stiU gain In power, and may continue [Q 

swap spells once 10 points have been accumulated. Although the 
psyker cannol advance in mastery. there Is still a IQ 'X. chance of 
gaining an extra D6 psi-level. Because this gi~ d Lheoreticatly 
wtIlmited psi-level, GMs should place a practical maximum as they 
see fit. 

THE TARANTULA 

The Thranwla has three basic components. a mobile grnvitk -po'I'ooered 
base, a body including auto-alm and taqf!ter s;mems, and armament. 
It Is, In effect, a robotic weapon mount controlled by a crewman 
who can move the ThcanruJa from place to place and select targets. 
The crewman and TIlrantula must remain wiLhin 12" or control 
becomes ineffectlve and the 'r.trantula is then uncontrolled as 
described below. 

A crewman may not use weapons or engage In close combat whilst 
controUing a Thrantula. If the crewman Il"ICJ\eS out of cOlltrol range, 
fires a weapon, becomes en~ In cloge combat, or is slain, the 
Thranlula comes to an immedlaiC halt and is said to be ·uncontrolled'. 
Once the weapon becomes uncontrolled, the player must. first 
nominate its targets during the shooting phase, and must then fire 
on the nominated wgetls In the side's (ollowtng shOOling phase. 
If a nominated mrget is no longer visible, the weapon cannot fire 
al all. This rule only applies 10 uncontrolled 1'Manrulas, Controlled 
Tarantulas may fire at any visible ~ within range just \ike a normal 
trooper. Any Thramula crewman can takeoontrol of any Tarantula , 
bul may only control one at a lime. 

Tarantula profile: 

li lAlalililsl .. 
Note that Tarantulas have nol..d, int, CI or WP, and have noA and 
therefore no l~ (they are struCk automalically in hand-to-hand 
combat). They cannot fight In close combat and take special damag,: 
in the same way as robots (see WH40K, p4J). 

The mobile weapon platform may be equipped with any two heavy 
weapons (4 weapon points) plus two auto-aim systems and two 
tar~ters (4 equipment points). A "Tarantula may either moveor fife 
during ilS tum - but not both. If the Thrantula remains stationary 
it may fire either or both weapons. Both weapons have a J60d arc 
and may be fired al separate targr.rts - a Tarantula therefore normally 
fires twice during the shooting phase, once with each weapon . 

PV .. 20 + weapons, equipment and c.rt,'Wman. 

THE MOLE MORTAR 

The mole mortar employs an Inverted mortar launcher and special 
ammunition lei launch a subterranean sheD or 'tunnel-torpedo' which 
burrows its way undemealh !.he battlefield. The mole mortar ",,-as 
actually developed to attack n~lling vehicles, but was so successful 
it Is now used as a shan range assault weapon In Its own right. 

3-4 The shell barely breaks the surface before exploding in a hail 
of earth. W:lrk out damage normally. In addition, any low 
waJj, hed~ or other scenery within the burst area is levelled 
and destroyed . Building;; may be damaged as normal. 

5-6 The shell bursts under the ground, lessening ilS effect but 
levelling any scenic iU'ms as for 3-4 above. All building 
sections in the burst area take 1 point of automatic dama~ 
for every point of slrengrh of Lhe exploding shell. in the case 
of the tunnel torpedo. this Isa 6. Aery models within the burst 
area may be hit and ~ as normal, once casualties h<IVC 
been removed, the area indicated by the marker sinks and 
fonnsa crater_ Thiscan be represented by marking thccrater 
rim with small stones. cork chips or similar material. 

The mole mortar tan be used to attack tunnelling vehicles. The 
weapon has a 3600 arc of fire when firing In this way. This works 
as follo\>,'5 . The firer declares he is filing speculatively against 
tunnelling vehicles he suspectS may be near. The GM checks the 
position of enemy tunnelling vehicles, and If a vehicle lies within 
the weaPon's r.m~ he must test tor a hit. 'Jb do this, theGM secretly 
rolls a 06. If the score is 6 the shot has hit. The GM works Out all 
results in secret, neither player should be informed about what Is 
happening. If a vehicle is destroyt-d It simply falls to appear, neither 
player is told of its loss. 

The mole mortar Is designed to fire its own spt,'Ctal tunnel torpedo 
with strength and details as shown on the weapon profile. 11 may 
also fire anyother standard shell type. The mole mortar is normally 
crewed by two models. 

PV - 50 + crew. 

Additional ammo typeS must be paid for as normal. The runnel 
torpedo is Included in the cost. 

LAND SPEEDER 

The land speeder Is a patrol and light balllelleid attaCk vehlde. II 
is used by the Impetlal anny as well as by marine chapters. It is 
also a common civilian vehicle, and has found its way Into tht 
personal retlnuesofmanytmpert.a.l commanders. It is a~, an! 
rules t to 3 apply as given on plOS of WH40K. This ubiquiw 
vehicle can be easUy modified 10 perform a variety of roles in many 
different ell"Vira1ments. The profiles for three ~ns are FJven I:lebI 
as standard, last auack. and. support v.JCiants. 

-""'" - 11!R Cp T D " f4 w - 24 8 2 1 15 • • J 
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20 • 2 1 15 , 5 • 
\o\\':apons and equipment variants are: 

It has a restricted ran~ of between 6~ and 48~. It has a nonnal 
fire-atc of90". The firer mUSt first secretly nominate a targEt point Standard 
within the range and fire-art of the weapon. During following turns 

Equipment: Communicator. AUto-drive, NllO-aitrI 
and t~ter for main armament. 
Armament: Multl·melta (main), Melta-gun. the firer may adjust the weapon to establish a fresh target point. 

but the weapon may only be adJusled enough each turn to move 
the tar&l=t point by 4". The weapon may nOI be adjusted and fired Fast attack 
In the same rum. 

When used against normal targets the firer should position his area Support 
marker and roll for deviation as usual . Then roll a 06. 

Equipment: 3 auto-aim units. 
Armament: 4 Independently firing boll·guns. 

Equipment: Conununicator: Auto-drive: 2 ~ 
Auto·systems. ' 
Am13fllent: 2 las-cannon. 

1-2 The shell spins out of the ground at a terrific rate, leaping 
into the alr and exploding. \\brk out damage as for a normal 
sheU burst. 

Individual conunandcrs may elect to vary these weapons in any ,.~~ 
All weapons and equipmenlare bolt-onibolt-offto facililllle speedy 
replacement . 
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CHAPTER APPROVED 

AMBULLING OVER 

I have always considered the most enjoyable feaMe of WH40K to 
be the variety of huge, horrible alien crearures. I was therefore quite 
pleased 10 see the Perry twins worklng away at a new model of an 
Ambull, on of ~(hanuner 40,000'5 resident alien creatures. 

The Arnbull originates from the hot desert death-world of l uther 
Mclntyre IX . Thanks to misguided attempts to domesticate the 
species it is now common throughout human space. Ambulls thrive 
only on arid worlds and prefer to live in h~ undergroWld burrows 
which they dig from the soft rock. These burrows can be quite 
extensive, forming a whole \mderground complex. I( is not tmknO'WJl 
[or human groups to take over Ambull tunnels. They are favoured 
by smugglers and piIates who sometimes use tunnels as a storehouse 
or base. Of course, it is a good idea to make sure the tunnels ace 
uninhabited first I 

I always use Ambulls and other large monsters as GM controlled 
creatures. No indication shouJd be given to the players thatAmbulls 
are in the area. The GM should mentally note one or more positions 
in the centre of the lable where an Ambull burrow mlght conceivably 
lie. A set number of turns should be played, say 2 or 3, and then 
the GM can start making random D6 roles at the begimllng of each 
player's tum . On the role of a 6, a predetennined number of Ambulls 
appear at the l7urraw entrance wondering what all the noise is aoout. 
Amblllls are naturally rather bad tempered creatures, and will move 
towards and attack the nearest troops from either side. Otherwise 
they move randomly. TheGM shouJd taylor [he number of Ambulls 
appearing to the number of models available. For example, if you 
have three AmbuU models then you can say D3 Ambulls appear. 
You can keep re-rolling for 6's each turn until all of your available 
models have been placed on the table. 

Another idea is wallow a player to use Ambulls as part ofms attack 
force. Imagine that a group of marines. ImperiaJ agents. pirates, Orks 
- or whateVer faction you wish - has succeeded in capturing one 
or more Ambulls. The attack fo rce perhaps has a ship in orbit, and 
is ready lO use its teleporters to deliver troops straight inlO the midst 
of battle. Now what would your cunning commander decide w 
teleport first? Yup - the Ambull! lCleport it down Into the middle 
of the labletopand letit rip apart the defenders for a few turns before 
landing your main force. The standard teleport rules can be used. 
Before teleporting an Ambull the attackers implant an explosive 
device into its spine. This can be t~red by a communicator signal 
from any unilleader or character model on the attacking side. The 
range of the signal is 12 W. Naturally, success isn't guaranteed! Roll 
a D6 when anempting to activate the explosive. The result may be 
rolled in secret by the GM if he wishes. 

No effect - explosive has become dislodged or is defective. No 
further attempts may be made. 

2 No effect - the signal is too weak. FUrther attempts may be 
made In following turns. 

3-5 Boom! The Ambull takes 0 6 aUlOmatic wounds. 

6 OooPS! 'res, you used too much explosive again , Roll a D6 to 
indicate the radius of the resulting burst area in inches, All 
models within the area are hit once with a strength of 8. 
Damaging hits cause D3 wounds . All saving throws suffer a 
-3 penalry. The Ambull is scattered all over the table and may 
be considered to be dead . 

M WS BS S T W I A LA CI lnt WP Points 
1 6 5 0 5 5 3 1 5 3 8 4 8 8 781100 

If you wish to include an Ambull in a game of your own, but you 
don't have a GM , then follow this procedure. AmbuUs are only 
available to a side landing troops with teleporters. 'R:leported Ambulls 
must be paid for at the increased cost of 100 points. The player 
must note down how many Ambulls are being teleponed each tum , 
and must also note down when combat units are being teleported. 
The player is not pennitted to wait umiJ the Ambu1ls are through 
before deciding to teleport other troops - the decision has to be made 
right at the start . The random Il"lO\Iement of AmbuIls can be handled 
by eimer player. Use a DI2 'clock-face' for direction and D6 for 
distance in inches. AID] models within cham! range (12" <M!r nonnal 
terrain) will be charged automatically. IF several targets present 
themselves, the closest will be chosen. Thrgets can be randomised 
If equally close. Ambulls will not normally attack each other -
although they will atlack vehicles and fixed weapon systems (such 
as a stationary Thranru1a for example). 

SAVE MODIFIER 
MODIFIERS 
Given the high strengths of some of me iaJEJ=r creatureS, many players 
feel it is appropriate to give them a modifier that affects the saving 
throw of their hand-to-hand combat opponents. For example, ifa 
Space Marine is hit by an Ambull, his armour Is far more likely to 
be crushed than if he was Wt by an Ork or Gretchin . This is also 
true ofDreadnoughl suits, which currently have no save modifier. 
The following lable gives accurate resuJts. 

Read the crearure'sstrcngth in me left h~:~~~~';:~~;:'~"~~ modifier in the middle column. lfthe atlacker is a 
rooot use the right hand column instead. 

MARINES OF THE BI.OOD ANGEl. CHAPTER. 
BEING CHARGED BY A PAIR OF AMBUI.LS 



• 5 
6 
7 
8 
9 
10 

creature 

none 
-1 
-2 
-3 -. 
-5 
-6 

Dreadnought 

-1 
-2 
-3 -. 
-5 
-6 
-7 

nus chart can be modified further If you wisn, reflecting the greater 
or lesser armour penetrating power of individual creatures. 

THE BLACK SHADOW 
SIDE-CAR COMBINATION 

The Vincent Black Shadow bike is widely used In the Imperial forces. 
Its armoured side-car IInit Is a popular modiflcation, offering 
additional crew capacity with little loss in power. Bikes based on 
this design appear in an types of human forces, from planetary police 
10 galactic pirate raiders. 

