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The little girl hid under the bedclothes and clutched htlT reg·doll for comfort. From downstairs she could hear 
the sounds of combat as her pBrents valientty tried to fight off thB BeastmBn. ThBn siltmce. A few sBConds 
later there was a loud crash as the door was smashed open, and the sound of heavy footsteps approached 
the bed ... 

In Mlddenheim, He waited. Eventually, there was a knock at the door and a woman entered the room. " Well?" 
he said. She approached the throne and knelt befol'fJ Him, her eyes lowered. "Magister Magistn," she began, 
" they have her. She is safe." The man smiled and allowed himself a sigh of satisfaction. " So we begin," hs 
said, "so we begin. H 

POWER BEHIND 
THE THRONE 

Warharnrner Fantasy 
Roleplay Adventure 
£9.99 

The City of Middenheim. The proud. Bohemian 
fortress-city which stands atop a 5OO-foot crag, 
heart of the cult of Ulric. home to the Old World's 
most famous carnival. A place where you're 
always close to the edga 

But you knew that already. 

White Dwarf regular Carl Sergent is the author 
of Power Behind the Throne, the fourth part of 
the Enemy Within campaign. Ha's the men who 
knows more about Middenheim than anyone 
else, having developed the Warhammer City from 
the sketch in Warhammer Fantasy Rolepltry. 

II's Carnival Week when the ad\ler'lh.lrllrS arrive 
in Middenheim ... 

... Sorn~ Midd~oh~imen b.:1i~v~ trn.t the Cmiival is 
~s old is th~ city. In their version, it wu Armr 
hilJl5Cif . chief of th~ Ttlltognens ~nd founder of 
Middenh~im . who dedued, 'LODg 1w heeD ow 
wwdcriD8 nm IODg OIIr svf{en'll8' This pllce If'ilI be 
our home· so lets fJMfY!' 

Needless to ~y, this ~ compJ~e hogwuh. The 
very fim umival wu held io 181ltn cdebute the 
ending of the siCSe by the Midd~nhnden. 
Midd~nheim b~d bccn cut off from the OIItside 
wodd for over niru: months and 10'15 saved ol1ly by 
tbe DwH'lco tUDJld·{jghlers wbo prolonged the siege 
until tbe ODS<:t of ... inter. ~ tbe [Old sct iD, the 
besiegiDg umy w" forced to retire. ~nd tbe 
Middellheirners ... ere able to celebrate. 
Unfortun.atcly. foodstuffs wac runniog low and 
much of the cuilsiru: cOllllisl~d of rats Ind olher 
unpaLlIlblc.s. EvcrylluDg wu 'lOoked 01 saJled 10 

disguise illl tute. ~nd to this day the evenl is 
commemof1led n Ihe 1812 Over-CUIe. 

Cuninl is Ilw')"5 preceded by a wt on the day 
b.:fore the SUrf of Ibe festivities. It is oot 
tecbnically a fist day. bUI tndilion.a.lJy the 
Middenheimers arc only supposed to ut the kind 
of food avai[abk to their fOleb.:.ars II the end of the 
siege. so mOllt prepare to fUl fOI • day, in 
prcpmtion for clling thelJl5Civel stupid in th~ 
followiDg week ... 



Yet a cloud of intrigue hangs over the place as 
evidence suggests that someone somewhere is 
pulling strings. But who. And why? From amid 
the colourful events and ch(lracters that surrooM 
them, theadvenwrersmay discover a path which 
winds a deadly route through the highest le\lels 
of power. Which events and characters Bre 
significant; which afB distractions, obstacles -
deadly threats? Only a well rounded party can 
meet the wide ranging challenges before them. 
The problem is that not everyone is guilty - and 
some people nead the party's help desperately. 

• OW< = -
... WHEN? 'Ne,lJly two months ~I!O: 

WHERE? 'The ShO'll'bm,' (Grcd PukJ. 
He hId bun out aD the town lnd Iud cnded up 
mildly drook It this Uppcr-dlSS ~tlblishm,nt. 

Sitting Jane in I quil:t C<NlI~t. he ""'5 'ppTOlcbed 
by 2 yQuns WlJm,n. If she is present. Kirsten will 
Dot like this lnSWer. 

WHAT WAS HE TOLD TO DO? At this. ht 
will repeat all the phmes detailed in his NPC 
listing. 

WHO TOLD HIM? ·Ch.ulone: 

WHAT DID SHE lOOK UK£? 'Anrlctive: 
Kirsten ",ill L'ke this lnswer e!'en le5$. .. 

Characters race against time to a heart-stopping 
c onclusion, the outcome of which has far 
reaching consequences. Will they earn the 
gratitude of one of the most powerful noble 
houses in The Empire? Will they smash the Purple 
Hand once and for all? There's only one way to 
find out, and remember - if you slip up. it's a long 
way down. 

___ d r --..... =., . 

... Time each sutiQn Qf the journey. lSk the players 
"'ruch route they Itt taking. and roll the dice 
frequcndy. For e:umple: 

"Ok. yQU SlHI off hete. ,nd the Rap} CoDese of 
Music is here (itJ(.f;winS m,p). No"'. you could 
held dol1tll Fursten ADee 'nd lround the nOfTh side 
of the Grelt Puk, or yQU cQUId ... th,t Wly? RiSht. 
To ~t from one end of the Fursten Allee to the 
other tlkes , bout rhru minutes.. (writes down 'J; 
tolls the dice. leus throuSh book) .. .okay. irs not 
too crowded ,nd people set QUt of the ""y ,s the 
w:.tchmen shout It them to do so. .. (rolls dice ,nd 
consults book 'Snn) ... hmmm. its prctty crowded 
lound the Puk ... (tolls dice ,Slin) .. . Woks like it 
wiD tlke you lbout six minures just to sct lCtoSS 

thc CHIen RinS tQ the 051 Wes. Of course. you 
could held up P,nthers' p,t,de JlJd ,Ions the 
PJlme StrlSSC - its I 10nser route bur it misht be 
less crowded ... (col/sults M,stcr E!'eMS CmJ, roJJs 
dice. leus throuSh book) ... 

...."., = ..... r 

You can play Power Behind the Throne either as 
a stand-alone adventure or as an integral part 
of the Enemy Within campaign. Whichever way 
you choose, it's a city adventure that's tough 
to beat. 

DUNGEONQUEST 
CATACOMBS 
Boardgame Expansion 

£6.99 

I can't remember a game that has produced such 
a deluge of mail requesting an Expansion Kit . 
Well, never fear Dungeonquest fans, 'cause the 
OungeonquestCatacombs are here! New Room 
tiles, loads of new cards, Magic Amulets and the 
Catacombs themselves - what more could you 
possibly ask for? Right, let's take a closer look 
at this tota lly awesome package. .• 

The Catacombs themselves are a network of 
dank, gloomy tunnels that run under the normal 
Dungeonquest board. You can enter the 
Catacombs voluntarily (by finding a passage 
downl or you can find yourself dumped there if 
you fall through a trapdoor or off a bridge (ouch). 
Once in the Catacombs your playing piece is 
removed from the board, and you move by 
drawing one card each turn from the deck of 32 
Catacomb Cards. The good news is that the 
Catacombs are mostly deserted, so if you are 
low on Life Points they offer a fairly safe route 
through the Dungeon, although the Cave Troll 
is one inhabitant you'd be advised to avoid. The 
bad news is that you can't leave the Catacombs 
until you come across a card showing a way up, 
and even when you do find a way out, you ' ll 
never be quite sure where you will reappearl 

As you explore Dragonfire Castle, you may be 
lucky enough to come across one of the l' new 
Magic Amulets. These artefacts are flawed in at 
least one respect - the problem being that you 
don't know what type of Amulet it isuntil it starts 
to do somethingl The way this works is that the 
playerto your right draws a Magic Amulet card, 
and only that player knows when, and how, it 
will operate. You may have found an Amulet that 
allows you to contro l rotating rooms, or it could 
just be that the one you've picked up will strangle 
you as soon as you place it round your neck. Well, 
I said they were f lawed in at feast one respect. 

Next we come to the new Room, Search, Crypt 
and Trap cards, 28 in all. These provide new 
treasures for you to find (including the Magic 
Amulets) and, of course, a whole bunch of new 
and interesting ways to diel You may be pounced 
on by a blood-sucking Vampire, stalked by a 
deadly Doomshadow, or over-run by a screaming 
hoard of Snotlings! 

The package is rounded off with 20 new Room 
Ti les and 8 Treasure Chamber counters. The 
Room Tiles include such goodies as a Bridge 
which crosses open pits. If you fall off, you end 
up in the Catacombs, assuming the fa ll doesn't 
kill you first of course. Or how do you fancy a 
room fillad with giant spider webs? Sounds like 
fun, huhl The Treasure counters include a couple 
of surprises as well, and have more to offer than 
boring old treasure. You may even find a copy 
of the Wizard's spell book, which offers you a 
1 in 12 chance of being teleported straight out 
of the dungeon - just what you need if the sun 
is getting low. Of course. it also offers a 2 in 12 
chance of killing you instantly ..• 

Dung80nquest Catacombs offers a selection of 
naw ideas to add to the game rather than simply 
providing you with Cards and Tiles that are just 
veriations on those in the original game. It has 
to be said that using all of the new bits and pieces 
makea it even more difficul t to get out of 
Dragonfire Castle in one piece. 8tJt then, nobody 
said that being e brave adventurer was going to 
be easy. _______________________________ -~~:3 . _G",m. 0,,;, "d S", M."",,o, J'N;' John'"" ~~:l"'--



ADVERTISMENT FEATURE 

HittiNG Out Witl] 

i 

---_all ... By Steve Jackson .. __ -=::: 
'Interactive telephones?' 

'Yes: said the voice at the other end. 'And we'd like 
to talk about doing your ildvc:ntures.. We can record 
the: tcxt digitally .. : 

I had already stopped listening to Tony by this point. 
As he went into some:: of the: technical details of 
his SystCHl, ideas and images began rushing into my 
head. It was as if someone had just invented the: home: 
computer and was asking whether I would like: to 
develop the first computer game programs. The 
possibilities were truly exciting! 

IN ttJE BEGiNNiNG ••. 

After 5e'/tTU meetings wjlh Tooy led Bret Pirttutt of ComputerdU1. FIST 
begiD 10 evolve Tipidly. Tooy. Bret 1M Moolc H.ukins. their compuler 
wlUzz. 'll'eTC the idel.l ~oplc 10 develop the s}'!Iem 'II';lh. Nothing III1S 
impossihle. WeIlllmost. As ideas came up for dC'ldoping the Idventure 
inlO In entire glme ""orld. mOSI companies ""ould have said: Too much 
hassle. 1..::t's jusl stick 10 hasiCS: Bul Ihe excitement IUS infe"iou5. We 
all knew Ibal ... , ... ere hrcaking IIC'IO ground. For insunce. Ibe comh.1.! system 
involw:s skill rllher Ibln pure luck. bUI players haw: to leam its secrets. 
They (,tn praclise: their skills al a School of SwordmaslCry (n09 Ihe 
Adl'Coturcrs Aadcmy). Sound effecls are used 10 give ludio clues ~ike 
listening II doors etc). 

We did (oDSidcr Ihc possibility of two callers. in Ibe Slme room II Ihe 
s.ame time. being ahle 10 blk 10 one anOlber. Sidly. lhis 'II'a8 nOllechnically 
possihle. 50 inslead we laid plans for Ihe Black aaw TIl'Crn. I group 
conversalion line· roon to be installed especially for FIST players. And 
Ihe firuJ adventure is infinitely expandahle. Since the program is stored 
lID I siDglc compu~ il CUI be continuilly tdipted and clunged 10 incorporate 
ncw idels. Apart from allihe things ... e could do with Ihe attull system. 
Tony ... u keen on giving a ... ay cash prizes. n Computerdiu "ready do 
in Iheir Trivil Line. This proved to be a useful consideration ... hen dealing 
""ith Ibe matter of cost for Ihe end user· hUI ""e'll come hack 10 Ihll. 

1:hl<" Lain Of the DeMON PRiNce 

Over Ihe nexl monlh, I ""orked day and oighl on Ihe Cude M,mmon 
Idventure. Once Ihe dungeon had been designed, tbe nunuscripl rud 10 

be prepared like a cross between a F"lfJhtinS Nntuy book, I computer 
program lnd a radio drama script. noting tbe differenl voices and inserting 
pauses for $Dund effects. Bul for me. the highlight WIS the ""eek in Ihe 
recording studio directing the prodUCTion. Audio--video is my mljor hobby 
.and I have I small soulld and video studio II home. Butlnlfkiog with l6-track 
desks lnd digitll effects machines hid me on 1 permmenlldrenlline high! 

The fiD.l.I product ""as FIST . Fanlasy InteuCTiw: Scenarios by Telephone. 
If you haven'l yet called the FIST number, 1"11 just go through what FIST 
is all about, 

WelCOMe to FISt: 
When you dial in 10 FIST. a numher of options are nwhk md yOll 
scieci your cboices by dialling wlillst you arc on the line. Firsl of all you 
ruve the choice of either going $!tughl inlo the Idventure or using one 
of the olber FIST features. like the AdmltulCfs Academy monsler blSh. 
Wben yOll go off on the adveoture. the idel is simillr to an FF Book 01 

I compUlet adventure p,me. bUI the sound effects really do h,ing the 
adventure 10 life. 

When it comes 10 fighting monsters. your b~ttle takes 1 series of combl! 
rounds. Again yOll dwas you listen· lOY number from 0·9· and Ihe sound 
effects will ten you ... hether you ruve wounded 01 killed the monster. or 
whether it Ius wounded you! The idel is to find the SCClet escape route 
from the dungeon Ind relllm 10 tbe !w:Iveotureis Guild in Beckhridge with 
IS much gold IS possihk Your score (in gold pieces) is recorded !I the 
Guild and Ihe highest $COres of the month ""in plizes. Callers might even 
win prizes of real gold in competitions to be ron by Ibe o'l!lniscrs. 

1:J}e Cost Of HeROiSM 

We then bad to 111m OUI minds to the call e!u'l!es. It's no use having :a 
fantastic product thlt's 100 expensive for anyone to buy. All c.ills go direci 
to British Telecom Ind from Ihere tbey m routed to the FIST computer, 
Thele ""IS no olher option open to us. lnd Ihe cha'l!e ""as fixed by BT, 
We therefore had to start devising some 1U)'5 of keeping prices lelsonable 
wilhin Ibe system. by minimisinS dehys. providing shoncuts etc. We came 
up ""ilh scvcul idels here. 

First of ~ll, you won't have 10 stili Clch Idvenlllre flom Ihe bcsinning. 
We arc developing I system whereby. once you hive I characler inside the 
G.rstk Munmoo dungeons. you CUI store h.im in Limbo lie; 00 the computer) 
for up 10 a month. Using I code system, you Cln then letum 10 pick up 
the adventure whac you kft off ala future dne. And phones th.!t arc l1fMF 
compatible (ie; phones ""itb keypads Ihll Ktld dial lones which can be 
lC~d by I computer) cln Skip Our. If you are in I SCCtiOh of lexl with 
which you are already umiliar. lnd you know which option you will be 
choosing. you tin inlC1T\lpl the tUland shoot stnighl to the next section. 
This s.aves loIs of time. UnfortuD.l.teiy. il docso't work with ~ll phones; 
lOUry dialling phones. for instlnce. are not urMF comp~tihk But 
Compulerdiu tin supply I Tone Dialler ... hicb you get free ... hen you 
join tbe !w:Ivenlllrer's Guild (the FIST Player's alib). You hold this liHle 
device up to Ihe mouthpiece when pressing one of its boHons 10 make 
I choice. Ind it ~ends urMf signals d09n the line. 

Computerdiu also suggested letumiDg some of the till money in Ihe fOlm 
of competition prizes. IS I menlioned earlier. Tony and his colleagues arc 
currently investigating 1 number of cost cutting options which 1J\ly be 
insulled in the lICit future. 

So there it is. FIST is horn. And no douhl it will be the firsl of nuny 
tdephone glming systems. I only bope trut it is played wilh the same 
kind of enthusiasm IS I had writing it. Now I must get hack to 'll'fiting 
the second FIST adventure. .. 

The FIST number is 0898 800 876. We would like to hear from any readers 
who have played FIST with their views on this ncw dimCllsion in role· 
pUYlng gimes. 



All )00 have 10 do to cam this infinitely large kaboodle 
is answer the following, simple questions. ART-OUT! 

.~~~-----------

NEW BWOD ... 

Another influx of new faces into the Studio of late. 

Darren Matthews, is our new rlgure painter. Damn 
made it to the top after the flood of applications had 
been sifted. Look out for his Yotlrk in future '£ary 
Mefl1ls - we think you'll be as impressed as we were. 
Darren, a trained archaeologist, has been painting 
figures lOr the last 4 years, and he !lOW prefers wielding 
a paintbrush to a pickue. 

Derric:k Norton is a new face in the writers' dungeon. 
After working on the WFRP adventure ~ Grrzpes 
of l*ath in WOOS and on Ibwtr &hind I~ Th~ 
the poor Lancashire lad has finally been chained 10 
a word-processor full-time. 

Nigel Stillman is yet another ex-archaeologist. What 
with him, and Damn, and Rick Priestley, and Graemc 
Davis, OW now has a veritable burrowing of 
archaeologists - if that's the right word. Anway, Nigel 
has been a wargamer since be was litde, and he's co­
written a book on annies of the Ancient Near East (in 
between digging lip Black Death victims). Now he's 
a full-lime Warhammer battlegame writer, you'll be 
seeing some of his work in due ccnme (pages 59-60 
of this very WD, as a matter of fact). 

Lastly, there's Pete RegIm, who's nor an archaaJlogist 
but here as part of llis college course. He's gQ( the 
daunting task of Ilelping catalogue all of the figures 
the Art Marines have painted in !he past. It"sdoubtful 
whether anybody's told him how many !here are . .. 

DISAPPEARING DANIEL 

Despite every effort, the Art Department has been 
unable to contact old White Dwarf artist Daniel 
I...owday. lf}OO're out there. Daniel, please get in touch 
willi !he Art Department aI the Design Studio. 

1. Which magadne wu the forerunner to 
White Dwarf? 

<a) Underworld Oracle 
(b) Cheap & Cheerful 
(e) Owl & Weasel 
(d) Rat & Fern! 
(e) Trollcmsher 

2. Who was the nrst editor of WD? 
(a) Steve l ackson 
(b) Ian UvingstoTIC 
(c) Mike Bmnton 
(d) Paul Cockbum 
(e) Rick Priestley 

3. When did WD go montbly? 

(a) WD38 
(b)WD26 
(c) WD90 
(d) WD42 
(e) WD32 

4. In astronomy. what I!! a white dwarf'? 

(a) A type of comet 
(b) A small, high density star 
(c) The opposite of a black hole 
(d) A Soviet unmanned probe 
(e) A brand of telescope 

5. WhIch of the following is 1WI II Dwarf'? 

(a) Wilrdancer 
(b) Engineer 
(c) Troll Slayer 
(d) Thnnel Fighter 
(e) Giant Slayer 

Let us have your entry on a pos«:ard please, by lune 
30th 1988. The competition is not open 10 employees 
of Games Workshop or Citadel Miniatures, or their 
families. The judges' decision is final and no 
correspondence will be entered into. And official 
competition'speak like that. Anyway, good luck to all 
of you. We'll anllOUlJce the winDer in WD as soon as 
the resul t is known. 
A thousand issues ofWD 'M>IlId make a stack 4 metres 
(13 feet) high, contain eighty-four thousand pages, and 
almost a hundred million words. That's more gaming 
material than there are facts in the Encyclopedia 
Brittanica. There might even be an article on the Funir. 

SPEUING COMPETITION! 

Warbammer Fantasy Battle magicians have 100 of 
spells 10 choose from, but we're still looking fin more. 
WD is planning a new column of WFB spells and 

WIN THE NEXT 1,1XJO WDS! colourful spells for \\arhanuner Fantasy Battle, why ~
. magic. so if you have devised any interesting, new and 

00( type them up, slap them in an envelope marked 
Now there's a thought. But that's just what a lifetime 'Hbrh.ammer Magic', and send them 10 us! Any spells 

John Blanche has been a difficult man 10 talk 10 recently. 
Now don't get me wrong. He is his usual affable self. 
It's just that no-one can get into his office for the 
mountains of drawings, paintings and models that 
people have been sending in. From somewbere behind 
several. stacks of artwork, lo1m asUd us 10 let)OO know 
that the figure painter vacancy has been filled (see 
aboYe), so please - don't send any more figures 10 us. 
Because of the huge number of models (and artwork) 
received, )00 might have to wait a while fin an answer, 
but rest assured, OTIC will arrive eventually. Both John 
and Bryan (da Boss) Ansell thank you all for your 
interest and enthusiasm, and you'll get a reply soon. 

If anyone wanlS to send John flat anwork, then he'd 
prefer it 10 be in the fonn of good quality photocopies, 
so there's no danger of an accident 10 your masterpiece 
either at !he Studio or in the post. 

WARHAMMER 40,0(}() DAY 

A mole somewbere in !he retail dcpartmc:nt has leaked 
informadon that all UK Games v.brkshop SlOres will 
be holding a Warbammer 40,000 Day on Saturday 
April 16th. This spectacular event will include some 
splendid demonstration games. Mm sure you 
teleport over 10 OTIC. 

CALLING ALL CHAFfERS! 

Teleport in to Campa1gn '88 at Woughton Leisure 
Cenlre, Milton Keynes on June 4th-5th, where the 
MillOn Keynes Wargames Society will be hosting the 
first national Wlrhammer 4OPOO Competition. There 
are places for 24 commanders in four rounds of 
competition over the two days, with trophies for first 
and second p\acd and a prize lOr the best-painled brce. 

Contact Imperial Commander Dean H Bass, 14 Skeats 
Wharf, Pennyland, Milton Keynes MK15 SAY, marking 
)OOr envelope WH40K. The closing dale for entries 
is March 28th 1988 - so do it now! 

I 

'

subscription could mean; assuming we're both still published will win the contribulOr a £20.00 GW gift 
.. __ ~.:rou::"~O:f~"::':n<:,. ________________________ ~","::::h~::! __________________________________ 1;~;::::::::::::::::::. ____________ .. 



A brief glimpse of Games Workshop's forthcoming, but as yet 
untkled, game of the near future. 

The chain gun hadn:t fired for a while, but the barrel would 
scorch bare f/es . So would the hood. It's hot out here, 
misleading be ·1i sthe goggles cut most of the glare ... 
Denver, n}!18-l1ig~ citv";" Dinn'acle~of The Agency 's men and women, are 
achievement,..8Odtbe~mtestgro,'tlllOg drawn from all walks of life. They 
conurbation l,n the::! United States. have a career that is exciting. 
They say it's never 9oiet(Throughout glamorous and above all , short. An 
the h!gh( you can-liear.:.the umble of Op might die in a maner of weeks. 
the arR's factorie,s. he smel~Qg A good Op could last for months. 
worksllr\<f 8sserT)bly lines. And~ tPfe,Someone with talent - well, who 
steady" stre~m of helicoP.tersNTO Rn~S? 
jet liners t9rm a counter-beat>to th,~, 
pulse. :---1..h~t2!r.eq: . f evangelism~ Cita e~s 'es provide bikes and 
rhe~orlc IBnd invective, the clubs, cars with mterctlangeable weapons. 
casinos and~heatres are. the only Citadel metal provides new models, 
retreat . . Rou~ ecre~ stralgh~est, street fighters and car variants. White 
the main ar.t,ery between the wo Dwarf supplies new games, rules and 
coasts . . Ro~e 90 ~raclfs the w t. weapons systems. Games Workshop 
mountainous terraln-.; front an infinite board, concise, well­
This is the 'om' of Tum er, Harvest illustrated rule~ and ~ stand~rd of art 
& Ramirez,:: ~he ria'l1esm ay p,ange, and p,resent.atlon w!thout rival : The 
but the~enqy:t reputatiorogrows. game s deslgn~r, Richard Halliwell. 
It takes"its pte 0 ~e Fec(eral and comes up with a .tr.uly elegant 
State contractS in Colorad(i and the wargame, a feel for dr!vmg way-too­
neighbouripg tates .. TI;iEi gency fas~, trac~ generation syste!TIs, 
deals withiiar(j, organised ~ bs on ve~lcle design rules. power-to-welght 
the Eas~ ~~ast strip, and crazeCl or r~tlos and an awesome array of 
desperate utlaws operating out of firepower. 
the shanty towns or remote mountain 
fastnesses. This is it. 
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JIlAPIER CARRIER I 
!",ITH MULTI-LASEIl 
Rapier carriers are incorporated into 
Imperial Army forces at both the company 
and regirnentalleveL Each troop company 
has a support squad which ideally includes 
5 Raph~r carriers as well as other mobile 
support weapons such as Mole Mortars. In 
practice, the natural attrition of 
campaigning tends to mean that support 
squads operate with whatever they canget! 
They are easily distinguished by their blue 
'artillery' unifonns, with yellow shoulder 
pads bearing the company insignia. 
Individual Rapiers are also used in the front 
line to support infantry squads. 

At the regimental level, Rapiers and other 
heavy weapons are organised into whole 
support companies. These unwieldy audits 
are used to provide heavy bombardments 
or en masse support for major offensives. 
In theory, a company comprises 10 
machines, often divided between 2 types, 
such as 5 Rapiers and 5 Mole- Mortars. But 
they are often reduced to so few weapons 
that they are forced intO a supporting role 
on the battlefield, rather like the company 
support squads. 

Regimental support companies wear the 
same blue tunics as the company support 
squads, but with a distinctive red shoulder 
pad rather (han yellow. 

RU L ES 

The Rapier has its own profile like any small 
vehicle. But unlike a vehicle, its crew may 
be targeted separately. When it becomes 
necessary to randomise hits between the 
crew and carrier, roll a D6: 1-4 the carrier 
is hit ; 5-6 a crew member is hit . 

Rapiers have a c rew of 2 . With both 
crewmen the Rapier may move and fire 
during the same turn , even though the 
weapon carried is a slow loading weapon 
and cannor normally do so. If a crewman 
is killed, the weapon may not move and fire 
in the same turn . 

Rapiers are equipped with an autO-drive 
which allows the carrier to move forward 
on its own, thus making it possible to move 
and fire during the same turn (with full 
crew). Rapiers also have a targeter to 
improve the accuracy of the weapon 
carried . The crew are still required to 
operate and fire the weapon as well as to 
direct the carriage itself. The Rapier 
illustrated is fitted with a multi-laser: a 
popular and effective support weapon 
easily recognised by its quadrupai laser 
chamber. 

-- - ---

+ 
~ , 

Rapktr Gun-carrier wHh 
multi-laser 

Land 
Max Ac,d 
Speed dec 

24 6 

CpTDSvEqW 

2 8 1 622 

r Equ~p~ent : Auto-dri~e, Thrgeter I 
Weapon: Multi-laser 

PV 187 + Crew 

-Pe.a .. 1101 in my oO(1l>11lory.-

D~--

o 

Optional Rapier systems: The Rapier is 
capable of mounting a variety of heavy 
weapons. This may be achieved without 
converting your model, so long as your 
opponent is aware which weapon is 
being mounted, and the appropriate 
points cost is paid. To substitute the 
multi-laser for a multi-melta costs + 10 
points. 1b substitute the multi-laser for 
las-cannon costs + 50 points. 

IITtril>lllcd 10 J .... MDfdiko, 
ComllUuder. \3tbJ5rh Support Resimenl 

Rick Priestley 



SPECIAL OPENING OFFERs AT 
GAMES WORKSHOP 
SOUTHAMProN! 

loo/r; our lOr JllpeT boirgains and special otTers aU 

"" ~~~ !~ COMPErmON! £5(j PRlZEJ 
GAMES 'M:JRIci~ 0( a I'OIIcher fur £50 IOI:>Tth of 

we like best. Come ~~ for the fantasy outfit 
anylhing)OO Iikc _ bur don'! ;:. or a WIUrd Or 

please. nng .ny _POIl5, 

. • 1OO GAMES AT £1.00 EACH' 
SpecIal ba'illillll on the day incillde !he fi' _ 

game, III jua £1.00 u'S: "'" 
Kl x DUNOIlONQUEST 10 x~~~luding; 

10 x WARHAMMER FANTASY AMMER 4{IJ)J(), 
EDmON). 10 ~ WARHAMM~~~RD 
ROLEPLAY. 10 x FURY OF 0 

10 , TAUSMAN. 10 x CALL OF~' 
10, BlOCK MANIA '-'"ULHu. 

ROLEPL\Y 10' JO I JUDGE DREoo 
(Ma... I "-'Pin . a BlOoOBCMIL! 

pm,: per 0II$I0n!er "'lUI< IaJCb 1001) 

'PWS' 
The fi!!r /0 pe<.!ple in the ' . 

Limited Edition T-shirt ::: 10 =ve a lpecial 
ilem!) and there'lJ be --." l' 10 be a coIle.:ton 

..,....,.13 I VoIIs There' T-shirts 
1.1 we!!! 

• CELEBRITIES' 
Look our for the GAMES 'M:J ' 
as well as the fantastic M...,...,.~HOP celebrities 

, 'nLORE creatures and 
IJlOnSlers! 

PIeo~ ""'" !hat all 'pcoial otr.n 
SoIItham~ OIl the Grand ~Y only ., 0-.. ~ 

_ ...... D'\! 0Iy, IISIh April 19881 TO THE SEA 

~TM 

~ 
at 

23, EAST STREET, SOUTHAMP'ION 
101: 0703 331962 

ON SATURDAY, APRIL 16th 1988! 
DOORS OPEN EARLY! 

Normal opening times 9.30am-5.3Opm 
Monday-Saturday 

SOUTHAMP'ION 

WHITEJDWAR • 



Dare you enter the dread Pyramid of 
Khonsu? Hidden within its ubyrinthioe 
passageways and rooms is an awesome 
treasure - the Elixir o( Life:.. But to find 
it you must avoid the many deadly traps 
and guardians that Khonsu left to defeat 
any who might try to claim his life's work. 

CURSE OF THE MUMMYS TOMB 
is a fast·playinS and excitinS same. that pits 
2 to 4 puyees against each other and the 
fiendish pyramid. Just reaching the treasure 
chamber is • difficult task, dunks to the 
dastardly sneaky cud-based movement 
system. As you explore:.. you have to 
overcome the many de(ences o( the 
pyramid - most dangerous o( all being the 
Mummy who stalks the passageways in 
search ,o( unwary archaeologists! 

If you dare take up the challense. look out 
(or the special sarcophagus bearing the 
words CURSE OF THE MUMMY'S 
TOMB in your local games shop. and 
prepare to step inside:.. .. 

--CONTENTS .• 
* Stumg 3-0 pllying bo1rd (assembled in 

a couple of minutes) 

* 0", 100 fulkolour pbymS unIs m glorious 
Egypto<olour designed by Gary Chalk 

* 5 metal miniatures - ~our player characters. 
ond one Mummy. d,,~ by Citad,r, he 

DeSign team 

* 1 sheet of full-colour counters 

* 1 Rules Sheet ---__ Plus __ • ___ • 

* The Mummy's Tome - explaining how 
all the special cards work 
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IFILOA 1r II NG 0 GAlmlDIENS 
OIF IBAltlIIBt:lIEILOPlid~ 

------------By Basil Barrett-------------

BACKGROUND 
This scenario was originally writtrn (or USt as:l compdition 
event at Games Day 1987. We have published the adventure 
50 that you will be' able to reproduce the competition . The 
scenuio also serves as an introduction to the fonhcoming 
supplement detailing the land of Lustrla, (see WFRP World 
Map, p272), At Games Day the party had to pb.y the part of 
:l sm:tll band of pygmies, and we have included details of this 
party 50 that you can use them too. You should carduUr read 
the notes on Wltchdoctors, Ancestor Spirits and the spell 
Control Spirits before st:lrting play. 