The bike's profile iss1ightly modified waJ10w for lheadditional v.eight 
and some up-armouring. The side-car seats one warrior ~ther 
with his specially mounted, forward firing weapon. Any heavy 
\!>'tapan may be mOlmted. but the Multi-melta In this example Is 

a·l7099 
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generally favoured. The bike also carries the standard armament 
of two forward-firing bolt guns. These fire in unison at the same 
target. 

Normal bike rules apply but with the foUowlng modJ1lcations. An 
additional pillion passenger may still be carried, adding a l'unher 
+1 10 the TRR. Note that randomised hits should be allocated as 
follows. NDU a D6. 1-2 - bike hit, 3-4 - driver tut, 5-6 passengrr 
hi!. Even If one or more crew are killed the bike may still continue 
to light using its own auto-systems. If the bike Is destroyed, the 
crew are assumed lO be kllled and are removed automatically. 

LAND AIR 
MaX Al:cJ MaX MID IW TRR "" T D vl!q w 

Is_ "'" Is_ "'" 2. 12 1 2 5 2 3 • 

~apon: Multi-melIa, twin bolt guns (must be fired at same target) 

Equipment: Auto-drive. auto-aim for the twin bolt guns, targeter 
for the Multi-melIa. 

The bike has a Points value of 66 (not including weapons and 
equipment) . 

PV including equipment and listed weapons .. 145 (plus crew) . 

Rick Priestley 

Ref. lmp', .. 1 R<conb. 02/2 

--. 
1.,1' Ref: SLIl7J9j 
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This month's On The Boil is a little different, and somewhat more massive. than usual . Though Realm of Chaos 
lumbers slO\'lly rowards its release dare. the rules are still in a volatile state, as playtesting continues [Q weed out 
bad ideas. strengthen ~ ones, and clarify weird ones. The idea of showing you some of the development work 
was tossed around in the office. and after plunging through piles of manuscripts. we selected the foUowing cxcerpl 
on the groWlds thal. apart from being a colourful taster, you can actually use il . 

You're not seeing something 'as is', bue something that will undoubtedly mutate again . GMs of WFRP will find 
the material ideally suited to their needs. However, GMs of WFB and WH40K can make use of Illf they're 
prepared to do a lirde work on purting the results into the right context. \\.t recommend only experienced GMs 
having a bash at it . Sometimes characteristics and other details are separated by an oblique (/). values expressed 
in this way refer to WFBIWFRP respecrtvely. Finally, as the excerpt itself reveals much about mutants' physiolClgl 
we would be interested to hear from anyone who generaleS Interesting mutants for their games (whichever one 
[hey play). Indeed, any views on the generation system and the ideas contained therein are welcome. 

_;4=." '.O'C" " ••••• ".; ,ee ... _.= ..... »+'*;, '.O,qOO'4cA 

~HE MARK OF ~HE MU~AN~ 
.. ,. • 4"4 P • c,. c = ... a, , •• a 

CHAOS MU'CA'CIONS 
FoUowers :md creatures of Chaos invari2bly acquire mutations. 
11lls section gi\'l~S rou detl;ils of 127 Chaos mutations. together 
with the Chaos Mutatio n GeneratiOIl Table, which allows 
you to seneratc random Chaos mUiations for the: followers 
of cach of the Chaos Gods detailed in this book. 

The DomfMwt Mlliation Table is for use in WFB . for 
generating mutations for units of c~:ttures: it is an l.'XteLlsion 
of the table given in the rulebook. 

HOW 'CO USE 'tHE 't:ABLES 
The tablcs uSe a DJOOO roll . this is similar to 0100. e."<cept 
that you roll three ten-sided dice, or one 010 th~e limes. The 
first die Is hundreds, the second is tens 2nd Ihe thi rd is units. 
50 if the first die rolls 6_ the second ro lls 3 and the third rolls 
9, the result Is 639 . 

You do not have to follow the mot:llion t2ble sl2vishly Jfyou 
don't w.tnt to, especially when creating 'special' creat ures and 
personali ties · if, afte: r a few rolls on the table. you start to 
ha\'c ide:l.S about how things should progress, then feel free 
to use )'our own imagin:uion in creating the beast rather than 
rolling any more dice. It C2n be very satisfying to create 2 
monster or personall[)' that is all your own, rather than rolling 
dice for everyth ing. 

Hordes of Mutants 
When you arc geDcr.ltlng a large group of Chaos creatures · 
esp~cial l y for WFB b;\nl~s - )'ou may flnd it easier to say that 
they 211 h2ve the same mutations. As well as saving lime at 
the gene:f'Ation stage, this also m2kes the unit easier to handle 
in play. The Domi,Jallt Attributes syStcm published in the 
rulebook is extended here in thl' Dominant Mutot/o" Table. 
Use this table to generate mutations for units, and assume that 
theenlire unJ[ suffers thiscffect (individuals m2y suner from 
the mutat ion(s) to a lesser or greater dcgree but the effects 

b21ance out through t he unit). Individual figum, 
dt2mpions, heroes :and wizards, should StU! h:a\'c till 
mut:Hions gcner:ued Indiv idual ly, using the full Chi 
Mlltation Gencralla" Table. 

Creatures of Chaos 
Some creatures are described as Creatures Of ChilOJ 
bc:lsts have a p:micular affinlt)' with Chaos, and ha\'taru 
chance of muuulon than olher races. MlIt:ulons for Ctt:ll 
of Chaos are alv.,..,.ys generJted indh'i dually - tht')' ell' 
generally fight in units, and even when they do. it is fm 
for two creatures to be :alike. 

DupUcate Results 
If a mutant receives the same mutation more than once 
:tr<' Scver.111hings thai you cou ld do. You can aJ"":I)')t. 
the roll and roll again, or you might deCide that the dfft' 
thc mutation is somehow enhanced when It is gcner.uC'd 
a second or subsequent timc. The mutations listed In 
st"t1ion are $0 many and wried that it is impossible tOm' 
an)' kind of guidelines; in some cases it 15 possible III . 
the: effects, in others it is not. You will h2\'e to U~ 
discretion when rhis happens. 

Fractional Characteristics 
In many cases. :l mutation will add a fr.lctlon 
to onc or more o{ the 
should be recorded, but they will have 
some subsequcnt mutation raises the 
a whole numher. Forexamplc, if a mut2nt with a 
anothu Y.t T from a murnlion , hsTis ~tc:d:u4 
mut:llion raises the score to S. 

Fear Points 

EaChf~u~u~'~;~o~n]b~g~'~v~on~'i:A<~"~Pb~I~'~"~""~U~'~~~~~~I a cre:.nuJt' has, the more its 
Fear 
ofcurremFC'.lr 
profile, so that ),ou 

1 



2 PSYChOlOgiCal effects Il hu o n those who encounter il. The 
,((feelS of Fear PointS are as follows; 

Feu Points Effects 

~ II·IS 

No effeCt 

The muunt causC5/ear in aU living creatures 
less than 10 ' tall. 

The mut2n1 causes/ear + Iiterror in all Uving 
creatureS less Ih:w 10' un, and/earln all oth~r 
BYing Crt2CUre5. 

The mUlanl c .. uses/ear +21le,.ror in alt 
Cre2ture! o lher than Demons and deities. 

CHAOD~S~~;~~ tABI;.E 
01000 
ROLL 

001 -0 16 
017-024 
025-028 
9-036 
037-040 
041-048 
049-052 
053-056 
057-060 
061.068 
069-072 
073 -088 
089·096 
097-104 
105-112 
11 4· 116 
117· 118 
119· 120 
121· 136 
137· 152 
lH-I60 
161-168 
169-176 
177-1S4 
185-188 
189-192 
19H96 
197·204 
205·220 
221·228 
229-232 
233-240 
24 \-248 
249-256 
257-260 
261 -264 
265-272 
273-276 
277·284 
285-300 
301-308 
309·316 
317-324 
325-332 
333-340 
341-348 
349-356 
357·372 
377-380 
381-388 
389·392 
393·394 
395·398 
399-402 
·i03·4\O 
4 11-i 18 
419·422 
423--430 
431-438 
439-442 

MUTATION PP 

Acid Excretion 1 
Additional Eye 1 
Albino 0 
Aln>phy 0 
Beaked I 
8es1i~1 Face I 
Bewellponed F.xlremilics I 
Big E~ts 0 
Blrd's Pcet 0 
8bclc Skin I 
Blood Rage 0 
8100d SubsllIulion (3) 
Breathes Fire 1 
Brightly Patterned Skin 0 
Bulging E)'C5 0 
Burning Body 3 
Chao~ l ord' ISO 
Chaos- Spawn 
Cham Wen: 2 
Cloud Of Files 0 
Cloven HOO\'cS 0 
CoW'Mdice 0 
Crest 0 
Cross Breed I 
CrysCllilne Body 2 
Olmen.slonal ln.~tabil1ty 0 
Duplication x2 
Elastic Limbs 0 
Enormously Fu 0 
Enonuous Noise: 0 
Evil Eye I 
flxu2. Joints 0 
Extremd)' Thin 0 
EyesCllks I 
Fear of Blood 0 
Feathcred Hide 0 
Featureless Face I 
FI:uning Skull F:lIce I 
Furry 0 
Gas Emission 0 
GM's Choice 
Gre~{ Fangs I 
Gn:at I-I oms I 
Growth 1·3 
Headless I 
Hideous Appe:u:ince 10 
Hopper 0 
Horrible Stench Q 
Huge Hc~d 'h 
Hunchback 1 
Hypnotic Gaze 0 
lUusion or Normality (I) 
Invlsibl1lty (2) 
Iron H~rd Skin (0) 
Irrn tiol1al For 0 
Imtionlill Hau\:d 0 
levitation (2) 
Umb Loss 0 
Limb Transference (I) 
Long Legs I 

443·450 
·151-4S8 
4S9-462 
463·466 
467-474 
475·482 
,(83-486 
487-490 
191-498 
499·502 
503·506 
507-510 
511·515 
516·520 
511'526 
527-542 
543-558 
559-574 
575·576 
577·584 
585-600 
601·608 
609-640 
641·644 
645·652 
653-660 
661·668 
669-670 
671-678 
679-686 
687-690 
691-694 
696-710 
711·718 
719·750 
751-758 
759·762 
763·766 
767·770 
771·786 
787·790 
791-794 
795-798 

long Neck 
long Nose 
Long Spincs 
M:lc~ 'P.li1 
M:lgic lmmune 
M~gic Rc:slsunt 
Mlligicillin 
Mane: of Ihlr 
Mmlc Fighter 
M:lnlkin 
M:IS5lve IntclicCt 
Mech:l.noid 
Merct'l:lltutt' 
Met2IBody 
Mindless 
Mon>nic 
Muhlple Arms 
Multiple: Hods 
Multlpll t':ulon 
One E~'e 
Overgrown Body P:ln 
Pin Head 
Plague Be:lrer 
Pointed Hc~d 
Poisonous Bite 
Powerful tegs 
Prehensile 'Iail 
Pseudo Demonhood 
Puo)' 
QU:ldrupcdlBlpcd 
IUpld Rc:generntlon 
R220r Sh~tp Claws 
Rearranged F~cc 
Rcge:neralion 
Rouing Flesh 
Sc:tly Skin 
Scorpion 1!Iil 
Short Legs 
Shrink 
Siamese Twin 
Sill)' Voice 
SHly Walk 
Skull Face 

o 
o I, 
o 
o 
o 
o 
o 
o 
2 
o 
2 
I 
3 
o 
o 
o 
I 
(3) 
o 
I 
I 
o 
o 
o 
o 
o 
S 
o 
o 
o 
o 
I 
o 
I 
I 
I 
o 
o 
I 
o 
o 
I 

o z 
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Notes 

799-802 
803-810 
811-818 
1;119-834 
835-840 
841-848 
849-858 
859-862 
863-866 
867-870 
871-886 
887-894 
895-898 
899-900 
901-908 
909-912 
913-920 
921-928 
929-944 
945-952 
953-960 
961-964 
965-966 
%7-974 
975-992 
993-000 

Snllke Tholl 
Spits Acid 
SuhJect 10 Alcoholism 
Subject to Fits 
SuckefS 

'1>" 
lcchnoJogy 
Telddnesls 
It:lcport 
1tmporJJ lnsUbllit)' 
Tentacles 
lhnsp~nt Skin 
Uncanny Resemblance 
V.tmpire 
\'ery Agilc 
Vi:ry Fa$! 
Very Re8IHent 
Very Strong 
Very Warty Skin 
Vividly Coloured Skin 
w..lldng Ilead 
W:lrp Frenzy 
Wcapon Master 
Wings 
Zoological Mut:,ltion 
Im'cnt Your Own 

1 
10 
o 
o 
1 
o 
o 
o 
o 
o 
1 
2 
o 
2 
o 
o 
o 
o 
o 
o 

FP is the Fear PrJI,,1 value of the n1l1t::uloo; \"Jlues In brac\u:ts only 
come into play when the effect is used. When: the FP v:llue is 
given as a multiplier (t'g x2), the mutant 's Fear Points total Is 
multiplied by that number when the effect is used. 