If a conventional party is used there is a significant chance 
ttw playm willl~ f.tvouritr duractrrs. Much afthe scmario 
is gearW t~ pygmies, (some tunnel heights, the presence 
of pygmy ancestors and.so on). 2nd a party without access 
to pygmy-magic may find some areas extremely difficult. 

the py(jml€s o~ tustRla 
Many tens of thousands of years ago Lustrla was visited by 
a SlllShlp 'manned' by a diminutive race of space travellers. 
Unfortunately the landing did not go according to plan and 
the survivors of the crash were forced to adapt to their new 
home. ~ty ;uguments about whose fault it was soon escalated 
intO conflict and the pygmy ancestors developed a foolproof 
method of dealing with their opponents: they ate them. 1b 
be fair, the pygmy ancestors had always re-cycled dead 
colleagues and merely extended the process to include 
hunting. Since the food. usually objected to this, sophisticated 
techniques were developed to bring prey back alive, (eg 
paralysing poisons). In short, the original space travellers lost 
their technological knowledge 
but reta.lned an active interest 
in the culinary arts. Pygmy 
weapons include fue-hardened 
wooden JaveUns (-1 Dam), flint 
daggm(-l Dam) and 'throwing 
clubs'. The latter weapon 
counts as an improvised 
weapon In melee and as a 
throwing ax when hurled (-I 
Dam). However, the most 
f.woured weapon is a poisoned 
blowpipe dart . Daggers are 
tucked into a belt with room to 
hold sLx dans and a pygmy can 
carry his blowpipe plus dub, or 
blowpipe plus thrtt javelins, In 
his shield hand. 

wltchOoctoRS 
Witch doctors are special tribal 
priests or shamans found 
amongst the pygmies. They 
always fo llow one of the two 
major pygmy deities (se e 

• 

below) and have differing abilities according to which of the 
deities they support. They have some similarities to the 
A1chemists of the Old World in their reliance on herbs and 
preparations, and lower magical ability than Wlzards of the 
same level . 

When male twins are born in a pygmy village a feast is held 
to celebrate the event and the twO boys are ritually appointed 
wltchdOctors of the two gods, Beesbok and Brobat, with the 
fatter youth being assigned Beesbok. When they te2ch the age 
of fifteen they att given huts at opposite ends of the village; 
each then dedicates the remainder of his life to serving their 
god. If there is already a pair of wltchdOctors, the twins act 
as apprentices until the death of one of the witchdOctors (see 
below). When female twins att born a feast is also held to 
celebrate the event , and the two girls are ritually appointed 
as spedal 'Guests of Honour '. They do not te2ch the age of 
fifteen . 

Note that a village will either have no wltchdOctOr, or two 
of them (one of each deity). However, each wltchdoctor 
pretends that the other does not exist . If asked, they will say 
that they are the only wltchdOctor In that village. They never 
speak to each other and avoid meeting at all times. 

A1though they have some speUs, they normally only use these 
in self defence or while away from their home village, 
preferring to treat day-to-day problems with herbs, drugs and 
potions. Their actual aPJ»03.ch varies according to which deity 
they follow ; if a villager came to see them complaining of a 
rival In love, 8c:esbok's witchdOctor might prescribe a love 
potion to be given to the object of their affection , while 
Brobat 's would probably offer a vial of poison to be given to 
the rival! 

Pygmies serve no time as an 'Initiate', becoming Level 1 
Wilchdoctors automatically on their fifteenth birthday 
(throUgh divine intervention). They are otherwise: subject to 
all the normal rules for Priests (WFItP pp149-151). A settler 
who wishes to become a witchdoctor must first serve an 

apprenticeship as an initiate to 
a pygmy witch doctor as if 
following a normal priest 
career. When a witchdoctor 
wishes to advance a level he 
meditates in his hut for twO 
days and nights and then 
achange5 100 EPs per level for 
a roll on the Cleric Advance 
Tabk, modified by behaviour 
as normal (WFRP pI50). 

When one of the witchdOctOrs 
dies, whether from natural o r 
unnatural causes, the other 
leaves the village 10 take up a 
wand(:ring Ufestyle. He IIl2}' be 
persuaded to Join parties of 
adventurers for short periods. 

Note that there a~ three new 
spells Included in the lists 
below - these att included in 
the Lustria 

will need it for 

tZAahiU'I ~ 11 
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Advance Scheme - Level 1 

M W T W In el 
+2 +10 + 10 +10 +10 + 10 +10 +10 102 

Advance Scheme - Level 2 

tWD lot 
-I +10 +10 +1 +1 + +2 +2 +2 +2 +2 +2 +2 202 

Advance Scheme - Level 3 

I Applies to Witchdoctors following Beesbok only. (They art 
apected to become extttmely fat in imitation of their god, 
resulting in a reduction in their Movement ratt:). 

1 Wltchdoctors (ollowing Beesbok have this added to their 
Fel, Witchdoctors following BroOOt have it subtracted. 

Skills - Levell; Blather; Brewing3; Cast Spells - Petty Magic; 
Consume Alcohol3; Herb Lore; Identify Plant; Mclimc; Night 
Vision4 , 

Sldlls - Level2z Cast Spells - Clericall; Cast Spells - Control 
Spirits (L); Cure Disease3; Magical SetlS(:; Manufacture Drugs 
(Naturnl only); Prepare POison4; Public Speaking3, 

Skllls - Level ,: Astronomy; Cast Spells - CleriC2.l2; Cast Spells 
- Create Mannikin4 (L); Cast Speils - Quicken the Seed3 (l); 
Divination"; Magical Awareness3; M2IlUfacture Potion. 

Key: 
3 Beesbok Witchdocton only. 
-4 Brobat Whchdocton only. 
L New s~ll in forthcoming lustria supplement. 

Magic Points: 204 at Levell; 206 for each additional leveL 

Trappings: L:arge hut (d:ark :and gloomy); 206 gourds of 
various herbs and powden; Rough stone pestle :and mortar; 
04 c:ages conUining D6 small :anim:als, (chickens, sn:akes, r:ats 
or birds); Coloured beads, dried lizards etc. 

Becsbok: Blowpipe; Qub; 204 gourds of beer; VJ.ri.ous foods. 
Brob:at: Staff; Feathered head-dress; 204 human fingerbones . 

career Exits: Witchdoctor - of next level up (maximum 3rd). 

BJ.20Bat an/:) B€€SBOk: 
Patron Gods of the Pygmies 

Description: According to pygmy myth, the world w:as 
cre:ated by thirteen short gods who then joined in :an immense 
feast to cclebr:ate. During the feast two h:alf-brothen connived 
to murder the other eleven gods, and even to this d:ay they 
still dine on the flesh of their fonner comr:ades. 

Of the two gods Brob:at is the mott thoughtful :and sober :and 
is depicted in legends as:a devious schemer. He is intelligent, 
self-interested and wholly without mor:als. His sphere of 
influence is work, suffering, dise:ase :and death, politic:al 
intrigue and the acquisition of power for its own sake. He 
appean:as:a huge pygmy . fully six feet tall wearing crocodile 
skins, a feathered he:ad-dress and c:arrying a stout wooden rod. 

Beesbok presents a much jollier im:age. He h:as no interest in 
working, scheming, thinking too hard or doing anything other 
than eat, drink and generally h:aving a good time. His sphett 
of intettst encompasses all the principle leisure activities, 
health and well·being, together with the promotion of 
lethargy. At five :and:a half feet he is tall for a pygmy but short 
for a god. 8eesbok is Stocky, squat, dark·skinned, unwashed 
and has :an immense paunch. He is is often naked, but may 
we:ar a simple loincloth and carry :a club or blowpipe. 

The witchdoctor of Beesbok is most popul:ar with the villagen 
- they come to him bec:ause they :assume that he will want to 
help. However, the witchdoctor of Drobat is unpopul:ar :and 
generally shunned, but the villagen never openly oppose him 
and seek his advice because they:are :afr:aid of the retribution 
ofBrobat. When a vilbger has a problem (illness, rival in love, 
flatulence etc) they will secretly consult both witchdocton 
:and attempt to implement two sets of (usually extremely 
contr:adictory) advice. 

The names attributed to these gods vary from village to village, 
the names Brobat and Beesbok :are used only as an ex:ample 
and the GM should invent:a new pair of names for every other 
village vished by the :adventurers. 

Alignment: Neutr:al (Beesbok tends to Good while Brobat 
tends to Evil). 

• 
Symbol: 8eesbok's symbol is a crude semicircle with its ends 
upwards (said to resemble a smiling mouth), while that of 
Brob:at has the ends downwards. Many pygmies c:arry this 
symbol on an item th:at can be quickly inverted, (such as a 
shield), so th:at they can present the correct symbol if they 
should happen to meet either one of the witch doctors. 

Area of Worshipt Brobat and Beesbok :are revered 
(worshipped would be too strong :a term) by pygmies 
throughout Lustria. 

Temples: There att no temples as such, :although the huts 
of the witchdoctors are considered holy pl:aces :and the n:ame 
of tach god is never mtntioned in tht hut of his haJf·brother's 
diSciple. There is no centr:al organisation or communication 
between followers of the gods in neighbouring villages . 

• 



Friends and Enemies: The reb.tionshlp between the twO 
witchdoctors Is often extremely strained and disputes are 
common, (211 the other villagers will stay Strictly impartW 
while secretly maintlining to both of the wltchdoctors that 
they have their exclusive suppon). However, both unite in their 
hatred orthe 'New Gods'; the various Old World and No~ 
gods that settkrs have brought with them. The other native 
Lustrian deities are usually toler.l.ted. 

Holy Days: There are no special holy daysj praise is given 
to Beesbok whenever there is a Urge feast and respect isshown 
10 Brobat whenever there is a death in the village. 

Cult Requlremenu: As St2ted, only twin brothers among the 
pygmies become witchdoctors. Either type of witchdoctor 
would welcome a settler as:l. desciple, (believing this would 
give them greater authority than their opposite number), and 
such 2. trainee witch doctor need not be one of a pair of twins . 
However, they must first convince the witchdoctor that they 
have not and will not have de:illngs with the other witchdOctOr 
In that village. 

Strictures: Those professing to follow Bttsbok must never 
refuse an offer of food unless they know it to be poisoned 
o r otherwise dangerous, and must share their own food jf 
requested. Followers of Brobat must never willingly give 
another food and must never Ot in the sight of others (they 
frequently claim never to eat at all 2.Ithough this is entirely 
spurious). Both of the wilchdoctors must listen attentively to 
the problems of any villagers who come to see them (thOUgh 
they often pretend to be out when gossips or hypochondriacs 
come to visit), but need not necessarily give any advice or 
assist2nce. 

Spell Use, Wltchdoctors of Brobat may use all Petty Magic 
except Remove Curse, and all Battle Magic (of 1st-2nd Level) 
save Cure Ligbt Injury. Witchdoctors following Bttsbok use 
2.11 Petty Magic except Curse, and all Elem~ta.I Magic (lSt-2nd) 
except Assault of Stones. 

Skllls: The skUls available to witchdoctors of 8eesbok 2nd 
Brobat have bttn listed 2.Iready in the advance scheme. 

trials: lfials set by Beesbok always Involve the consumption 
of Inordinate amounts offood and alcohol. lHais set by Brobat 
usually involve the removal of a political opponent (but never 
a witch doctor of Beesbok) by the use of poison, or success 
in some corrupt or depraved scheme contrary to the common 
gCH>d . . 

Blessings: Brobat steWf.lstly refuses to give Blessings and may 
bestow a minor curse on anyone who preslsts in asking. 
Beesbok favours skills such as Brewing, Cook, Consume 
Akobol, Cure Disease, Gamble, Heal WfJunds,jest and Luck. 
'Jests favoured by him areBlufJ, Disease, Gambleand Poison. 

anC€stoR SPIRItS 
Ancestor spirits are the ethereal residue of dead pygmies who 
return to visit the living to give asslst2nce (benign spirits) or 
seek retribution (hostile spirits). They have Nigbt Vision to 
48 yuds. Ancestor spirits are usually nule, but some 10% of 
them are female. Hostilespirits are normally encountered ooly 
at the place of their doth on ceruin nights of the year when 
they come out to plague the living(who St2y close to the village 
fi~ and rely on witchdoctors and benign spirits to protect 
them). Away from their place of death hostile spirits can be 
encountered after summoning by a wilChdoctor. Benign spirits 
often visit on a whim or to give some assistance to their 
descendants, and are never too far from their old villages. 

Pbysique: Benign spirits cannOt be seen in daylight. In 
darkn~s they appear as a translucent image looking as tbey 
did at the prime of their life (this may be their n;tencal. prime, 

so they c:m appear as wise old m~ or wom~). Hostile spirits 
appear as glowing pygmy shapes; they have 2.Iways died a 
violent death, sometimes at the ghostly hands of other hostile 
spirits, and 2.Iways appear as they did at the mom~t of their 
doth (usually with faces twisted in agony). 

Psydlologlcal 'Iraits: Spirits are subject to Instability unl~s 
within 48 yards of their physical remains Or place of de:lthj 
they are otherwise lnunune to all psychological tests and 
cannot be forced to leave combat. They may cause fear in living 
creatures and terror in pygmies. 

SpecW Rules: Spirits cannot be wounded by non-magical 
weapons and cannot cause dam2ge thonsdves (excqJt through 
spell use. see below). A living creature struck by a spirit must 
make a Cool t~t or flee (a pygmy will be subject to terror 
instead). Anyone who fails this test but Is prevented from 
fleeing (eg is physically restrained or locked in a room with 
the spirit), must make a second Cool test or die from heart 
faHure. A pygmy who is subject to terror from a hostHe spirit 
and not rescued before daybreak (ie when the spirit causing 
the terror is forced to vanish), must also test against Cool or 
die as the spirit attempts to take the pygmy's spirit with him. 

Spirits may move small objects as the Elementa.l Spell Move 
Object , but lose two WfJunds och time they do so. They may 
not move the remains of dead pygmies, but can otherwise 
move: any Single item with t~ encumbrance points or less. 
They can use this power to make thrown wopon att2cks with 
daggers, small improvised wopons like rocks etc using their 
BS score. Since they lose two WfJundseven if the attack misses 
they prefer to rely on their ability to cause fear whenever 
possible. 

lfhostile and benign spirits ever meet they wlU Instantly att2ck 
and are capable of wounding each other as norm2.l. 

Basic Profile 

•• to for hosdk: spirits, 40 for benign spirits. 
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CONTROL SPIRITS 

Spell Level: Witchdoctor Cltrlcal 2 
Magic Points: I per spirit to summon; 2 per spirit to dispel; 
variable to control 
Range: NO( appUcable to summon; 24 yards to conlrOl or dispd 
Our-uion: Until next sunrise 
Ingrediems: Bont: or sc:t1p from body of pygmy to summon; 
drop of blood from living pygmy to control or dispel 

This spell m:ly Ix u~ to summon , control or dispel pygmy 
ancestor spirits. Wltchdoctors ofBttsbok lD2y only summon 
or control benign spirits; witchdoctors of 8robal may onJy 
summon or control hostile spirits. Either type of shamen may 
dispel either type of spirit but In this case the spirit C:ln resist 
the spell by maklng a successful WP test. 

Summoned spirits appear within 6 yards of the summoner 
and will do his bidding until the following daybrttk whm 
they disappear (no<e that hostile spirits truty only Ix summoned 
during the hours of d2rkness) . 

If a witchdoctor attempts to control spirits (of appropriate 
type) roll a die with number of sides equal to the number of 
magic points apend~d (i~ 04 for four points, 08 for eight 
points etc). Th~ number roU~d will be th~ number of spirits 
U'fected (who th~n hav~ a Wl/lpowertest to avoid th~ df~cts 
of th~ spell). If th~ spirits are currently und~r th~ control of 
anoth~r witchdoctor within 24 yards both should roll a 0100 
and add their Willpower; th~person attempting to gain control 
must exc~~d his oppon~nt's score or th~ spell fails . If he 
succeros th~ spirits h~ a WP test as abov~ and will be free 
from control by either witch doctor If they succeed. 

CM'S INTRODUCTION 
Our scCIUrio opens on an idyllic scme - a sleepy Uttl~ village 
somewhere on th(: continent of Lustria. It is a blazing hot 
summer day in lh~ Imperial Year 2 S02. Our hero (a minor hero 
to be aact), is det(:nnin(:d not to wast(: th(: good w~ath(:r, and 
h~nc(: is sprawled flat on his back soaking up th(: sunshin~ 
and chewing slowly on a juicy slice of fresh watermelon. 

Banga Gong, for it is he, suddenly becomes aware ofa shadow 
blocking his pre<:ious sunshine. H~ idly glances aloft , and to 
his mild surpri.se (h~ may have been shocked had he nOt made 
his Cool roll so easily), saw not a cJoud blocking out the sun, 
but an immense chunk of rock bobbing gently in the morning 
breeze some twO hundred feet above his head . 

Lesser pygmies might quail at the lhought of a slab of rock 
big enough to suppon a villag(: many times larger than theirs 
poised so ddicately over lhelr h~ad ; not so our (minor) h(:ro. 
"Since it has not fallen yet," h~ muses in his own colourful 
tongue (he bas also been eating berri~s), "there is no reason 
to suppose that it is about to do so!" 

And so Banga Gong closes hls eyes and returns to his silent 
reverie, oblivious to lh(: shouts of lh~ older and wiser villagers 
around him: "Fl«, fle(:, it is the return of 8mb-Elonn, 8ahb­
Elonn Is upon us!" 

the histoRy 
or the rloatln(j (j<\RMns 
The phenomenon that currently floats high in the sky basking 
in th(: warm Lustrian sun1ight is by no means new, and has 
gon~ by many names. Th~ present name is talcen from lh~ 
current controller of th~ Island : The Mag(: 8mb-Elonn. The 
pyramid was constructed almost 7000 years ago by a group 
of Old Siano who survlv(:d th(: cat2srrophlc collapse of the 
dim~nslonal gateways and wish(:d to build a v~ssel in which 
to escape the incursions of Chaos that they knew would soon 
bdalilhem. 

Wh~n n~ly built the ship was almost senti~nt , although it 
now has very few remaining pow(:r5. The Siann had salV2g(:d 

parts from th~ wrecbg~ of th~ cra.sh~d ship pilot~d by th~ 
anc~stors of th~ Lustrian pygml~s. The main parts salvaged 
w~r~ a warpston~-pow~r~d driv~ m~chanlsm , a devic~ 
enabling control of th~ craft to be linked to th~ mind of a 
specific individUal, and an advan«d astro-navigation system. 
Minor items salvaged indud~d a pair of int~rnal transpon 

shafts, sev~ra1 security doors and a voice-gen~rating damag~ 
warning system, all th~se devices can d~liv~r messag~s in a 
language und~rst2ndal>le to tbe present desc~ndants of tb~ 
ra« that built th~ Original craIt. Not~ that If your players ~ 
going to use a party that does not Includ~ pygmies you will 
hav~ to give them som~ devi« that mables them to undasrand 
th~se messag~s. 

When the Old Siann artisans att~mpted to activate the escape 
craft they met with two problems. Firstly, on take off, the 
pyramid took with It a large chunk of rock. More seriously, 
the astro-rutvigation system proved to be irrepainbl Y damaged. 
The Siann managed to construct a .!IlmpJe system to allow the 
craft to be piloted through the air, but it lacked the power and 
precision needed to h=av~ the planet's atmosphere. 
Discouraged, the Old Siann abandon~d the ship and soon 
succumbed to the lethargy that had seized their fellows. Th~ 
' flo ating island ' that th~ Siann had c'Pted drifted randomly 
over th~ surface of Lustria for thousands of years, serving as 
home to a succeSSion of creatures, while th~ pow~r of its 
reactors gradu;tlly diminish~d . • 
Some 80 years ago the ' island' was rediscovered by a motley 
group of adventurers led by the ftared Mag~ 8mb-Elonn, who 
had recently travelled from the Old World to the 'new 
continent ' of Lustrla. Bahb-Elonn established hlms~1f as 
controller of th~ island and managed to prev~'lt any funher 
dissipation of reactOr enetgy (whlch was getting dangerously 
low). In th~ y~ars that follow~d 8ahb-Elonn ~mploy~d 
m~rc~ guardsmen to replace his dead companions (h~ 
alone appe:ued to have the seem of longevity) an'd refurbished 
the pyramjd to suit his tastes. H~ allowed lhe cannibalistic tribe 
of pygmies that had occupied the 'iSland' on his arrival to 
remain, accepting their praisa and being worshipped as a god. 
Th kttp.them amused be often travelled to other pygmy villages 
so that they could launch frenzied attacks for supplies; the 
arrival ofBmb-E1onn soon bec2me th(: worst fear of countless 
pygmy tribes throughout Lustria. 
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8ahb-Elonn and his guar<ismt:o wanted for nothing. He had 
instructed the pygmies in various methods of agriculture and 
soon the steps of the pyramid were covered in an abundant 
growth of fruits 2nd vegetables. Animals were bred on the 
island for meal and rounded up at leisure when needed, and 
the raids on other pygmy vil12ges provided any other supplies 
that were Kquired. 

Inevitably, 8ahb-Elonn became bored. He began to delve 
deeper into the mysteries of demon lore to amuse himselfbut 
this proved to be his undoing. Encouraged by successful minor 
summonings, he prepared to summon a major demon, 
intending to use it as a personal valet and bodyguard. The 
summoning was a disaster and 8ahb·Elonn found himself 
trapped in his own magical circle and locked in combat with 
the creature he bad summoned. In desperation he uttered a 
powerful invoc:ltion that slowed time tremendously within 
the circle. He hoped that the guardsmen would notice 
something was am.l.ss and be able to reach him and slay the 
creature before it could destroy him. 

Unfortunately, Bahb-Eloon had overlooked the fact that the 
'controller' of the island must sit on·the throne that links his 
mind to the pyramid for one hour in twelve, otherwise the 
power levels begin to drop. At first the guardsmen ignored 
his absence, they were used to him disappearing for days on 
end to dabble in some arcane experiment. They carried on 
as normal, and in any case the 'island' was due to attack 
another village soon and there were preparations to be made. 
However, when several of the lights failed and the 'island' 
began lOSing height, it occurred to them that there was some 
problem. They were considering what they should do when 
a voice suddenly warned them that power was dangerously 
low, and if something wasn't done the whole complex would 
be destroyed in 240 time spans, They didn't know how long 
a time span was, but when another warning followed soon 
after with only 230 time spans remaining, they decide to waste 
no more time; they had to find out where Bahb·Elonn was, 
and quickly! 

This was easier said than done. They had previously only been 
allowed to enter the upper levels of the pyramid when Bahb­
Elonn had needed them on the flight deck. On these occasions 
Bahb-Elonn had come to collect them personally, deactivating 
various defenses, and had insisted that they carry neither 
armour or weapons, The soon found out the reason for his 
insistence, and by the time they reached Bahb-Elonn himself 
there were only nine of them left alive. An immediate rescue 
attempt resulted in two more deaths, so they gave up trying 
to rescue Bahb-Eloon and continued upwards intending to try 
and take control of the ' island' themselves. When they ~hed 
the flight deck they' changed their minds again. Power was 
now getting so low that the 'island' had struck a hill near to 
its intended destination. The guardsmen knew that jf they 
chanted in here they could increase the amount of power 
available (Bahb-Elonn had made them perform this very 
function previously when he had needed exua power for some 
particularly complex manoeuvre). They therefore started 
chanting, hoping that Bahb-Elonn would be able to extricate 
himself without their help and would come and save the 
situation. 

When they started chanting they were rewarded with the 
announcement that there were now 140 time spans remaining 
until destruction (twice the time that there would have been 
without their intervention). They were encouraged by this and 
continued, unawatt that down below them another party had 
set out with the intention of exploring the 'island' ... 

THE PARTY 
Ideally the party should consist of six players, with the 
characters allocated as shown below. If you have have more 
players simply allocate them one or more of the champions 
(eg a seventh or eighth pla.yer would each take a. champion 
from each of players two and four) . If you have only three 
players, one of them will have to take all the characters listed 
under players two and four. All skills that permanently affect 
characteristics have been included in the ratings given below, 
(marked with an "). A recent raid has meant that the village 
supply of poison has been used up so none is available for 
the PC's blowpipe darts. 

playeR one 
BRUDDA BOBB: Pygmy Major Hero 

Persoll2l1ty: As tbe major hero of the village you do not let 
this fact escape the attention of any of the lesser warriors. 
Despite your superiority you are Slightly jealous of the up­
and-COming Banga Gong; he is better-looking than you and 
you're pleased to gel: the chance to show your worth. 

Skills: Acute Hearing; Blather; Clown; Concealment Rural; 
Consume Alcohol; Dance; Disarm; Dodge Blow; Fire Eating; 
Follow 'frail; Marksmanship' (BS +20% with Blowpipe); 
Silent Move Rural; Sing; Specialist Weapon - Blowpipe; Strike 
Mighty Blow (+ I Dam); Very Resilient". 

Trappings: Double Handed Club (-10 I +2 Dam); Blowpipe 
(ES 1) and 6 Darts; Javelin (ES 5-1); Dagger (+ 10 I -3 Dam) 
Leather Jerkin (AP 011); P:linted Animal Skull on Head (AP 
I to head, fIrst blow from crushing weapon will smash it); 
Belt and Loin Cloth; Small Sack on belt; Skin of Beer; Hunk 
of Goat Cheese. 

pla)'€R two (controls 2 characters) 

RUBBA DUBB: Pygmy Champion 

Personality: No one was more surprised than you when the 
village chief promoted you to Champion a few month ago. 
It was an honour you could do without; being a Champion 
detracts from safe activities like eating and sleeping. The last 
thing you want is to appear cap:ilile or else promotion to Hero 
might be nen, which means even more danger! 

Skills: Acute Hearing; Concealment Rural; Consume Alcohol; 
Follow '!bit; Lightning Reflexes" ; Night Vision; Silent Move 
Rural; Specialist Weapon - Blowpipe. 

1happlngs: Club; Blowpipe (ESl) and 6 Darts; Throwing Club 
(ES S-I); Dagger (+ 10 I -3 Dam); Shield (AP I); Belt and 
Loincloth . " 

MAGGA DOGG: Pygmy Champion 

Personallty: For a complete meat-head you have managed 
to survive a very long time. The rest of the village think you 
are Simply a lucky Individual but you know it's down to 
bravery and a healthy diet of vanquished foes. You are sure 
that whatever dangers exist on the island, they will Qot be 
overcome by thinking and talking (besides, thinking hurts). 

Skills: Acute Hearing; Concealment Rural; Consume Alcohol; 
Disarm; Fleet Footed"; Follow Thill; Luck; Mime; Silent Move 
Rural; Specialist Weapon - Blowpipe; Storytelling; Very 
Resilient". 
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1hlpplngs: Club; Blowpipe (ESl) and 6 Darts; Throwing Club 
(ES S-l); Dagger (+ IO I -3 Dam): Shield (AP I); Belt and 
Loincloth. 

play€R thRee 
BANGA GONG: Pygmy Minor Hero 

Personality: The role of hero fits you like a glove (and it 
certainly auracts the women). However, you are still over­
shadowed by the prowess of Brudda Bobb and, provided the 
quest does not suffer, you would nOt be unhappy if he did 
not come back alive. 

Sldlls: Acrobatics: Acute Hearing; Animal Care; Concea1ment 
Rural; Consume Alcohol; Disarm; Dodge Blow; Fleet 
Footed· ; Follow 'frail; Silent Move Rural; Specialist Weapon 
- Blowpipe; Strike Mighty Blow (+ 1 Dam); Strike To Stun. 

Trappings: Double Handed Club (-to I + 2 Dam); Blowpipe 
(ES I) and 6 Darts; Javelin (ES S-l); Dagger (+ IO I -3 Dam) 
Leather Jerkin (AP 011); Belt and Loincloth; Ferocious 
Warpaint on Face. 

play€R rOUR (controls 2 characters) 

BILLA BONG: Pygmy Champion 
Persooatity: You are the rea1 joker in the pack, liking nothing 
better than to liven up a dull moment with a joke or 
impression. Unfortunately, few othem enjoy your brand of 
cheecful optimism and humour. You usually preface your gags 
and tricks with, "You'll like this, not at lot!" 

Skills: Acute Hearing; Charm Animal; Comedian ; 
Concealment Rural; Consume Alcohol; Follow Trail; 
Lightning Reflexes· ; Mimic; Silent Move Rural; Specialist 
Weapon - Blowpipe. 

Trappings: Club; Blowpipe (ES 1) and 6 Dans; Throwing 
Club (ES S_I); Dagger (+ 10 1-3 Dam); Shield (AP 1); Belt and 
Loincloth. 

TO-KA BONG: Pygmy Champion 

Personality: None. Well, that might be a simplification but 
you are certainly a very boring individual w meet. Your only 
real interest is in gambling and you bet on almost anything 
providing the outcome is boring and trivial. 

Skills: Acute Hearing; Concealment Rural; Cook; Follow 
'frail; Gamble; Silent Move Rural; Specialist Weapon -
Blowpipe. 

Special Objectives (Players One to Four) 

ChampiOns: Death or Glory/You are Wtally expendable, but 
the village must survive. You must achieve your objective 
whatever the cost! 

Heroes: In order not to have any doubts cast on your heroic 
status it is essential that the party succeeds in its objective. 
However you should try !lot to take on too much of the risk 
yourself, use the Champions, it's what they're for! 

playeR rlV€ 
SHAMA BEESBOK: 
3m Level Witchdoctor of Beesbok 

Penooatity: The role of Santa Claus (if the pygmies believed 
in him), would suit you to a tee. You are always jolly and 
believe in food as the ultimate curative power, dealing with 
anything from broken limbs to advanced psychotic disorders. 
Of course, herbs and magic have their place but the power 
of food is absolute! 

Skills: Acute Hearing; Blather; Brewing; Cast Spells - Petty 
Magic, Clerical I, Clerical 2 plus Control Spirits; Consume 
Alcohol; Cure Disease; Herb Lore; Identify Plant; Magical 
Awareness; Magical Sense; Manufacture Drugs (Natural Only); 
Meditate; Public Speaking; Specialist Weapon - Blowpipe. 
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Tr2ppings: Club; Blowpipe (ES 1) and 6 Darts; Large Sack 
over Shoulder (must drop to use hands); ROpe - 10 Y:m:1s; 5 
Gourds of Coloured Powders; Stone Pestle and Mortar; Small 
Bag with 47 Coloured &ads; 4 Dried Liurds, 7 Gourds of 
Beer, Small Sack of Cheeses, Dried Fish, Chicken Drumsticks 
etc, plus Another Small Sack with Additional Supplies as 
above; various Spell Ingrro.ients; Belt and Loincloth . 

Magic Points: 22 

Petty Magic: Gift of Tongues; Glowing Light; Marsh Ughts ; 
Produce Small Creature; Remove Curse; Zone of warmth 

Elemental Spells - Level I: Breathe Underwater; Hand of 
Fire; Walk on Water; Zone of Hiding 

Elemental Spells· Levell: Cause Fire; Cause Rain; Move 
Object ; ksist Fire 

Special Spell: Control SpiritS 

playeR SIX 
SHAMA BROBAT, 
2nd Level Witchdoctor of 8robat 

Personality: How about mean, nasty and vindictive? You 
re2.lly are a black-heaned pygmy, oruy willing to aid others 
to further your own ambitions of we:tlth and power. You 're 
oruy real bobby is the preparatiOn of new poisons and for 
this you need a constant supply of guinea.pigs (or any other 
living creature for that m:mer). 

Sld1Is: Acute Hearing; Blather; Cast Spells - Petty Magic, 
Clerica.l 1 plus Control SPirits; Herb Lore; Identify Plants; 
Magical Sense; Meditue; Night Vision; Specialist weapon . 
Blowpipe. 

Tr2ppings: Wooden Staff (QuartersWf -I Dam); Urge Sack 
over Shoulder (must drop to use bach hands); 6 Gourds of 
Colourro. Powders; Stone Pestle and Mortar; Small Bag with 
13 B12ck Beads, 12 Whitt: &ads, 3 Dried Snakes and 5 Human 
Fingerbones; Various SpdllngredienlS; Belt and Loincloth; 
Feathered Head-dttss. 

Magic Points: 12 

Petty Magic: Curse; Magic Alarm; Magic Flame; Produce 
Small Creature; Zone of Cold; Zone of Silence 

Battle Magic Spells - Level 1: Cause Animosity; Fire Ball ; 
Hammerhand; Stea1 Mind 

SpecW Spell: Control SpiritS 

Special Objective (playen Five and Sa) 

Remember, the 'other' witchdoctor doesn't really exist. To 
help the six other members of your patty to forget about this 
quirk of their imagirultlon you should never refer to him in 
conversation, point at him, take any notice of what he 'says ', 
make any consideration of him in your words or deeds or 
help him in any W2)'. Under no circumstances should you say 
anything to him. It would not bother you particularly if he 
did not survive this expedition but you may not do anything 
to deliberately place him at risk. However, you must not, of 
course, warn him if something Is about to attack him from 
behind .. . 

Beesbok Witchdoctor only: Remember that the chief is 
probably getting excited about nothing. Try and look after 
the warriors but ensure that you stay alive and get plenty of 
meal breaks whatever else is going on around you. 

Brobat Witcb.doctor only: You should attempt: to fulfill the 
general party objective but remember that you life is wonh 
more than thc= combined sldns of all the other inhabitants 
of your village.. Whatever happens, make sure that it's not 
you that gets k.illed! 

RUNNING THE ADVENTURE 
The competition on Games Day was strict ly timed and the 
party had to achieve their objective within the twO hours and 
seven minutes allowed or perish in the attempt. Although 
partS of the scenario were changed o\"(:r the course of the 
three days o f the C\"(:nt to pm'ent players gaining an advantage 
from witnessing previous games, this version of the scenario 
is sufficiently similar to present the same degree of challenge. 
10 make it asier for us to pick the winners, the scenario was 
intended to be extremely lOugh ; If )"ou wish to give your 
players a grealer chance of succeeding. simply increase the 
time a\'a.i lable. You must decide how much time they will have 
before starting; 3 hours and seven minutes would still be quite 
tOugh. fo ur bours and seven minutes is a reasonable time to 
allow. 

The adventure was designed to be played using tloorplans 
and all the encounter areas (with the exception of corridors 
and small , empty rooms), use plans from the Dungeon 
Rooms o r Dungeon Lairs sets produced by Games 
Workshop. After the room title in the key is the name o f the 
tloorplan that you should use to dq>ict that area. Actual room 
descriptions have been kept to a bare minimum on the 
assumption that most people playing the ad\'enture will wish 
to use the tloorplans. (sec pages 23.48,49). 

Only the items that vary from those depicted on the plans 
or arc of particular interest arc noted in the key. Other ih:ms 
rna)' simply be described as seen o n the plans. 

If rou do not intend to use the plans, you will have to extend 
the timt' available 10 the par!")' to allow fo r the time you will 
spend d~scribing each room . You will also have to imprO\' i.se 
the room contents from its title - eg, 'bedroom· contains a 
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bed, one or twO chairs, a chest of drawers ClC. All important 
items are nOted in the! key so you will simply have to describe 
the various mundane contcnts that are of no relevance to the 
adventure. 

If the pbyers are using a conn:ntional parry you may wish 
10 hll\'c Shama Beesbok go along with them as an NPC under 
your (OOlrol to gin' ,hem the usc of pygmy magic (he will 
use his spdls 10 help th~ party but will refuse to get involved 
in combat or otherw is~ risk his own skin). This will also nuke 
it e:1Sier to consuuct an :ilternath'e introduction for a 
conventional pany. Assume that the party are staying:1S guestS 
at the village when the events described in the players' 
introduction occur - the chid will ':1Sk' them [Q investigate 
the ' island', lending the party Shama Beesbok for magical aid. 

If your players are USing the pygmy party they may wish to 
discard their weapons in favour of any metal weapons they 
find . They can use weapons such as daggers, hand axes and 
Javelins with no penalties. However, nOlle of the pygmies have 
used swords before · if they auempt [Q use a sword they will 
have an effecti\'e WS of 10. None of the armour that the party 
find (with the exception of the chainmail worn by the 
Snoding ch ief in Room 6) will fit them. It is very important 
to keep a nOte of any metal items the party pick up, as these 
will produce drastic effects later on (see the notes at the 
beginning o f Level 2). 

As mentioned previously, the time that the party have 10 
complete the scenario is Strictly limited and you will need 
to keep carefultnck of the time remaining. Shortly after the 
party arrive o n the island a loud \'o ice inside the pynmid 
will announce : .. Wtlrn;n& dmlgerous power failure, new 
control unit IIlIlSt befitted in Ollebundred and twenty time 
SpilllS to p,.evcllf complete destruction .~ This announcement 
w ill occur every ten minutes, with a corresponding de<:rease 
in the number o f time spans remaining until only ten minutes 
are kft (see ' Emling tbe Scenario' ). The announcements will 
be dearly audible everywhere in Levels I to 4 (even over the 
sounds of combat), and will be audibk to anyone with Acute 
Hearing skill all over the 'island' unless they are currently 
engaged in combat o r another noisy aclivities. 

Rather than converting all of the party's actions to rounds 
and turns to keep track of game time, it is suggested that you 
use real time to determine how many 'time spans' (I-minute 
periods) the party have used up, This is far simpler and is 
fairly realistic since most time will be spent in thought and 
discussion amongst the characters (players) rather than in 
'game mechanics'. Provided you handle combat efficiently, 
the 'game time' lost by melee taking longer in real time will 
be offset by ' instant movement'. 

For Ihis reason you should ensure that you are completely 
familiar with the adventure before surting and have all 
ne<:cssary charts etc ready for use. Many of the ntings of the 
occupants have be~n rounded off 10 allow rolls to be made 
on 1010 nther than the two dice necessary to generate a 
percentage. Conversely, if the party try to uke advanl2ge o f 
this use of real time, and insist on searching all rooms fo r 
secret doors, hidden treasu re e tc, determine how long this 
would take in game time, and then make them sit and sweat 
it OUI in real time before telling them the result of their search 
- this will soon encounge them nOl to waste valuable time! 

pLay€RS' IOtRoOUCtiOn 
This is turning out to be an eventful day, even by the standards 
ofa warrior such as yourself. Not only has this morning seen 
the sudden arrival of a huge floating island , complete with 
palm-covered pynmld , but you now have been summoned 
to a meeting of the tribe's fiercest warriors, at which botb 
witchdoctors are also present. Two firsts in one morning 
would confuse even the wisest of pygmies (which you, most 
certainly, are not). Fortunately the chief, assisted by a number 
of his older and more loquacious wives, has explained the 
origin of the ' island'. It tnnspired that the 'floating island' 
is a potent means of destruction regularly brought by the 

renegade god Bahb-Elonn to punish indolent pygmies. There 
then followed a heated discussion among the older members 
of the tribe as to JUSt how regularly Bahb-Elonn returns with 
his 'island', The conclusion s«med to be that the visits were 
preuy irregular, the last certainly being before most of the 
currenl inhabitants of the village we(e born. However, you 
missed most of the convers:l.t ion while trying to work OUI 
what 'indolent ' me",n!. 

The main point seem~d to be that in the P:1St, the 'island' 
suddenly swoops o ut of the sky nining fIn:: and rocks on all 
and sundry before disgorging a horde of cumabilistic demons 
who dng off most of the inhabitants of the village. However, 
on this occ:1Sion the ' island' meandered by almost unnoticed 
and probably would have salled right past ifit hadn't collided 
with the ste~p hill behind the village. It then flew around 
in small circles, occasionally bumping into the hill and 
uprooting a few trees, before finally coming to rest with one 
cnd about ten }"Jrds from the hill . Shortly afterwards it was 
observed that the 'island' was actually tethered to the hill, 
and a large number of creatures, looking remarkably like 
frightened pygmies similar to your own good selves, were 
crossing the rope and disappearing into tht: surrounding 
undergrowth , 

It is the chiefs belief that something has gone seriously wrong 
on Bahb-Elonn's floating island, and now is the lime to seek 
revenge for Ihe nids of the p:1St by seizing control. He 
announces to the tribe that a handful of picked warriors have 
volunteered for the mission, and to your surprise his vague 
wa\'c not only includes you, but also both witchdoctQrs! He 
would, of course, have loved to have come with you , but at 
his age climb ing such a steep hill and crossing such a fragile­
looking rope could have a diS:1Strous effect on his heart (or 
liver, or kidncys, o r spleen e tc), 

After a little prepantion (in which you discover that the 
village poison s tore is empty), you muse o n your way up the 
hill ; whatever you have to face in the Floating Gardens of 
Bahb-Elonn is sure 10 be trivial compared to the stnin of 
dealing with both witchdoctors at once, It's probably just as 
well that you put your warpaint on this morning .. . 

.J 
• 



the ~loatln4 IsLanb 
Assuming the party take reasonable precautions when 
crossing to the 'island' you should aJlow themal1 to get there 
safely. You may like to have the ' island' move slightly shortly 
after the pes arrival so that the rope between it and the hill 
breaks, giving the impression that the party are now stranded. 
From the moment that the first party member sets foot on 
the island they will have two hours and seven minutes to 
complete the scenario (see 'Running the Adventure' above), 
and the first time check will occur in seven minutes. 

There are no overt signs of any pygmies on the 'island but 
party members wilh the Follow Trail skill will notice that 
there are numerous trails, with the most heavily used tracks 
leading towards the pyramid. This is covered with vegetation 
which is clearly cultivated rather than wild, consisting mainly 
of fruit trees, roOl crops and so on. There are also several 
species of domestic edible animals running around (pigs, 
chickens, rattlesnakes etc). The pyramid is set on the top of 
a steep rocky incline, and at the base of this incline there is 
an cave opening. 1\vo doors are visible about half way up 
the near side of the pyramid, about ten feet distant from each 
other. 

There are actually 12 pygmies from the original tribe still 
lurking about on the ' island' - they were too scared to make 
the crossing to escape and will now fight to the death rather 
than leave their home. At the moment they are concealed 
amongst the vegetation on the pyramid and are watching the 
party carefully. 

The PCs have effectively three options; they could climb the 
pyramid to invesligate the doors, they could scout round the 
island or they could enter the opening in the cliff underneath 
the pyramid . If they scout round the island they will see 
nothing of any importance but they may fall into the Snotling 
Lair on the far side of the pyramid (see Room 1). If the party 
enters the cave opening they will travel down a rough passage 
before emerging into Room 2. If they choose to invesligate 
the doors into the pyramid the concealed pygmies will attack. 

Once the party come within short-range (12 yards) of their 

blowpipes these pygmies will fire on them from their hiding 
places (roll 206 to see have many fire each round). They will 
continue 10 do so for as long as the party remain within view 
but will not pursue the party intO Room 2. Rather than play 
the combat normally, assume that their intimate knowledge 
of the area (suitable hiding places and secret trails etc), is such 
that the pygmies will be able to remain hidden almost 
indefinitely, with 206 being in position each round fO fire 
at the party. The PCs will only get a rough idea of where the 
shots are coming from and wise individuals will soon run 
for the cover of the cave opening. Less capable parties could 
waste a lot of time and lives merrily romping all over the 
pyramid looking for their tormentors. Note that if they use 
magic there wi1l be no clear targets to aim at. 

Pygmies 

M W BS S T W A e I..d lot CI WP Fel 
4 20 0 2 l o 0020 40040 

Skills: Acute Hearing; Concealment Rural; Consume Alcohol; 
Follow Trail and Specialist Weapon - Blowpipe (Plus 1D3 
others al GM's option). 

Each pygmy has a blowpipe, a large bag with 24 blowpipe 
darts and a club. The blowpipe darts arc coated with 
bananna poison and each hit will require a Poison test 
(WFRP pSI). A first failure induces Stupidity (WFRP p71), 
a second failure c.mses Drowsiness (WFRP p82), a third 
Paralysis and the fourth death. All effects except death last 
for 04xlO turns. 

If the party manage to deal with the pygmies and reach the 
pyramid doors they will see each is a great slab of stone, 4' 
wide and 10' high . These doors lead to Room 17 (level 2) 
but cannot be opened. They are resistant to magiC and if 
touched, violently repel the PC back, inflicting 06 Wounds. 
Ibugbness reduces the damage as normal but metal armour 
has no effect, (any form of leather armour reduces damage 
by 1). At the same time a loud voice from the door proclaims, 
'SECURITY CLEARANCE INSUFFICIENT, ACCESS DENIED.' 

level 1: the caves 
With the exception of Rooms I and 7 this level consists of 
narural caves. They vary from 8' to 12' in height, while the 
tunnels vary between 4' and 8'. The floors of Ihese rough 
caves and passages are very uneven and frequentl y littered 
with rocks or other debris. 

L SnotHng Lair (lairs: Root Cavern) 

On the side of the pyramid opposite the cave entrance is a 
concealed Snotling lair. Pcrhaps 'lair' is 100 grand a 
description since it is simply a well-camouflaged hole in the 
ground. The original owners have recently vacated it 10 take 
up residence in Room 2. 

If the party explores this section of the island the leading 
characters will fall into the pit . There are pleoty of roots 10 
gra.b on the way down, so a PC making an Initiative test will 
escape undamaged (but will drop whatever they are carrying). 
A PC who fails this roll will fall three yards (WFRP p75), but 
subtract I point of damage due to a soft landing. As the PCs 
tumble into the pit they will also trigger some Red Mould 
that is growing on the walls. This is a weak strain and will 
cause severe irr itation to the eyes ralher than blindness; all 
penalties are 10% rather th2n 25% (see WFRP pH7). 

The soft landing was due to the fact that the pit is filled to 
a depth of about 6 inches with Snotling droppings. A PC who 
falls in here will suffer a penalty of -20 Fel until he has a 
good scrub. Anyone who climbs down to voluntarily w.tde 
around only suffers a -10% penalty. Until affected PCs are 
clean it will be impossible for the party to surprise any 
creature with a sense of smell! There is nothing of any interest 
in the lair but if the party insist on searching through the 
muck they will find various animal bones, a human skull and 

primitive club (broken). 
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2. Pygmy Tribal Hall (laiI'S: Goblin Hall) 

The room is dimly lit by means of a centra] fire, light from 
the entrance and a little sunlight which penetrates fine cracks 
in the ceiling. This leaves the north area in deep shadow and 
as the pes enter they will hear a variety of scuffling noises, 
insane gibberings and faint maniacal laughter from the far 
side of the cave. In this darkened area, watching the PCs as 
they enter, are the Snotlings from Room I (slightly tipsy from 
consumption of pygmy beer). The Snotlings are doing their 
best to stay quiet but keep nudging and pinching each other 
and trying not to laugh. The party will not be able to see into 
the north stepped half of the cave until they provide their 
own illumination or approach as far as the middle of the 
cavern, (pCs with Night Vision will need 2D4 rounds for their 
eyes to adjust from daylight). 

This large cavern, 25 ' high in the centre, was the tribal hall 
of the pygmies that lived on the 'island'. These pygmies were 
cannibals - the skulls of many of their former meals litter tbe 
floor and tbeir (currently empty) larder is still in position in 
tbe south-east corner of tbe cave. Wben the pygmies 
abandoned their hall tbey rook most of tbeir possessions with 
them, but some copper coins (274 in total), some weapons, 
a few (mostly empty) beer barrels and tbe chiefs tbrone weu: 
left bebind. 

When the Snotlings saw the pygmies fleeing , they assumed 
that they had finally driven them out and immediately 
claimed the tribal hall as their own. They abandoned their 
old lair and set about some heavy drinking to celebrate. They 
will be interrupted in this admirable endeavour by the arrival 
of the party, bUI will not do anything (unless attacked 
with magic or missiles), as long as the party stay in the sandy BONKA BONKA THROMPA BONKA, BONKA BONKA 
area at the south of the cave. As soon as the party Step onto THROMPA BONKA 
the grey rock area they will rush to attack. 

Tbere are 18 Snodings wltb statistics as below. Tbey wear 
no armour and are armed with clubs wbicb can be used as 
band-to band weapons or tbrown as an improvised weapon. 
There are also two Snotlings witb nets and daggers; tbey eacb 
bave + 20 BS, + 1 Sand + IO I added to tbe scores beJow. 
One of them is hiding bebind tbe barrels in the eastern part 
of the cave rn, tbe other is behind tbe throne against the north 
wall. they will leap up to throw their nets at any PC passing 
within range of their place of concealment (about 4 yards). 

The snotlings are so overcome with tbeir own bravado at 
driving out tbe pygmy tribe (so tbey bdieve) tbat tbey ignore 
tbe normal psychological effects (ie they will nor be subject 
to fear or terror simply due to the number of opponents). 
They au: also a little drunk; this will not affect their statistics 
but they will make ludicrous war-cries and perform absurdly 
heroic deeds - anytbing that strikes you as being sufficiently 
amUSing and possibly of some danger to the party. You may 
like a number of them to jump on another Snoding's 
sboulders and charge to tbe attack. Such a combination will 
have a Movement rate of 2 and 2 attacks per round. Tbe 
Snotling 'mount' can only strike at the opponent's legs; tbe 
rider at locations above the waist. A hit on the ' legs' by tbe 
opponent will strike tbe lower Snoding. 

"When the Snotlings are reduced to less than half their original 
number they will attempt to run for it tbrough the two 
nonhero passages. Those that exit via the nortb-west passage 
will make a fInal stand in Room 6 with tbeir chief. For tbe 
fate of those using the other passage see Room 8. 

Snotlings 
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3_ Mother Lizard's Lair (Lairs: Mossy Cave) 

As tbe party approach the entrance to this cave tbey will bear 
two sets of rhytbmical noises - one sounds like: 

repeated over and over again, while the other sounds like: 

TlNKA TIDDLY TlNKA TlNK, TINKA TlDDLY TINKA TlNK 

with occasional variations, mostly involving more TIDDLYs. 

When the party enter the cave (which is very dimly lit by 
a flickering glow from the tunnel to the north-west) , they 
will see the fossilized skeleton of a large saurian c~ture. This 
skeleton was worshipped by the pygmies from Room 2, who 
called it 'Mother Lizard' and worshipped it in the belief that 
it would rise and protect the tribe in times of trouble. 
However, a far mou: practical use for the skeleton has been 
discoveu:d by twO drunken Snodings; one of them is 
repeatedly beating the skull with a club in each hand, while 
the other is using two of Mother Lizard's ribs 10 play some 
merry melodies on the rest of the rib cage. The pair will 
ignou: the party unless attacked (their statS au: the same as 
above except that all percentage scores au: reduced by 10% 
due to extreme drunkeness). 

4. Bccsbox Witchdoctor's Cave (Lairs: 'fro0 Lair) 

The cave is reasonably well lit by a brispt fIre burning at the 
north end . The snotlings have not entered this cave as a pair 
of (benign) ancestor spirits guard the entrance. These spirits 
appear as the ghostly shapes of a pair of elderly pygmies. 
They will part to allow pygmies to enter but will attack 
anything else that attempts to do so (however, they will not 
leave this room 10 continue attack). 

Ancestor Spirits (Benign) 

M WS BS T W A ex Ld lot Ci WP Fel" 
4 0 20 0 8 02020 20 2020 40 

This was the private cave of one of tbe witcbdoctors of tbe 
pygmy tribe that lived in Room 2 (he bas abandoned tbe lair 
witb tbe rest of them). He was the witcbdoctor of Beesbok 
(who is known to tbis tribe as Fuzzboks), and was in charge 
of tbe provisions for the tribe: tbere are twO large chests in 
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his [ai~' packed full o f bread and cheeses (moslly Stlle), and 
a v:uic:ty of barrds (most of these arc empty, but one contains 
16 pints of stale beer). 

If the party cOnlains a witchdoctor with the Co"trol Spirits 
spelJ, he may :mempt to control the spirits in order to 
converse with them but if he orders them to accompany him, 
they will be subject to illSlablJily as soon 25 they leave the 
room. Alternatively, he may summon a benign spiri t to act 
as an intermediary for him (if a witchdoclOr o f 8eesbok), or 
summon hostile spirits to engllge in comb:u with the two 
spirits (if a wilchdOClor o f 8rob:u). 

If conversed with the spirits will be able to tell the party that 
the island on which they stand is controlled by a group of 
' lo ng-legs' living in the pyramid above, and that something 
has gone wrong and the uibc h:we fled for their lives, They 
do not know how to get into the pyramid but suspeCt that 
the M1y in must be from one of the passages from the north 
of Room 2 ; pygmies that explore these passages seldom 
return and nobody has been able to enter the pyramid from 
above ground . 

5. Brobat Wltchdoctor's Cave (lairs: Barrow) 

This is the c;wc belonging to the wilchdoctor of Brobat 
(known to this tribe as Grobagg). He is still in here as he was 
asleep when the tribe took the decision 10 abandon the 
' island' and they left him behind in case he disagreed. Some 
light enters the cave from Room 2 and also from five large 
holes in Ihe noor, Even so, il is basically quite dark; if the 
PCS do not pro\' ide lights ;tny character without Night Vision 
will ha\'e -10% WS and -20% BS. The witchdoctor, Grobagg­
Shamm. has cast a Magic A/ami spell on the doorway which 
will be triggered by any PC approaching within one yard. 

The five large holes in the noor go all the way through to 
the bottom of the ' island '. Various lumps of rock 2~ left lying 
by these so that Grobagg-Shamm and his cronies can drop 
them on any villages the 'island' passes over. There is room 
fo r a pygmy to fall down one of the holes but unless :i PC 
is rullllillg they can easily be avoided. 

There a~ six 2ncestor spiri ts in the cave; they a.rt: extremely 
hostile and will attack the party as soon as they enter, The 
spirits take the form of shadowy pygmy shapes with grossly 
diSlOrted features and will attempt to induce fear (terror in 
pygmies) in as many characters as possible. If the party have 
a witchdoctor with a Cmltrol Spirits spell he will be able to 
dispel them, or (if a witchdQC10r o f Beesbok) summon benign 
spirits to do baltic with them . A witchdoctor o f Brobat could 
:t1so attempt to take control of the spirits, but note that he 
would have to undergo a battle of Willpower with Grobagg­
Shamm. 

The spiri ts may leave the room to pursue the party (or to 
follow their new master if a PC has taken control of them), 
as far as Rooms 2 10 9 but are subject 10 illSlt,bility as soon 
as they leave this room. They will not venture IntO the outside 
world du ring daylight or attempt 10 reach higher levels of 
the pyramid . 

Ancestor Spirits (Hostile) 
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The snotlings have not \'entured down the passage from 
Room 2 leading 10 this room as they can 'smell bad m:lgic' 
coming from this direction, so the witchdoctor has not yet 
been disturbed. He is currently asleep under an altars tone 
against the north wall of the cave. The stone is supported 
at each end and drapes reach from the sides to the floor, the 
o\'erall effect looking rather like a sarcophagus. Grobagg­
Shamm has a Ixd made up underneath and will be aMikened 
by the Alagic Alarm spell as Ihe pany enter, He will remain 
hidden long enough to caSt his Aura of Resistance and 
f/ammerhalld spells. 

Grobagg-Shamm will appear from his hiding place once the 
party art: engaged wilh the spirits. He will :ftlempt to keep 
aWOlY from the PCS for as long as possible in order to use 
spells, but i f they reach him (or if he runs oul of magic). he 
will fight hand-IO-hand with his suff (treat as Quartersuff). 
He will use Steal Mind against any opponents that appe2f 
10 use spells. otherwise he will use Fire Balls (2 per round). 
If the party ignore him and deal with the spiritS instead, he 
will summon more spirits in groups of 6 10 keep them busy 
while he uses his Fire Balls. Note that the spirits will also 
take damage from :.my Fire Balls flying around but this will 
not bother Gr2bagg-Shamm. 

Grobagg-Shamm, 
Level 3 WiCcbdoctor of Grobagg (Brobat) 

I ~ 1~11~~ III ~ I ~ 1611 ~ fu1~ 1 )5. 1~; I,:,ml"l 
Skills, Acute Hearing; Astonomy; Blather; Cast Spells - Petty 
Magic, Clerical 1, Clerical 2. plus Control Spirits and Create 
Mannikin ; Divination; Herb Lore; Identify Plant; Magical 
Sense; Manufacture Drugs (Natur21 Only); Meditate; Night 
Vision; Prepare Poison ; Sixth Sense; Spot Tr2p ; Torture. 

Magle Points: 26 , 
Petty Magic Spells : Curse; Magic Alarm; Magic Flame; Magic 
Lock; Zone of Silence 

Battle Magle 1 Spells: Aura of Resistance; Fire Ball; 
Hammerhand; Immunity from Poison; Steal Mind 

Battle Magic 2 Spells, Cause Panic ; MystiC Mist; Zone of 
SanclUary 

Special Spells: Control SpiritS; Create Mannikin 

Against the east wall of the cave is a small wooden chest . 
If this is opened. the party will catch a brief glimpse of a 
kalUreless day doll which suddenly takes on the features of 
the perwn who opened the chest. At the same time two 
hostile ancestor spirits are released and fly off, carrying the 
doll with them. They lurk at the roof of the ca\'ern laughing 



insanely and throwing the doll 10 each other a couple o f 
times. The character whose likeness the doll has laken will 
feel extremely dizzy allhis but worse is 10 come! One of the 
spirits will pull off Ihe doll 's left arm and the character will 
feel a terrible pain in the shoulder and then find that his left 
arm is completely paralysed. This doll is a special magic 
mallnikin created by Grobagg-Shamm and any calamities Ihal 
befall the doll will have :I similar effect on the unfo rtun:.ttc 
Pc. If the witchdoctor is c:lprured yo u may force him to 
negotiate his release by o ffe ring the d oll :IS payment. 

If the spirits are nOt prevented (eg by taking control of them 
or magically destroying them), they perform the following 
actions, one per round at the cost of two Wbumts to the spirit 
concerned; 

• PulloffR1gbtArm, PulJ offLejt Leg, PulloffRigbt Leg(with 
effects similar to :lbove), 
• Pull Off Head (p:lt2lyses PC from neck down), 
• Burn Doll (if :I fire is going from a previo us Fire Ball) f"· 
Impale Doll on Sharp Object. 

Both the burn and imp:lle actions cause 04 wounds, 
rt:gardless o f Toughness or armour :lnd cause the acquisition 
o f 06 Insanity Points. The PC will also t:lke this d:lm:lge if 
the doll is within any Fire Ball cast, but nn only receive the 
effects of the doll being burnt once. 

• Smash Doll (This fina l act causes 08 wounds, regardless 
of TOllgh'less or armour). 

All these effects e:ln be reversed by the :lpplic:ltion of :I 
Remo ve Curse (o ne application required per effect), bUI 
lmanity Points acquired:lre pcnrulnent and wounds reeeh·ed 
must be he:lled in Ihe normal "".:ly. HowC\'er, those received 
from the doll being smashed must be m:lgically cured, they 
will not heal with time. If the PCs c:ln get their hands on 
the do ll it can be rendered harmless by a single application 
o f Remove Curse (but effects suffered so far must be removed 
as :lbove): 

Also in the C:ll'e are three Magic Shields (e:lch :ldds 10% 10 

the ch:lnce of :l Parry), plus :l chesl cont:lining Grobagg­
Sh:lmm's personal effects; 4 gourds o f coloured powder, a 
stone pestle :lnd mortu, a c:lge with 3 live and 2 de:ld rals 
in, a bag of coloured beads, 3 dried lizards, :l piece of 
crocodile skin, a feathered head-dress, 7 human fingerbones 
and a spare loincloth . 

6. Chid's Cave (Rooms ; Ore Den) 

When the players enter this e:lve (quite brightly lit from the 
fire) they will encounter four Snorlings si tting in a huddle 
discussing something. Three of them are quite large for 
Snollings, o ne being almost the size of a halfling. These three 
will aluck:ls soon as they notice the p:lrty. (I f this group hll.S 
been warned by Snotlings fleeing from Room 2 they will be 
wait ing 10 :unbush the PCs inste:ld,) 

The four snollings are aClually the Ie:lders of the band . They 
have u ken over the room belonging to the chief of the pygmy 
tribe and are discussing what their next move sho uld be. Two 
of the :ltucking Snotlings are Ch:unpions and h:lve + I Sand 
+ 10 WS, BS :md I :lddcd to the standard Snotling SUts. given 
for those in Room 2 . Krizba, the chief o f the SnOlling tJ'ibc 
is a "-bjor Hero (at least by sno rling sund:lrds). He wears a 
long chainmaiJ shirt that is :l litt le too big for him (it would 
fit a pygmy of halfling reasonabl y well) but gi,'es h im I AP 
to the body and legs. He c:lrries a double h:lnded club (-10 
I +20:lm). 

The Sna tling who does nOI attack is Sliu the One-Eyed , a 
Sno tling Sh:lm:ln. He we:lrs a grubby cloak :lnd C:lrries a 
dagger. He will cast Allm Of Resistallu on himself, and follow 
up with Fire Balls, trying to keep out o f comb:lt. He will not 
OSI :l Fire Ball if be thinks he m:ly hit Krizb:l, bUI isn·1 tOO 
worried about the Champions, If he is eng:lged hand-Io-h:md 

he will attemps to cast Sleep until he runs OUi o f magic points, 
then he uses his dagger. 

Krizba: Soodlng Major Hero 
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SUn: Snolling Level I Shaman 
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SPECIALLY FORMULATED WASHES FOR SHADING AND GLAZING 

~ ~{::;~~~;~~~~ha:~~a~~~h:: can add a profession:!.! finish [0 211 thdr 
models. Specially designed to complement 

the existing range of Citadel Colour acrylic paints, 
these specially developed pigments have two main 
purposes. On the onc hand, a dilute wash can be 
applied directly 10 a b35e colour of :tcrylic, creating 
mlturn! shading effects with ease; the w.tSh will flow 
smoothl y and evenly Into the recesses. But the ' inks' 
can also be used on a figure that's already been shaded 
and highlighted. This crena :I rich and brilliant glaze 
which is impossible 10 :achieve :my other w.ay. 

LVmOOUONG mE SPEOALLY fORMlILATEO RANGE OF INKS. 
I - RED • Shadlng IN tuI\ks, banner.; ere - subtle shadlna on 

flesh - dIaos armour. 
2 - ORANGE · 'lI tnrich, rtd doth, ncutraI coIoum:I cloths. fw. 

leathtr. v.ood. 
3· YELlOW · 1:1 glaze reds. grtenS - tunics. banners. orc f\esll. 

drapI skin, • for brIlllancc and depth of colour. 
4 - GREEN • 1:1 shade and gIau orcJmons&er I\csh. tunics. chaos 

""""" -. 5 - BUIE • l\mIcs and banners, ~ skin. 
6 - PURPlE - 1\InIcs, banntr, chaos armour and flesh shading 

on red and zombie flesh. 
7 - BROWN - Shading tunics, flesh, equipment, fur and 

~Ihering ;md rust efIloct:s. skeletons. 
8 - CHE5l'NlJT 8BOWN - N abcM 1M a richer and warmer tone 

pJd for fur and beasts. horsts. 
9 - 8L.ACK - Steel armour & equipment - Unlng and detailing. 

, . ./ .' 

What's more, you'lI find thai several layers of glaze unify 
the shading and highlighling lones into a more subtly 
blended effect - tlking the pain OUI of hit-and-miss 
drybrushing. And if you 've e\"eC labour«! m-er Irying to 
pain! armour properly, try applying the inks to base metal 
and you will be surprised with lhe result - black (with 
brown o r blue) for normal armouc and r«! or green fo r 
some glorious cbaotic effeas. 

I) Plastic skeleton with white undercoat; 2) A mIx of brown and 
yellow ink washed over the figure. II's striking enough to lelWC: 
at this stagc..; ') ... but with funher washa on sword and base, 
a linle: highlighting wilh Citadel Colouc and. \'Oila! 