• Indicates thai the \'2)ue is variable, IIccording to the degree: of 
mut:uion. ntis Is aplalned In the individual mut<1tlon description. 

DOM1NANt: MU't:A'OON 'CABLE 
This I2ble is used lodete:rm.ine mUllltions forunit.s. Everycreaturc: 
in the unit Is deemed to have the u.me mul1l.tion or mutations, 
fOf ease of handling. Ml1Iations fo r personalities should be 
gene(";lte<\ individually, uSm8tbe full CIxlO$ Mlltarlo" Gemrratfon 
Table, 

DIOOO 
ROLL MUTATION FP 
001-010 Atrophy 0 
011-020 Beaked I 
021-041 Uestial Face 1 
042-051 8ewc;J.poned EltU'~f11ilieS I 
052-061 Bin!"! FecI 0 
062-07 1 A100d lUge 0 
072-080 Ch:.IOS Spawn 
081-12"2 Cloud of Flica 0 
123-143 CoW'udlce 0 
144-153 Dimensional losUblllty 0 
154-194 Enormously J:;u 0 
195-204 fear of Blood 0 
205-224 Great Fangs I 
225-245 Gre:u Horns I 
246-266 Ilead1c:,ss I 
267-281 Hideous Appear.met: 10 
288-307 Hopper 0 
308-348 Horribk Stench 0 
349-358 Iron Himi Skin (0) 
359-378 Irrouion;aJ Pear 0 
378-398 Irnllonal H:lIred 0 
399-408 Long Legs 1 
409-418 Long Spines 1 
419-428 Mace T~l.il 0 
429-449 ,,"ugic Rc:sisl2n1 0 
450459 MImic Fighter 0 
460-469 Metal Body , 
470-510 Multiple Arms 0 
Stl-S3! One Eye 0 
532-552 Pin Head I 
553-634 Plague 8e:lln::r 0 
635-654 Poisonous Bite 0 
655-674 Powerful Legs 0 
675-695 Prehensile 'fiil 0 
696-710 Puny 0 
711-720 R:izor Sharp ClaW! 0 
721-740 Rcgene(";ltion 0 
741-760 Scaly Skin 1 
761-780 Scorpion l!1.iI I 
781-800 Short I.c:g.'l 0 
801-820 Si.lly Walk 0 
821-840 Snake 1!I.iI I 
841-860 12i1 0 
861-880 le:nt:,ldes I 
881-900 Very Agile 0 
901-9 10 Very Fast 0 
911-930 Vcry JU:sUient 0 
931-950 Very Strong 0 
95 1-000 Very WArty Skin 0 

~'~'._\lA, ~~'th 1"'*. 
MutatiON DE.scniptioNS 

Acid Excretion 
The creature ~weats an extremely potent lIeid. Any Cre:atlllT In 
wl!h iJ suffen 1 S5 hit ffOm the add In ~'ery turn/round wllt'll~ 
w hilthe mUWlI . WHB: calcuJ;Ue tbe toW numberoH;d1cd IIiL' 
Ihe mutllnt and resolve all Ihe acid lInacks al once. 

Non·maglcal weapons strildng the mut<1nt caUl>(' oorrruJ W. 
on the first wounding blow, bUI lire Ihen dc511'O)·~ . :'<i0ll 
armour and shields will give nornl~1 protection ~galnst oar'" 
from the mut.tfll . but lltC then destroyed. Magical wt:apOflJ IIIIdaa 
are un:lffected by the acid. The mu[:lnt may not ww 1lIIII­
armour or use non-magical weapons. T • 11.. 

Additional Eye 
The mutant grows lin extrA eye. It. helmet which 15 pan QI lit! 
Cham; Almour will chmge 10 accomnuxbte Ihls. other hchlln' 
ha\'e to be adapted or specially mlltle. 

Albino 
The creature h:tS dead while ~k1n :lJld glowing !td ern. 1 
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1trophy 
l'Intor more parts oft he mu tant 's bod)' arc shrivelled and atrophied, 
0111 D6 10 determlne how many: 

,! one 
iol twO 

three 

IIlU 06 again to determine which areas :lfC affected: 

Head Sec Pin Head 
J.j Arm Arm Oecomes usdess (equal chance of shield 

or weapon ann), 
~ leg One leg - cmnure may move at half/ts normal 

movement allowance with a crutch, or hop 
:11 one-third of iu normal movement 
allowance. 
80th legs M _ O. 

I'hm rolling for a unit , determine the :Ul'ectcd arca(s) once, and assume 
JI;I illcreatures in the unit are identical. I - I'> ~5, T - \'>. per are:/, :Ul'ected. 

leaked 
~mUlllnt is :Inned with a beak, which maybe tlut of a bird, octopus 
'fplatypus (GM's chOice). The mutlm has an additional peck attack.. 

I lUa~ not w~.u a closed helmet. A +1. 

kstlaJ Face 
Tkcreature has a face like that of a beast. Select from the following 
M(}f" roll 020, 

10 Typo 
Am 
AI" 
Bal 

B,~ 

60" 
Bull 
Deer 
OogfWolf 
Or.lgon 

Ho~ 

Uon 
IUhbh 

SheepIGoat 
Snake 

Spiller 

Tigcr 
Wea5el 

Special Effects 
A ... I , bite lutlck. 
None. 
A ... 1, bite attlck. 'SOnar' Night Vision, 10"/20 
)"otrds. 
None. 
A ... !, gore attack. 
A ... I, gore attack. 
A + 1, gore altlcil:. 
A ... t, bite allack. 
A ... I . bite attack. Night Vision 10"/20 yards. 
Mutant m<ly Bre~the Fireonec per rum inStead 
of biting. 
A ... I, bUe attack. Excellent Vision (WFRP 
only), 
None. 
A +1, bite attack. 
Acute Hearing (WFRP only), Night Vision 
10"/20 yards. 
A ... t , biteallack. Nlgbt Vision lO"fi20 y""rd~, 
A +1, bite attack. B:ct;ellent Vision (WFRP 
only). 
A +1, gore attack. 
A ... I, bfteattack. Bite ispoisonous:otli normal 
snake. 
A + I. bile attlck, Bile is potsmlOus as Giani 
Spider. 
A + I, blreatuck. Night Vision 10"/20 yards. 
A +1, bfte attack. 

flIen rolUng for ~ unit, determine head type once, a.nd assume that 
tttaturcs in the unit arc: luemlcal. 

kWeaponed Extremetles 
~ mutant's hands/paws are turned intO weapons : roll 06 to 

.l:trmine tYl~ : 

\ Blades 
iii Maces 

~ macks now coum as weapon attacks. The mutant cannot be 
~rmed. 

I~ Ears 
)c mutant has enormous ears, eimer large versions of its original 
.YI orlike those of an dephant, bat o r rabbll (GM's chOice). WFRP: 
c re HWlrillg, 

~'5 Feet 
!!rmUlant's legs and feet become birdlike. If the mutant has wings. 
jllns 2 claw allacks, T ... 1'>. 

bck Skin 
ilII: mu~nt's skin becomes conlplClcly black, whUe Its eyes turn milk­
~, WFRP: ... 20 to Hide tests at night or in dark surroundings. 

""' ... ge 
II!r mUllint becomes subject IOfronzywhem:ver it sees blood - when 

Iwithin 12'/24 yards of a wounded creature, ineludlng Itselr. The 
~ l:tIt for 206 turns after there is no. mol'(C blood to be. seen. If 

friends unless It makcsasuccc:ssful Cool test, The test is repe-.l1edevet)' 
time the frenzied mutant is looking for a foe. 

WFB, for units. you may preferto use me dermition oftllis mutation 
given in Ihe rulebook. and simply ntle that theuni! is subJect to.frenzy. 
T +1. 

Blood Substitution 
The nature of the mutant's blood changes radically; roll 06 to 

determine the nature of the ehange: 

I leeches 
2 Maggots 
3 Add • Protoplasm , Mohen Melal 
6 Electricity 

l.eecheslMaggots: whenever the mutant is wounded, a stream of 
squirming things pours out of the wound. The muunt's opponent 
must make a successful I tesl to a\'oid the stream, which penetrates 
armour and clothing, causing 1 S I hit every turn/round for 206 
tumslroundsor umil the victim can sll"ipofhndget rid ofihem. WFB: 
The opponent is automaticaUr hit on a D6 roll of 6. 

Add: whenever the muunl is wounded. a powerful lIdd will spnr 
Olll of Ihe wound; the rolllant 's opponent takes 1 S3 hit , and must 
make <I successful I test ( ... 2/ ... 20 modifier fordosed helmet) in order 
10 avoid being blinded. 

Protoplasm: a translucem slime oozes from the mutant's wouQ.ds , 
When the mutlrn is reduced 10 zero W, the sHme coalesces 10 fight 
on in its own rlghl ; its profile is ~s tollows: 

WFB 

WFRP: treat ;u; Amoeba, p231). 

The s lime is Immune 10 all psychological effects. 

Molten Metal: whenever the mutant Is wounded , molten mel:.tlsp~~ 
from the wound; the mutant's opponent t2kes I 53 hit. The stre:un 
of molten metal will ignite any flammable subsl~nces within a 2"/4 
yard radius of the mutant . When the mut2nt Is killed, It wlll explode, 
causing one Sol hil to all creatures in a ndius of 5 "f10 yards. 

Electflclty; when~'Vcr the muurn Is wounded by ~ sword or other 
all ·melal weapon, the eleclridly in its blood~tream pours through 

\ 
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the weapon to cause one S3 hit . The dam;;tge is doubled if the victim 
Is wearing meul armour. T + Yl . 

Breathes Fire 
The mutam is able to breathe fire once per turn. The area of effect 
is cone-shaped, ;l.nd all cre;l.tures within the area of effect are 
;;tutomatlcally affected by the frre, with no need to roll to hi!. The 
size oflhe cone;md the amount of damage caused vary with the: S17-1: 

of the creature, :ts follows: 

Siu 1<n"- Width at End No. of HIt.'! 
I.;;trser than 12"124 yds 4"/8 yds 3 
man-sized 
Man-sized 6"/12 yds 2"/4 yds 2 
Smaller than 3"/6 yds 1"f2yds I 
man-siud 

All hits an: at the mutant's S. 

The mut;l.nt may never breathe fire ;;tnd bite at the S;;tme time. 

Brightly Patterned Skin 
Thc mutant's skin becomes brightly-coloured. with clashing or 
contrasting stripes, spots, or other paltems. 

Bulging Eyes 
The mutant's eyes become large and frog-like. This presents a bizarre 
appear-mce, bUi has no effect on the mutant's profile. 

Burning Body 
The mutant's body is eternally wreathed in hellish flames, and hums 
with an unearthly Ugh!. 

The heat of the fire may dri I'e back hand·to-hand opponents; subtract 
-21-20 from their 'to hit' throws. When an opponent hits the muunt , 
there Is a 50% chance that the oppOnent will suffcr one S2 hit from 
the flames; when the mutant strikes an opponent. the opponent suffl."TS 
a Sol hit from the flames . In addition to normal d;;tmage. 

The mutant may only carry «Juipment which is magical ;;tndlor;;t 
Chaos Gift; all other objects the cre:tlUre touches will be de$troyed 
by the flames . T + I. 