I) Fighter with base: colours of Citadel acrylic; 2) Ink shading washes arc: immediately 
effc:clh-c:; \) but the figure: c:m be: wen funhc:r with a return 10 Citadel Colour for 
fuul shading and hlghlighling. 



Magic Points: 8 

Petty Magic Spells: Curse, Open, Sleep, Sounds 

Battle Magic I Spells: Aura of Resistance, Fire Ball 

The north wall of this cave is warm to the touch (see Room 
to). To the north is a short roughcU[ tunnel (the east wall of 
which is also warm to the touch). It comes to an end with 
a rusty iron grating. 

7. Fighting Pit (Rooms: Gladitorial Pit) 

The grating leading to this room is rusty and rather stiff, but 
can be pushed open by a combined Strength of 6 or more. 
Unlike the other areas that the party have explored, this room 
is clearly constructed rather than being a natural cave, and 
is brightly lit as the wall ston.es glow with a magical light. 

As soon as two people have entered this room they will be 
HUed with an uncontrollable desire to fight each other and 
will proceed to do so using their most effective attack mode. 
This effect is magical: there is no save against it and it lasts 
until the death of one of the pair or until they have been 
forcibly removed from the pit . Other PCs may enter the fray 
in an attempt to drag the two apart, or to take sides. After the 
death of one of the pair the effect will be removed from the 
other (who may be filled with remorse at his actions). If the 
party are still in the pit after 10 minutes have elapsed, twO 
of them (determine randomly) will again be seized with blood­
lust. This effect is repeated every ten minutes while two or 
more sentient creatures remain in the ph. 

The two podiums in the comers of the pit are seven feet in 
height, so once the fight is over it shouldn't be too difficult 
for the party to get up to the higher level (Room 11) and 
Acrobatics or Scale Sheer Surface skills will help. Again, the 
wall nearest Room 10 is warm to the touch. 

8. Spider Lair (Lairs: Spider Lair) 

The only ~urces of illumination in this cave is the faint flicker 
coming from the fire in Room 2, and a pale glow coming from 
Room 9 . If the party enter slowly their eyes will adjust 
sufficiently to this dim light to be able to make out the major 
features of the cave (they may, of course, wish to use some 
fonn of illumination of their own). The wall nearest Room 
10 is warm. 

The occupant of this area should be obvious as soon as the 
party enter, as large sticky cobwebs fill much of the cave and 
dried bodies are visible here and there suspended in the 
strands. If any of the Snotlings from Room 2 ran here they 
will aJso be suspended and will appear to be dead (but are 
actually paralysed). However, this assumes that the party were 
a minute or so behind them. If the PCs gave immediate chase 
then all of the Snotlings, plus the leading party member, will 
be stuck in the mass of sticky strands, and the second member 
must test against I not to get caught. Any following PCs will 
be able to react and stop. 

In this room a PC who moves at Cautious Rate will not become 
stuck, but one moving faster or engaging in combat must make 
an initiative test at the end of each round or become 
hopelessly emangled. PCs with some sort of flame (magical 
or nonnal), will be able to bum a path through the webs while 
moving at Cautious Rate. 

The spider normally waits motionless in a dark corner to the 
south of the cave until its victims are hopelessly enmeshed 
in the webs. However, if the first PC reaches halfway intO the 
cave without becoming stuck the spider will scuttle out and 
attack him. If the PCs are using fire to bum away the webs 
the spider will stay in its corner (unless actually attacked). 

Giant Spider 
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The spider causes/ear in creatures under 10' tall . It has a 
poisonous bite (Poison test or paralysed), and 2AP all over 
its body due to a hard exoskeleton. 

9. Pool (Lairs: Water Cave) 

This cave has bright phosphorescent mosses growing on the 
walls and hence is reasonably well lit; the west wall is warm 
to the touch (see Room 10), and the pool which fills the cave 
is warm and murky. A rope from Room 23 dangles from a large 
hole in the ceiling and can be reached by using a large rock 
as a stepping stone. On the end of the rope (under the water) 
is a bucket. There are no nasty creatures lurking in the water, 
although the party need not be given the impression that this 
is the case. Anyone using a Breatbe Underwater spell will be 
able to gather up 268 copper and 17 silver coins that have 
been thrown in over the years to bring good luck. They are 
now scattered around the bottom of the pool and will take 
ten minutes to collect. 

10. Lava Pool (Lairs: MaSV'a Pit) 

This room (which can only be entered from Room 24 above), 
is extremely hot, and is brightly lit as most of the floor is 
mahan rock . pes using Resist Fire will survive for a few 
seconds if they manage to stay on the more solid pieces of 
rock. Anyone entering the lava pool is instantly vapourised. 
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IMPOKI'ANT ANNOUNCEMENT! 
On Thursday 7th April , F C PARKER 
will be closing its doors for the last time. 
It will be the end of an era - but keep 
cool, Welsh garners , because on 
SATURDAY 9th APRIL, F C Parker will 

magically transfonn into -

THE FIRST 
~~'M 
SPECIALIST STOCKIST 

At 
7, High Street Arcade, Cardiff 

Tel: 0222 21159 
To celebrate this historical occasion 
there will be bargains, reductions, 

special offers and guests, induding: 

'FREE CITADEL MINIATURE FOR 
EVERY CUSTOMER! 

'Live action roleplay groups! 

'A GAMES WORKSHOP game for just 
£1.00 for the first 12 customers! 

'A famous GAMES WORKSHOP 
personality to answer all your questions! 

*Cbeapies, freebies and an entry into 
our Grand pUze Draw - we'll be giving 

away £100 worth of vouchers!!! 

REMEMBER ... F C PARKER has been 
the king of specialist games stores in 

Wales for more than ten years, and now 
the king is dead, 

LONG LIVE THE KING! 

~~29 
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MODELS 3 - 8 ( FIRERS ) ARE SUPPLIED 
WITH A CHO ICE OF" ONE HVY. WEAPON 
EACH AS ILLUSTRATED: 

A ) MISBILE LAUNCHER 

~ a t HEAVY 

. DWARF . 
-GYROCOPfER -

MCboxb IWI)'. ilKOmiDg YOPdcdr 
GoblimKidc u. paiDb with Cil,del'. _ Cyroc:OplCf.. A tombiD..tWa of 
mobility with a dudJy amy of wc:,poaty .no.. YOD 10 deploy 100f firepower 
where u', oceded ... hen. it', IICcdtd. Yoo ClJI't dford 10 be without them. 

loUr good .bowl· ..-::=-

., 

' . 

~ 
0 ) F"LAMER 

18 

WARNING t Thil product contllinllleed wfticn m..,. be "-,,,,'uI if c"--d or .w-'!owed. CillIdeI Miniat ......... not NCOmmIOMMd lor childr .... I.O'ICMr 12,...,. of • 

Copyrlghl: C> 1988 G2mn Wocbhop. All rlSh" reKI"~d. 

•• 
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mEl WE ARE EXCLUSIVE * DISTRIBUTORS FOR 

ALSO DISTRIBUTORS FOR · THE AVA LON HILL GAME COMPANY 
VICTOR Y GAMES INC., NEW YOR K, NY. I!. CO LUMB IA GAMES INC. 

Now over 275 Games and Extension Modules to choose from! 
Available From ~ • O,,;I. bI. ",m 

~SCENTRE 

ii'::'.~~F~~;!!!~~~! 
FROM GOOD GAMES SHOPS EVERYWHE RE I 

The wortd of HARN is the ultimate FAP play-aid; an authentic medieval environment, 
designed fo r fantasy gaming. With HARN, you can create and plan your own campaigns, 
quests, and advenlures with in a complex, realistic background, confident that th is world 
wi ll unfold as it shou ld . • HARN ilsupport..:! by an OUIIt.nding series of expansiM modulll!l 

SON OF CITIES ARAKA·KA/.Al -", ....... ,,, .......... 

WHIT-I: DWAHF 

r \R: 



. ~ . "-" 
John B!.che re/ums wii~"Sh and Ihe CiUulel Expert Painl Sci, mounls his Harley and proclaims 10 
the world that his new packs 0/ pigments are ... 

BETTER THAN INKS 
ffiSTORY 

Are tbey inks or aren't they? We have 
been talking about using Ink washes In 
'FA.". Metal for quite some time DOW and 
the move to complement our existing 
range of Citadel Colour paints was an 
obvious one to ....... The sIdIIed cbemlsts 
who developed the special washes that 
make up tbe Citadel &pert PaInt set 
followed a tlgbt br ief from us. Tbis 
ensures that this new ranee of pigments 
wtll exceU in their capacity to bring out 
tbe best in a painted miniatu~. 

Another Phil Lew;,.' 
exceptio nal ly ~kelclon (not the 
su btle face. Blue rea l onc). The: 
lire.," ..... ,.h e'" d o ye llow/brown in k 
" trange thin8" 10 wuh makes Ihis a 
the armOur I!I vcry time-effect;ve 
well. figu re to paint . 

M ore ferocious red armo ur ... 

The flesh on Ihis space muine wu 
creat ed _i lh a sublle blend of o ranges 
and brown~ from the new Experl Painl 
Sci. 

Cn;,," ink o n bare: lihading will 
metal and s ubtle fe a ture a lo t ..,hen 
brUllhwork you paint 
tampletc. the Coblinoid .. , but a 
wcuhe. bcau," dilute yellow glne 
feel . QVU this crin" • • 

"kin .... ill bring thc 

Brown and blaek mixes of ink Cfeale 
an coffeet; .... e wolf pch. 

" Chaos Knight with subtly blended 
browns fOf thc skull motif (o n the 
helmel) and rusty chainmail. A yello w 
wuh brings out Ihe: bri lliant red 
un'OUf. 

Diluted ycllo",,' The ,uand.rd red 
brow" wI"h for .. hading is applied 
flcBh. brown 10 Ihi" Coblin's 
inked cia'll"" and tunic. 
uil [or this L:SK. 
Daem.o n or 
Sb ... " " h. 

," .. . t:.:; 
-t .. ' 
'~'!/II " I "") 

~, 

' .. .... '~.~ . ' .... ' . 
. . ~. 

Creen ink Cor anolher !!Iranse armOur 
eHcCI. 



A 40K adventurer 
wilb a faee 10 

remcmber • 
thanks to more 
orange/brown 
mixes. 

Every c:otnponent 
on Ihis plastic: Elf 
arc:he. has been 
8iven an ink 
"hadin8 wash. 

An oran8e/yeDow 
81aze on thilo 
tiger-striped Space 
Marine proves 
there·s no need 
for "uhllery-. 

A mo.c subde blend blue. b.own. 
green and blade gives Ihis individud· 
iIolic. armour e{(eel. Expcrime.u wilh 
Ihe mixes and II'}' 10 .csist wOfking 
straight {rom the pol. 

Celebratin8 
Snodin8s . 
bliofuUy ignorant 
of thc thinned 
yeOow glue thai 
bri8htens theu-
8,ec:n sbading. 

Tbu. Skaven's (Uf. the -oed and the 
leathe. pouches arc aU treated with a 
brown ink """.h for added depth. The 
purry.buiJt base i. also wa .. hed witb 
brown · drybrush thu. with Citadel 
Colour if you like. 

Green ink for 
Hub "hading and 
brown. black and 
blue combination" 
for the annOUr 
make this an eye. 
eatebin8 m.iniaturc. 

Inks lend the natunl lones 10 the 
budcskin. ween leather and the bi.die 
in thilo (igtu·e. It·s 'he dil(ercnl mixes 
which create the stren8th of realism. 

Ink """ .. he .. 
Ira_form tbe base 
c:olou ... Citadel 
Colour is worked 
on lOp 

Notc: the usc of 
blaek ink on II,,,, 
gUD and ...... ord 
that help givc the 
"uperb mcul 
eUecl. 

The brawild on the fur and rcd on the 
shield are rQults of mOJ'C effcetive ink 
meddling. But Care needs to enter inlO 
Ihe mixes i{ you """Dt thu. level of 
realism. 

10 add Ihe 
hi8hlights. 

Wilh inked flesh and armour. this Q.k 
stands OUI from the crowd· whic:h 
p,obably means it will gel shol at .•. 
J\dd ycUow and brown to the green 
Qrk flesh if you (ind ;I·s 100 garish. 

·Huh. ·Juz guard 
dis coma (erra 
mo: scz ·cel· But 
nobody listcfted 
to tbe whingcJng 
Kcv Mams 
model who 
""" .. ungraleful 
for the green 
and brown 
wash that 
made him 
what he wa ... 

Thinned black 
"hades thi .. Eldu· .. 
armour and a 
green wa"h 
finishcs oU the 
pluntc. 

Argue wilh d.is tough Linle nut an· ee·1I 
bite: yer knccup.1 Again. the thinncd 
yellow glaze warms and brighlens Ihe 
base eolou ... 

·None .haU pass" c:xcbim.ed tbe 
Cbaos Warrior ... ith the evocatively 
glued bronzed armour creatcd by 
mixiDg .ed. yell .... and brown on top 
o{ the base c:olour and lightly 
highlighting witb silver. 



The inks not only had to be made up of the most 
suitable coIour1i br our range of fIgUres. but they 
had 10 meet four main criteria. First of all the 
colour1i themselves needed to be brilliant 10 have 
the right effect when put to their intended use. 
The quality of the pigmenl's liquidity was 
essential {or the wash , where pigment had to be 
thin enough to flow smoothly into the finest 
recesses of detail on a figure . For the same 
reason, the strength of pigmentation needed to 
be much better than that of normal acrylic paint 
so that the inks 'MlllId starxI ronsiderable thinning 
whilst retaining the intensity of the original 
colour. Finally, when you work on top of some 
inks with a highlight colour, that colour (white, 
for example) can be 'corrupted' by the ink as it 
bleeds through, Our Expert fbjnu are colour fi:tst 
however, so they are more versatile than many. 

Now they're ready. And so are we ... 

IN TIIEORY ••• 

The Ciwfef Expert ibilllS, specifically designed 
to complement the range of Citadd Colour 
acrylics, are intended for the discerning painter 
who ..... ants 10 give his figures that special 'Citadel' 
look so often seen in the pages of White Dwarf 
magazine. However, specially developed 
pigments can be used quicldy and effectively by 
the novice as well. These initiates of Blanchitsu 
may be surprised at the range of effectS they can 
easily achieve. 

The transparent layer eX colour that may be added 
with ink is suitable both for enriching existing 
colours and adding a stage of shading 10 the base 
colour of Citadel acrylic. They cannot be used 
exclusively 10 paint metal miniatures. but they 
do create effectS that cannot be achieved with 
any other medium. 

This is basically a layer of ink that completely 

cover1i the base colour. This provides a richness 
and depth ofbrilliance that cannot be surpassed 
by use of acrylics only. The more glazes of ink 
you apply, the deeperthe richness. For instance, 
if you glaze a red tunic (Citodd Colour Blood 
~) with yellow ink, you will end up with a 
warmer, richer. brighter colour. Two or three 
glazes normally hlrVC the desired effect. Each 
layerof glaze must be dry before you begin with 
the next one. A glaze looks more effective when 
applied to a figure which has already been 
highlighted and shaded, and tends to unify these 
techniques, taking the random qUality out of 
drybrush highlights - which many people find 
hard to master anyway. 

A glaze added direct1y to bare metal has an 
immediately effective result when it is applied 
to annour. Black (usually thinned with water) 
is obviously a good choice. taking the place of 
a black acrylic wash. This brings out the depth 
of the mail or plate with '-.:ry little work. The 
additions of blues and browns to the black can 
give various hues 10 metal armour. very thinned 
brown or orange glazes suit weathered or rusty 
adventurers perfectly. Chaos Knights can give 
the painter a chance to experiment with more 
colour. The application of reds, greens de to bare 
metal can result in the most glorious chaotic 
effects. 

The most common use of ink however, is 10 apply 
a colour wash directly to the base Otadel OJlour. 
This base colour must be allowed to dry fir1it . 
The ink can then be thinned with water as desired 
to create the depth of shading required. A blue 
tunic. for example. can be covered in blue ink 
- remember not (0 use 100 much ink on the brush 
or it may flood other areas of the figure which 
have already been painted. 

The ink's fluidity allows it to flow into folds and 

Shading red tunks, banners etc. Subtle shading effects on 
humanoid fkosh and Chaos armour, 

2 q(JNIit 
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Glaze 10 enridl red cloth, neutral ooklured cloths, fur, ieather, 
wood. 

Glaze reds and greens. Apply to turnes, banners, On:: flesh, 
Dragon hide tor brillance and depth II colour. 

SbadelgIaze Onimonst.er flesh, tunks, Chaos annour, figure ....... 
Tunks, banners., Dragon tude. 

Tunks, banners, Chaos armour and flesh. Shading on red 
and Zombie flesh. 

Shading tunics, flesh, equipment, tur. Weathermg and rust 
etrec:1s. Skeletons. 

As abaft but use tor a ricber, WIlrmer tone. 'cooo for riding 
beasts, wood. 

Steel armour and equipment. Lining and detailing. 

John Blanche 

creaseJ on the figure. creating a realistically 
smooth shading effect when it dries. You can 
leave the figure at this stage if you wish, but the 
more experienced miniatures painter will usually 
highlight the figure by either further blending 
or drybrushing. 

•.. AND IN PRACI1SE 

Ink washes are panicularly effective when 
applied to textured surfaces such as hair, fur, 
wood etc. iOQ(. example. boars mounted by Ore 
Boar Rider figures can simply be given an ink 
wash all aver the base colour. This can help when 
you want to paint units of wargaming figures 
quickJy. . 

Remember to always wash your brushes out after 
using Citadel Inksjust as you would with paint. 
Incidentally, thc:y are non-lOxic, non-flammable, 
and safe to use. 

A FINALNOfE ABOUT BLACK 

Black ink is a very useful tool for lining and 
adding detail to a miniature. This is neither a 
glaze nor a wash; it just replaces the normal use 
ofblack paint fur this procedure (see last month's 
'.&\1)' Metal for details). The advantage of ink 
over paint in this area is that the ink, whilst being 
extremely thin (and therefore easier to handle 
than itsacrylicequivalent), also has a very intense: 
depth of pigmentation, ie; it doesn', rapidly 
become transparent when thinned. So it flows 
easily and , when thinned for those tiniest of 
details, the depth of colour remains. 

Now that you have all the infonnation necessary 
to use the inks to their fullest potential, here's 
a list of the inks in the boxed set and suggestions 
on how to use them in specific cases. Of course. 
these are the more obYious choices. "There are 
many more. 



DUNGEONQUEST £9.99 APRIL 1988 RELEASE 

T~::~:::;, ~~~~.':~~ set for the incredibly popular DUNGEONQUEST boardgame includes more 
cl I Citadel i i II ring end combat cards, more plastic tokens 

POWER BEHIND THE THRONE £9.99 SUMMER 1988 RELEASE 
The third adventure pack in the fantastic Enemy Within campaign for WARHAMMER FANTASY 
ROLEPlAY involves the characters in intrigue and deception in the most powerful circles during 
carnival time in Middenheim. 

CURSE OF THE MUMMY'S 10MB £14.99 APRil 1988 RELEASE 
A boxed 3-dimensionel game of exploration for 1-4 pleyers. Can you evade the fiendish traps of 
the Pyramid of Khonsu, the wandering Mummy and the malice of your competitors to reach the 
Chamber of Osiris? The prize is eternal life, the price of failure everlasting death. 

WARHAMMER CAMPAIGN £10 .99 MAY 1988 RELEASE 
Now even better value - THE ENEMY WITHIN and SHADOWS OVER aOGENHAFEN together in 
one hardback book. Take your WARHAMMER FANTASY ROLEPLAY characters into conflict with 
the awesome forces of Chaos itself I 

DUNGEONQUEST CATACOMBS £6.99 SUMMER 1988 RELEASE 
Return once again to the awesome Dragonfire castle of the DUNGEONQUEST boardgame and 
explore the lower levels! New cards, new monsters and new rules provide new routes to the Dragoo's 
treasure chamber - but not necessarily safer ones! 

WARHAMMER SIEGE £12.99 SUMMER 1988 RELEASE 
The first major expansion set for WARHAMMER FANTASY BATTLE Third Edition. It' s compatible 
with both WARHAMMER FANTASY BATTLE and WARHAMMER 40,000, and covers castles,sieges, 

, including magic. There is also 8 ready-

WARHAMMER FANTASY ROLEPLAY £14.99 
Already one of the world's most popular roleplaying systems, WARHAMMER FANTASY ROLEPLAY 
tekes you to the Old World, ancient and corrupt, yet staunchly defended by a few valiant fighters. 
It's a huge 364-page hardback book, beautifully illustrated throughout i full rules for character 

, a detailed of the Old World an 

WARHAMMER CHARACTER PACK £3.99 
Keep a detailed record of your WFRP characters with this 50-page book of useful sheets, which 
also includes a booklet detailing character creation, including names and super detailed 

WARHAMMER FANTASY BATTlE THIRD EDITION £14.99 
The best and most famous set of fantasy battle rules has just entered its third edition, now in 
Games Workshop's popular hardback format. Full of illustrations and colour photos, it allows you 
to fight anything from a small skirmish to an epic battle. and is fully compatible with WARHAMMER 
FANTASY ROLEPLAY. It also includes advanced rules for war engines, magic. special troops and 

, as well as details on the WARHAMMER world, and a full scenario wah counters to get 

WARHAMMER 40,000: ROGUE TRADER £14.99 
Games Workshop's science fiction battle game set in the 
millennium, where only the Emperor 

a 228 

CHAPTER APPROVED £8.99 

world of the forty first 
Marines can save Humanity 

of historical and background 

A companion volume to WAAHAMMER 40,000 which includes army lists for Imperial, Eldar, Ork 
and Pirate forces. full battle i section and list of 

note all 
Order are offering }'ou 
the first to receive the newesl 

u 

available now or will be shortly. Mall 
yourself of a copy, but to be among 

of these games today and they will 



SUBSCRIPTIONS 
SubKrlbc to the bell roleplaying m2g2zioe avalbblc In Brluln, WHITE 
OWARF. Now 100 'nues and ovc:r teD yean old, more: and more people 
arc reading It every month for the ankles, scenarios and revi"" which 
make WHITE DWARF a valuable addition to any gamen Ubrary. 

Please ~" covdope. to MWHITE DWAItF 5UB5CRlYTIONS M at the 
Game. Worksbop address at the foot of the page. US cultomcn cooU« 
WHITE DWARF, 1220 Key Hlpway. 8altlmo~ Maryland 212~O, USA. 

CREDIT CARD customers can rioa direct on (0773) 113213n60"62 
SVBSCRIPTION RATES, UK, BFPO A Eke ONlY· £15 for n luuCl; EUROPE 
· 530 for IlIUIK5; USA· 113 for 121 .. ue'1 OTHER OVERS£AS· (Surbee Mall), 
~30 for 11 lUDCI; OTHER OVERSEAS - (Air Mall). £.4, for 12 bI.ues. 

CITADEL MINIATURES, Any of lbe DC'W range. of CITADEL MINIATURES , hown 
clKWhcre In thlf I .. ue caD be ordered dJnct from MaH Ord«, dthu by PO$! or by 
telephone credit card ordu. Pleat<': .calC: thl, Inue Dumber, the f1IJlle'. code Dumber 
attd. aaaw: aod lDdl .. ldual fllu~ number you re-qulft WMn orderlnl(k "WOIOO, RTlOI 
Space: Marloe: Numbc:r 12"). lbo,,,, .bown thli Iuue: a~, 

CODE RANGE PAGE PRICE 
TLI.l TALISMAN TlMESCAPE , £2.50 for Space: Plrat", Anropath, 

Astronaul " Chalnsa" .. Warrlor. 
TLl4 TALISMAN TlMESCAPE , £2. 50 for Cybo"il, Tech, Ar(he:Olog; ~1 " 

Space: Marine:_ 
PYGMIES ,. £2.50 for ~ 

TSFlS O.'ARF GYROCOPTER " £1.95 
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100,000 Millidworves 

These annivemries return with aJanning speed: 
, ofbrain damage s ince I celebrated 

mo. 
(~., 

185') 

the line desP,~·te:.~:;"~;~~~;:~~ nothing less 
ridden filly 
Tbrougb (CoUins 66lpp £11.95)! 

This concludes the fantasy of The Mirror of He" 
Dreams, which ended on a cliff.hanger with the 
enemy at the galeS and our heroine wrongfully 
accused, but with such a plethora of spare plot­
devices lying around that the suspense largely 
concerned which tLthe numeroos ~ things could 
be soned out. In volume 2, Donaldson collYOlutes 
his plot further before tidying up: meanwhile the 
most egregious and dispensable imoention (lIlat SF 
mcga-warrior sttaighI out of Marvel Comics) is kept. 
in a minor role, Ind the spectacular Ultimate 
\\b.pons (micron from whlch appalling nasties can 
be conjured) are generally left unused on groooos 
of ethics· Blleast by the good guys. Allegiances 
shift in an interestingly complicated way: the 
besieging forces of book I become allies, while a 
major 'villainess' is now praised lOr doing the right 
thing in being driven to villainy by the master plan 
of I Good King who only pretends 10 be senile in 
order 10 lure his enemies. This master plan is so 
tortuous and masochistic, so reminiscent of John 
LeCaneor Anthony Price(cfOwM(lII in Camelot) 
or Thomas CoYenant himself, that it has to be 
expJained 5eYeJaI1imes in order 10 make sure n:aders 
get the hang of it - unfortunately sounding Iw 
sensible with each new telling. 

For the finale. numerous armies, mirrors and special 
dfecu are~; the heroine and boyfrietxI (both 
predictably revealed as magical adepts of new and 
different kinds) triumph aver the plausible arch­
fiend and his henchmen. Donaldson's much­
dreaded excursions into unexplored dictionaries are 
happily forgotten (though some of old favourites 
like 'anile' appear, to remind us what he can do). 
This t\\Q-YOlume story truly isa ripping yam, with 
I nice line on magic-minor technology and real 
ifflawcd attempts 10 get to grips with motivation. 
Why is the villain so villainous? The answer might 
sound a bit trite - 'Because it was there' - but with 
Sauron, Lord fuul and many others we never even 
heard the question. 

Donaldson could usc:fulIy have boiled out lots of 
repetition, especially when in Significant Italics. 
and his efforts to end passages with s triking 
sentences can be clumsy or laughable ('He felt like 
crowing.'), bul after aJl my brickbats he deserves 
a pat on the head. This author is genuinely 
improving. 

Colin Wilsoo's SpkIer \\brtd: Tbt DeIhl (Grafton 
304pp £to. 9S) also impr'twes on its predecessor. The 

rittf:.1 by Dave Langfor 

Tawtr was filled wim irritating nonsense about 
biologically impossible giant spKieB, thuddingly 
clicMd computer mentors, aoo rootine pulp-SF 
doomsday weapons. Having set up these garish 
fantasies and laid the groundwork for a slave revolt 
of re-anned humanity against die death spiders, 
Wi lson DOW changes gear 10 a more metaphorical 
level. This fearores a vital spiritual force which in 
keeping with the pulp approacII emanates from alien 
vegetable demigods, but is really George Bernard 
Shaw's 'Ufe Force' (from Man and Superman and 
Bad to MetlmuloJa) in I clever plastic disguise. 
Since this energy promoces everything eu:ept people 
- insects grow huge, sinful humanity is unchanged 
because Not In TUne With The Force - our hero 
Niall shoulders his doomsday weapon and heads 
for the burgeoning Delta where it originates .. . 

Meanwhile, Wilson replays his own perennial 
philosophy. rousi ng Nietzschean s tuff about 
concentralion, forcing oneselfbeyond inner limits 
andgenerally achieving a Triumph of the Will. Only 
thus can we become wonhy to grab the world back 
from the spiders. NialllWigs this point, throws away 
his ulitmate weapons, and gets on the right sKie of 
the Force. The metaphor DOW goes ape. with the 
Force manifesting itself 10 the unfOrtunate spider 
lord and informing it peremptorily that Niall is now 
boss - rather short-circuiting the message about self­
improvement and self-reliance. Weconchkie with 
Man (sorry. bul \\Uman is kept finnly in her place) 
100 SpKier and Beede going hand-in-palp inlO a 
finer furore . ... The Delta is better than promised 
by The 7bwer, but the crudeness of its SF tropes 
detracts Crom the more interesting Wilson 
philosophy. 

Something completely different: 1be Dorbott or 
~ or How to llie wttb the F1uxus Quo (P.Iper 
Tiger 79pp £12.93) is a fmely produced '1lI.le of 
Utter ly Cosmic [nsignificance' written and 
illustrated by Patrick v.oodroffe. Something that 

I~~~~~:was lIlat the sutreal dottiness which into his paintinp didn't match the 
. N<M' he reveals himsdf as a surreal 
. His shifting, grotesquely peopled 

howl al. 
mistake of tilling 

web of narrative excess and 
full of such ha7.ards to 

man, goes on the run. 
privations. and winds up with a new a 
new awarepcss. The lurid fantasy and SF images 
mix well. like shaken oil and vinegar, but Lee 
eo.oentually takes it 100 far by introducing I dubious 
SF rationale for the vampire theme (as though you 
tried to mix salad dressing really thoroughly by 
addingdecergent: it works, buc the flavour .. . ). High 
marks nevertheless. The cover is by novelist 
Gwyneth Jones, which after discovering Patrick 
v.oodroffe's writing skills is enough 10 make me 
wonder if the Renaissance has returned. 

Sometimes real oddities arrive - like 11te Game 
of the Pink Pa&oda by Roger Moss (Flamingo 
269pp £3.95), which presumably camethis way on 
the strength of the word 'game'. (Penguin once senl 
I whodunnit, considered interesting to Dwarf 
readers because there was a garden gnome on the 
cover.) It opens with a witty non-explanation of the 
o nly game there is, conde nsed into selected 
archetypes and philosophical rules , and steadily 
obscures the issue with I selection of 'model games' 
which are mini-stories pastiching a wide range of 
genres and styles. Reminiscent of Calvioo's/j on 
a Winter 's Night a Traveller, but Clivi no's 
digressions followed a strict architecture while: 
Moss's just seem to go on until the author gets tired. 
Enjoyable, though, and quite fun. 

A clutch of reprints 10 conclude. Arthur C Clarke's 
Rendezvous with Rams (VGSF 2!i6pp £2.95) is 
a plotlw SF travelogue, but a very good one. Olaf 
Staplc:don's Star Maker (Penguin 264pp O. 95) is 
one of SF's great metaphysical works: austere, 
chilly. I vision in which universes change and pass 
like bacteria in a culture. Bug Jack Barron by 
Norman Spinrad (Grafton 384pp £3.50) is the 
quintessential Sixties Sf'- novel: brash, rude, 
lurching, highly media-coocious. and I like it despite 
vast: embarrassments. Ian Watson's Queeomagk:, 
Kingma&lc (Grafton 239pp £2.93) offers a light­
hearted fantasy-game romp with an expertly 
worrying conclusion. 

Your editor's given me an extra page again, but fear 
not - it's only for this month ... . 

Looking Backward 

The Grlmoak and the Speardemon . .. 
Darkplague of Dreadrune . .. Clrdes of the 
Daggermasters ... The Treestooe or Firefate ... 
Fellshad01'f . .. Baleshleld of Direpain . .. The 



SkuUmoon 0( Cbaos-Spear ... The Platypus 0( 

Doom ... . 

That last one is actually a genuine SF title (a very 
strange book by Anhur Byron CoYer). The othenl 
are merely typical of what arrives in fat brown 
parcels, every week and eve ry month, until 
somecimes I start to feel rebellious. 

the Snakesword ... Gretnsong 

thelt images, 
drained by aver IJ5C. make 
authors and game-writers need to put . 
some serious and creative recharging work. Too 
few seem to have the talent or inclination. And thus: 

The Quicklaw and the He:artrost .. . Madsword ... 
Strangewand Enchanter ... The BaJebride o(tbe 
RuneweU ... Doomllons ... Starkmoon or 
Blackwonn ... Dwarftnagk ... The Grim Dawn 
0( Doomrear ... \\btsword of Booewither ... 