Chaos Lord 
The mutant h<lS been favoured by the Gods of Chaos. and is chosen 
to lcad Its fellows. It g;;tins 206 randomly-generated Beastmen as 
followers, and then: is a .50% chance of being granted each of the 
following (throw for each). 

1. A complete suit of Chaos Armour 
2. 206 spells, and the ability 10 C<lSt them 
3. 06 cxtn mutations; 
4. A Oemon We;;tpon 

WFB: 

AI WS .BS • T J ALd. ~1Il" CI 1fp 

+ 04 +04 +2 +-1 +03 +- D4 +-D3 +D3 +03 +-03 +03 

Chaos Spawn 
The mutant gains 06 additlon;;t\ mutations (WFB: units rtteiYe 03, 
rolh::d on the Dominant Mutation Table), and becomes one of the 
Chaos SpaW1l. Any cte<llure becoming Chaos Spawn becomes subject 
to stupidity. 

Chaos Were 
The mutant becomt""S a Chaos Wen:. You will need two different models 
to represent II. Gener:ate a random Ch:tos Beast with 06 mutations 
- this is the mutant's wtte-form, and you should keep a separate record 
of it. 

The mutant is subject to frenzy. When it goes intO frenzy, it must 
make a successful WP test or change to Its were-fOtm, and when the 
frenzy subsides it must Illilkc :mother successful WP test orbe unable 
tochange back umil Ihenextlime it comes out offrenzy. The muunt 
gains 2 Fear Points when it changes into its were.-fornl _ 

Each time the mutant gaim a new mutation. the were-form gains 
a different muution, which is diced randomly on the appropriate 
column of the Cbaos Mutatfon Generation Table. 

Chaos Armour will change: sh:t~ to fit both 'norlllill' and 'were' 
fornu. Chaos Weres may not wear armour othl:r than Chaos Armour. 

Cloud Of Flies 
The: mutant Is permanently surrounded by a great swirling m<lSS of 
flies. Any hand-to-hand opponent att:!cks at a -II-IO penalty a.~ the flies 
block vision, buzz into mouths and noses, and so on. 

Cowardice 
The mutant becomes extremely cowardly. A successful CI test is 
required before it will charge. It also/ears any atUcker with greater 
numerical strength. WFB: character models with thi5 mutation m2Y 
n01 ch;ugc oln enemy character model or an enemy unit conuining 
a charaCICr model. Cl x Y.z. 

Crest 
The mutant's hod is adorned with a crest; cithera wattled or fothem! 
crest like a bini, or a membnnous crest like a reptil e:. 

Cross Breed 
The mutant becomes a blend of its original species and an animl.l 
s~cies. Select from the list below or dice: randomly: 

02. Type 
I AnI II Horse 
2 Ape 12 Lion 
3 B" 13 Rabbit 
4 B= 14 '0< , Boar I' Raven 
6 Bull 16 SheepiGoat 
7 O~, 17 Snake 
8 OoglWolf 18 Spider 
9 Oragon 19 Tiger 
10 Eagle 2. WC'.lSeJ 

Roll 06 to determine how many body are.3S;;tre affected, and roll (01 

e~ch one on (he following table. Reroll any duplicate results . 

D6 Body Area 
\ Hod 
2 Left AnnfShoulder 
3 Right Arm/Shoulder 
4 Torso 
5 Left Leg/foot 
6 Right LegIFoot 

You will have to d<..-vclop your own rules for the resulting h)'brld 
guided by common sense. A mlllant who gains the head of a bca!I 
will have any sensory abilities and bite or gore attacks oftheorigirul 
be<lSt, for example. while: a mutant who gains clawed hands lnd,\)r 
feet will gain the appropriate allack forms. 

!fthe muunt was previously a Warrior of Chaos or Chaos Sorctm 
it becomes a BeaSiman immediately, and any future charactrr 
development is carried out on this basis. 

Crystalline Body 
The mutant's body becomes aUving crystal fonn . It is tough. but my 
shattered . T becomes 6, W becomes I. Neither score is altered", 
subsequent character development , or by mut:uions unless they ch2.n# 
the mutant's struClllre from crysul to somt:thing else:. 

Dimensional Instability 
The mutant becomes subject to l1lslablflly, as set down In rbt 
rukbooks. 

Duplication 
Thc mut:!nt spLits Into two entirely separate and identical Nings. fmm 
this point onw.lTd, each duplicate is a separate entity. gaining 2dditiorul 
mUllitions and gifts independently of its twin. 

Elastic Arms 
The creature's limbs stretch out at will 10 allow It to strike 21 r.ansn 
of up to 1+ 06"12 + 206 f'lrds. Its victim mOIl' only strike tnckOOI 
successful/nitiative test . WFU, Opponents m;;ty only strike blct~ 
ascoreof4, 5 or60na 06. 

Chaos Armour will stretch with the limb to gh'c protectionag1lnil 
injury; other armour will n01 streich, and the mutant is lrtlttd., 
unarmoured when the opponent strikes back. 

Enormously Fat 
The mutant is enormously fat and bloated. M x 'h, T +I, I ·1J.!O 

. Enormous Noise 
The: mUl:.mt periodically makes a deafening sound. This could bCl 
Wild, manic laugh. a mighty breaking of wind, a cr:attd sCrtm« 
wan, or;my other noise that you may care to devise. Each turrtl'rolllld 
rol1 06, a result of 6 indicates that the mutant Ius produced itsSOllDll 

The mutant's companions will , of course, be entirely 1ccIIStGlDtd 
to this sound. but all others within 6"f12 yards will be ~umdeml! 
startlcd to make all dice rolls that turnlround with lpenaltyof·IrJD 

Evil Eye 
The mutant's gu.e can pl;;tce;;t curse on ;;tny C£e;l.ture which rnet!flc 
Any CI"e;l.ture coming within 4"/8 yurls of the: mut;l.Ilt must ouktt 

CloveD Hooves successful magic saving throw test or be unable toavQid mffltngdr 
The mutant h<lS c1o~n hoo~s instead of feet . It may nOI use ;my mutant's gaze. Creatures which meet It s gv.e have a - 1~ IO modllln 
magical boots, but otherwi5e its profile ;;tnd abilities are. un;;tffected. to all dice rolls for as Long <IS the mutant Ilv('s. 
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Extra Joints 
rhc muunt dcvelop~ ourajoiolS In onc or more of It5 limbs. RoJJ 
% 10 determine which Ihubs ~rc af(ected, 
,., 
0' , 
tltrt:meJy Thin 

1 + 1/+10 . 
ttl + 1. 
1 +11+ 10, M +1. 

Tbt mutant I~ as Ihlll;1.5 a s tick dl"'.Iwl08: a marchsllck figure. T II y, . 

EycS121ks 
J'b( lIlut:ml h:u stalked e)'a, like:: a crab. WFRP: 10 % of all he:l.d hi15 
.~~-.::ran c:yest<llk . bul Cl!use no funher d~mage HdrntlS provi<k 
~protection to the eyestalle>. 

ftar Of Blood 
h ay apprecl:tble ;I.mount of blood (I W or mOre) is spill within 6 ff /12 
"lRIs, thcmul2.fU must rwkt:2 successful WP lesl Ot faint for D6lurm. 
f FRP: While it is unconscious. It counts a~ a prone IlIrget. 

Intbered Hide 
Ibt mul:m,'s hide Is covered in fc:.uhcll!'. o f len Including vestlgi:d (:md 
:lI'1eu) wing memb'"olm:5 bcrween arms and body. 

Itatureless Face 
Ibt mut:tn!'s f.acbJ features d iS3ppc'H. lewing an nttlre.ly smOOth hearl. 
DrspJtc the b.eI.': of fcatulTS, [he mli lanl 's sensa art. unimpaired. 

'laming Skull f ace 
Tbt nlUl:mr's he:l.d becomes a fleshiest s lrull , surrounded by hdlish 
'!Imes (WFRP), Any unpfOlrct~d f1~h I;oming imo (;OnlllCI with Ihr 
liming slrul1 elk(:&; one S I hir from the flam(:&;, and any Oamro3bl~ 
.ubsunl;e coming iOlo corllolct with the skull Is ignltrd. 

""1' . Qc:ffiUlam's body growsa covering o(long, dellS(' fur, l( Ihe mutant 
!tulurAlly furry then it becomes eveo more so: ilS rC'~tu ft'$ and even 

itupc arc: obscured by the ffi;4U orha!r, WPRP: at the GM-~ Oplion, 
~ dense fur may give 0/1 Amlour Points o n all locatiOn!. 

Gas Emlsslon 
.-:of the: mut:m1'5 bodily orificC$ t:mitS clouds of gu. These clouds 

an:: hani~pherical. 04 "104 x 2 yuds in dl:lmetd', and the: mUlllm 
rel C'~e:s 06 clouds pcr day. Ro ll at the beginning of the: day or bault' 
10 dClt'rmlnc how many doud!i Ihe mutam can emit , Ih~n roll a 06 
every tum/round: on a roll o r 5 or 6 on a 06, Ihe m UllInts emits a 
cloud orgas. 

The sizA:: and frequency o f the gas ctnission may be varie:d al Ihe 
GM'~ whim, according 10 the mut:tm's size or othe:r factO[$. 

Thegas clouds williasl fo r Ihe same li.me1~ the $CCond 1('>'cI Balik 
Magk spell Mystic Mifl. At the: GM 's optiOn, I hey may Ix: moved across 
th~ b:utlefleld by the wind, tr.welling at a speed o f 0 6 H 1D6 J,: 2}-ards 
per tum: wind direcliOfl rruty be dClcnnlncd using a DtJ , where I • 
north , 2 _ north-cast, and SO 00 . 

Roll 06 10 dC1c:rmioe Ihe type or gas produced by till: muUnt, Of" 

select om:. The Iype of gu does not change once it h28 bee n 
ck'rermlned 

06 
RQII 
'-2 
3 

4 

5 
6 

Typo 
f'olwo 
Par.llyslng 

Noxious 

Oily Smoke.­
Crny Gas 

I!ffecl~ 
T leSt or d ie. 
T leSt every torn/round spent In the cloud: 
f:illure indiC2lCS paralysis umil a SUCCCSS(u1 IC5! 
Is made. 
T tr:st or becom~ naUSc:QU5 fo~ 020 - T IUrru, 
-lJ. IO pen:Uty on all dl~ rolls during Ihat lime. 
SaDie e.ffr:ct as M)'$lfe Mist .~pcll. 
T ICSt every turnfround Spelll In thr cloud: 
failure Indicates fhal the.- ,-lctEm gOu imo 
frenzy until a sucl;Cnful test is made. 

WFH: Rcsolvedamagecffecr w ilh a$lnmgtbof3 agaiNt theCfeaturc:t 
t Qflgb1'l!$S. 

All ln(livlduili caught In thr sa.s cloud are affected unless they have' 
spedfk Immunitlcsor OIher:lblllties which ptolet:l rhcm. Poraamplc; 
Cm....,. Gas will not affe<.1 creatures which an:: Immune 10 all psychology 
ro lc:s. All dftttS Int until the affected co::uurale:a\'r: the cloud, tlmen 
Ih~ ubk Moltes o therwise . 

GM's Choice 
T he m UClnt recelvcs a mUllIllon of the GM's choice. 

Great F:mgs 
l1H: mut:l!U glU'l\'5 huge fJ.ngs, g:dnlng a bits attack If II doc:5 not aJrody 
h:l\'e one. IJ(te atlaclu arc made with a + 1/+ 10 bonus 10 hit . WFBt 
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in the ClI5C of units. the O Ur..!. alt:.lck is a\'lIi1:.tblc: 10 (· .. ery second model 
lighting. 

Great Horns 
The mut:lnt 's be:td grov.,; horns, and it gains a gore :utlCk if it docs 
nO( a1n::ady h:.vc o ne. Gore :utacks an:: m ade with a ... I! . 10 bonus 
to hit . A helmet which Is part of a 5ull ofCIulO$ Armour will ch:mgC' 
to accommod:.uc tb is mut:ulon: all other hcadgc:.tr must be discarded. 
WFB, in the: casc OfunilS, fhe cxu'a attack Is IlV1lilabk to every second 
model fighting . 