By now, if you're compute rate you'll haverumbled 
me. In a recent fit of disaffection (S,271,()09 new 
fantasy titles arrived and I had a cold), I whipped 
upa randomtc::ltgentratorprogram. WbeD this was 
ted with a few hundred 'MXrls culled from the fantasy 
hackJog, it spewed out endless pages of titles which 
i>rthe IOOSI pancoWdn't beklkl fromthettal thing. 
Some were quite interesting near-misses: 

A WbardotEartbgrave . .. TheCoiourotMage ... 
Sword or tbe Rings ... The Staffrune . .. The 
\\buDded Bane ... The One Leper ... 

Eventually I got bored, and threw in some less 
orthodox \Wrds which led to suspect tilles lilce 
Glu tleper of Vomirspawn or Mindbane of 
l>wr;Jrjeditor. After which I moodily turned the 
attention of the program to horoscopes (,ARIES: 
expect an embarrassing encounter with a tall, jaded 
drunken book reviewer.1 and computer-style prose 
('The on-line RS-232 debugger mode occasionally 
implements an oqual-opportunity paper-white p0p­
up motherboard philosophy.1 A progmrn to generate 
Sun editorials can't be far off. 

The Dragon Lord •.. Soulstonn •• . The Princess 
or Flames ..• Trollnight .. , Darkspell .. . 
Drowndde, .. The DreamstoDe ... S~ .. . 

No, you guessed, those are all real and arrived here 
in the last year or so. I have a dark suspicion that 
were it sec to generate plot outlines, my progmrn 
could gain commissions to write large numbers of 
trilogies. If the idea r:Lthis vast tide ol unoriginality 
is depressing, remember that it's one of those 
chicken and egg situations in which (all together 
now) ~Are All Guilty. The swving aulhors write 
indentikit fantasy epics because the publishers 
demand them. Thepublishers pack::agetbem kllook 
exactly the same as each other, because the public 
(you) apparently PreETS 10 buy more or less the same 
thing again and again. Members of the reading 

public sometimes complain that they'd read 
something new and different and wonderful if it 
were available, but it isn't , so everything must be 
the fault of the authors. And so on, fOrever. 

When I look back CHer my own years of criticism 
in these pages, I reckon I've got off pretty lightly. 
For one thing, it's provided me with a limitless 
supPly olbitchy opinions, the nastiest ol which were 
collected into articles and SP convention speeches 
with t illes like 'The Dragonhiker's Guide to 
Battlefield Convenant at Dune's Edge: Odyssey 
Tho' and lriI1ion Year Sneer'. Such efbrts probably 
helped me pick up a couple of Hugo awards last 
year: so I owe it all to you lot. 

(Even the little parodies of SF and fantasy which 
J've conrributed to Dwmjand other places now 100k 
like being collected together and published by a new 
outfit called Drunken Dragon Press . and if the IIlUT'Ie 

soundsodd, IWttill you read the Anne McCaffrey 
spoof. I haven't decided whether this literary event 
should get a glowing reveiew or a very bad one in 
'Critical Mus'. Which is more likely to make)'Oll 
perverse lot buy it? I \Wnder.) 

The IOOSI soothing thing kl do when criticism seems 
al l 100 much is 10 look back at other, better critics 
and discavc:r that not only did they have to work 
harder than me, they too felt pretty pessimistic about 
the state olthe art . Bernard Shaw" got deeply gloomy 
in his three years of dramatic criticism from 1895 
to 1898 in The Saturdoy Rmew (a magazine which 
was presumably the cuJturai oquivaJent of today's 
Tunes LJterorySupplementor mdteDwarf). During 
those years he bunged in wcckly essays longer than 
rr.ry columns, lOlling up 10 ocarly 100) pages of sma1I 
print in the Collected Edition of his works, His 
successor Max Bccrbohm stayed in the same hot 
seat £or twelve years, and his collected criticisms 
came 10 more than I~ pages. What's worse, both 

; 
of this or any other age. 

Still, mycollededcritiqucs kldateshould be useful 
in my plan 10 make this column last even longer 
than Max Beerbolm's in The Saturday &view. 
Careful analysis of the past Langfordian output 
should provide a vast databank of key phrases to 
be fed into the aforementioned text generator 
program, which is tastefully called DRIVEL. 
Armed with this deep and intricate kro.vledge about 
hoo.v I write, DRIVEL should have no difficulty in 
generating an eDdless stream of insightful reviews 
which will maIce it unnecessary for me 10 ever open 
a review copy again. 

Let's give the program its inaugral run right here. 
S~nd by! History is bout to be made! 

"The wtclrdbane or Hyperspace by Arthur C 
Asimcw (Gollafton I2pp £999.38) is without doubt 
indeed probably a book which arguably will be 
better than L Ron Donaldson. Furthermore, it 
ineffably exemplifies a deep metastructure which 
implies a intentional load of dingo's kidneys. 
Rtcommended 10 masochistic real-time compIetists 
or anyone who likes pop-up motherboard menu 
interface debugging protocol. Lepermage or 
F.lCspum by Anne McGuin (Unpengwin 943pp 
rol2p) exemplifies an intenlianaI hiluri: in narrative 
plot device protagonist character frogspawn 
interfacing to the battery-powered VTS2 assembler 
net~k cardboard. box. VIRGO: • tall, alcoholic 
critic will ineptly approach you one day this evening 
and say Spawnf10wer 01 Rotpelvls (Heinlein C 
Collins £12Opp) is the best Hubbard-comp.atible 
since Direthrone ottbe Punkmage:, except perhaps 
ERROR TYPE B37F STRING OVERFLOW 
FATAL BRAIN SPASM comparable to Tolkien at 
his best. 

EDIlOR: today )'OtI will enjoy an overwhelming 
ScorpicK:ompatible syntactic on-line impulse 10 say, 
That's Enough Of This Rubbish ...... 

All right, al l right, but just wait until I get the 
program's data files straightened out. There are 
possibilities here. 
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Tony Ackland 
than most Tony finds a 

He's been at it longer .' death and 
I e from drawIng 

perfect. re cas into the small boon of 
deS""""'" . 

!Imm<". 

. • nmical eu.mple of the genre. 
IS 'Jr h' t" scar 
fi ~ticiOUS . late,~~rle(.fhe'S n~r in her 
aviator/navigator 
/ate thirties · &I). 

Gary Chalk 
Now some of you may know Gary Chalk from 
his wonderful figure painting demos al events 
like Games Day. You may know" his work from 
the Lone ROlf solo gamebooks, but how many 
of you remember that Gary was responsible for 
the artwork in Games Workshop's original 
7alisman game. &niecors and Citadel's Blood 
&th at Orcs Drift scenario pack? Now we can 
welcome Gary Chalk: back 10 the Games 
Workshop fold wheR: his Wents are featured in 
Curu Of The Mummy's Tomb. 

" 

, 

Colin Dixon 
Colin. who's stre ' . 
and beautiful to~h lIeS ~ su~etyof pajnlin 
an aniSf M WOrk, IS stili develop,· g 
~. . OSI recentl C . ng as 
• lmescapt! bo" Y olin paimed .h ",-,-, " arf. How . e 
...... IJJUllbJe rendition of the ever, tlus is his 
based on an original draw' lkmh Zone COVer 

mg by Brett Ewins. 

Boh Naismith 

the M' ~ Cl'eativily 10 its full t mUCh time 
IllJlltures M CStpotenlial Be' 

takes up most of 1 .an~ger at Games %. t-Llng 

'i==:::========::::::=~ noq~ liS tune. Nevellhe l"-lJlOp • sketches form !::'Satfisticcalibre ;::. there's 
figures as Weu basis for many' 0{ ~ 
art\\.tlrk as an ellOnno Citadel's peeled for future releases from 

and see if)'OO can spot Gary's 
heR:'S a Wier for 

PttXItICed t:,. n.._ . us amount of the 
II COUple of oldi ......... JJC$ \\brbhop H 

C$ to drool ave . ere lilt! ,. 

David Andrews 
This man's \{PI't in life is all things medieYa!. ~s 
includes dressing up at wcekcndsand ~ry~ng his 

lmosl to decapitate his males. ThiS IDsane 
U ssion kd him to be commissioned by Notts 
:ucational Authority 10 produce Ibe artWOrk 
seen here. 

, 
., . 

And Finally 
Now for myself. My Illtesl inspiration comes 
roaring out of Richard Aalliwell's forthcoming 
Highway lIbrrion, and some of Carl ~rilChloo:v'S 
drawings for it. Perhaps because of an mcreasmg 
interest in motor bikes, it only feels natural that 
my painting has mororwaycd in that direction. 
The two pictures you see here are results ?f 
experiments with burning midnight oil • lots of 11. 

tho, 
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THE FLOATING 
GARDENS OF~~J. 
BAHB-ELONN -A?-{,' 

PART II ~ 
This is the second pact of the competition event beld at Games 
Day 1987. Lard I of the :Adventure, together with gene~1 
background 2Il.d detills, begins on page 11 . ~ left our intrepid 
hefOOl (:md ch:unpioru) as they began thdr journey into the 
caves bene:uh the pyramid ... 

level two: PYRamib loweR level 
All the interior rooms are 12' high while the passages are 9' 
high and the floors;md walls art quite smooth . All the rooms 
and passages h.ave a 'm:1gical' light set in the ceiling which 
switches on when the location Is entel'fil and off 2!foW1 when 
the last sentient being departs. Unless noted otherwise; these 
lights are functioning normally, providing illumination equal 
to daylight. 

The hard stone from which the pyramid is constructed has 
crystalline stri:l.tions running through il. If the PCs ob~rve 
these closely they wHi notice th:u biot pulses of light" 
sporadically flash along these 'veins', These lightS:ltt 2Ctually 
dectrical impulses C:lused by the funcdoning of Vllrious 
devices within the pyC2lDid 2lld which (indirectly) produce 
:I powerful e1earostuic field th:lt cm be d:lngerous. Whenever 
metal items :Ire brought to within 5' of :I wall within the 
pYC2lDid there is the possibility d12t :ut electrical discharge 
will occur. The chmce of this occurring wries according to 
the level of the pyramid (bronze :lnnour or We2pons are safe 
:utd m:lgical iron items are less susceptible). 

Items potendally affected on this level are (non-magical) 
brnstplates, double-h:utded axes or swords and similar large 
single items. Other, smaller peices of armour (Including 
chainmall) and We2POns are safe. When:l susceptible item Is 
moved within 5' of a wall there is a 30% chance of a discharge 
(check every round) causing a bright flash to arc across from 
the wall to the item, injuring the PC if he is within 6H of the 
sp:lrk. The damage sustained depends on the item: 206 
Wounds for a breastplate (-2 If leat her armour is worn 
underneath), 106 Wbutlds for a two-handed sword and ID6-2 
W for a two-hmded :lxe (decreased d:lmage due to wooden 
shaft). The discharge will C:luse the PC 10 drop the item. 

You should nuke a sep:lr:tte check for every susceptible item 
on the Pc. If more than 8 ifbundsare C2used in:l single round 
the PC has also been set :lUgbt :lnd will bum as if he were 
t12mmable (tlking:ut addition21 204 Wbunds per round, see 
WFRP pBO). 

11. Fighting Pit Gallery (Rooms: Gladitorial Pit) 

This room contains a narrow balcony around the top of the 
fighting pit (Room 7 below). 

12. Corridor 

All doors leading off the corridor are constructed of wood, 
with the exceptiOn o f the pair that seal off the northern ends. 
These are large stone sl:lbs (4' wide x 10' high) with no visible 
tundles. They are identical to the external doors of the pyramid 
(see P2rt One - . The Floating Island'), so touching them may 
result in d:lm2ge 2lld :I warning message. They lead 10 the 
internal mechanisms th:lt control the island's movement. 

All walls ne:lrest the centre of the pyr:tmid att warm to the 
touch (see Room 24). 

13. Tomb (Rooms: Mausoleum) 

The :lutomatic light is not working in this room, so the only 
source of illumination will be from the corridor via the open 
doorw:lYas the p:lrty enter. The room is 21so kept :u :I lower 
temper:uure than the rest ofthe complex and will feel r:lther 
chilly. B:lhb-Elonn keeps this area:ls a tomb for past masters 
of the guw· the thought th:lt they will be revered after their 
dca.th helps to keql them in his employ. 

14. Kitchen (Rooms: Kitchen) 

The light in hen: is quite dim but some:: additlon21 illumination 
is provided by :I fltt which Still bums brightly. Behind some 
s:lcks in the north·west comer is a crudely disguised door (the 
handle has been removed and :In attempt has been made to 
paint the door to match the surrounding stonework). IJ will 
be immedi2tely obvious to :I PC taking more than :I cursory 
glmce :uound the kitchen. 

IS. Shrine (Lairs: Chaos Temple) 

This room was origin:llly the kitchen storeroom. The guards 
c1ca.red it out and converted it for usc as:l shrine in order to 
give praise to their V2lious W2t·likegods. They think th:lt Bahb­
Elonn does not know what they h:lve done; in real1ty he knows 
but does not care (while they are spending time WOrrying :lbout 
m:lintaining this scctC1 the guards are less likely to get bored 
and plan :lnything more d:lngerous). 

16. Corridor 

Across the southern end of the corridor is a cun:dn. Behind 
this is :I primitive privy . :I hole in the ground which leads 
right through the rock of the 'lsl:lnd '. 

17. Refectory (Rooms: Great Hall) 

This is the room in which the pyr:unid·dwellers (who:lre not 
c:lnnib2Is) h:lve their me2Is. The remains of the feast that they 
held the previous evening in anticipation of their no.:t 

. ' refueUlng stop' are still much in evidence. In :lddition, behind 
the 'high tWIt::' is :I pile of ten suits of chainmail and eight 
swords (see Room 25 for details). 

i 

i 
i 
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On each of the landings of the twin st2irw:ly, being into th~ 
~{ectory, stands a large (6') bronze StiNe ho lding an equally 
large bronze axe and shield (from a pygmy's perspective these 
St2tues a~ giant·sized). At the base of the eastern Stlirw2Y arc 
three chopped bodies, each in chainnuil and carrying a sword. 
They art: the remains of guardsmm who Sd out to locate 82hb­
Elonn when the power started to fail. Neither the bronze 
armour or the chainmall will fit pygmies. 

If the party observr: the Stulles closely, they will 5tt some form 
of v:aguc smoky shape Is contained within a complete set of 
bronze plate armour. They will atUCk anything th:u attempts 
to come up the stairs, gaining + 10 WS due to advantage of 
height . Unless attacked, they will not engage anyone who 
climbs to the upprt landing dirtttly (by piling the ubles up. 
for instance). The north door on this landing leads to Level 
3, location 25. 

The creatures can be injured by magical or physical means but 
cannot be killed. When their 1Jbunds total Is exceeded they 
dissipate, and the armour falls in all directions. If the pieces 
are not moved they will n:form at full strength in 10 minutes 
(magiC2lJy pulling the armour onto them). SpeLls relying on 
att2cks to the mind will have no effect on these creatureS. They 
an: an: also immune to all pyschologiCOll effects. 

Stairway Guardians 

Plate :moour (API) all over, plus shidd (AP 1) 

The north waIl of the n:fectory is w:um to the touch . '!\va 
stone slabs in the south wall Ie2d to the omside world but 
cannot be opened, see ' Tbe Floating Island' for deuils. 

18. Corridor 

This corridor Is exactly the same at 16 above, except that the 
walls at the southern end art covered in a variety of graffiti 
in a language unintelligible to the PCS. 

19. Guardroom (Rooms: Guardroom) 

The light in this room h:ls almost hiled :lnd much of the 
iIlumin:ltion comes from :I stove in the comer. The C:lpt:lin 
of the guard discusses his orders with the other men In here; 
he has private sleeping qu:l1"ters :It the south but these art 
:lppallingly dirty and the room is unlit . 

20. Barracks (Rooms: Barracks) 

The light In this room has been deliberately covered by :I 
bl:lnket (although a rip m:lkes sun: that the table tml:llns lit) 
to make it easier to sleep for the fourteen gU:lrdsmen who are 
houKd here. The occupants sleep in shifts so that at le:lSt seven 
:In: always o n duty. At the moment they are all :lbsent as they 
do their beSt to stop the isl:lnd crashing (Room 35). 

21. Leisure Centre (Rooms: Thnure Chamber) 

This room provides the setting for the social life of the 
gu:ltdsmen and the various 'guests' they collect on their trips 
down below (the guests don't usually enjoy the enterttinment 
as much as the guardsmen do). There are currently no 
occupants of the two 'guestrooms' to the east, but the braziers 
h:lve been kept: Stoked·up so that any new arrivals can be made 
nice and comfortable. 

22. Storeroom 

This room Is tota1ly empty and cleaned out in preparation for 
the island's next 'n:fuelling stop'. 

23. Well (Rooms: Well) 

This room a1so doubles as storage for barrels of beer, but then: 
:In: currently none in stock. The bucket is at the bottom of 
the well (Room 9 below). 

24. Drive Chamber (Lairs: Chaos Cavern) 
This room c:ln only be enten:d from Room 31 above. It is 
extn:mdy str:lJ1ge and chaotic· any PC entering will fed 



strongly dlsorient:ued and mUSt deduct 20% from :ill 
percenuge ch2C'2cterlstics while In the room. The floor is 
c~ttd in a \'tty ("me layer of warpstone dust which provides 
the motive force for the isbnd 2nd power for the various 
devices in the pyr:unld. The dust appears to shimmer and 
consuntly change colour: most of the time it appears to be 
brown or deq> ~d, but the~ are OCC2SionaJ vivid thshes of 
yellow or onnge. 

The floor of the room Is 21so extremely hot, and any PC who 
does not have Resist Fire will take a iJbund every round that 
they stand on the floor (stout shoes or boots will protect for 
the ftrst two rounds but then catch fl~ cusing an additional 
Wbund for the next D4 rounds). 

Across the cent~ of the room the distorting power of the 
warps tone Is so strong that it sets up flux patterns which 
lnterfe~ with vision. The ovttall effect Is to cause the illusion 
of a constantly shifting stream. of ruker malter. Anyone who 
treads on this 'stream' will have entered the strongest part of 
the chaos field, :and will be unable to pull free. Over the course 
of the next D6 rounds they will be sucked through the floor, 
after which they will f:all into Room to below. 

L€V€L 3: PYRamlO mIOOL€ L€V€L 
On this level the electricl pulses are mo~ nodce2ble, and 
iron iums have 211 increased ch2nce o f causing a discharge 
when within 5' of a wdl. For items already detailed 
(bte:l.Stplates, large axes and swords) the ch2l1cc is 90% 2I1d 
damage is increased by 06; for ch2inmall the chance is 60% 
and damage Is 206 (with a possible -2 reduction for leather); 
for medium-sized weapons and other pekes of :annour the 
ch2l1ce is 30% and damage is D6; and for small weapons the 
chance is 10% and damage is D3 . Single-handed magical 
weapons a~ safe, butl2fHe weapons :and annour will be hit 
as 2bove subject to a -30% bonus. In short, the PCs had better 
wrap iron items up or suffer the co~uences. 

25. Corridor 

At the T-junctlon of the corridor are the charred remains o f 
a human body dressed in ch:ainm:ail (stili quite warm to the 
touch). This Is what's left of the first guardsman who entered 
the passage, and the others wisely discarded their ch2inmail 
in Room 17 before proceeding. 

In the western leg of the corridor there are two swords. At 
this point tWO guardsmen making the second attempt at the 
passage dropped their weapons after one was slJghtly burnt. 
The following guardsmen then left theirs in Room 17. Note 
that as long as the swords and ch2.lnm:ail are not moved, they 
will nOt attract further dlsch2fHes, but if the pm)' pick up or 
otherwise m~ them you should roll for disch2fHes 25 normal 
(in addition to rolls for any suitable items worn or carried by 
the ch2t2cters). 

26. Laboratory (Rooms: Alchemist 's Laboratory) 

This is Ba!tb-Elonn's alchemlcallabontory, and It conulns 
everything that an 21chemist could require for his various 
d:tbblings (except for dangerous substances wbich are kept 
in Room 28). A l2fHe upright chest :against the no rth w:a.II 
(whicb a~ to be empty) has a secret door In the hack 
leading to Room 28, while a chest of dnwers against the south 
w:a.II swings out, when a secret catch on the left hand side 15 
depressed, to reveal a secret door to the library (Room 27). 

27. Library (Rooms: Library) 

8mb-Elonn's library is extensive, but my scroUs o f magical 
nature:are kept in his study (Room 32). Most of the vo lumes 
:are historical works, phllosopby orpoetry, but there is asmall 
fiction section. If you do not wish to spend time detailing this 
room you can simply decree that all volumes a~ in a12nguage 
~nitelligible to the PCs. 

notaBLe LIBRaRY Books 
Steppe Gardening in the Iroplcs 

Juri Dibber 

A Hundred And One Uses f or a Dead Pygmle 

Zeno Phobe 

Sven Haslefreslan - The Unofficial Biography 

Erik Haslef~slanson 

Tales of a 1hlvelling Dictator 

M 8ahb-Elonn's diary 

River Life in the Old Wbrld 

Graeme Davis Esq 

Most of these books (with the exception of Zeno 
Phobe's topic:ai compilatIon) will be unintelligible 
to the PCs. This is not :altogether unfortunate. 

28. Laboratory Stores (Rooms: Apothecary) 
When the pany first enter the room It will be empty, but less 
than a round later they will see a vague dark shape in a tattered 
suit emerge from a wall on the other side of the counter. The 
form appears as a misty human, tho ugh the face Is shrouded 
in rukness. It will politely ask the party what he can do for 
them. Whatever they say, it will infonn them that, "Regretably, 
the master hasn't given permission for strangers to have thatlbe 
(old thaOsee thatldo thatlgain admittance to that a~a, but 
perhaps I may be of assistance with something e1se.. .. ?" 

When 8ahb-Elonn took ~r the pynrnid he found that It 
conttined a stange wandering spirit, similar to a wt2.i.th but 
helpful (in an :aloof sort of way) rather than m21Ignant. The 
spirit had been brought to the pynrnid from a distant time 
and place in some magic21 accident . All it could remember 
about its origins was that Its name wasJeae5, 2nd that it had 
formerly been a scrvant or some sort. 8ahb-Elonn set it the 
task of looking after the dangerous chemicals and other 
substances in the labol'2.tory stores, a task it performs to this 
day. Except where otherwise noted trt2tJeeves as a wnith . 
If he were to ever leave the pyramid he would be subject to 
Instability. 

If the party attempt to cross the counter Jeeves wlll issue the 
following warning: " For your own safety, sir, I must advise 
you to suy on your side of the panition." If the party actu21ly 
cross the counter, o r attempt ot attack him with magic o r 
missiles from their side, he will immediately attack them . 

Jeevcs: Wraith 

·Can only be hit by ID2gic:al weapons 

In combatJeeve's eyes burn with a terrible ~d llght, causing 
fear in living creatures. A successful hit drains 1 point of 
Strengtb but ca1lSe!l no damage (WFRP p2S3). 

In the cupboards on the far side of the counter are the various 
stores. The large upright cupboard ag2.lnst the north wall is 
empty and, via a short tunnel, leads to Room 29. 
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29. Treasure Vault (Rooms: Treasure Room) 
The monel from Room 28 comes to a dead end inside the back 
of a hollow iron statue. Through the eye-slits in the head it 
is possible to see the complete contents of the room, ie untold 
wealth! Unfortunately, the only way to enter is to utter the 
command words that make the statue walk forward into the 
room, 'Ojfya Pvdeeum, Fyelingjaze', but these are known 
only to Bahb-Elonn. 

The party are not intended to gain admittance to the room 
- it is included merely to tantalize them and encourage them 
to waste valuable time; if you want thepany to be able to enter 
you will have to de(2i1 the tre<lSure and its value. 

30. Bedroom (Rooms: Bedroom) 
This is Bahb-Elono's sleeping chamber. It is simply furnished 
and contains his fine silk clothes whlch are kept neatly folded 
in various drawers (there are a150 some wolfskins In a chest 
for usc in cold weather). 

Sitting on a chair at the south end is a magic sword. The 
weapon is animated and will rise up to attack the party as soon 
as they enter the room. Once the sword has been disturbed 
it will not return to its resting place until there are no more 
opponents in the room. The sword ClD only be damaged by 
magical weapons, spells have no effect. On reaching 0 lfbunds 
it is deactivated and becomes a normal iron sword in all 
respects. 

The party can leave one (or more) of their number to divert 
the attacks of the sword while the rest of them make a break 
for the other door. Alternatively, they may use the spell 
Produce Small Animal to supply the sword with potential 
victims. Each such animal produced will divert the sword long 
enough for one PC to rush through the room. However, If the 
PC has a Movement rate less than 4, or if two or more PCs 
run at the same time, there is a 50% chance that the sword 
will manage to attack a character. 

Animated Sword 

There is a150 a Flying Carpet, capable of carrying up to four 
people at MB. The command phrases to take off, land, fly 
or evade otb£r flying objects are, "get up, get down , go for 
it, and boogie! " respectively. 

31. Corridor 
An alcove at the end of the eastern leg of this corridor has 
been curtained off. If the players explore further they will a 
very clean and sophisticated privy (it has a wooden seat). A 
red glow can be seen from the 2' hole in the floor, and if the 
pl:lyers attempt to climb down this hole they will find an 
extremely steep chute leading to Room 24, the warpdustfilled 
Drive Chamber. It is not possible to retum from the Drive 
Chamber back up the shoot. 

32. Study (Rooms: Wizard 's Study) 

When the party enter they will see two figures held within 
an elaborate magic circle inscribed on the floor. One figure 
stands on a painted moon and appears to be human dressed 
in flowing blue robes, the other stands on a painted sun and 
seems to be an immense fire demon. The figures are partially 
shrouded in mist and it is difficult to make out what is going 
on, but they appear to be involved in some sort of slow motion 
dance or combat. 

This is the room in which 8ahb-Elonn's summoning went 
disastrously wrong, and he is still trapped in here trying 
desperately to deal with the consequences. The human figure 
is Bahb-Elonn, and the demon is the creature that he 
summoned. 

By the side of the magic circle are two charred bodies. Each 
lies mostly outside the circle but with one limb inside. These 
are the remains of two guardsmen who attempted to enter the 
circle to aid Bahb-Elonn. Any PC who tries to do something 
similar will instantly burst into flames and perish in agony 
in less than a round. If the PC has a Restst Fire spell in operation 
they still take lD4 wounds from the flames and are violently 
repul~d from the circle. Magic of any description will not 
affect the circle or the two creatures therein. 

Ifwatched for about ten minutes a PC will notice that the two 
astral bodies in the circle (the sun and moon)are moving closer 
together. They will completely overlap in 406 hours and one 
of the occupants (at random) will be totally destroyed. If the 
pany gain control of the 'island' it will ~ easiest to assume 
that Bahb-Elonn is destroyed and the demon immediately 
returns to its own plane. Alternatively, you may wish to detail 
Bahb· Elonn himself and decide whether he congratulates the 
party for saving the island or attacks them as intruders ... 

Against the west wall of the room is a chest containing 
equipment used by Bahb-Elonn in some of his summoning 
ceremonies; candlesticks and candles, incense burners, several 
small bags of incense, a rooster and so on. 

The desk against the south wall is cluttered with notebooks 
and loose papers covered in Bahb-Elonn's cramped, spidery 
handwriting. These are unintelligible to the pygmies, although 
a demonologist might be able to tell that they deal with the 
summoning and control of supernatural beings. 

Against the east wall is a bookcase and large chest . The 
bookcase contains works on demons wor$ipped by an elder 
Siann race and are written in Old SIano. Only rough details 
are given· there are no personal names! However, some of 
the illustrations of the~ creatures are particularly repugnant 
and anyone flicking through the books must roll under WP 
or gain D6 Insanity Points. The large chest contains Bahb­
Elonn's magical scrolls and is magically trapped. When opened 
without saying the correct words ('dooctly squat '), four Fire 
Balls explode. Each ouses IDIO Wounds at Strength 3 to 
anyone within a yard of the chest, and will totally destroy the 
contents. 

The steps in the south west corner lead to a secret one way 
door to the gaUery on Level 2 (Room 11). 

33. Corridor 
When the pany enter this corridor they will ~ able to hear 
astrange chanting corning from behind the door to Room 35 . 
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H.Cupbo2rd 
This room is completely empty and th(: Ught no longer works. 
It W:lS intended to b(: the quarters of the flrr: demon following 
8mb-Elann's summoning and binding ceremony. 

H. FUght Deck (Room" Temple) 
When the party enta they will b(: confromed by the sight of 
seven un:lrmed and unarmoured humans sitting on the 
benches against the e2st and west wills with their hands on 
their heads and chanting loudly (the PCs will not understand 
tlK: chants). These ~ the last ofB2hb-Elonn's gtWdsmen who 
:Itt desperatdy trying to keep the island aloft. Their chanting 
h:ls provided an extl'2 70 time-spans, ten for each of the 
guardsmen. Indeed, if the puty reach this room with fewer 
th:m 70 minutes remaining the island Is only being be1d 210ft 
by tbe power generated by the chanting, and even this will 
soon prove insufficient . 

They will look extremely worried when the party enter but 
will not stop chanting, attack the party or eveD defend 
themselves if attacked. H~er, each time a guardsman is 
killed (and the~fo~ unable to chant) the usual time-span 
warning will be given with ten time-spans deducted. If the 
party ignore these W2rnings and continue to attack , the 
humans will give up chanting and fight back - or flee when 
three have been slain (on the assumption that they att likely 
to die anyway). Thus if the party ~ach this room with less 
than 70 minutes to Spatt the adventu~ wiU come to a swift 
conclusion (see 'Ending tbe Adventure' below). 

Guardsmen 

This is a typical profile: you may vary this and give the 
guardsmen Individual profiles if you wish. 

At the south end of the room steps lead up to the 'control 
panel'. There att three basic controls that govern the motion 
of the ' island'. In the cen~ is a large bronze statue of a W2rrior 
maid with outstretched arm that acts as thed/red/on control. 
The arm always points northwards and the statue piVOtsf~e1y. 
Thus If the statue is '[urned' it actually stays still (Ie pointing 

north) whUe the island rot2tes. Of cou~ from the point of 
view of somebody in this room, the room Stays still and the 
statue rotates. 

1b the west of the stuue is the speed control, a ~t high 
stone pillar with a ylnlyang design engraved on the top. If 
somebody places the palm of their hand on the design and 
moves it antl-clockwise the 'isbnd' increases in speed, If they 
move their hand cloc~ it slows down (it is currently turned 
fully clockwise). The 'Island' moves in the direalon that the 
throne in Room 37 bees (currently slightly east of magnetic 
nonh). At the moment any movement of the island will cause 
it to bump into the hill behind the pygmy village. 

1b the east of the warrior maid is the belghr control another 
pillar but this time with a pentagram engraved on the tOp. If 
someone places their hand on the top and moves it towards 
the cent~ of the diagram the ' island' Inc~ in height if 
they move their hand towards the edge of the diagran: il 
decreases in height. 

The altitude rtl2y be lowered with no penalty, but any other 
manipulation of the controls that should produce some effect 
will only produce a loud hum followed by a momenlary 
dimming of the lights. A loud voice will then proclaim 
' WARNING, POWER LOSS CRITICAL, NO FLIGHT 
MANOEUVRES POSSIBLE: before giving the usual time 
warning with ten minutes deducted. For each such attempt 
(deUber.tte or lnadvment) the pany will permanently lose ten 
minutes from the time available to complete the scenario (in 
addition to the loss for each guardsman). 

If they rnlise what is happening they the party lI12y rq>lace 
missing guardsmm with PCS and attempt to copy the chants 
of the remaining guardsmen. However, they will not be able 
to perfealy copy the chant and two chanting PCs will oo1y 
have the effea of one guardsman. Anyway the~ C:lDI1ot be 
mo~ than 8 effective chanters at anyone time. If, as.a result 
of aaions performed in this room, the time remaining falls 
below 0 , the 'Island' will immediately cr2Sh (see 'Ending the 
Adventure'). 