Growth 
The mutant grows 10 D3 + I tima its natun.l s~ The profile isaffccted 
::l5 follows : 

Growth M WS 
x2 x l ~ 

x3 x2 ·11+ 10 
x4 x2 Yi -2f ... 20 

S 
• 2 
.3 
.4 

T 

•• .2 
.3 

• 
-11-10 
·31-30 
-51-50 

FP 

• 2 
3 

Chaos Armour will eh.mgc to accommoo:lIc Ihi5 mut:nion; other 
ltttTlour must be diSClU"dcd and new equipment of approprilte 51;0.(: 
acquired . 

Headless 
The muunt is headless, having lIS fa ce silUalcd on ils chcsi. II m:ly 
m>l wear body amlour mher than ChaO$ Armour. WFRP, .... 11 hc:u.l 
hitS should be trt:~ted as body hits: 

Hideo us Appearance 
The mutant's ~i>P<".lranCe i>ccomes Indescribably hid=u~. II c~uscs 
fear +Zherror in Cf!:3tUrd sm:.Ul(: r th~n itsclf, ~nd fear in othe:rs. 

Hopper 
One legi>ccomes huge~nd pownful, while the other o r others W1Ste: 
~w:.Jy to nothing. The: mU!am may o nly move: by hopping. 

M x ooc·third , rounding fraClio ns 10 the neardl whole numbc:r. 

Horrible Stench 
The mUl~m smells very. vcry bad. Roll 06fD6 x 2 to djM:o~·er the r"A ngC 
of the stench in Inchesly:uds. The stench affects all non-Ch:ios creatur« 
within this range: Crc~lUrc5 which do not have: ~ scnse of smell u e 
Immune. Creatures affecu:d by the stench make all dice roUs al a -11- 10 
penalty umil they mo,·c oul of range: - C\"t'n w he:nthe muunt lu.sbc:c:n 
killed. Elves m Ust rnllke: a ld ICSI or refuse 10 move wilhin Ihe a rea 
of effect . 

The mUlam 's conmldcs will be emirely used 10 the sme:ll . and will 
be quite proud of ils effects on others WFB: the unil make, Rord 
tCSIS w ith a +2 bonus. 

Huge Head 
'rhe muunt has a huge head. WFRP: 20% of aU body hits , and 10 % 
of all arm hlt5, actu~l1y hl! Ihe he~d Instead. T he mU!~m m~y only 
WCllr a helmet which Is pan of a suit of Ch:ws Annour. 

Hunc hback 
The mutant hasllgrossly hunched and twiSted back. While Ih ls looks 
grotesque, It has no dr«"1 on lhe mutam 's profile. Chaos Armour will 
change to accommodate this mUlalion - o ther armour musl be 
discarded or specially m:lde. 

Hypnotic Gaze 
The m utlllt m:ly fu: itS ptton one opponem at a lime wilhin 6~112 
yards. The victim may allempl. lltCSt magic saving throw 10 ;z"old the 
gaze.lfthc is &iled. the. victim is fix:l.tcd. and flUy noc r!}()\"t' orperform 
any OIher;zctlons (WFRP, ~uth;: tlJ"8et) . The victim will n:m~in fix:l.t ed 
~s 10ng:.lS Ihe mUlllnt's gll1.c remains upon It. Oncc the viclim is free 
of the m ut;znts gue. 1t nceds 10 make a successful magic saving Ihrow 
to be able to act again. 

Illusion Of Normali ty 
Until an enemy comes 1010 aCIUal physical conuct with the m uunt , 
It is able 10 prescnl :m illusionary appcannce of being a perfect ly 
notm~1 individual of itS original spedes. Once hand-to·hand comb:1I 
Isloined, however, lbe mUlant is visible fot whal it real ly is , and ;zny 
ftar and terror effects come inlO pilly. 

InvlsibUty 
The mUI;znl can IIltn invis ible al will . While it is invisible, the GM 
muSI keep a fttord o f Its posilion. 

The mutant mUSI become viSible In order to attllck, :.tlthough il mlly 
:tttempt 10 strike and then 111m Invisible ag:tin immediately. In thiS 
casco the victim must m:tke:.t succcssfu l I lelll In o rder to be able 10 
st rlkc back. Fe:u PointS 2 on ~ppe~rlng . 

Iron Hard Skin 
The muu nt h;zs chilinous, WlIrly o r sc:tlcdskin (GM·schoice or equ~ 1 

ch:m« of ellch ). WPB: II:adds + I 10 it ~ armour 5:.tvinglhrow; WFRP, 
il has an ;zddilional 2 ArmQur Points on each localion. lbcre is:l 50% 

chance Ihalmy non-magiC:.t1 "'"t'apon whieh sirikes t.he muunt but 
docs nOl cause dam:lge will break. 

Irr.tltio naJ Fear 
The mUlanl has an irr;uiorul fcar of one or more things. and is511bjeCl 
10 the appropriale psychologk::r.l effects whe:never it e:ncounu:rs sucll 
Ihlll&5. Roll 0610 determine how many things the mUlllntls frightened 
or te rrified of: 

Noel. roI.I D6 focc::.u:h one to determine thecxtcm oftIX' muun!"s fcar· 

1·4 Fe-Ar 
5-6 Fear + 2fn:rror 

Fioally, roll DIOO to delermine the object of the feat: 

01-30 
31-37 
38·45 
46-52 
53-57 
58·68 
69-78 
79-80 
81-82 
83·84 
85·94 

95-96 
97-98 

99"" 

GM·s choicc 
Humans 
Eh·cs 
OWllrfs 
Anylhlng Illrgcr th an itself 
Cr ... :u urcs of Good ;zl ignmcnt 
Wizards 
Goblins 
O~. 
Winged Crutures 
Things o f ~ parlicular colo ur (GM·s choiet' or 
determine random ly) 
Loud Noises 
Repl:l1cs 
Insects 

Ir ratio nal H:ltred 
1lH: m ut:.ull batesooc or mon: fhings, lind l.ssubject 10 lhe approprilt 
psychologlclli effects w henever il encounters such things. Roll D6 
10 dele rm ine how man)· things the mut~nt hates: 

1-3 I 
4-5 04 
6 D6 

T hen roll 0 100 for each 10 determine the object of ilS h:un:d 

01-30 GM', choice 
3 1-37 HumalU 
38-45 fl"cs 
.(6-52 DW:lrfs 
53-57 Anything brgcr th~n itself 
58-68 Cre~tures of Good alignment 
69-78 Wll.udS 
79-80 Gobliru 
81-82 O rcs 
8}·84 Winged CrealUrcs 
85-9.( T hings of ~ panicubr colour (GM·s chokfCf 

95-96 
97-98 

99"" 

dctermlne r:andorn ly) 
loud Noi~$ 
RqxilC$ 
Insects 

Levitation 
The mutlllt may leviute, us ing M~gic Poims :as if it were a ,*-ilJrt 
Throw 2D l0 to determine how many Magie Points the mUl<intbr. 
Ihese m~y onl}' be used fo r levil:.ttio n. and sho uld be nOled S<'p;1ra:!r 
from spellc:lSting Magic PolnlS. 

levitat ing costs the muunt the following points, 

Rbing 1"12 yards 
Fa11lng up 10 3 ~/6 yards Free 
Each 3~/6-y.lrd fallt hetOftcr 2 
Moving horironully 1 ~/2 yards 3 
Remaining 5Ulion;uy llbo\'e the ground I 

(ft he muunt runsOUI ofMaglc Points while leviwlng. lt will pllIDIII! 
to the ground. WF8: the mU!;znl 105(:$ Y.r(disunce rallen In jn[tro 
- 06) W. w ith no modllle:lIlon for armour and T: WFRP, II« 9"1 

Limb Loss 
The mUant loscs one or more limbs. Roil D6 10 d('ltnniJK: 

0 6 
Ro ll Llmb(s) Los t Errect! 

BOIhh U Arms No weapon o r Claw attacks pos!lbk: _ 
shldd . 

2 Bothl:ll.l Legs M 0 unless carried . 
34 One Arm Equal chance o f weapon arm or shld!! 

llrm. 
5·6 One l.cg M II II: wllh crutch, M :II: on('·tllird 

wllhout. 



WFRP, losing one Of both arms will aff~CI Da: and manual ~kil1S1 
losing one o r bOth legs w!lllf(en mO\"t:rnent skills , The GM .should 
impose penalties :tS appropri;;llc, l;;Iklng Into accoullI the number of 
remaining limbs (los5 of om:;;Irm will ::tirect a four-:i/'flled cha1'::tcter 
len 1'::tdically Ihan a tWO-:lfmed ch:ml(:t~r), 1Uld any othl':r rl':lc:vanl 
poinl!, 

Limb Tr2J1siereDCe 
Onl': or more parIS of the mut;;lnt's anatomy h;;lve heen moved aboul , 
Roll D6 to determine how m:lIlr parts h::t\'C been moved: 

]-4 I "'.trf 
5 'Z Puts 
6 04 J>::tns 

Roll DIO 10 d~u:rmjne which p:lfU 1m: :.Iffecled 

1-2 HC1Id 
3 Eres 
" Mouth 
5·7 ArmlH:.Ind 
8-0 1.eg/foot 

Roll 010 :.Iga!n 10 determine where th~' :ue mm'ed to , 

I IIC11d 
2 Chcst 
3 B:l.ck . 
4 SlOmach 
5 Hlp 
6 Groin 

ELbow 
B Knee 
9 Hand 

o '00< 

Long u:gs 
The mUI;;Int hOlS eXttptlon:llly long legs: M + I. 

Long Neck 
The mut:lnt hlS 1I long glnffe-like neck. WFRP, any Critical Hit to 
the head h::tS ;;I 25 % chanc~ of SC\'~rlng the neck. 

Long Nose 
The mutlnt has a long, protruding nose: or snoul . AI the GM's olltlon, 
it may hOlve:.ln exceptlomilly keen ~nsc: o f smdl. alrhough rules for 
!hi$; will h:.l\·~ to be Impl'O\'iscd. 

Long Spines 
Thcmutrnt ha.s longsplkcs Of spines growing from Its body, Any hand· 
II}-tund comb:u opponent must mal:~ In I tCSt ('::tch turnlmund or 
Ukt'llllUlOmltic S I hll from the splka. Th~re is a 10% chance thai 
lhey lre poisonous WHB: a hand-la-hand opponent Is hil 
JUlom:ttlcally on the D6 rollof 6 The mutrn{ may only wear ChaO!; 
.>.rmour. 

Mace 1211 
Themutrnt hasalong, nexlblc till wilh a m;;lcc-\ike bony aCrcKence 
U lhe lip. like Flmlr and some dlnouurs. The mUlant g;tin~ an CXtnl. 
IOU' /Iub OIlt2ck (unless It JIlready hn one), 2nd tbe taft· /asb h~s an 
dffi!tlve Strengtb equal to the mutanl's S + I, 

M~glc Immune 
Magic has no effect upon Ihis mutant , Jt Is complelely Immune 10 all 
!pI!1ls, :md 10 all nugical dfl':CtS gc:ner.ul':d by Cf'ClI\U'C5 and nugic ItemS. 
"'asia] we:lpons m3)' stm harm II. bUI arc tn::ated 2S normal WC3poOS 
Qf Iheir type. 

M3gic Resistant 
'WFB, th~ mutrnt h:u a + 2 bonus 10 any magic saving throw: WFRP, 
!br nlUtrnl h:U;;l -+-20 bonus 10 :dl Magfc te5t5. 

Mlglclan 
The mUllin! 15 g1'::tnled magical powers, WFB, it becomes ~ level 
0Ia0!I Sotceruof &J5un:lfl wtr.ud a.s approprl:U:e; WFRP, II becomes 
IfIlnltlate Chaos Sorcc"'-r or Be:mm~n Wlnrd:u :approprbt~. II has 
D3 spells. Ignore Ihis TC'Sult if Ihe mUtllnl is :.Iit'C::tdy a spelltl.'lter, or 
~ Mfpldll!ss or Moronic , do not reroll . 