36. Transporter Shafts 
As soon as a PC steps into one of these 'cupboards' a light 
swilches on and a voice announces , 'TRANSPORT 
ACTIVATED, STATE DESTINATION: In bet, the only possible 
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J destination is Room 37 and the PC will be transported there 
~ as soon as the door from Room 35 is shut. If the playerdoesn't 

specifically state that he bas shut the door bdllndhim, assume 
it is still open. If the door is sliU open, but the player actually 
says 'comrol room' the voice will State, 'CLOSE PORTAL TO 
ACTIVATE TRANSFER: However, ;Ithe players have less than 
ten minutes to complete the adventure when they close the 
door the voice will announce, 'POWER LEVEL INSUFFICIENT 
FOR TRANSFER.' They have effectively failed and it is only > a matler of time (Jess than ten minutest) before the Floating 
Gardens of Bahb-Elonn ace destroyed. 

If at least ten minutes remain when the door is dosed, any 
PCs in the shaft will feel a momenury strange feeling in their 
stomach before a voice announces, ' TRANSFER COMPLETE: 
They have been transferred to an apparently identical area, 
the door of which opens into Room 37, The transport shaft 
will not operate again until the PCs have stepped out. A PC 
who enters the shaft from Room 37 will, on closing the door, 
be transferred to the 'cupboard' outside Room 35 (assuming 
o f course that at least ten minutes remain or the party have 
saved the 'island' from destruction), 

• 

LEVel roUR: PYRamlO top LEVel 
As soon as PCs reach the lOp of the uansporter shaft they will 
be subject to even greater electrical discharges, The chances 
of items attracting a spark have aU increased by 30%, and 06 
extra damage is inflicted, 

37. Control Room (Lairs: Chaos Throne Room) 

When the party enter they see a murky room with a throne 
at one end (connected to the wall by some tubing and thick 
slimy cobwebs), a large inlaid gold symbol in the middle of 
the floor, and a wall of fire at the north end. This is the room 
from which the controlle r of the ' island ' directs any 
navigational manoeuvres, and all sounds made in this room 
can be clearly heozrd in Room 35 below. Despite the intens ity 
of the flames the party will notice that no heat is given off. 

The entire north W2ll is a screen on which various images can 
be projected, It is linked to the mind of the controller and 
!fhe is absent from the room it projects an image of whatever 
is foremost in his mind. The current controller is 8ahb-Elonn, 
hence the flames! The fire is harmless to the touch, although 
anyone looking at it closely must make a WP test or be seized 
with terror, iapsing into a catatonic state until the scene 
Changes. 

If the controller sits on the throne, the Image projected 
corresponds to the view that would be obtained if the north 
wall were tr:msparent, and navigational instructions c:m thus 
be given to people at the control panel in Room 35. The 
controller can also make the screen display other images; the 
view in any direction from the 'island', a desired destination, 
the current events at a place that the controller has persomlily 
visited, the current view through the eyes of any blood relative 
of the controller and so on, 

NOthing will happen until a PC sits on the throne, at which 
point a voice announces, 'BLOOD SACRIFICE MUST BE 
MADE ro INSTAll NEW CONTROL UNIT.' This message will 
be repeated whenever a non·controller sits on the throne, 
Nothing else will happen unless a PC sits on the throne at the 
same time as somebody is killed and their blood is allowed 
to run onto the gold symbol.lfthis happens and at least five 
minutes remain until the stated destruction time then 
the voice will announce, CUNTROL HE·ESTABLISHED, 
DESTRUCTION SEQUENCE DEACTIVATED. ' The adventure 
is now effectively over. 

The person killed can either be a PC (either one who sacrifices 
himself to save the party or one murdered by the others), or 
a prisoner the pes might have. In the latter case, remember 
that killing a chanting guardsman will decrease the time 
available. 

enOmq the aovenwRe 
Ten time-spans and counting ... 

From this point on time warnings will be issued every minute. 
The lights will be dimming and there will not be enough power 
for the transporter shafts between Rooms 36 and 37 to 
function, If the party have nOt yet reached Room 37 they will 
have failed, and if they are in Room 37 they will not be able 
to leave and had better get a move on! Any manoeuvres 
attempted now or chanting guardsmen killed will lead to the 
instant destruction of the island. 

Five time-spans and counting .•• 

When five minutes remain the announcement will simply state, 
'WAHNING, DESTRUCTION NOW IRREVERSIBLE, 
ABANDON COMPLEX IMMEDIATELY, REPEAT ABANDON 
COMPLEX IMMEDIATELY THERE ARE NOW FIVE TIME 
SPANS REMAINING UNTIL COMPLETE DESTRUCTION,' 
This warning will be repeated, with the appropriate time 
reduction, at one minute intervals. The parry will not now 
be able to succeed since the procedure described in Room 37 
to re·establish comrol will have no effect, Killing somebody 
at this time will only result in the message, 'CONTROL 
INSTALLATION INOPERATIVE.' 

The only option is to leave the ' island' within the five minutes 
remaining . pes in Room 37 will be helpless since the 
transporter shafts are not working. As the power levels drop 
all the electrical discharge effects in the pyramid Ce:LSe and 
the lights begin to dim even further. The doors from Room 
17 to the outside of the pyramid will slide open (although those 
at the north ends of passage 12 remain firmly closed). 

One minute and counting ... 

By now all lights will have failed and the temperature in the 
pyramid will be rising noticeably. When only ten seconds 
remain an announcement will state, 'WARNING, 
DESTRUCTION IMMINENT, WARNING, DES·TRUC·TION 
IMMMMM-INNNN·ENNNNN1TIT, WAAAAARRRR .. . ' 

There are then three seconds of total silence followed by Ihe 
implosion of the reactor in Room 24. A little under one nano· 
second after the reactor implodes it explodes, The pyramid 
and everything in it is instantly y.tpourised, and Levell isfllled 
with an intense firecloud which also blows 80' out of the 
entr:mce of Room 2. Anyone within the firecloud is likewise 
instantly vapouriscd (unless Ihey have Resist Fire in which 
case they survive almost a second). The woods on the top of 
the 'island' are all Set ablaze and the bottom of the ' island' 
is blown downwards spraying everything underneath it With 
molten rock, The 'island' then drops out of the sky and, un1ess 
it has been moved, will destroy the pgymy village in the 
process. 

If the party ieft the 'island' before the explosion you should 
allow them to survive, but give them a few wounds and bums 
from the general debris flying about. However, eardrums will 
have burst, those looking back will be blinded, and they will 
probably have lost most of their bodily hate. Death from radio­
active poisoning will occur in ID6 days. 

If the pany fled the pyramid but were stili on the ' island' you 
may wish to give them a small chance of surviving the 
explosion and fall to the ground to give you the fun of inflicting 
the same penalties as those above! 

Of course it is possible thai the party managed to re-establish 
comrol and will avoid these undesirable effects. At the Games 
Day COOlest any party dOing this were deemed to have 
completed the adventure and the game ended, If your party 
establish control you will be presented with a harder task than 
allowing them to lead you to a bar for congratulatory 
celebrations, You will either have to come up with some 
legitimate method of wrestling cont1'Q1 f1'Qm them, or detail 
the 'island' and its contents further (especially the treasure 
vault and library). The simplest way is to run the adventure 
as a one-off special, rather than as part of an existing campaign. 

fIN 



ISTORTION 
ANNONON 
~NTI-GRAV 
iPLATFORM 
The Eldritch Raiders orlhe Kolame Circle:l.n: 
wcU equipped :.md organised. A typial raiding 
force is form('d from between 3 and IOsquads 
c:l lled a Wing, Of Cadre. Each Cadre includes 
supporting weapons, usually organised into 
their own 'Flame' squads containing up to 10 
weapons. In batlte these :tet independently, 
moylng about the battlefield to lend support 
where ii 's most needed . The F\:arne squ:lds :1I~ 
highly ~pectcd by the inflmry in Dragon and 
SerpcllI squads, who know Ih:.u their \~ry Ji\'CS 
may be depe ndent o n the Iighwing fa st 
reflex~ of their colleagucs. 

The crews who mlkc up the Fl:arne squads 
wor red helmets em~Uishcd wilh yellow 
thundt:rfllsh patterns. The rul ohhe uniform 
is blue - the haunting colour ofb:ue Efdarie/, 
the l iloy used by Eldar to make many of thdr 
wcapons and equipment. 

RULES 
The Distortion Cannon o r O-Canno n is a 
commo n weapon w ith the E1dar. The Eldritch 
fbiders use: these weapons to deadly effect, 
' warping' ta rgets im o the hard V2cuum of 
space and to their ultimate doom. As aplailV:d 
in the: WH40K ru lebook (P83), any target 
within the area of effect of this weapon must 
12k(" 2 saving tbrowor be destroyed . The save 
depends on the target's agility f"lther than its 
armou r. Models (in cluding Dreadnoughts) 
with a move o f 0-2"' save on a 06 ro ll of 6, 
models with a move of 2-4" save o n a 5 or 6. 
Faster modds save on a 4, 5 or 6. Vehicles 
cannot save if stat ionary 2nd sa\'e o n a 6 if 
moving. Troops making a successful sa\'e are 
moved 06" in a random direction , 
rq>~ting minor spatial-cffecrs surrounding 
the main field . Ve h icles m o ved Spatially 
autOmatiaJly lose: control in thei r following 
tum, whilst Dreadnoughts trip O\"Cron the D6 
roil ofa 4, 50r6. 

Because Eldar pirates rely upon quick. decisive 
act io n , they have no use fo r h eavy. 
c umbersome equip mem . To overcome this 
problem the Eldar have d eveloped a special 
anti -gravity p latform, allowing the crew to 
move the weapon up to their own mall imum 
mo\'emem allowance. The weapon is slow 
loading and cannot mo\'C and fire: during the 
same turn. If a crewman is killed the weapon 
may still be use:d, but all ' to hit ' d ice will be 
subjcct to a modifier o f -I . 

The profile gives dettils for the O-Cannon and 
its special platform. Its crew ha\'C oonn:ll Eldar 
proflles. D-C2nnon may be used as p2rt of an 
Eldri tch IUider force . 

The D·Cannon also sees service in F.ldar 
mercenary units throughout the galny. Many 
m e rcen a r y outfits have the c apability to 
provide their own battlefield support system 
and choose l he D-C:mnon because of ilS 
prove n worth iness on the f ie ld . The 
thunderHash an illery insignia se:ems 10 ha\'e 
been adopted by Ihe mercenary gunners. Dut 

0·10 Distortion Cannon 
on anti-grav ptatform 

Extra points to add urgeter to system + 5 

Shon .... ShootiJt8. (q h ll 

+ 
..... ... .. Short In., -~ 0-16" .6- '" -. 
s~ 1)1>< .... 

! ....... , C H , , 
Spc:cbl ,. 

PV 60 + Crew 

0·10 Distortion Cannon 
on antl-grav platform 

Extra points to add urgc:ter 10 system + 5 

0 ""'n .... Shoot ... 10 blt ..... ..... Shon to., 
+ - 0-16- .6-

k~ malnrula - ,. -. .. ~ 1)1>< .... 
! MoclIfle r C H , , 

Spc:dal ,. 

PV 60 + Crew 

Ihese gun crews might have t he flash 
a rried along the side of Ihe hcimet. 
directlya:OO\'C; Ihc: shoukkr pad when' 
th e design is repeated , Me rcenaq' 
outfits often la ke Ihe ir un usu a l 
camouflage schemes and apply Ihem 
10 their support weapons. 

The two tempbtcs provided may be 
photocopied or Cut out and inserted in the 
tWO E1d2ranny lilit$ln Chapter Approv~d 
- The first 80011. of th~ .... tl"Ono m lcan 
(pp92 and 10.). 

Rick Priestley 
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tHWOPPA tHWOPPA tHWOPPA 
Aoscstag' a bright m.orniog in Brauzeit, 2513. It is the 
day of the terrible Bilttle of Aver Vale:. The: army of 
Dwarf Lord Duman.: Duran is drawn up across the: valley. 
facing the: fearsOlnc: Ore ish warlord and self-styled 'King' 
Uggo. At the tear of the army. before a low hill stands 
Durnatz Duran himself. With a blend of (car and 
.admiution. he surveys the: ritual evocations of the: 
legendary 207th Lodge: of World's Edge Engineers' 
Guild. 

Torin 'Stcatnhammer' A1gcnonsonn stands on a large: 
wooden chest partially obscuring a m.assive drawing board 
scrawled on with arcane: sym.bols. At his feet. Torin's 
famous dog 'Blacky' is prancing and barking. caught 
up in the excitement of the: event. The: Cuildsdwarf 
apprentices arc: finishing the: preparation of the: Lodge's 
legendary Thwopter flying machines. 

Torin tweaks his immaculate moustache and begins the 
ritual chant. punctuating by pointing at each of the 
symbols in turn. His every move is closely watched 
by the other Guildsdwarfs. Even th e apprentices 
complete the final tweaks in sile::nce before the machines 
can take to the air. 

Torin speaks. "Ay Kay chaps. sorty out eleven hundred. 
Tango. Charlie Fiver. Sossidge mashers ayver the briney. 
Tally-ho!" 

"Sossidge mashers ayver the briney. Tally-Ho'" chant 
the Guildsdwarfs. 

"Knock 'em for six! Bandits niner-niner!" 

"Bandits nine::r-niner!" They respond with military 
precision. 

Shading his eyes. Torin stares into the empty blue sky. 
Lowering his gaze he can see Durnatz's army drawn up 
against the vast Goblinoid horde. He turns to the 
apprentice on his left. The whole company falls quiet. 

"Dayn't just yell. Ring the bell!" 

The apprentice ~furiously dangs a huge bell. struggling 
with the weight and finally falling over. He carries on 
despite the cxcite::d atte::ntions of the ever-playful Blacky. 

Propelled by thcir stumpy little legs, th e:: Dwarfs trot 
to the waiting machines. One by one. they clamber into 
the:: saddJe::s, che::ck the pressure gauges and raise: a thumb. 

Whe:n the: last machine is re::ady Torin wave:s his left 
hand in the:: air and begins issuing orders. Although he:'s 
shouting :at the: top of his voice. he can only just be 
he:ard ove:r the:: hiss of steam. the pulsing be:at of rotor 
blade:s and the: clanging bc:ll. 

"Woge:r and out! Chocks away! Tora! Toral Tora'" 

"Tora! Toral Tora!" chant the Guildsdwarfs who. one: 
by one: climb s lowly into the air with the:ir awesome 
payload of bombs and cannon. 



GYRocoptens 
IN WaItI}aMMelt FaNtasy Battle 

CR.EW 

Gyrocoptercrcw must be DWArf character models of level ') or higher. 
They may not be magicians . If rhe pliol i5 killed . Ihe machine 
autom:.nically f.tlls to the ground :md crashes. 

GYItOCoptERS iN COMbat 
The gyr<x:oplcr coums as a large urget. Any missile: hilS should be 
randomise<!. Roll a D6 for eaen hit: 

1-4 Gyrocopter 
5-6 Pilot 

The gyrocoplu has strengtb 6, tougbness 8 , damage poims 3. It 
functiom normally until it has sustained thrttdarnage points, in which 
case it (<In no longer fly and, if airborne:, enshes:.n the start of ils next 
player turn. 

Gyrocopter piJ!XS "'''an make hand·to-hand combat attacks against ground 
urgets like any other men;. Opponents can direo..1: their ;l.ltacks against 
dlher the crew or the 'copIer itself. Bombll and the steam cannon ClnnOl 
be used in hand-to-hand combat , so Dwarf generals lre w:tmed that 
attllcking in close combat is not an efficiem usc of their firepower. 

Gyrocoplers U5ing their steam cannon will spcnd at lot of time hovering 
close to enemy units at attack level. A gyrocopter OIl auack level can 
be charged but it has the option of running away. If tbis happens it 
immediately rises to +10, but loses its move for the next tum. 

As with other fliers, gyrocopters hit by wind blast spells do not cr.l.sb, 
although they mU$( make the usual roll against strength if they wish 
to move in any din:ction other than straight back fom the caster. 

MoveM~Nt 

The gyrocopter may not move unless It is airborne. When airborn the 
'copter follows all the rules on flying creatures given in WFB ppI21-12S. 
Gyrocopter units must obey airborne coherency rules . 

Flying profile 

Gyrocopter 

Steam Cannon 

Minimum 
Speed 

o 

Ma:Kimum 
Speed 

24" 

"';clDec 

8" 

The gyrocupter's steam cannon fires ~ powertul blast ofSieam from 
tbe engine. The s team cannon may only be uSfil once per turn , in the 
player·s shooting phase and only at attack beight. If the pilot is firing 
the steam cannon. h.e may not drop bombs at the same time. 

The jet of steam, on impact: with the ground, is represented by a 3" 
diameter uea template. The gyrocopter pilot first nominates a larger 
which must be within a 45 · arc of straight-ahead. Pilots are allowed 
to targer the rear ranks of regiments and C\·cn troops in woods. The 
player then rolls a 020. The U5ual rules are used - scores 13-20 indicate 
a hit . Otherwise the score is used 10 <k!errnine the direction of deviation 
of 06" distance. This may never exceed half the measured range. 

All models within the effect: template take one hit as detalJed below. 
Mounted units taking one or more casualties 10 steam ClInnon fire must 
take apanic test. Note that thiS, along with the unusually high savfng 
throw modiflerm~ the steam cannon ullerly devasting when deployed 
against lIrmoured or mounted trlXlps. 

Save 
Weapon Rang, Strength modifier 

Steam cannon 12" • ·3 

in his shooting phase ana usc the hit procedure given in the rules for 
Dropping Tbtngson page 124. Use the point of imp~ct as the centre 
uf a 3" diameler templllte. All models even partially wllhin this area 
take one hit liS d~led below: 

Weapon 

!lQmb 

A~, 

Template 

Y'diameter 

Strength 

• 
Save 
modifier 

· 1 

Gyrocopters crash when either the copter or the pilO{ are reduce{! to 
l.c:ro woundSk:lamage polms. Gyrocopterpilots are nO{ allowed IOcrash 
deliberalely: they value their machInes flit tlXl highly. 

Gyrocopters which crash, fall and Clluse d1Image as described on WFB 
p125. lbc: gyrocopter is unus:.illy large so it ClIUses wounds to all models 
in a 3" diameter template at the point of impact. There i8 also a danger 
that the engine will explode, often igniting the bombs. When a 
gyrocoptCt crashes roil a 06 - on 5 or 6 Ihe engine explodes. Place the 
3" diameter lemplate over the 'copter. All models wfthin the template 
suffer a strengtb 6 hil, with a -3 saving throw moaifler. 

Want}aMME:R ARMI~s 
Gyrocopters are organised into units usually referred to as wings. A 
wing may comprise 1-6 gyrocoplelli. Lone gyrocopters may be deployed 
with 11 higher character level pilO{. Wings of 2-6 models musl h1lVC level 
5 pilots, although they may contlin a champion of:my higher level. 
If 11 character model of a level higher than fi~ is deployed as plitt of 
a unit, he becomes that unit 's champion (WFB pp93-94). Points costs 
for the pilots are drawn from the army's dlllracter modellillowance. 

Points 
Bombs The gyrocopler t:osts SO poims, plus Ihe COSt of the pilot. 
Bombs aremetal spheres ftlled with a secret blasting powder preparation. ~ 
They havc a simple fuse which am be ignited by contact with the Y 
Gyrocopter·5 furnace. Each ·copter is assumed 10 be curying enough .,. . 
bombs to last throughout a.n entire battle. The pilot may drop bombs ,~,. (; 

.,.~7' Richard Halltwell 
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The first of the KOUts hId returned . .md ~Iood before 
Crodgob MatJO'II'~utktl. 

'round dl SfUnlies, bo".~ lie uid. "0= dCfC.~ Crodgob 
rubbed his haods ... ilh glee lad poinled to tbe Deck of 
lbe paliJ ,hud of tbern .. 

- 0 ... nuOYf The SWIIt frowDed in cooceotntion. 
··More· D IIOIm, but DOn'IS IIIIDy .as 1012. ~ be said fwily. 

~Rjght:' chuckkd the chief. ~Ccl dl boyz le'!lew" in' 
let'. go ID' Slomp ·em." The KOIII looked ahOUI him 
unceruinly. 

·'Er ... bUI. bo ....... he .Urted. His .peech trailed off IS 
the poinl of Crodgob', .... old nestled comfortlbly II Ihe 
b"e of his throal. 



-rhere', nllllllink else. bou..:- he fmered. The chid niscd his swoctI. WhalcYef 
il tras. ;1 mug be imporb.lll. GobIW: had died borribly for hlkill8 b.ltk 10 him. 

-Wolf he dellUllded. This bad better be good. 

-Well. boss. lhcse SllInlia . Ihey'~ under covet. Iike..:' Grodgob fdled him 
impatiently .. ith his S1I'OIC!.pommd. 

"Covel, 'c In:- he s~1. "So Ihcy'! 'idill' iD Iht bushes· wouil matler? Gerrup 
III' gel goia'l" 

The army _ dllwu lip before the Ilmplfll of a mighty none fortress. preplriDs 
for the attack. Oa the b.lllkmtfllJ, Dwarf. cOIIIci be seta KUl'T)'i:nH 10 ad fro; 
.moiu: Iud begun to rise from tbe bruiell 011 tl.e nmputs. lIJd missile throwing 
CA[lu.c. .. ae bciDg prc~ for the corning blttle. Grodgob. OlQJI .. hile had laha 
Ip I tonIJJWIdiag posirioa 11 lhe reu of his forccs. aM _ pg over lhe flllCf 
dcbilt of the groaad with his chief Koot. 

-wows. TIIENT (I'bIlWij ~C\'U Jed IIl1ffmk lbot!t a mggia' great Wl1 
didjaf (fhwackO The KOIi, reply .. Ill muffled by ,he luge rock Iglius! .. hich 
Grodgob "Ill repeatedly .muhiatl hi. bee. 

"Bul bon .. :- !CrullllCh!) 1 Jed lhey woz IInder cover,,:-

The Warhammer Siege bas begun. Used In conjunction 
with Citadel's Mighty Fortress set, this major rules expansion 
t2kes your battles to a new dimension. The system uses 
convenient two-tiered mechanlcs. Rules covering the long term 
aspects of this type oC warfare· bombardment, construction, 
and foraging. are resolved on Strategic level maps. But critical 
moments of the engagement are conducted on the t2bletop 
where dramatic battles highlight the excitment of your epic 
fantaSy campaign. 

"look. it'l perfectly simple!" uid Z8llg HelflslICker. spooniog the brailll OIIt of 
a GobliD. -We kill them al1aod drink their blood! I dOll't understand why i,', 
liking so IOllg!"' 

Juxnql Doomwupcr niscd three of his eyes skywnd ill despm. FoI1O'f1"en of 
Khomc might be lundy in a fighl, but they did Iu~ their IimiUlioflS. 

MNah,M 8JWIted HelrtSlltkcr. diseanliDg his Goblin aM cCichillg for a fresh OIIC. 

MNot CIIOUgh blood in a Iheep.M 

A fonresl it a living tbillg; the comlJWldcr its hraiD, 
the WlIJlJ ill bones. Ihe ICIlSOI'$ its eyes Ind cars. ,be 
troops its blood, their weapolll its fists. This tdls III 
.... 0 thillV If one OIB'II faib. the whok dies. And if 
the .. bole die-. DO siagk OJIa CUI SIIrvive alollC. 



Warhammer Siege is a 142-page 
h:rnlback book, with 20 pages of pull·out 
aids and 2 sheets of die-cut counters. It 
contains all the information 2nd special 
rules you need to play siege aCCion.! with 
both Warhammer Fantasy Battle and 
warhammCl' 40,000. 

Witb I miahty cffort tlK Ork luwkcd lIOisiJy tad Sp"I. 
A luge gobbet of phlegm -.ailed (1'/(f the fortress .... ,U 
tad ililo lbe mOOll.liI gloom of CIWKJf I beyoDd. The 
Ork gruDled itt -.arisUClioD IS he helrd the glob Jttike 
lOme UlIKeD objeel. 

Brolha Silcm Wltcbed impusivcly IS the driblet of 
mucus slid dowD from Ibe bmd of Ihe gUh aDd over 
biJ armOUfed hilld. He remembered I line from the 
Creed of the Weapon: 

'DisbollOlll me aad I .... iU fail yov: 

The SPice Muioe lightened biJ grip 011 the .... capoll. 
I.IId silently .... liled for Ihe oda 10 Inltk. 

Th: Ork _lboullo fCSIjlJK hill p"troI ollbe I&fIlpw 
.. beD he heud I thud. He IisteDCd. uadlhill lime bcud 
I muled chnk.. The Ork', cuno.ity SOl the betler of 
him and he: Iemcd D'I'CI' lhe: WliIIO ICC .... lut he: touId KG. 

A tLdow feU ItIOa Brotbct Stlcm u: be tlimbed 
qaickly Ip the WCb.lICt. Wilhovl PI-siDe be nised his 
bolt guD and fd The.hot bit the Ork jist UDCkmc.Ith 
It. IIOIC, aad exploded illSide tbe (tutu,,', skuU Yith 
I muffled crump. 

BrothQ' SUc:m ",ulted through the .... um red mist aad 
I.I.IIded DO Ibe 10IlIIput. He kicked tbe bCldlelS body 
iolo tbe courtyard: biJ .... "poII .... u: avtDged. 

In the" 1st Millennium the war continues. 
From the most sav:lge feral world to the 
civlHsed pl.:l.llets of the Imperium the 
fortress un be haven for friend or foe of 
hun12nity. In Warhammer Siege, mighty 
assault Dre:.tdnoughts baiter down organic 
W2lls, and dttdly minefields decimate the 
Countless Gretchin slaves of Ork warlords. 
The full range of Warbammer 40,000 
weapons and machines is covered, with 
detailed notes on using them In siege 
actions. 

• 'I'd check my instrumclIlS if I .... ere you. N()oOlie in 
hil righl miad would by , minefield ill I place like . .. 

. reported tut .... orth of Imperial Army Clptlin Forgu. 
Mod 

ibey It ill OIIt tbctc. lhell; 

Cutelhll Hcilewoh.l drummed his fmgenl irriubly 011 
tbe plfJpet. "No.- be Slid with bel\')' SllWm. 'Tbcy'~ 
ill gone off to &tilil fOf their holidays. ~ 

''Np. they luvell't; Ihe otbct "plied after I momelll's 
thought. 'ihdr clmpfires ite stilllb"e . looH' The 
Culelhll sighed . 

Warhammer Siege includes strategic 
time, where a tum represents a whole day, 
so acclvlties like foraging, construction and 
mining don't slow the game down. 



Supplies are an import:mt part of tht" 
game. If the,' should run out , l'OU ha\"e 
problems. 1roops will d~rt • or starve · 
2nd your force dwindle to nothing. urge 
hum2n-olds consume mort supplies Ih2n 
Huru2n·slzed troops. So do Halflings, 
Trolls won't desert when the food runs 
out . They' re quite h2ppy to ot other 
troops, and after that they 'll ruue 2 S12rt 
on the furniture, .. 

Th: store ..., dm!tcd. ODe of the TroIlisb rncru:DUiCII 
Iud the torpsc: 01 the H,IOing qulrter muter ill OIIe 
.. arty hl,nd aDd the r<=m.>im of ,bc doo. in tbe otb .. , 
aDd ..., ukiDg >1' ..... 'e bittl 011' 01 c.lclr.. 

The Mighty Fortress C2ll be used [0 

create a wide range of castle layouts, from 
the lont' Peel Tower to the imposing 
Border Fo rtress. By combining two or 
more setS it's possible to c~te castles of 
an}' sizt:, or rven the soaring w;llIs of a 
mighty fantasy cit}'! 

-A USI.n.., ehr' Aid Emilio TortdImi. ,., 100 pn:&m. 
Ki:cps alb de CflCmy togdba, iI c.uicr 10 kill'cm, Noi' 
fU. Iu, I em' tell }'OIl .bovt.o de liege of Ca.ldb 
(;m.;bi, ell? Dc: w.. of Cmcbi, dey uIb-.m.-

Gnf \'00 Mluerbrceher grouad hi. tcetlr. sikntly .Dd 
stifkd. commeat about ~ 011(;'. tDCnUes 10 death 
Parms IlICICCDIfd 10 light ..., OIIC thiDg. ho r<=fItttcd. 
bat paying b tho prmIegc; of bc.ari.g thom brall for 
three solid daY' ..., .... ite UOlheJ. 

Three lr.oufl ],tel, ToncUini', remioScclI[tI.bmrt the 
siege of Castd], Canc:llorti .. ere eut . hort u tlr.e front 

of tl\c coNnm CfCJted I rise lad ScMo.! Kauze umc 
iDto view. 

~ Tiku IUlpped dud ill IUs tuck-. mel his eyes 
widened ;II I\c took ill tbe hcigbt .nd tlr.ick_ of fir,.: 
... Ils. tlr,; _rifts multipk tOYCft. IDd the dOllblc­
hutioncd lI"tw'y, 

"Mamm.o Myrmidi.lr he brCl'bcd, "TIllS.. yotI, 
",,,n.r 

·Olr.. ye&.- ....... crcd 'II» M.~brecha, IJsbtiag dowD 
I .mile. '"l'hey',e .U like tlut om:l lr.erc, you kllO'l' .. :' 

The: Mighty FOMrc:SS is made up of six 
wall seaions (twO of which have gateWays 
built into them), four tower .sectIons and 
a sprue of smalkr parts such 25 l:adders, 
doors, lJ~pdool'S and so on . Assembly and 
painting are easy enough for anyone to 
make a stunning model , And 25 one sel is 
enough to m:ake:a fonress 28" x 18" x 7" 
(from lowcr 10 tower), it's sure 10 become 
Ihe tllk of the tlbtetop! 



DiRty 'CRicks to Help DefeNbens 

Additional rules for W2rbammer Siege. 

r.tuRDER HOLES 
1bc gateway i$ (he mo5l vulnc=r.lblc: point of the: castle::md needs 
10 IK beavily defended. Even if atucken succeed in battenng 
through the: pic it is possible: to hold them up in tbe It2ICW2Y 
Itself if It is provided with murdt:r holes. Th~ are small angled 
sliu or metal grids 5Ct in the floor of the battJemcnl dl"-Ctly 
above Ihe ga~y section. The Insunt the :ASsault troops surge 
into the galCWlly. the defender,,; a m shoot or pour boilloS oil 
on them through the murder holes. The altackcrs may be thrown 
into confusion and temporarily hailed fustlons enough for l~ 
defenders to b lock the p tew2Y w ith relnforttmC:nts. 

Defenders armed with bows, crossbows, ~tin.s or firorms an 
shool down Ihrough murder holes at an enemy occupying the 
g:llew::ay section. When shooting through a murder hok. the 
defcnding'llaycr should roll a D6 for every modd that shoots. 
Scores of ,5 or 6 indialc a hit. which i5 then worked Out :u 
normal. Where appropriate. hits can be ~ndornised between 
possible targets. 

Ume. hot sand, boiling water, boiling oil llnd molten lead can 
also be poured through murder holes from the rampan above. 
For every batcb usc:d. the defending player rolls a 06 for each 
enemy figure in the gaU:w2y. For example, if there are 4 enemy 
models in the gateway, the puyer rolls 406 for a batch of oil, 
plus 406 for a batch of water, and so on . A score of 4, 5 or 6 
rc5uilS in a hit. Work Out the resullS of hits for each batch In 
tum. HilS are worked out in 02ctly the samc W:ly:as hits from 
dropped mluiles in 'Wadlammet' Siege. The: defenders a/x)v(' 
the gateway are concealed from the enemy occupying the 
gateway section, :and C:lIlnor be shoe::at through the mun:lcr hotes. 

A gateway may be embellished with murder holes for the 
additional COSt of 10 points. Note that the maximum number 
of troops who may take adV2ntlge of murder ho les u limited 
by the numbc;r of troops occupying the: section above tht 
galCW2y. 