!lane Of Hair 
Ibc mutant hUOIn e llOITll()ll5 nunc ofllair, Like a lioll or a h~ Whll~ 
Ihil looks bizlIrre. it hu no effect on lIS prof/l~ o r flghllng 
chanCler/Slies, 

M:rnlc Fighter 
rile mutrnl bales 3ny encmy regiment or figure thai COIII(5 within 
J! ' f24 y::trds of il WFB, It nud ncver mike II RQUllest as a n"$uit 
Gf hand·to· h;;llld combat; WFRP, it can nevcr be forced 10 leave 
tombal , 
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Manikin 
This unus ual. Cluos mUell!on ClIUSCS the bela! featum oflhe: mut:.Jnt 
lO3Jrophy, until only the: mouth is funaional. . Meanwhik, a minl.:IIUIl: 
wppcr body. complete: wilh arms and hC2d. grow, from the lOp of 
the tnIund:;tn1 forehod. WFRP, 25% ofhed hits:.m:: on the manikin, 
which has 10% orthe' mUUn!'s W points; the mUllInt ClInnOl survh'l," 
the dcstruction of the: manikin. 

M:lsslvc InteUc:ct 
The: rnuunt's intelligence: Is enh:l.nced: Int +2/+20. 

Mechanold 
The mUllI.nt bas mc:taJJic mechanical partS substi(Utro for 50me: or all 
of tis nalur:tllimb5 and Org:lN. ROll 1)6 10 lkle:nnine: th~ o:t~n! of 
the mutation: 

I · ~ Completely m~ch:mical·the: mutant isa 'Robot' : roll 06apin 
fot mode of locomOlion: 

1-4 ' Normal ' limbs 
S Whe~1s 
6 Ti':I.Cks 

You should decide for youndf what the effects of this will 
be. FotCJWTIplc, a mutant wIth whed~ will nOi be abl~ IO cHmb 
stain, whereas a mUlan! with trJcks might, allhough neither 
will be' abl~ 10 climb over a wall. 

4-6 PanlalJy Mcchanlcal· 04 bodily parts are mecilltnlcal , roll DIO 
to determine: which: 

I Head A + I, blteatl2ck . 
2 Body T +2 ,., Mm Equal ch,uxeokither. 5 +2, WS + 1/+ 10, 

aff~cled ann only. .. , !land Equal chaoce:of either. 5 +2,00 + 20, 
affec ted h:lnd only. 

8·. lcgs M + I. Opllonal1y. roll 06 on the lable 
above to detcrmln~ If the mutant Is 
wheded or tr:teke:d. 

Melal parl5 count as armour. WFB, if Ihe: mutant is completely 
mechanical, it has an armour saving throw of 4. 5 or 6 ; If It Is partly 
mechanic.tl, It has an armour ~Inglhrow of.5 or6. WFRP, lhe: mu!2nt 
has 2 Armour Poinu on each mtthanicallQc:llion, :lOd may only be 
killed by a blow to the head or body - critical hilS 10 ochu local ions 
arc nOI f:ltal , and the crilical effect descriptions may han- 10 be 
amc:mkd accordingly. 

Mercreature 
Instead ofleg.Vn.:ar legs the muwn has a flsh-lik~!:lil. II is alsol.'<Julppcd 
10 brealhe undctwater lfnecessary. The mUbO! Is able to nlOl-c th.rough 
waler m lIS normal mo\'e lnr:1lI r:tte. 

Met:.tl Body 
The mutant i5 made up of living melal. It Is Immune t(l non·m~glcal 

"'e'~pons. and then:' b a 50% (:hance that any non-magical edge:d 
weapon sU'iking il will shancr. It is ~Iso immune to the effects of heal 
and rold. and utes no damage from alUcks ~d on ~ or eoleJ, 
EI«trlcily·l»scd alUCks cause double normal damage. 

W5 II ~. OS X ~,5 +3, T .. 7, 

Mlodle58 
The muunt Dceomes :110121 autom:lton_ doing no more than obeying 
thecommandsofwhlXovcrcurrently holds sW:ly ovcr iI , Il ls Immune 
to all psychology rules, and cannot be: forced 10 lea'"e combat. When 
this mul2tion is gaIned, the mutant t.:an no longer le~d a group, and 
command passes to the nexl mosl ab le Individual. lnt .. O. 

MoronJc 
The mUl:int Is sub}c:ct IOsluP/tllly, and must nuke: an CI t~SI whenevt:r 
Irylngto do ~nythin8 that requ.ltellhe k:t.'il thoughl; fighting, running, 
going through a doorway, ('IC_ Int -2J.20. 

Muldpl\- Arms 
The mUbll! grows cxtr:t arms_ Roll D6 10 determiDt- how many: 

lOne 
2-4 Two 
S Three 
6 Four 

A + I pcrClCtl'".tarm. An arm our be used to cury a shield or a weapon 
- no muunt lI1lIy carry mon: Ih:l.f1 IWO shields. W1I8: each shield 
!'edUCel\ the mut:mt'S armour ~avIn8Ihn)w by I: WFRP: ashldd COllnElI 
:15 I Armour Point on each body area, as explained on pl ZI of the: 
rulcbook· a muunt carrying 1900 shields h:tS 2 AP on all body areas. 
in :l.ddilion 10 any armour worn . 

MwtJplc: Heads 
The: mut:rnl grows one or more cxlra heads. Roll 0 6 10 determine how 
many: 

1-5 On~ 

6 1\vo 

Roll D6 again for each new head to dete:rmln~ specles: 

1·3 Mutant's original species 
4-5 Other Humanoid (Dwarf, Elf. Goblin, O re, ele.) 
6 Anim~1 (see Bestial Face above) 

If two or more heads aresubjccl 10 animosity agalnSI each olher. Ot 
If one or more heads are suhj(:(j 10 stupidity, th~ mUl2llt mUSI m~kc 
a WP lest at the: son o f:l11y comha.! or in an!, o thcr stressful Situa.!lon: 
failure Indicates Ihalthe mut:lnl will Stop and argue wltb itself uru.ll 
a succcs:;ful WP tcst is made to bring lhe: heads back into accord with 
e:acb other. It may perform no other aetlon during Ibis lime, bUI m~f 
aJlempt the leSt every turnlround until suCCC5Sful. AI tJy GM's option, 
~ particularly serious failure of Ihe test may Te:5111t in two or maR' 
he:~ds altacking each other. 

When the heads are working together. the mutant wlll have ~t least 
as many weapon atbcks as il h:lS heads. T + Y, 

MultipUcatloD 
The mutant may dupUcalC Itselfby Splitting into two or more c:ntlllt5 
ror~ limited lime. This will only occur during palods ofsll'CSs; whm 
th~ mut:rnt i~ "'ithln 12 ~/24 yards 01 all enem}', If il rolls 6 on ~ U6 
it will split into D6 ~ma.lle:r beings. 

bch duplicate will be: proportionately sm~Jlcr (holn the originll 
mutanr, wilh ilsStrmgtband 1J00ndsproponloo:Ucly divided, subjM 
to a minimum score of L Tb<' rt'St of lhe profIle remains Ihe same 
Forc:nmplc:, a mUWlI wilh 5 3 and W3 spillS into lhtec:; exhdupliC2lr 
will ha,'e a prome identical 10 Ihe mutant 's original prome, except 
Ihal 5 and W will ~h be: I, 

The duplication lasts for D6xD6 lurns; a.tthe end of this lime 1M 
rcpllc:lli are fe-unIted at a polm l"<iuldi,l2nt,:lli far:lS possible. fOf111 
of them. As long as al least onc replica survives, the mUlant wHi bt 
restored to its original 51:r,c and he~lth . 

One Eye 
The mutam has a single huge e)'t:, lJk~ a cyclops. BS x 'I:, owing 10 
lack of depth pt:cceptlon. 
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Overgrown Body Part 
One or rnot'e p2tt5 of the muWll '5 body become overgrown. RoU 010 1bc followlng table lisu lhe clunges to lhe muwu's profile.. Noce 
10 determine which pan is affected, then roU 03 ... 1 to determine tbe that no cb2nctcristlc may drop below 1. 
atenl of the growlh. 

DlO Part Growth M WS S T W I A 
On, Ann x2 ... 11 ... 10 ., •• ... ¥.I I ... 3 

x3 ., •• ... ¥.I , ... 3 -1J.1O ·1 
x4 ·1 -U-I0 ., ., ... ¥.I I ... 3 -2,1-20 ·1 

2 An AnN x2 ... 11 ... 10 .1 •• ........ ' ... 3 -1J. I0 
x3 ·1 
x' ·1 -U-IO 

3 On,,,, xl x. -11-10 
x3 x. ·2J.20 
x4 x. -2J.20 , All Lqp x2 xl. 
x3 x2 
x' x3 

, Hfid x2 
x3 
x' x. -1.£.10 

6 fund x2 
x3 
x4 -1,1-10 

1 AU Hands x2 
x3 
x' -U-IO 

8 F~ x2 •• 
x3 ·1 
x' ·2 

9 All "" x2 
x3 •• 
x' ·1 

10 1Ono x2 x. 
x3 
x' -IJ.IO 

Notes: 

Where one arm or hand is affected, WS and S adjustments apply to 
tIm:urn only, and A adJU5tmcnU apply only If II is the mutant 's normal 
wtapon arm. 

Mutlnl5 with one ovefgtOWn Iq hop aI half their normal movcmcnt 
1II0w:l.l1I:e, :and may not charge.. 

• MutlIU$ wilh a he2v:Ily overgrown torso (x3 01" d)may only move 
on all faun;, allh~-qUutCfS of their norma.I movement allowance.. 

Pin Head 
The mUW1[ has a tiny head. , OUI of all proponion to Ihe 51« of 115 
body. It becomes Moronic (qv). 

Plague Bearer 
The muwlt C2!Ties a vUe disease -Nurgl8's ROl in lhe c:ase of foUowcn 
ofNurgk, otherwise the GM ahould dctcrmlnc Its ch2rxtttistics. WFB: 
It might require an Infected chat"lcter or unit to m2kc a T test at the 
beginning of acb tumlround, losing I TorI" on each failed lest , 
Of have some other effect of your own devising; 1VFIlP: you might 
dcct one of the dJsc:ases dct:illcd on pp 82-3 of the rukbook, or design 
your own. 

The chances of infecting a hand-to-hand combat opponent ate as 
follows: 

Btte attack, 80% 
Cklw atl2Ck, 60% 
ltapon alt2Ck 40% 
01:00: close combat, 20% 
Comins within 2"/4 yards: 5% 

On« II tw been determined that a victim has been Infected, It is 
t1lowed a T/Disease teSI to reSist the Infection. The mutant' , 
companions will normally be lmmune to the disease.. 

Polnted Head 
The mUt2nI's head riseJ 10 a sharp point. A helmet whlch is pan of 
llel of Ch20s Annour will ch2nge to accommodate this; other helmeU 
lIust be made: specially . .l.qt -V·10. 

., .1 ... ¥.I I ... 3 -2,1-20 ·1 

.2 ., ... 11 ... 6 4,... • ·1 

•• ... ¥.I I ... 3 . -2J.20 

•• ........ ' ... 3 4,.... 
.1 ... ¥.I I ... 3 -5J.50 

.1 ... ¥.I'''' 3 ... 11 ... 10 ., ...1/ ... 6 ... 2' ... 20 ., ... 1/ ... 6 ... 2/ ... 20 

... ¥.I I ... 3 -2J.20 

•• ... 11 ... 6 4,.... 

.1 •• ... ¥.I/ ... 3 -¥.IJ.5 

•• ... 111:/ ... 3 
.1 •• ... 11 ... 6 

-2J.2 0 4,.... 
•• ... 111:/"'3 ·SJ.SO 

-1J.10 

•• ... 111:/ ... 3 -2J.20 ., ... 111:/ ... 3 ·3J.30 

•• ... ¥.I/"'3 •• ... 1/ ... 6 ·IJ. IO 

•• ... 1/ ... 6 -3J.30 

PolsoOOIU Bite 
The mUWll'S bite b polsonous, :and should be U'eated as tbe. bile of 
a Gi2nt Snake.. If tbe mutant did nOl previously have a btu attack, 
It pins one, aI SI . 