JiOARDINqS 
A stone battlement can be II12de even more effective by the 
addition of a wtX>dcn hoarding. A hoarding is a covered pbtform 
which projects over the edge of the pa~pel. creating an 

additional wooden gallery overlooking a gateway or the Il2se 
of tht wall. Hoardings have arrow-silts through which the 
defenders can fire missiles. and slanting roofs to protect the 
defende::TS from the atlacken' fire. Ocfe::nders occupying a 
howing are protected and conce:aJcd and so C2nnOt be seen 
orshOl at directly. It tspossible (or defenders to be hit by arrows 
dir«tcd through the boarding's:arrow slits, In which cue the 
rules for Fir/ngaltroops inside towen apply (sec Warb2mmer 
Siege). 

It u imposslbk to :assault a hoarding with ladders or grapples 
because the hoarding ovcrhang.~ the W:lll and is roofe::d to prevent 
atackers getting InSide. Attackers would be wiser 10 save their 
laddef5 and grapples for unprotected battlements. The only way 
to de:aJ with a hoarding from outside the castle is 10 at12ck it 
w ith fire o r to bauer the will supponing it . 

A hoarding II12Y be buil t OVl':T a section of wall and is considered 
to be on the same I~I :as the rampan. Hoanling5 cannOt be 
constructed during a siege. but lI12y be set up beforehand at a 
cost of 30 points. A good position to erect a hoarding is OVl':T 

a gateway. Defenders occupying a section of wall protected by 
a hoarding count as concealed 10 an enemy outside the castle; 
they uc not concealed from adjacent 5CCIions of wall on the 
same level (or (rom behind)because the hoarding is open at the:: 
sides and back fo r access. A hoarding may conccaI. troops anned 
with mluUe WHpons, braz1crs or dropped missiles, which can 
be released through murde r holes in the floor onto any wemy 
troops direaJy below. 

Eve::ry time the rampan seaion supporting the hoarding tlkes 
damage roll a 06; the hoarding will collapse on a score of 5 
or 6. If the W1I1 collapses. tbe hoarding built OVl':r it will also 
be destroyed. Dr::fenden occupying the hoarding when it 
coll2pses must make a lnsic saving throw or are considered slain 
lloops which survive are placed in an adjacent section ofwaJl 

Hoardings are built from thick wooden planks. Thev U t 
vulnerable to flre In a similar W:ly to endosed siege englnOi 
Ignore the first fire hit of ~ry tum unlcss the missile has a 
SlrMgtbofacleast7. For subsequent flre hits rolla 06. A SCOR' 
of 6 mr:::ut5 thet the: flre has uken hold so ro ll again at the Stut 
of each subsequent (Urn: 

1-2 
3-5 
6 

Fire goes out . 
Fire continues to burn slowly; roll again next tum. 
Hoarding ill set ablaze and must be cvacuatr::d next 
tum. 

W:::.Hl ~·- Wh~~i1l" 59 
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Fire can be ~resentcd by placing a pica: of couon wool on 
the hoarding, pulllng the fibres out to tepl't$ent smoke. If you 
wish, cotton wool can be: painted with red and yellow to 
represent flames. If defenders occupying a blazing hoarding are 
un3bie to CV1lcuate It they will perish . A blazing h02rdlng 
collapses after 3 tums ablaze, 2nd the renuinlng stone rampart 
an be re-occupicd and defended. 

SALLIES 
The defenders :Ire not obliged to sur inside the C2StlC. There 
may be opportunities for 2 pany of warriors to u.l.1y oUllhrough 
the main gate or vil. a concealed postern gate (also c:dkd a sally 
port). If the besiegers 2ft: ofr.guard (:u night, for example, or 
pre-occupled with $Orne other wk.) the defenders can Dk.e the 
opportunity to sally out In force. No more than aquarter of the 
garrison may be committed to a sally. 

Sally Ponts 

A postern or sally port may remain hidden from the 2tt2cklng 
side umil uSfii . Its position should be nurlu:don the castle map. 
It can be assumed tIut the architect oflhe castle would position 
the postern when= it could not be easily seen or approached 
by the beSiegers, it may be disguised as a drain or guarderobc: 
outlet. A saJ.\y pon nuyeven be a tunnelleadiogfrom the interior 
of the astie to a temin featun= on the table outside; the oil 
point being conce~ded among crags or by foliage. A castle may 
have up to four sally pons each costing S points. A sally pon 
nuy bttome known to me enemy once used, but can be blocked 
by the defenders at any time to prevent besiegers taking 
adV:lOtaged of it. Only infantry nuking a tactical sally may use 
a sally pon. Mounted troops making a stmtegic sally mUSt use 
the main gate. Up to 10 infantry may issue fonh from a sally 
pon in a tum. They muster In the tunnel or antedumber ready 
to emerge quickly. 

t:actlcal Sallies 

When the defendelS S2l1y fonh to aU:l.ck besiegers on the table 
they are nuking a tactlca/s:illy. A tactical s:illy is n=presented 
on the tabletop using the nonnal Wa.rlwnm.et rules. An ex:unple 
of a tactical sally would be if a pany of defenders surged out 
to make :I. flank attack on an enemy who wt:re assaulting the 
w:ills. A tactica..l sally n=qulres the element of surprise: it would 
be foolish to attempt a sally if the enemy were blocking the 
approaches to the saUy pon iuclf, for example. A s:illy must be 
made in suffident force to be effective and must number at least 
10 figures including a character figure to lead the saUy. 

StRatEc;lc SalliES 

,When the attacking skle declares strategic time, the defending 
/ side may counter by declaring a sttUteglc sal/yo A s:illy of this 

kind may be an attempt to disrupt and demoralise the besiegers, 
or Just an e;ll.:cuse for the besieged force to get its own back. A 
strategic sally relies on speed and surprise to be effective. it will 
require at least 10 mounted troops to form the sally force. The 
objective of the sally force must be beyond the table In one of 
the outer zones. The quadrant and objective zone of the sally 
must be declared and is represented on the strategic map by a 
counter. The sally force counts as, and operates as, a single unit 
and must be Jed by a character figure. 

Sally Objective - Damage Sfi'ge Engines 
The objective of the SlI lly ls to damage siege engines in me ready 
zone or the enc:mlped zone. Roll a D6 to determine the outcome 
of the sally and deduct I from the score for each fighting unit 
of besiegers in the zone. Add 1 to the score for every 10 models 
taking pan in the sally. 

o Sally force is annihilated. 
1 Sally force is repulsed with the loss of 106 figures. 
2 "' Sally force is ~pulsed without loss or abandons attempt . 
3 Sally force slays 106 engine: crew. 
4 Sally force causes damage to Siege engines which will 

take 206 manJdays to repair. 
S SaUy force destroys 1 siege engine and slays the crew. 
6 Sally foftt destroys 2 siege engines and slays the crews. 

Scores of 4-6 also prevent siege engines in the zone firing during 
me strategic time tum be<:ause of the panJc and disruption caused 
by the sally. 

Sally Objective - Raid Besiegers' Encampment 
The obJective of the sally ls to cause mayhem in the besiegers' 
camp and to destroy, or If possible, eaptu~ enemy supplies in 
the encamped zone. Roll a 0610 determine the outcome of the 
sally and deduct I from the score for each fighting unit of 
besiegers in the zone. 

o Sally force is annihilated. 
I Sally force is repulsed with loss of 106 figures. 
2 Sally foftt is repulsed without loss or abandons the 

attempt. 
3 SaUy force slays 206 troops engaged in construction. 
4 Sally force destroys supplies wonh 106 points. 
S SaUy force destroys :ill the supplies in the enc:mlped 

zone of the quadrant. 
6 Sally force captures supplies wonh 106 points which 

a~ taken back. into the castle, thereby depriving the 
beSiegers of them. 

Sally Objective - 1b Escape Witb Message 
The objective of the sally ili to get a messenger and optional 
escon of up 9 mode15 out of the castle and through the siege 
lines to the remote zone (a full scale break-out should be fought 
as a full scale battle on the table). This will:l.llow reinforcements 
to be brought in later (see below) Roll a 06 to determine the 
outcome of the sally and deduct 1 from the sco~ for each 
fighting unit of besiegers in the ready o r encamped zones of 



th~ quadrant. If casualties result in th~ loss of all sallying troops, 
th~ m~ssag~ does nOl get through. 

o Sally forc~ is wip~d out. 
I Sally force cannot get through and retires wilh loss of 

106 figures. 
2 Sally force abandons the attempt and retires without 

1=. 
3 

4 
5 

6 

Only the messenger himself gets through- any eKOrt is 
slain whilst heroically holding off lbe enemy. 
The sally force gets through with loss of 106 figures. 
The sally force gets through inflicting loss of 106 figures 
on the nearest enemy unit on the way. 
The sally force gets through the Siege lines unnoticed 
due to their incredible stealth, speed or because they 
waited until nightfall. 

Sally Objective - 10 Rein/orce The Garrison 
Although termed a 'saUy', in fact the objective of reinforcem~nl 
is to bring fri~ndly troops through the besieger's lines and into 
the castle. Th do this successfully th~ player must first get a 
message OUI by escaping with a small force as described above. 
Once this has bcm achieved, the player may attempt a reinforcing 
sally in any following sttlltegic turn. Unlike a normal sally, a 
reinforcing sally starts in the remote zone and (if succ~ssful) 
~nds with the reinforcing troops in th~ castle. Only mounted 
troops may form reinforcements, and these should comprise 
a single unit of 06 x tOO points of troops chosen from the 
def~nders ' normal battle army list. The reinforcements will also 
include any troops surviving the initial messenger's sally. Any 
casualties incurred may be tllndontised between th~ two groups 
if necessary. 

Roll a D6 to d~t~rmine the outcome of the att~mpt and deduct 
I from the score for each fighting unit of besiegers in the 
intervening encamped and ready zones. 

o Reinforcements are wiped out in the attempt. 
1 Reinforcements are repulsed with loss of 106 figures. 
2 Reinforcements are turned back or abandon the attempt. 
3 Reinforcements break through with loss of 206 figures. 
" Reinforcements break through with loss of 106 figures . 
5 Reinforcements break through with loss of 106 figures, 

but inflict loss of 206 figures on the nearest enemy unit. 
6 Reinforcements get through the siege lines by means of 

gaps in the enemy lines, stealth, surprise, speed or 
because they sneaked in quietly at night. 

V\ 'CAS'CE OJ' HONEY 
Everyone knows that unpleasant stinging insects such as bees, 
hornets and lVaspS, have a sweet tooth (or tllther proboscis). 
A pot of honey dropped onto besiegers allows the defenders 
to enlist the aid ofthesc stinging insects. A wasp or hornet nest 
discovered in th~ castle eaves, or a bee-hive from the castle apiary, 
provides hundreds of stinging allies who will be autllCled to 
the honey-cov~red :l.uackers. 

The honey pot and nest can be dropped from the battlements 
in the same way as other dropped missiles using the standard 
sized template. Although a sting is unlikely to cause death, the 
disruptive effects att considerable, especially in a confmcd spac~ 
or among mass~d troops. Any attacking troops attacked by bees, 
wasps or hornets must take apanic test . Even if they pass !h~ 
test, troops smothered with honey will be plagued by !he insects 
for th~ res! of the day, suffering a disadvantage modifier of -1 
to all of their dice scores. The bees will crawl inside armour 
to get at the honey so even armoured troops will just hav~ to 
put upwith a bee in the bascinet. Obviously only flesh and blood 
creatures are susceptible to stings: undead, etherial creatures, 
el~m~nta1s and demons are unpenurbcd. 

Nigel Stillman, Bryan Ansell and Rick Priestley 
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The Unique and Deadly 
Game of Holy Conquest 
for 2·4 players . 

CRusaDeR 
Set in a grim decayIng world, each player controls a 
new hope - a vigorous religion offering Salvation - but 
the cost of Salvation is HIGH! Petty squabbles explode 
into terrifying Holy Wars, where only the mighty can 
triumph . 

CRUSADER 
is a challenge that only 

the bold dare take - will you? 

A uailable from all good games and 
hobby shops, or by mail order at 

£16.99 
(cheque/ P.O.} + £l.00p+pjrom:-

ELITE STRATEGIES 
P.O. Box 58, Salisbury SPl 3BB 

TRADE ENQUIRIES WELCOME 

......... 

fu turong 

(,ro-f3~'. 
plus a HUGE variety of trade stands, displays, 
demonstrations, participation games, Bring 'n' 

battles and competitions! 

Date: 28129th May 1988 

TIme: IOam·8.3Opm Saturday 
IOam·7.3Opm Sunday 

TIckets: In advance: £1.75/day £3.00 both days 
On door: £2 .50/day £4.00 both days 

Cheques/PO's made payable to: GAMESFFSf 

Available from address below 

2 DAYS OF CHAOS 
AND MAYHEM! 

PO So. I·H , Pt tf'rbotough. Cl~ PEl 

" "~" 
n· .. " ... , .. Gc. .... , " C" ... " CC , .... ' 

[:rmplr of ~amrs JLonbon 
anb thr j!:)omr (/[ountIrs 

l!ISURE 'AMES 
AT 

91 BALLARDS LANE 
FINCH LEV, N3 
01-3462327 

FULL RANGES OF. AVALON HILL. CHAOSIUM. 
COLUMBIA. FG.U. FASA. GDW. GAMES 

WORKSHOP. HEROI.CE. MAYFAIR PACE·SETTER. 
PALLAOIUM. STANDARD. STEVE JACKSON. T.5R .. 

W.EG. VICTORY. PLUS CITADEL. GRENADIER. 
PRINCE AUGUST, MINIFIGS, 

-and much. much more -TRY US!! 

OPEN SOAYS It WEEK 9 301m-110m {SAT-5_JOom) 
MAIL OFIO£R WELCOME - SEND SAE FOR LIST 

ACCESSNI SA WELCOME 

2R 11 lmt 
r;antasy Armou ry 

We hand craft rugh quality Arms and Armour for Re-enactment or 
Wal1hanging; be the envy o f your friends! 

Any De!.i gns un(\erw.en; send y<lur own drllwing &. .ae ror a FREE QUOTAT!ON. 

Fabulous Illustrated Catalogue, only £1.20, REFUNDED on order . 

Ruven :fanW$,) '-\rn\ou,!:' . 
The (){d ";'''9'$ , twd, 

Quen.don, 
f:&sex, 

C:fI II 3')((". 

PRESTON GAMES 
OPENING SATURDAY 23rd APRIL 

WITH SPECIAL OFFERS, PLUS A LIMITED 
NUMBER OF GAMES WORKSHOP GAMES BEING 

OfFERED AT CRA ZY PRICES! 

BE THERE! 

PRESf()N GAMES 
(At the Alley Bookshop) 
13 LOWTHIAN STREET 
PRESlON 
LANeS PRI 2EP 
Telephone: (0772) 54857 

SAE for lists 



FAN~AS~IC 
IMMIGERY 
~

iChael Immig began modelling some 15 years ago with airplanes and 
tanks • as conventional a beginning as )UU might expect - and discovered 
model soldiers in 197.5 when he bought a Historex kit in London. At 

that time Airfu: produced their collectors range of model miniatures and he 
quickly became involved in historical miniature modelling and conversion. 

He encountered Frank Prazeua's fanlaS)' anoork a year or nw later, and decided 
to build some of these fantasy creations in threo-dimensions with Hislorex bits, 
Airfix parts and a lot of Green Stuff (a Milliput-Iike 
substance). In 1977 be purchased a copy of the flt'St D&D 
rule book from a London shop and started role-playing with 
some friends III a time when nobody else in Germany had 
even heard about roleplaying games. 

When the first 25mm fantasy miniatures appeared 
on the market. he immediately began collecting 
and painting them. From that poin!, it didn't take 
Michael very long to realise Iheir potential for 
diorama building, and with his experiences of 
54mm figure modelling. the first of his dioramas 
appeared soon after. Since then he's used all kinds 
of colours (including oils). building materials and 
IOOls. Even 1lCM', he disoo¥ers something new every 
time he Slarts building a new diorama. 

r-~~----- ' , _------. 

A selection of showpieces from the 
collection of one of the world's 
leading fantasy modeUen, 

Photographs by Phil Lewis 

2 

WHITE DWARF ., 



, 

.. WHITt..; DWAKF 



Michael always attempts to create as 'realistic' 
an environment as possible, using natural 
materials wherever feasible 10 give the scene 
some kind of dramatic impact or, at least, to tell 
a small story. 

As he became more and more involved in the 
hobby, he branched out into other areas of the 
fantasy games field. Apart from reviewing 
miniatures for German RPG-magazines from 
time to time, Michael writes a bi-monthly column 
called 'Painting Workshop' for Germany's 
leading RPG-magazine 'llluberzeit. For the 
German role-playing system /)as Sdnmru Auge 
he's also authored two scenarios published in 
1986 and 1987 by Schmidt - Spiele. 

In Michael'S solo quest for domination of the 
German games field he's managed to learn 
sOmething about model photography skills as 
well. This has led to sales of his diorama photos 
to Gennan magazines as covers. Finally, he's 
sculpted twelve 25mm fantasy miniatures fOr a 
German manufacturer. 

' In all modesty, I think I may say that today I'm 
Gennany's most popular miniature painter and 
diorama builder in the fantasy field, doing a lot 
of exhibitions and competitions and some very 
popular workshops during such events: 

When John Blanche traVelled to Hamburg last 
summer as guest of honour at a convention 
organised by Citadel Gmbh, he met Michael and 
saw his work. In autumn, Michael was invited 
over to England and he brought some of his 
astounding collection with him to be 
photographed by our own lanky lensman, Phil 
Lewis. 

Michael's endearing character, finely honed 
skills and sophisticated talent earned the respect 
of everybody at the studio. And there's oobody 
beller qualified to talk about!hese photos !han 
Michael himself. ..J 

THE PHOTOS 

1 The Flghting Dinosaur 

Being satisfied wi!h a smaller saurian diorama 
buill some eight years ago, I decided to build an 
even larger one, bul il wasn't finish~ untillwo 
years ago, as I'm always working on 5 10 10 
projects al the same time; when I gel bored wi!h 
one, I tum over to another and vice versa. The 
basic model is an Airfix Brontosaurus kit. The 
head was reworked, adding some tee!h, ears and 
the hom. The neckand the tail received full plate 
anoour using embossed plastic sheel, and !he 
resl of the massive body gOi some chain-mail. 
This was modelled using tissue covered with 
liquid pJaslic and, after re-hardening, making a 
lot of tiny holes in it wi!h a pointed soldering 
iron (or a pyrogravure from Historex Agents). 

The hCMdah was constructed in similar fashion 
10 the techniques described above, using 
slripwood, chestnut and acorn shells, fir cones, 
sea shells, mouse and small chicken bones (!he 
animals were not killed for the dioramas!), 
cocktail-sticks, matches, cardboard and two 
small buttons fOr the gong. Miniatures were !hen 
added to the model. The dinosaur was painted 
in oils, miniatures and construction with acrylics 
and inks. 

If you look closer, you will discover !he ship­
like concept I intended to realise. The captain 
in the crow's nest shouts his commands down 
to the steerman in the front gondola before 
roaring orders to the rest of !he crew, who in tum 
operate a capstan. The captain pulls the chains 
which are connected to the neck oCtbe saurian, 
and !hat's the process of navigating the monster! 
You can imagine the turning circle of that beastie. 
But can you imagine trying to stop it? 

2 Ogre Riding Saurian Beast 

A dinosaur-based model from another plastic kit . 
This time it was a life-like Corythosaurus with 
the head of !he Spined Dragon instead of the 
original one. All the plastic claws were replaced 
with new ones sculpted from Milliput, and to 
get a pockmarked surface, the completed model 
was covered for some seconds in a corrosive 
fluid, then immediately washed up under flowing 
water. The saddle and bags are made from 
Millipui. The skulls are taken from !he Citadel 
plastic skeletons. The back rest consists of 
mammaJ spinal bones. 

Theogre itself is a well-known Citadel miniature 
with the legs bent a little to fit into the Milliput 
saddle. The creature was airbrushed in yellow 
ochre hase colour, then painted entirely wi!h inks 
and drybrushed with acrylics. 

3 Space Ship 'Amy Lou' 

This diorama depicts a group of space explorers 
just after landing on an unexplored planel and 
is called "Okay, anybody there?". Captain Skua 
September and his benign crew await the arrival 
of the planet's inhabitants. 

The space ship was completely scratchbuilt from 
old tank parts, two robot kits and a lot of plastic 
sheeting and smaller parts from my scrap-box. 
Although it looks airbrushed, il was entirely 
brush painted wi!henamels, acrylics and pastels. 
Miniatures include the limited edition Space 
Santa and early Space Marines from Citadel. The 
Groundwork was built up over some cardboard 
tube rings glued on a wooden board and covered 
with crumpled aluminium fOil. 

4 Luftkampf 
(Air-battle; Nazgul being attacked try eagles) 

My inspiration fOr this came when I saw the new 
Citadel eagles for the first time. Complex 
construction drawings had to be made before 1 
was able to stan the actuaJ building process. Then 
all diorama components were built and 
converted, put together to try OUI the right 
balance, painted separately, put together again . 
and then fixed with PYA and a lot of superglue. 
It's a quite heavy piece, and although it looks 
very fragile, it has survived a lot of exhibitions 
and travelling -!hanks to the forethought given 
to the construction. I think I've achieved the right 
amount of dramatic impact in this scene. 

S The Spined Dragon 

The well-known Spined Dragon was sold in 
Gennany as a Hill-Dragon, so all it needed was 
a small hill. This was constructed with plaster­
impregnated bandage over a complicated 'M)()den 
frame, and then covered wi!h the my groundwork 
mixture. The Dragon had to be fixed onto the 
hill prior to painting for reasons of strength -

which didn't make the paint job any easier. The 
wings consist of plastic covered. tissue, and !he 
completed dragon was painted with oils using 
the sponge-method (ie adding the colours in wi!h 
small pieces of sponge or foam rubber for subtle 
blending effects). 

6 Skull Hill 

Over the years I've acquired a huge coUection 
of natural history items including a smaller 
collection of mammal skulls. When I was 
confronted with the art of H R Giger (the designer 
of'Alien') and his bio-mechanoid structures I was 
deeply impressed, made some drawings and 
worked on !he skull hill diorama using a deer 
skull. The structure benea!h was built up with 
expanded polYSl)'rene, tree branches, cork and 
two Citadel doors. The skull was glued on top 
of it wilh PYA. When the substructure was 
finished, the sculpting process started wi!h layers 
ofDAS modelling clay. All the natural parts, the 
skull and !he branches, twigs and different sorts 
of dried plant fruits had to be blended together 
with the DAS and !he sculpted structures. 

The completed skull hill got a matt black 
overspray and was air-brushed afterwards with 
differem shades of grey and white. All the 
miniatures, mainly Citadel Goblins from !he 
earlier ranges, had their metal bases removed and 
metal pins inserted in their feet before being 
painted with acrylics. They were then glued into 

holes with PYA glue. 

Michael Immig 
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lETTERS PAGE, 
WHITE DWARf, 

ENf iELD CHAMBERS 
14-16LOW PAVEMENT, 

NOTTINGHAM, 
NGI 7Dl 

~II it', Dwarf's hinhdoy and ~r)body >I\11IU 10 gtt 
imo rht spirit at the rxccujOfl . Enn ... 

Neil Murray, YOrk I ~ what you are you Aooy 
Jones)'OlJ . You're unfit 10 be called a wretched 
pile of gibbering flesh and gristle. You should 

be set upon by a thousand armadillos, sliced. minced. 
liquidized, de-rankallO Blanche's brush IieUr. poured 
into a lead mould, caricalUrcd by Bil. fed 10 ttle mail 
order Trolls, impaled on Jcs Goodwin's tlairt1ll' yes, 
even wrinen about by Rick Priestl ey. 

Why? Because I' ve bought siltlY figures 10 enter in 
the regiment category in this year's Golden Demon 
competition. But, on reading the announcement of the 
event in WD99lhere', nowt tnat even bean a passing 
resemblance 10 the \\OI'd regiment! 

Sony )VllWI'rm', Mppy with tht d«ision/o drop the 
frgimt'nI category. But "'Ii' hopc- thnlthe CilUgoritS 
for this Jt!a, J Cl'tnl .. ill bring (JUt the ~Sl in 
tvt')'body, inciudinK youru/fl 

&/ on the subject oj WD99 ... 

G McMullan, London I hadjust ... alkaI iJoo my local 
!leWS3gents when suddenly, your magazine 
leaped infO my arms, pointed I plasma gun 

at my head and said, 'Read or die!' Now thai I'm 
totally captivated. could )'OIl pl~ give me 8OTT1C 
guiddineson how to begin my adventure - my friends 
have neither the interest OT the time. 

As :pu'~ ill lhe Big Smoke, )UlI should find plellt)' 
of clubs 10 choose from, and I~se 1Irt! ;lIvariabl), 1I 
good pillet! to sum. Go alOflg /() your local gamf!S 
slwp. and II1lIU )l1$Ir heartftll plell /() somtCHle 
II-'01iillg dre~. II shouIdn', bt" !OtIg before help amws. 

Now, 0trl0 1I subjro that Jo bull bubbling Il(1lWrrls (J\'f!r 
the last few mc1l1hs. 

Alan Galrey, Cardiff I am writing to conunent on 
Sean Masterson's editorial in WD97. His 
analogy with the music business was 

presumably an aHempt to justify why While Dwarf 
now only prilllS adventures and &Jticles lOr GW p.mes 
and not lOr others such as AD.iD. Tro,'tller etc. 

lbe analogy. in my view, is a bad one. If WO were 
to print an AD.lD adventure. surely it would 5till be 
an original piece of Yl()rk. A5 for nostalgia, AD&.D 
and Trowl/er are not games of the past. Personally, 
I cannot see why you're so afraidofpublishing anicles 
for IIOn-GW stuff, as surely they would bring )OUT 

magazine an increased readership. 

And therf! wert Itl/en wking for as many IIOtI-CW 
games as )I:HI Cilrt /() me1l1ion. The m()st ;mertst;"g 
aspect of aJl this is lhat il slwws how some people's 
perception of WD differs from the rtaliry. Pfellty of 
letters cOl1lained such pleas as, its the onl), British 
gaming mag. )'Ou art obliged 10 C(J\lf!r game A,B ar 
C .. ' 

8m WD;s CW'I hou.se mag@1It. It's Dra,M 's (and 
DUngeon 's!) job to cowr AD&ll Irs WI!' used to CfJ't'er 
other games bw now CW publishf!S ilS 0><"11 RPGs, 
Iab/e/Op and boord gamel our obligatiOfl il fO these 
players. Wilhcutt~ income rtctivt!d from our tames, 
lind of CQlJTle, Citadel's range of minia/urtl, lhert 
wouldn'l be 1I Whitt Dwarf atllll. 

Kio IillIIIthe "adership 10 kup inc~asing, l:tTUlinly. 
Bw WI!' I<WII that III happen try doing MMlII't do bt"ntr. 
hrlraps the lIIUllfJBy KU.S a bad one. &1 WI!' now haVt! 
Ihe opportIUI;ty w up/art I~ s~er fun of gamingiTy 
COfIctlltroting the games we II1lIU OUTlefl'ts. As a 
"114/1, we hope 10 giVt! YON t~ bt"st valuefor monty, 
and Ihe best 0141 of Ih;s hobby. 

And now . . 

Jamie Fox, Swindon I disapprove of Ihe way )OIl 
cnoose the letters)Oll publish . Each month. 
a Mndful of readel"5 pick up their pens and 

write in about something weird, such as free dummic:s 
Of poems about mounu:d o-rfs. hoping tMt it is 
weird enough to be Letter of the Month (stand back 
and gasp). 

KPird Itl/eTl? 

M Crivet. \\Oreestef" Ok Dw.uf, haM IPI'a the Goblin 
or we'll break )OUr thumbs. 

He'! back, honest! I meM, thty'~ back... I mf!(UI -
1I/t!1I . stt! for youst/f 

Julien Waite, Euter I must write to thank you for 
the RtallTl$ of CMoJ feature in WD99. Garnes 
d HbrlIammer with O\aos creatures will never 

be the same again, especially for my Chaos Warrior. 
Ri~lud Ihe Reckless, whose mouth is situated in his 
groID. 

Stirring stuff. I tan', help wondering Mftal someone 
might do 10 make him JhUI up. 

Stephen Welch, MalKilestef Re Itbrhammu 
musicians. Those troops with the trumpeu 
must be playing something! I think it has 

already been established IMt Chaos annies are into 
thrash metal. Elf Wardaocers are into disco and so 
on, but what about other armies'! What shouk! a stJttt­
cred Skeleton be getting down to? 

Brt!akdnncing? 

Chopin's funenl march probably. More seriously, 
)UII'vc go! to recognise the differences between 
Htlrlaammtr Fantasy &Itle and Itbrlaammtr FartJaSy 
&itpIay. While the lauer is a serious roleplaying game 
- its thrust being the suuggle against brces ofOlsos, 
the former is a knockabout wargame, specialising in 
the weird and the bizarre. 

The problem is that a lot of people will treat the 
creatures in Ihe RPO just as they 'M)Uld in the 
WiUpme. Owarfs will become beer swilling psychos, 
for example, and the game will soon degenerate into 
a technologically primiti\-e version of Ibranoia where 
every character is I freak. 

Interrsting poinl. &1 just as people ron take t~ ideas 
in OIIr advtlllUrtS and battle scenari01 and adapt them 
/Q other JysltlTl$, they ron also /lIU the allitudes and 
atmosphert at WFB and trorISpWlllt i/lJO WF1lP. Both 
the wny welrdnels and the 'fear and loolhing' haVt! 
a place in eilher game. As long as )UlI'rt happy with 
lhe bal=ct! in )l1$Ir OMTI game. 

Paul Comqy Exmouth One bone of COIIIefWion. Evm 
....... though I"m I Hbrhammtr 4D/XXJpIayer, I think 
JII' Inda Astortu is a waste of space. I mean, who 

wants to know the name of every Utlmmarine captain? 
One anicle detailing generic marine structure Yl()uld 
be fine. You C()IIld then give the space to ChapIU 
Approved instead. 

Mr EAlgban Champkin The d£uil that goes illlO Inda 
A.IIanes ~ 011 the incmiiblr:. The Met"IIOfl 
were I bit useless, but the Legion of the 

Oamned was a great improvement. Lavely figure 
painting 100. How am I supposed to equal that? 

The U/tramarintS aJlowed us OIU dwnce w look at 
a chapter in real detail. '*'~ rwf going III /cup doing 
thOf bt"ClINSe, as)lOU imp/y, l~rt'l /10 lUed. Furu" 
Indues MlII gfl'f!)l1$I opporTUnities to !elect 'Sl)1es ' 
of chaplers. or haVt! 1I look al panir:ular I)ptl of 
mllrine. As)lOU mlly haVt! noticed, t~rt'l /10 Index 
Anants this fIIOfIlh. It will ~tum nut is!ue. 

Mr A Oyer, Kent Rather proudly, I placed my copy 
of WD99 onIO the moving wagon, shouting to 
the driver 10 pedal 1iIster. I grinned at the 

thought or my players being chased by a larie, 
metamorphosing Ork w.u: Buggy with multi-mc:lta 
through the s.ewers of Delben:, with .ccompanying 
chaotic l/iuminations team in lOW. Altogether brillianl. 

Now whal an ad\lt!llIUrt! that would mllke! Any takers? 

Chri5 Coleman Why does everybody call )OIIr staff 
.A.... 'hippies' when they can see perfectly well thaI 
JIll!' they are I group of true metal maniacs who 

enjoy a soo<I bit of mashing when they're not 
contributing to )'OUr magazine? 

Kio'/'t onl), allowed to I/IOsh on a Friday, losh. Hence 
the pletharo of personal hi-fi's. 

David Watkins, Mid Glamorgan 
C'mon guys, get it together. 

I#.I/'S Ihe bother brother? 