Powerful I.ep 
The mutant is equipped with powerful legs. like those ota Ic:tngaroo 
or rabbit . It may maltc normal move, and then lap half as far asain. 
Jt may leap over man-sl« or smaller bOOp5 and obst2Cles. 

PreheosU 'DIll 
The mutant 8fOWI a prehensile: taU, capable of wleldlfl8 an additional 
hand weapon or sh.leld. A ... 1 

Pseudo-Demonbood 
1bc mutant pins aU the phy$kaI adwntagc:S of Dc:monbood, but none 
of the magical abUilles. 

Puny 
The mut2nt sbriveb 10 one-quutc:r of Its orlghw weight , and Its 
muscles wltber almost 10 nothing. 

Sand T an: reduced to onc:.quaner of their origlna.l values, rouodlf18 
fnctions down, subjccllO a minimum score of 1 in each characteristic. 

QuadtupedIBlped 
Iftbe mutant Is ablpc:d, it becomes a quadruped. Iflt Is aquadruped, 
It becomes a biped. If a biped has more than two arms, theft: is a 50% 
chance that only two of them will become legs, leaving one Of more 
arms f~ 10 manipulate weapons and tools. A quadruped 's forelegs 
become arms with manipul2tlve bands.. 1bis will affect the muwu's 
A and Des: JCOfCS; tbe atcnt to which they ate affected Is up to the 
Individual GM. For example, a mut2n1 with no arms can have: no Des: 
score, and may not m2kc weapon atucks. 

Rapid Regeneration 
The mutant has regenerative powers (5« Regeneration below) at 
greater than nonnalrw:. 'flPB! roll twice tO~e: 1VI'RP: rcpJ.n 
2" per tum. 
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R..2Z0r Slurp Claws 
The muunt grows long. sharp cllIWJ, which COunt :IS hand weapons 
for comhl!:and nrLkc: at !he mutant's S + t . It ffilly nOi ~ disarmed 

Re:llrranged Face 
The: muun, ', bee is compk,ely re:unngcd PoS5lbililles [ndude: 
mouth lind eyes change plll.cn : mouth In fon::hcad; whole (:ICC u~de­
down: mouth vtnlcal with OM cy.: and o ne flaiufl on e(ther s!de:. 

Regeneratlon 
The mUlllnl h:u the same re:gcncl1ltiv(' poweR as II Troll . Sc:c Ihe 
respective rul('books fot dctalb. 

Rotting Flesb 
1llcmuW\I" s fJc$h h2np from Jlsbod)' In roni"ll2nd pu~ frunds. 
While this 10011., horrific; Ihe muum', pronJc Is nul: :tfftcKd 

Scaly Sklo 
The mutlIllI h:l$ rcptlHan scalcs [nsu:lld of normal skin . WF8 : .;. I 10 
armour uvinf! throws; WFRP· 011 AP on aJllocations, u Icathc:r 
armour, 

Scorpion TaU 
The OIUJ:lnt grow5 a i'lCorpion tall , allOwing It an extl'll ~ttack to the 
from and sides onJy Roll 1)6, 

1·2 Non·Poi:sonous COUnt~ as additiuoal uoeapo,. auaek; 
01 -6 Puisonous Tail altack. poIsonous, from only, U 

Manticon:. 

A + 1 

Short Legs 
Thc mut:mt's legs ~hrink to half their nonnal size. M II: Y. 

Shrink 
The mUI:lnt shrinks: roll 0 6 to determine the c.xtem of the Si7.c 
n:duction, 

1-2 h:lIf o riginal slu 
3-4 ooc-third original stu 
5-6 one-quarter orlgln:.1 slu 

The e(fect on the mutam ', prome is:r.s foliowl 

Sbrlnkage " S T W 
H:.lf x213 x213 "13 -+ 1/+ 10 
One·third •• •• •• +2 1+20 
One-qUlrter xl /3 xl/3 -I xll3 +3/+30 

No ch1ncteriStir:: nuy IiIIl below I 

Siamese lWln 
The mutant becomes two Joined (ntilies. Each h:r.s il5 own profile. 
and subsequent rnuIlllon.\ ~re rulled for elIch Independently, If dther 
Iwln b klllrd, bOlh will die. If ellher t.dn gains the mut:,ulon 
OllpllculfQ71 then: Is a 50"" chancc Ihal thr twins wlll be $rpalOlled, 
bccomlng fully Independenl of ('3(:h otbcr. 

Roll D6 to determine how Ihe twins an: attachcd: 

1·3 Olck 10 back Mutam c::I.nnOl be an acked from Ihe ren. 
No 1fI/I attllclc.~ possible. 

04 ·6 Side by side lWtru!u\'tonlytht'.iWllC"numberofarms 
:as Ihe o rigin21 muonl 

M :d " fvr ooth types of mut:tnt 

Silly Voicc 
The mUlam ', vo lc r eh:r. nges, becom ing squellky. 'tu tteri ng , 
trumpeting. honkIng or()lherwi.K untuual and open 10 ridicule. This 
h;u no effect on lIS pronJr o r abilities. 

Silly WaIk 
An ClIIn:me mannerism In the muum', pc=bui';uo ry teChnique 
.... nd0w5 II ..... ,h 2 ridiculous gall . M -I, 

Skull Face 
The flesh o f the mUl2nt 'J !:Icc diuolvr~ , l('2v' ng a druU . Whllt' this 
mutation pmems :I. horrify ing appar:it'K:e. II has no dfeel on Ihe 
mUlann profile. 

Soake 'Call 
The mUl2nr grows:r. oU which ends in a slUke', had. Thr muwlI 
g~hu 1I tallllllllck (5 I) , Then: Is a 50% chance that thc 5n~ke's bite 
15 poISO ,.ous. like thai of a Giani Sruke. 

Spits Acid 

mUSI m:tke a successful J tCS t (+ZI+20 oonu! for II closed hclmC'l) 
o r be blinded. WFB, VictIms 2I't: blinded on a 06 roll o f 4 . 5 or 6" 

Subject To Alcohollsm 
The muonl bc<::omcs subject to ulcoboflsm - WFRP o nly. 

Subject To Fits 
111e mut:ll1t bc<:omt:~ SUb)C:CIIO/ftsbroughl on by , 1n:ufulsIIUlIlioJU 
Whenr"'tt il iJ In melee lind is fired upon. or is within 12"'14 )":IR4 
o f 20nrlhing I. Jeurs. there 15 a 10% chance of II scizun: I2ldng plllCt', 
While the mut:uu Is suffering from II flt . ll cando nothIng bUllie on 
tltt ground tWitching:uul frothi ng (WFRP, pronfl 12l'lSel), Roll 0100 
to see how lo ng the fit lasts , 

01-50 
51-75 
76-85 
86-9' 
96-00 

Suckers 

I tum 
'2 lurlU 
03 turns 
D6 turns 
010 lurns 

The' mUWlI '$lImb5 :r.nd bod) become coI't'rcd In po'l'o'trfulluckcn, 
In :tny round when::I hand-Ia-h:r.nd combat o pponent IiIlls 10 hit It 
(n:g:r.rdJcu of w hether or n()lit Is wounded). the QlU1.llni 01:1)' :l.ttllth 
It ~df by m~klng ~ normall1tt:lek roll , Once all ~ ched. It h:r.5 II bonw 
or + 21+ 2010 ItS WS, and 115 opponenl5uffef$lI simJbr pcrut..lty, Tht 
muom will be: detached by lin)' wounding hit 

1>J1 
The mutant grows :r. long lall. C ha(l~ Arm our wtll c hange to 
:lccomrood~te Ihls , other :tnnourmust be lId:lJXed or spcclltll ) made. 
The u ll h:u no effect on the mUWlI's profile :tnd lIhilitie$ 

The mutull m~r ,pit acid at llt)' limf: rather thMl nuking a bitt att.l.ck. 
II m:l.y spi t :I.cld up 10 S'1I0 )'lIrd5, wing 85 10 determIne whether the 
add ha5 hll . lfsuccclI5rul, IhcJltact causnonc: 53 hit , 2nd the l'\ctim 
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TedulOlogy 
The mutant 's Jot I5lncrnscd by + 21+ 20, subJcct ro a maximum of 
101100 2nd a minimum of 6/21, and It gains 2 SU2lJIC, obscsslw: 2ptitudc 
u a mechanic. Given the II2lUlC of:a Cbaos Ctt2tutc'S lifestyle, tbl5 
gift wWlnevllably be <I.lm:ted tOW'll'dslhc manuf2ct~ of weaponry. 

Roll D6 to dc:flennine the lad of r«hnology avaibble to the mutant, 

D6 Level Typical 'Weapou 
1-2 BI2Ck Powder Musket, Pistol , Blundf::rbu5S. Bombud. 
3 Early Mm.l Revolver, Breech loading rifle, 

,.. 
UlC 20th 
Century 

Future 

Cutridge Shotgun, Cased-shell Reid 
g=. 
M2Chinc gunJ5ub-machine gun, . 
mwU(' launcher, gren2dc; name 
thrower, :aulOm2tlc pistol. 
Bolter, Laser and Blast weapons, etc. 

ihe mutant and any foUowus will be suitably armed and ~ulpped. 
lbc: c:nct lWutt of any weapons roay be detemtined by the GM. Rules 
for bJ2ck-powder weapons can be found in the teSpccllve ruleboou. 
Rules for futuristic weaponry can be found In the warbam.m.er 
.. 0,000 baltle rules. 

Telekinesis 
This power permits the mutant to move slD2l.I , ln2nlmate obJects by 
force of will alone. The mut:uu may perform no other action whUe 
usl08 te lekinesis. 

The range of the effect I.s 04 x D6"1D1 x 06 x 2 yards, and this 
power 15 most commonly uxd for the remote control of WC2pons. 
The: tckklnetk mutant mzy do nothing dsc (even ""fnlk)whik: opcratIna; 
a weapon, and thcwe2pOn fights with halftbc mulant 's"WS and with 
a S calculated as follows , 

WFB: Mutant's Inl minus twice the range in Inches; 
WFRP: Mutant's Int minus range in yards. 

MutanU latJCr than rD2n-size IDa)' use telekinesis 10 pick up rocks and 
drop them on victims, wing the rules for slOne throwing machines 
in WFB. Any "telekinetic may drop sharp objects on Victims, counling 
as a long bow firing at short range, and using hall tbe mutant's 85 . 

'Jeleport 
The mutant h2s a lelcpon ability; roU 06 10 determine its nature , 

1-4 "telepon Self 
5 "telcpon Othcn 
6 "telcpon Self and Othcn 

'klcpon Self. allows the mutant 10 telcpon IIKIf and anything II 
15 hOldlng.brrying up to D6ID6~ID6ID6x2 yards at will. It may nOi 
telepon any other living creature, except a famUJar. 

n:lcpon 0Ibcr, allows the mutant 10 telcpon any sl""e creature 
o r object within 03"/03 J: 2 yards up 10 a distance of 
D6xD6"/D6xD6Jr:2 yards. C~UteS who do flOC wi5h to be teleporte<l. 
may make a WI' lUI 10 I"Cslst the crfect . The victim may not be 
tcleponcd inlO mid·ale or inlo a solid object. 

The mutant may not perform any other action while using III 
tcJepon ability. 

The mutant must Dlllke a succcssfullollcst whlle using the ability; 
bilure indicates a degree of Inaccuracy. Roll 08 to de1ennine the 
direction from tbe Intended Spol (1 • north, 2 • north-c2St , and 
so on), then calculate the distance as follOWJ: 

Palled by Jtcml 
01-10 03"106 yards out 
11-20 06"/2 x D6 yards out 
21-40 206"/2 x 206 yards out 
41 or more 406"/2 x 406 yards oul 

Tentacle' 
The muwu '5 arms tum into tentacles. Roll 06 to detcnnint': how ffi2n)' 
arc affected, 

I One ann 
2-3 03 arm.! 

4-6 All arm.! 

The tentacles may grip wnpons normally, but do not permit the fine 
manlpulat.ion of objectS (1VPRP: Des _ 0). 

TcmporallnstabWty 
The: mutant becomes unstabk in the dimension of time, and may 'skip' 
Ihe lime Une.. This may bappen in o ne of two WlIys: 

1000luntary 

Voluntary 

Roll D6 every lurnJround. On a roll of 6, tbe 
mutant di5appe2n for D6 turns. 

Roll D6 every lumJround. On a roll of 6, the 
mutant diuppc21S for D6tums. 1bc mutant rm.y 

Transpareot SIU.n 
The mutant·. skin beoomcs completely transparml, revaI..Inslts inner 
workings for all 10 sec. While this looks bizarre. il h2s no effect on 
the mutant's profile o r fighting ability. 

Uncanny Rcscm.blaoce 
The mutanl's f:adal fcalures and, 10 whatevct exlCnt Is practical, the 
rest of Its physical characteristics tcSCmble a member of your gamins 
group, or some other friend or associ2te (Mum, Dad, Wife, BoS$ -
whatever), or anyone you 1ike. This h2s no effect on Its profile or 
abilities, unless the GM rules othcrwlsc.. 

Vamp .... 
The mutanl becomes a kind of Vampire, requiring meals of humall 
blood in order 10 survive. It sram ill vamplrlc existence with 606 
Magic Points, and muSI expend 10 points per day in order to mnai1l 
active. Each Wpoint of blood taken from a victim tq)kniShcs I Magic 
Point. The mutant docs not have any of the other special powersor 
wcakncsscs of a Vampire. 

Very Aglle 
The mutant becomes extraordinarily agile - I +11+10. 

Very Fast 
The mutant becomes very quick on its fect, or wheels, or Icntacld, 
o r .. . M +1. 

Very RcsWent 
The mutant Is very ~sUlent . T + 1. 

Very Stroog 
The mutant 15 very strong. S +1. 

Very "Warty Skin 
Every Inch of the mutant '. body is covered in warts. WFB: ... 110 
armour saving throws; WPIlP: 011 AP on aU locations, as lC21hcr 
armour. 

modlfy this roll by I point either W2y. Vividly Coloured Skin 
In both cases the mutant will reappc:u in the spot from which It 1bc:muWll'sskinorpelllsco~in5OlllCc:xceptionaUyvh1dshadt 
disappeared. No time will have paSsed for it subjectively. sueb as bright purple, pink, o~ or electric blue. 
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WalkJng Head 
1be muwu hu 110 body; its I1mbs being alt2Ched inslead 10 iu ovmlzc 
head. WFB: IhiJ doe5 not aller the mUlanl's proflleorfigbtingllbility: 
WfJlP: tff:2t all body hilS as bead hiu. Chaos Annour will change 
10 ;M;CQIIlID(I(bte this mutation; othef Iypes of:armour mun be adapted 
or specially mlde. 

warp Frenzy 
~ar' PoInts 5 when warped. 

Tbc: muwu is lubjcct to j'rmzy. When it goes truo ~ roll 5 '" D6 
o:u:a mutuions · the mUlanl will ..nrp iruo this new form , revuting 
10 its Idual form when the. fTcnty ends. 

Weapon Muter 
The mutant dc\-elops l higb deg;tu 01 skill wllh one bYOUri~ wa:pon. 
WS Of" as +6f+6DS with on. "''Capon, subject to:a muimum of 
101100. 

Win .. 
lbe mutant grows a pair of wlnp . equ:al chlnce of feathered or 
membranous. 

Roll D6 to determine Ihe: slZl: of lhe: wings' 

1-2 Small 
3-4 Mcdlum 
5·6 Luge 

Small wlf188 ClnnO( be used to ny. 

McdJum wlnp allow the: muunl to ny - wilh a minimum speed of 
0" OUIimum of 2"," for membranous wlnga, lind wllh l minimum 
speed of 6~ mulmum speed of 32" for featberwt wlnp. 

J..;uae w!np allow nonnal Right. as above, bUllt'e cumbenome on 
the ground; thcy tnU in tile dlrt , get dogged with mud and can trip 
the mutant up. M ]I Y.r for ground movement; movc:mCtU through 
woods bc:eowc. Impossible:. and M .. 1 for movement In buUdings 
or othcr confined Ip:ilces. 

Zoological Mutation 
One or mot'e parts of the: muwu's body become bestial; roll 06 10 
dctttro.Inc how many: 

1-4 I Part 
5 2 P:uu 
6 D6 Puu 

Nat, roll 0100 to dedde which part or plns :iff: afleeted: 

01-07 Head 47-49 PaIr of Arms 
08-10 lbno:md Anns 50-56 One Arm 
11-13 lbno and Head 51-63 Hand 
14-16 lbno, Hod lind Arms ~·66 Finger 
11-23 Flee 61-13 Mouth 
24-26 Lower body lind Lcga 74-16 Nose 
27-29 P-aiJ' o f Lcga 77·83 Eye 
30-36 One: Leg 84·90 P:a.ir or Eyct 
3743 FoOl 91·93 Ear 
H-46 1bt: 94-00 nil 

FlnalJy, roll D1001pin toroch pan todcl:ennine the 'donor' species, 

01 Am 56-57 LlZ2td 
02-05 Ape 58·,9 (k'lOPU5 
06-10 Bat 60-61 Owl 
II-I' Bear 62-65 R:abblt 
16 Beetle 66-75 Rat 
17-20 Bou 76-n R:a\'etI 
21-25 Bull 78 Scorpion 
2~21 Dca 79·90 ShccpIGOa.t 
28-35 DogIWolf 91 Srt2kc 
36-37 Dragon 92 Spider 
3840 Elgie 93-91 Tiger 
41-42 Fros ' 98 Thad 
4,H0 Hont: 99-00 We:asd 
'I-55 Uon 
htJr' 1't:#rIls I per mUl2lCd pan, 

You will hlve to develop your own rules and profile modlfiations 
lor the resulUng bybrld, tlkinglnlo account the body areas aifc:cted 
wd the spedc:s involved. Some of the other muwlons. 5uch as BesIiaJ 
FtJC~ BIni's FHt, hatbfwrd HUh, Furry. MtJCe Tall, PoIL~ful Legs, 
Pr-tbe,.slle Tall, RtuOr' SbQr'p Claws, Scaly Sll,., Scorpion Tall, 
Suclten, 7a1l, 7mtQc:1esand Wings may be usc;ful for terercnee when 
doing so. 

Invent Your Own 
Thls space ttu been leh for you 10 fit mUl2tlons oryour own dctign 
IntO the tlblc. II you do nOi wiSh to design :any mutltlollll of your 
own, ignot'e this result and roll a.ga1n. 

CHAOS IN THE 
FORTY-FIRST 
MILLENIUM 

During the thirty-first millennium, ((:n thousand years ago, 
the Emperor f2a:d and ddea.ted the- forces of WMnwtcr Horw 
alre-r a long and bloody conflict metred to by historiuu 2.'1 

the Inter-legiolUCY Wars. Space- Marine battle-d Space Marine 
for control of tbe human occupied galaxy. In the end the 
Emperor won, although he W25 so scvertly WHkmed tha.I he 
was rendered physically immobile. w.untl$ter Horus, once 
the mOSt trusted of all the Emperor's servants, was banisbed 
together with his rebel legions (now termed the 7reacber 
Legions). 

Horus and his fo llowers were forc(:d to flee into :a volatile 
region ofthe galaxy known l$ the Eye of1t:rror. In this zone 
the forc~ of Quos swirled in constuU wup-srorms light years 
across: energies battling coe-rgiC'lli In an eternal struggle for 
dominance. Although star sfS((:m5 do exist within the Eye of 
'knor, travel betwC'C'n them is almOSt impossible. Only once 
('Very few hundred years do the forces o f Chaos subside 
sufficittltiy to allow spacecraft to mO\-'C within, Into and out 
from the zone. 1bis he-Uish rqion seemed an appropriatt place 
in which to ex.ik Ho rus and his minions. 

But just 25 the Eye of 'n:rror held the Trelcher LcgiOIU, so it 
protected them from the wrath of the Emperor, Exposed to 
the fuU wr.tth of Chaos, the descendants of Horns's foilowcrs 
became horribly twisted. Whco renegades from human space 
fled to the Eye of 'n:rror, braving the Wlup-storms to search 
of sanctuary, What the-y found was a re2.lm of writhing 
madness, where the Chaos-nunut'ed flaws of humanity had 
become- elc:v:ued into a heinous ideal , 

Thday the Eye of Terror harbours RWly horrible seCrets. The 
Reacher Ltg:ioru have been atinct for millcnn1a, but they lm'C 
spawned other legions of Imitators : warriors whose 
appea.r.utCe apes that of the Legiones Astlnes, but whose 
:umour maskt$ a corruptio n o f the body no Ins disgusting 
than that o f t.heir sickening minds. Just like the original 
1fc2.cher Legions, thcsc Chaos renegades nunure a d~thle55 
hat.red of the Emperor and bumanJty. They look forward to 
nothing Icss than the- destruction of mankind, and cspC'ci:ally 
of the Spa.ce Marincs, and to occuions when the warp.SlOrntS 
remponrily abate, allowing the filth of Chaos to spill upon 
the galaxy. 

Just to remind you, we'd \ike to hear your thoughts on aD of this 
(and sec your mutants) . The address to write to Is: On '11Ie SOO, 
lVhJre Dwarf. Games l4.brkshop Design 5rudJo, EnfIeld Chambers. 
J4-16Low Pavement, Nottingham NGI roE.. Next month, arB will 
be back in Its usual format - as If by magic, .. 
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40,000 GAME - GUARANTEED MORALLY PURE B Y THE IMPERIAL 
INQUISITION I CHAPTER APPROVED - THE BOOK OF THE ASTRDNOMICAN 
CONTAINS 96 PAGES PACKED WITH NEW INFORMATION , RULES, MODEL 
UPDATES ANO A COMPLETE SCENARIO FOR WH40K , THE WOLF TIME . 
WHITE SCAR MARINES . OR K DROP LEGION . THE IMPERIAL ARMY AND 
ELDRITCH RAIDER ELDAR PIRATES ALL FEATURE IN OUR OFFICIAL WH40K 
ARMY LISTS TOGETHER WITH FULL DETAILS OF' THEIR EQUIPMENT AND 
POINTS VALUES . .JOIN IN OUR FREE- TO-ENTER WH40K COMPETITION AND 
WIN A VERY SPECIAL PRIZE ! ( NOT FOUR DAYS IN A SAUNA WITH THE GAMES 
WORKSHOP SALES TROLLS . . . HONEST) . PLUS , CHAPTER ApPROVED HAS 
A COMPLETE ILLUSTRATED LISTING OF EVERY MODEL MADE FOR THE 

WH40K GAME, INCLUDING MAN Y NEW ONES . 

REJOICE FOR THE EMPEROR GENEROUS! 



. the bbyrinthinc fUsygcways lDd rooms of 
thc i o( Khonsu is I bbuJous trc.tsurc - tbe 
Elixir Whoever un find it is sure of evcr-Iasting 

Can you rueh lhe Elixir of Life? look oul for Ihe spe(i~1 
$.Ifcoplugus bc~ring the words CURSE OF THE MUMMYS 
TOMB in your Ioul 8~mtll shop. and prcpllC to step inside. .. 

youth and health. But for the nuoy who ,"empt its discovery. 
there is death and tenor to be encountered, (or Khonsu WiS Contents 
nc:ver one to leave his secrets unguarded, 
In this fast-playing. tense and visuUy com~Ujn8 game. onc • 3D playing bond {to be assembled - the work of 
to four players can pit their wits against the fiendish Pynmid. a few seconds} 
Just moving tOWlords your goal is difficult enough. fOl you 0 100 I diE I • ver paying car sing orioDs gypto-co our. can never be sure about heading in the right direction. thanks 
to a dastardly sneaky tJtd-b~sed movement system. And. • 5 metal miniatures - Four for the players. and one 
as you explore. you will encounter the defenses , - --"---, for He-Who-Stumbles-Around-in 
of the Pyramid - deadly IUpS ~nd awesome -Bandages. 
monsters.. 

And. most dangerous of all. there is the 
Mummy! Slowly it will hunt you down. 
stalking its victims relentlessly through the 
puslgevn.ys. 

• A4 sheet of playing counters. 

• 2 booldets: the simple rules and the 
MUMMY'S TOME which shows 