Recent isues of WD have been sadly 
lacking in one depanment - the letters 
page. Who can forget the months of 
torment a fter George Stepanek's letter 
about ' kiddies' t'elmost restaned by 
Roben Luke) and the boasts about 
balancing figures on Snotlings? I've 
balanced -

Come on .. , 

- Well , leI's get things going again with 
a really touchy subject. Is John Blanche 
really that ugly? 

John Blanche replies: 'jh ']his subject 
is nOW closed. 

l1re most nOmlol {etten of the month IWrr edited 
bJ' Stun Masunon. 
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DREADNOUGHTS 
Though the subjea was originally covered in the warhammer 
40 ,000 rulebook (P119). funher development in the field of 
powered armour and recently acquired intelligence repons 
on itS use by various races have necessitated :l thorough re­
assessmcnl of the most powerful type of personal :lrmour · 
the Ore:l:dnought suil. 

THE ULTIMATE 
PERSONAL ARMOUR 
The Dreadnought is the ultimate form of person:ll armour. 
Inside his giam armoured suit, the wearer - or more correctly 
pilot -comrols the Dreadnought 's movement , arm:lment and 
defences. 1b an extent , a pilot 's aWOlreness becomes merged 
with his suit controls, sometimes to the point where man and 
machine are insepanble. As a result of this percuUar bio­
mechanical relationship, experienced Dreadnought pilots 
cooped inside their suits fo r long periods run a high risk of 
insanity. Perhaps it 's fortunate that so few live long enough 
to go mad! Of those that do survive, some go rogue, jOining 
the notorious 'Dreadnought Bands' that roam the galaxy, 
h iring out as mercenaries or living upon t he spoils of WOlnlOn 
pillage. 

The Development 0., The 
Dreadnought 
Dreadnoughts are complex machines, requiring special 
materials to construct and special skills to pilot. Nevertheless 
some are more complex than others. Ork built machines are 
among the most primitive and Ie;l.st reliabl t Human machines 
are solidly built and efficient . Eldar Dre:ldnoughlS:lre probably 
the most sophisticated of all. The special gaming rules for each 
type reflect these vital racial differences. 

Amidst the h:lmmering of iron :lnd chanting of runes, the 
we:lpon-shops of Mars turn out Imperial Dreadnoughts to 
time-honoured and hallowed designs. The most enduring 
types are the Imperial Batt le Armour c lasses ComemplOr, 
Deredeo, and Furibundus, whimsically known by the troops 
as Chuck, Eddy :lnd Fllry. These WOl r-machines are built for 
the Imperial armies and Space Marine chapteTS. Many find their 
way into the priV:l.le :lrmies of Imperial Commanders. Marine 
Dreadnoughts :lfe commonly modified by the pu rchasing 
chapter in o rder 10 meet the unit 's speCific needs. Some 
chaple rs even go to the trou bl e of building their own 
Dreadnoughts, but most rely upon the legendary conSlrucr.ion 
skills of the Adeptus Mechanicus. 

Unlike the Imperium, which has ... centralised arsenal , Yw'Capons 
manufacture on Ork worlds is dependent on the individual 
patronage of great \V2rlo rds. Skilled Ork weapon-smiths - or 

met:banlacs as (hey :lore caUed - at'(' employed by the richer 
and more influenti:.!.! W:ulords to make we2pons for their 
forces. In Ork society, DreadnoughtS:l.«':t costly, high-prestige 
weapon. Only the more powerful can afford (0 buy them. Only 
the most powerful of all can afford to armour retainers in the 
same fas hion. 

The tcchnic;dly advanced Eldar house giam aUlOm:ued 
faclOries in their craft-worlds. These factories not only build 
all the mundane items and military artefacts used by Eldar, 
but they design them too! The Eldar cnftsmen who opente 
these mach ines have only to sdect the aesthetic form of their 
creations; this being the most important dement of design 
as far as Eldar are concerned. Eldar Dreadnoughts are tall and 
degant machines whose waspish Hnes conceal enormous 
kill ing-potential. 
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Dreadnought Conatructlon 

The powcrpl:mt th:u Iks :It the he:!.rt of e:lch Dreadnought 
m2y bt a crystaJ battery, a nucle2t engine, a polarising gravillc 
bed , or :I. convemi omll combuSiion e ngine. The aClu21 
technology used is not Strictly impor~nt acept, of course. 
in terms of refuelling 2nd supply. Crystal ba{(cries arc 
commonly used by Humans :md Eldar, whilst Ork machines 
normally employ combustion engines. The dark smoke given 
off by these engines has inspi red Humans to give Ork 
Ort'adnoughts the nickn2me of 'boilers', 

Power transmission is also varied , but the most common 
system USC=S hydropwtics CQuplro to ~ actuators. These 
operate the weapon systems 2nd othe r, minor f:l.cilities 
throughout the m:lchinc. limb manipulation is achieved by 
dectrically motivated fibre-bundles which runaion vuy much 
like muscles, conlr:lcting :and rel:axing to dr:ag the 
Dreadnought's huge bulk forward . 

The shell of the Dre:adnought is m:ade from tough ceramite 
mouldings. Some Ork Dre:adnoughts:otrc built from meuls, but 
Ihese lend to be ridiculously he:avy and cumbersome. Cer;amile 
begins life as:ot thin white liquid which is injected iOiO moulds 
under pressure. The mould is gr:adually healed 10 300 0 :and 
then :otllowed to cool. The moulding is then both tough and 
dur:able. The iIlustr:ations show yo u some we prqnred earlier. 

Imperial and Eld:ar DreadnoughtS :are further prolected by 
armoured plates made from :adam:otntium. This material is 
produced in Ihe processing factOries in orbil around Mars as 
well :as on Eldar cr:aft-worlds. E:ach wheel-sh:aped f:actory 
consists of a vast spinning centrifuge several kilometers :across. 
The inside of the rim is maint:alned at a constantly high 
temper:ature by plasma held in pl:ace by magnetic fields . Only 
under these conditions is it possible to melt adamantium so 
that it flows into moulding chambers built on the outside of 
the factory rim. 

. Yi~~ . . 
.~ -

Control Sy.tern. 

Dreadnoughl comrol systems v:ary from primitive 'driving' 
controls to sophistic:aled mind.impulse links. These differ 
considerably in efficiency. Orks, whose technological know· 
how is more limited, prefer to rely on a 'driving' system r:ather 
like:a vehicle. These are slow comp:ared to the mind-impulse 
systems, but:are relatively cheap to build. Mind·impulse links 
are used by EId:lc:lS a matter of course, allowing the pilot to 
litenlly become the Dreadnought - cOOiroUing its movemems, 
2ctions 2nd se~ by the power of thought alone. 

Imperial mind-impulse technology is rather unreli2ble. An 
:alternative is to use surgery to merge the pilot to his 
Dreadnought's control systems. This has 21llhe adV2nt:ages 
of the mind·impulse link and is far che:aper. The pllot is 
surgically implanted into his :armoured capsule, suspended in 
:a speci21 amniotic fluid which sust:lins him for the rem:ainder 
of his life. Once enC:lpsul:otted in this way, the piiOl becomes 
part of the machine md cannot leave it unJess the Dradnought 
is d:otm:otged or destroyed, when an ejector sc:ott permitS his 
escop<. 

GAMING WITH 
DREADNOUGHTS 
The rules th:ott follow describe several specific types md cI:as.ses 
of Dreadnoughts :otvail.OlbIe to the Humm, Eldu md Ork forces. 
In addition, there is :ot specl:al build system which permils 
players to design their own Drtadnoughts. Players should 
decide before the game whether they:are going to stick to Ihe 
cl:asses given or design their own machines. There is no reason 
why players shouldn't mix their own designs with those given . 
The Cit:ldcl component system is ideal for this :IS it allows 
yo u to produce :a l:aege number v:otr ialions from the basic 
p:otttern. 

DESIGNING THE 
DREADNOUGHT 
In the Imperium, Dre:adnoughls:otre built :IS b:otsic shells. The 
c ustome r, be it the army, Space M:arines or an Impe ri:al 
Comm:otnder, has the option offltting extr.l armour and control 
systems. The s:otme is true of Eld:ar Dre:otdnoughts w here the 
designer c:otn specify these p:articul:ars during production . Ork 
Dre:otdnoughts are usuall y constructed to the specific 
requirements of the proud owner. These may include such 
cultural refinements as 'go f:lS ter Stripes', 'flared leg arches' 
and ' furry dice' in the pilofs C:lpsulc. Ork Dreadnoughts ue 
Often painted red because, :ots the Orks s:ay, ' Red wunzgo (ast:l '. 

CONSTRUCTING 
DREADNOUGHTS 
FROM BUILD-POINTS 
Every Dre:otdnought compriSts countless technically :adV:lnced 
sub-systems including armoured shells, weapon instillations, 
srowage for equipmenl , power-p l:ant and provision fo r the 
pilot. A Dre:adnoughfs general size and fighling ability is 
determined by the toul number of build points (BPs) used 
in its construction . 

BPs are expended 10 provide the Dre:adnought's profile :IS 

. shown on the charts below. E:ach of the profile ch:otr.lcteristics 
uses 1 or more BPs, some using more th:an others. Players mUSt 
bal:otnce the :otV2ibble number of BPs between the different 
char:lcteristics in order to creale the best fighting m:otchine 
pOSSible. In some c:otscs, a race m:ay be limited in the m:aximum 
number of BPs its can expend in :a certain area. For example, 
Orkish technology reduces the rn:lXimum toughness of their 
Dre:adnoughts compared to Eld:otr and Human ones. 

BPs 2re expended to provide h:a.rd-points or stowage space 
where we:apons and equipment can be insulled. BPs :are nOI 
cxpalded for equipment or weapons, although the inst:a.ll:alion 
ofthesc will :affect the Dreadnought 's toul points V:llue (PV). 

Maximum Limit. For 
Dreadnought Build Totals 
Players :otre free to choose the number at build-points tht.1' 
expend on e:otch Dreadnought within Ihe following limits. 

Drc:adnought 

Imperi:otl 
Ork 2 :ot rmed 
Ork 4 :ot rmed 

Eldar 

Umll$ 

100-140 
80-100 
100-140 
100-160 

DClc's jus' oac [iag lII"i~ U1l!I 

'IF{l1 ya'u II bovvcr aboul • 

'Sinill' 011 dar SpMg givn ya pib! 

· Ork Au 



PROFILE 

BPs are expended 10 create the Dreadnought's profile. The 
number of BPs required for each point of characteristic is given 
below. Movement Is not included as a characteristic. Movement 
is worked OUI as an expression of wr:ighllo power as explained 
later. 

Note that lkadnouglils do not ha,~ wounds, but have damage 
pofllls in the same way as vehicles. Weapons hard points (HP) 
and equipmenl stow:lge space (E) ch:;u'acterisfics also work in 
the same way as with vehicles and are explained in depth 
following the charlS. 

PROFILE TABLE 

I:: 1 2~ 1 't 1 't 1 't 1 it 1 ~ 
I: lo~I:11I:I:L11~1~1~1181if:1 ~ .~ 

I 

I:" bil~lllil:I,~I~I;41~1181: 1 {I 
* _ minimum 
•• _ Ork maximum 
• _ maximum 
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Control Sy.tawns 

The following rules C2IcgO~ cOOirol systems imo three basic 
types. The~ are driver, spinal link and mind impulse. Racial 
availability and cost in BPs is indkated on the chart below. 
Eld:u are allowed cheaper mind-impulse links than humans 
to reflect the lack of spinal-link. 

System Human fldar 0,. 
Mind-impulse: IS 10 -

Spinal-link 8 - 8 

Driver 2 2 2 

Mind-impul~ The pilot comrols his D~dnought by means 
of a thought impulse link which responds to his will, allowing 
him to move the Dreadnougtu as ir it were his own body. This 
auwmatically increases the Dreadnought 's initiative by +2 
(up 10 a maximum of 10). A Dreadno ughl of this kind may 
include a mental program which allows Ihe pilot to use: his 
own mind as a targeter for his weaponry. This mental program 
automatically allows all shots to count as if the Dre2dnouglll 
had a targeter. A mental program occupies no stowage space, 
but COSIS 10 PVs. 

Spinal link. The pilOt is surgically incorporated into the 
Dreadnought's armoured capsule, he controls the 
Dre2dnought via links between his own nervous system and 
the Oreadnoughl's mechanical systems. This increases the 
Dreadnought's it/itlatlve by + 1 (up to a maximum of 10). A 
Dreadnought of this kind may include a mental program which 
21l0ws the pilot to use his own mind as a targeter for his 
weaponry. This mental program automatically 2Uaws all shots 
to count as if the Dreadnoughl had a targeter. A mental program 
occupies no stowage space, but COSIS 10 PVs. 

Driver. The pilOt operates his Dre2dnought by way of a vis­
screen with sensor re2d-outs and some SOrt of manual COntrol. 
This makes no difference to the profile alre2dy established. 
'hrgeters m2y be added, but these are mechanical devices, 2nd 
occupy eqUipment stowage space in the manner described 
below. 

Powver- Plant 

The movement rate of a Dreadnought depends pn the size of 
its power-plant compared to its total BPs. The powerplant must 
be fitted :md costs a set number of BPs as shown on the chart 
below. Cross reference the BPs spem on the: powerplam to 
the total BPs to gel Ihe machine's movement allow.mcc:. 

Power Plant BPs 

10121 , 6 7 8 9 10 iI 12 t, 14 15 16 17 18 I 920 
BPs 

0-50 .1. 

<1-60 • • I. 8 18 I. 
61-70 • • 1. 1. 17 7 7 18 I. 
71-'0 6 16 6 6 1717 7 7 17 I. 
81-90 16 6 16 6 1617 7 7 

91-100 16 16 6 1_6l6 7 7 I. 
100-1\0 I, I, , ' , I, • 16 7 7 ' 717 17 

1\0-120 4 14 , I • • 1616 7 717 17 
121-130 1,14 I- • 1616 6 717 17 
13\-140 ,4 , I- 1616 6 617 17 

141-110 '4 • • I - , I, 16 16 6 6 16 17 
150-160 . , . 4 4 , I, I, " I, 6 6 6 6 6 
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Arming Up 
Dreadnoughts may have weapons fined into their armoured 
C2sing, or bolted-on before batlie. It is thc:rdore easy to vary 
wc:l.ponry slightly, depending on the nature of the battle being 
fought. The number of weapons a Dreadnought can employ 
depends on the number of BPs allocated to weapons hard 
points (HP). The syStem follows the same lines as used for 
vehicles: 1 hard point is required for a basic or close combat 
weapon , and 2 hard points for a he:lv)' weapon. Very he:ivy 
weapons are not normally built intO Dreadnoughts, but would 
theoretically occupy 6 hard points, or to for a defence laser. 

Weapons can include any weapon type avaibblc to the nee 
building the Drcadnoughl. However, the Citadel models come 
supplied with nudom weapons, and the~ have been used 
to provide the tx2mples given latcr. This d~n't m~an you 
can't conv~rr a Dreadnought to tak~ other w~apons. If you 
wish to do so it is a simple matt~r to work out details. 

Weapons hard pOintS (HP) are built-In USing BPs as described 
above. How~\'er, play~rs would be advised to follow the 
configuralion of their model to provide enough HP to mount 
itS w~apons . A typical Dreadnought carries itS weapons in its 
arms: a typical arm has either 0 , I or 2 HP. An arm with 2 
HP can therefore mount either two basic or a singl~ h~avy 
weapon. 

The Ork Dreadnought model is supplied wilh a univ~rsal 
weapon mount which allows players 10 attach any of the heavy 
weapons available from Citadel. This enables you to use either 
a heavy bolt gun , heavy plasma gun or grenade I:mcher - each 
occupying 2 weapon hard points. 

w~ p"y for our brethr~1I who pilot the: Drc,dnoughts. 
Though they tikc on lIew form, 
Thcir souls. 1M thcir II<Cipon mounts. rcnuin pure. 

. MVD~1I5 

EaUIPMENT 
Just as BPs can be us~d to build hard pOintS for weapons, they 
can also be used to provide stowage space for additional 
equipment . However, some equipment is already assumed to 
be present and is effectively gained fo r no BPs, and in som~ 
cases no PY COSt . This equipment is as follows. 

Targeters Mind impluse and spinal link machines 
automatically have a targeter for each weapon-bearing limb. 
This is a program - not a piece of equipment. It costs 5 PV 
for each limb. 

Suspensors are included in all heavy machinery so that the 
addition:a l weight of eqUipment do~s not effect the 
Dreadnoughr"s movement. This is free :and costs no PVs. 

Ejector scats are fitted to all Dreadnoughts. In most cases 
this is in the form of an armoured capsule containing the pilot. 
In Ork Dreadnoughts the process may be less sophisticated 
- ie, a very large spring. Ejector seats occupy no slOwage space 
and do nOt add to the PY. 

Auto-senses :are sl2ndard in all Dreadnoughts except those 
which are 'dri,'en'. In the case of 'driven' units, external sensors 
reby sound and vision into the pilOt'S cabin . However, saf~ty 
cu t-outs in the system provid~ the same level of sensory 
protection as with auto-senses, so they are considered to be 
the same. In either case they occupy no stowage space and 
do not add to the PY. 

Communicators with a 50 mile transmission/reception radius 
are fitted to :dl D~adnoughts. A communicator occupies no 
slOwage space and does not add 10 [he PY. 

Ride the Lightning 
- Pocru Mmllici 

Additional Equipment 

The following items may be fined 10 a Dreadnought, using 
up existing stowage space (E). Thes~ items are rather like 
weapons in [hat they occupy a specific number of stowage 
spaces and also add to the ov~rall points va[u~ of the 
Dreadnought. 

Items Fills Equipment Points Value 
Stowage Space (E) 

Targeter \ per limb 5 each 

Sensor package 
Bio-scanner 
Energy-scannc \ for all three J3 for all 3 
Rad-counter 

Power Field 2 10 each 
(\ " radius) 

Power Field 1 10 
Synchroniser 

Jump Pack 2 10 

Targeters arc only filled to 'driven' DreadnoughtS. Each 
targeter is used to fire all of the we:apons on one limb. 

Sensor packs are made up ofbio-scanners, energy-scanners 
and rad-counters. A bio-scann~r allows the Dreadnought to 
'see' any living mailer within" It of a nominated point within 
10", even if the model is hidden by cover, buildings etc. An 
energy-scanner is used in the same way, but allows the 
Dreadnought to see equipment , vehicles, robots, o th er 
Dreadnoughts and so on. A rad-counter measures the rad-level 
of any point within 18". Tbese sensors operate all the time, 
aUowing th~ Dreadnought p ilot to detect a hidden enemy or 
dangerously irradiated alns. 

Power Fields of 1" radius are :assumed to cover the 
Dreadnought . A Power Field of larger radius can be made by 
paying an extra IOpts for each I" extra radius. A fie ld of 
sufficiently large size can be used to shelter troops within it. 
A Dreadnought may carry several Power Fields, although only 
o ne may be turned on at once. A Power Field may be turned 
o n or off only at the start of the player's tum , and may not 
be turned off o r o n if the Dreadnought bas been f(!ndered 
immobile as a result of danuge, or if the pi.l<f has been ~dered 
unconscious. Note that an activated Power Field p~nt5 a 
Dlndnought from firing or engaging in hand-ta-hand combat. 

Power Field Synchronisers are devices wbich allow a field 
to fl ick off during the brief mom~nt of time it takes 10 fire 
a weapon . If a Dreadnought has a Power Field Synchroniser 
it may fire weapons during its own shooting phase, even 
though the Power Field is ·on'. Howev~r, to repres~nt the 
chance of an enemy shot sneaking through whilst the field 
has flickered off, any shot against the Dreadnought in tbe 
enemy's following turn will penetrate the Power Fieldon the 
06 scorcofa 5 or 6. This does not destroy the field: the shot 
simply by·passes it during the brief moment in which it is 
down. 

Jump Packs are built into the armoured casing o f t he 
Dreadnought's feet. These function exactly like ordinary Jump 
Packs but cost more points as indicat~d. 



THE DREADNOUGHT IN 
HAND-TO- HAND COMBAT 
DreadnoughtS are :lfffied lind equipped with the weapons 
purchased by the controlling player. In addition, Dreadnoughts 
which have manipulative limbs (ie mechanical hands) may use 
these to make frontal hand-ta-hand combat auacks :1.[ the 
Drodnought's basic stnmgth. The tottl number of :I.ttllcks Ih :olt 
m:.y be made are shown on the Dreadnought 's profile. Each 
manipul:nive limb may attllck oncc: remaining attllcks are 
assumed to be stomps delivered by kicking or jostling. 

If a Dreadnought loses 1 manipulative arm, it loses the attack 
associ:l.ted with that arm . A Dreadnought only loses its stomps 
if it is immobilised . 

This c hart shows the saving tbrow modi/ler applied to a hand­
lo-h:md combat victim (ollowing damage. 

Strerlgth of 
DreadllouglJt 

• ; 
6 
7 
8 
9 
10 

Special A t tacks 

Opponent's 
Saving Throw iH()(Ii/Ier 

-I 
-2 
-3 -. -; 
-6 
-7 

A Dreadnought may make a speciaJ attack in lieu of its normal 
hand -W-hand altac ks. These special attacks refle ct th e 
Dreadnought's ability to act like a Human , kicking, grappling 
o r e\-'en 'nutt ing' its enemy. These special attacks an=: useful 
when fighting other Dreadno ughts. 

When Dreadnoughts art: fighting o ther Drt:adnoughts, each 
player must secretly note down the type o f attack he intends 
to employ - whether a normal attack or one of the special 
att2cks. Both players reve21 their attack type, and combat then 
proceeds in norm21 initiative o rder. 

Tread Attack: A Dreadnought may make a single tread attack 
instead o f its no rmal attacks. Treads can only be made against 
either a targel under 10 feet tall , a "ehicle, or a Dreadnought 
which has been ' tripped over' (see below). Roll ' to hit' as 
no rmal. If the target is hit the Dreadnought treads on Its 
opponent , crumpling armour, buckling metal and squishing 
any tender bits. Make a damage ro ll countin g Ih e 
Dreadnoughl 's strength as D6 higher than nonnal. Any living 
creature uking irs full wounds is eliminated - there is no saving 
tbrow. A vehicle o r Drt:adnought taking damage receh'es 
6 + 0 6 poims of damage with no savillg tbrow, and works 
o ut special damage effects as normal (~e WH40K p39 for 
vehicle dam2ge). 

Head butt: A Dreadnought may m2ke a single bead butt attack 
instead of all o f irs normal attacks. Head butts can only be 
made against targets more th2n 10 feel tall, such as other 
Dre2dno ughrs. Roll ' to hit ' as normal , if successful the 
Dreadno ught nUIS its opponent. Make a damage roll couming 
the Dreadnought's strength as 06 higher Ihan normal. Any 
!iving modelt2king damage is killedoulright with no saving 
throw. A vehicle can be he2d-butted if it is suitably high and 
then takes 6 + 06 damage with no saving throw in the same 
W2y as a tread attack. If the target is anOlher Dreadnought 
the blow smashes right into Ihe cabin - resolve all special 
d amage on the pilot cbarl (see ~Iow) . If a Dreadnought 
attempts:oJ bead butt attack but misses, it w ill fal l over on the 
D6score of :oJ 4 ,5 o r 6 2nd then counts 2S if it had been Iripped 
over (SCI." below). 

APTER APPROVED 

Trip: A Dreadnought may :mempl to lrip over Mly bipedal 
creature over 10 feet tall including another Dre2dnought. The 
Dre2dnought may attempt the Trip instead of making no rmal 
attacks. Roll to hit as normal. if the result is a success, the 
Dreadnought has tripped its enemy over! This causes 3 + 06 
wounds against cre2tures and 3 + 06 damage points against 
Drt:adnoughtS (no saving tbrow) and special damage effects 
15 norm2!. A tripped model m2y only get up at the beginning 
o f irs rum on the D6 roll of a 4, 5 or 6 . The fallen enemy may 
not make any anacks o r move unt it he gets up. Fallen enemies 
cannot rout ! 

Bear Hug: A Dreadnought fighting a Creature over 10 feet 1211 
o r another Dreadnought may make a bear bug attack instead 
of Its normal attacks. A Dreadno ught mUSt have at least 1 
m2nipulative limb (o r power ci2w - see below) on each side 
in order to u~ this attack. The Dreadnought roUs to hit as 
normal. If successful , the enemy is hugged:rnd squeezed by 
the Dreadnought. This causes 0 6 points of damage and m2y 
cause special damage effects as nornul. The hugged opponent 
must try to escape the aHacker d uring the beginning of each 
following combat ro und . Th e pl ayer rolls a 06 , an d 
successfully escapes on the roll of a 5 or 6. Both DreadnoughtS 
then fight th at round as normal. An unsuccessful victim 
remains hugged and C2nnot fight back , taking 2nother 06 
points of damage autom:.uically . 

The Powcrc12w 

Ork Dreadnoughls are armed with a special Power Claw which 
makes them very deadly in hand-to-h2nd combat. The Power 
Claw has a strength 4 higher than the Dreadnought ilseif, up 
to a maximum of 10. E2ch Power Claw has I attack per round : 
2ny additio n21 attacks the Dreadnought may have are stomps 
2nd are resolved 2t the Dre2dnought 'S usual strengtb. Any 
\' ictim suffering damage receives no armour savillg tbrow 
irrespeclive of Its no rmal save. The Power Claw occupies 1 
weapon hard point (HP). Points value is i5 per Power Claw. 
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DREADNOUGHT 
SHOOTING 

Dreadnoughts may fire with :any or all their weapons 
during the shooting phase. 1\vo basic weapons 
mounted on a single arm (eg Imperial Battle Armour 
Contemptor class which has 2 bolters on one arm) arc 
fired in unison at the same target. Roll separate 'to hit ' 
dice for each weapon. A targeter modjfies both dice 
rolls. Weapons on different mounts may fm: at separate 
targets. 

Dreadnoughts may move and fire heavy weapons 
without penalty. All Dreadnought weapons have a 180° 
arc of fire to the front. A Dreadnought may not fire to 
its own rear. 

Dreadnoughts are tall machines and can draw a Hne­
of-sight over most low covcr. This is left to the GM 10 
detennine at the rime. 'lYpically, a Dreadnought can see 
over a wall, fence, hedge or shrubs although troops ' in 
cover' may still claim the -} ' to hit' modifier. 
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I DREADNOUGHT 
HIT LOCATION TABLE 

Score (D6) 

1 
2 
3 
4 
5 
6 

Affected system 

Pilot 
Equipment 
Systems 
Locomotion 
Sensors 
Armament 

PILOT· SPECIAL DAMAGE 
, INTERFACE 
n.c, pilot's protrctiw c:lp"ulr il; johrd f~ of 110 suit imrrbce, di~truptlng tn., 
nonnal COntml$. At thr St:l.rt of ~ch s~u~t tum thr pla,..,r roll. a 06. On 
a SC"'~ of 1·3 thr Dttadnought loses contro l as de5cribrd for 6 brlow. On a sco.., 
of 4-6 tn., Dreadnought i5 controlled as nomul. 

2 CRUSH 
Th.c pilO( I. crushed within his protttlh~ c:lpiulc. Roll a 06. I . thr pilot 1$ killed 
lmmcdlatdy and the Dreadnought come. to a halt : 2,3 . tn., pilot lose. 
CQnsdousness for 2 tum.; 4-6 • the pilot loses consciousness ror I tum. The 
o..,adnought come. to an ImlUC'dial( hall when In., pilot 10!CS CQnsdousnc~ •. 
M()Vemem may continue wn.,n the pilor: ..,galns consciousnc55. 

3 SLAIN 
The D~adnought'S pro!CCtiV<' ClIpsulr is fJruIshcd oprn and thr pilot il; . lain, The 
Dreadnought comes [0 an immediate halt, 

4 CONTROL GEAR 
The pilot struggle. to overcome damage done to his control g~r. The 
Dreadnought may titller move. fire wcaPOll5, or fight in hand-to-hand combat 
during each subsequent tum, but may nm do two or thfCC' of these in the 
same turn . 

5 CRITICAL INJURY 
The plloc i5 critlc:l.lly Injured but nO()-et dead . The pbyer should rolla 06 at th.c 
beglpnlng of each sub5cqucnt tum, The pilot dial and tn., Dreadnought CQfDCS 
[0 ao immediate halt on the roll of a 6. 

6 BRAIN DAMAGE 
For driven Dre:tdnoughts see 5. Wlth mlnd·impul$c and spinal Unk Dre:tdnoughts 
the pilO( suffers lraumatlc Inj ury [0 his brain ot spIne OIusing 10" of conscious 
control: the piLQ( ·. 'UtH;OnscloU5 t:l.kc:. ovrr. n.c, D..,adnought',hould be mOW<! 
In a random d~ction up to it. maximum m()Vr dist:l.1\Cr, firing upon the llCafC51 
t:l.rgef be It friendly or enemy. If a porcntial hand·[O·hand opponent lies ... Ith ln 
il5 path. the o..,adnoughl will charge and altlcl< it. 

EQUIPMENT· SPECIAL DAMAGE 
1 TARGETER 
1 randomly drterminrd t:l.rgrter is destl'Ol"<'d - even If thr t:l.rgel(r I~ a mental 
program. If the Dreadnought has no functioning t:l.rgelCr, roll tn., result on the 
Armament chm. 

2 POWER FIELD SYNCHRONISER 
Thc Dreadnought's PFS is drStroyed. If thr Dreadnouglu has 00 PFS. roll again 
on thl$ chart. 

J POWER AELD 

~ Dreadnought'. po"~r field gmc:rator 1$ d~tl"O)~ . If the Dreadnought has 
no pow<:r fl<'ld ge:nerator. roll the rcsult on Ih.c sniJvr cha". 

4 MAJOR CENTRAL CONTROL SYSTEM DAMAGE 
Tn., .hot damages one of the main control synap6C mod ules, directly att:I.Cking 
what 1$ effectively tn., Dreadnought's central nervou. systr m. Thls c:ln haw many 
crfect •. scndlng random surges of pow<:r rushing through the device, me lt Ing 
drlicalC components, c:luslng aplo.ions, and causing random bum·outs and 
CQntrol loss. 

1b reflect thi5 random and oftrn c:ltaclysmlc level of ~bting damage:, throw 
e.u:h tum. On a 4. 5 Or 6 the D..,adnoughl tll<r. aooth.cr Crit ical hit. This <hmage 
will continue to happrn on 50% of thr rnnaining tu rns In tn., battle unless the 
pilot chooses to .wltch hl$ whiclr off complercly In which casc it Is ..,nde..,d 
immobile. The pilot may rjrct if equipped with ejector SCat. 

6 JUMP PACK 

n.c, Dreadnought'. jump !':lcl< Is destmyed. If th.c Dreadnought docs nO( haVl: 
a jump !':lcl<. roll tn., ..,.u lt on the Locomotion cha". 

6 JUMP PACK MALFUNCTION 
n.c, Dl'l:adnought"s jump I':lcl< malfuneflons! At tn., .tlrt of each of Its lum. In., 
D..,adnought will jump 306~ in a randomly dercrmined dil'l:Ction. If In., 
Dttadnoughl dots not haw a Jump I':lcl<, roll (h.c rcsult on th.c llx:omotlon chan. 
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~ SPECIAL DAMAGE CHARTS 
Thae rules 1q)1:acc lOOK given on pag~ ~l of WH 40K. Once a Omadnoughl has zero d1mage, lubseQucm damage w ill 

When a Dreadnought Is h it, the attacker makes his usual damage roll , and the au tomatiolly cause special dQma8fl; there iJ no need 10 mm the 06 
~noughl pb ya attnnplS any $Ovlng /brow. I(the Orodnought ill damaged dice throw. 
:u 01 rault, (he player dcduru the ~ points c:lustd from the DJeldnought '. 
lotlli. NOte that when a Dreadnought IS red uced 10 zero damage: (D), it is nor When II hal !>ttn established that a Oreadnought h:u sustained special 
aUlOmallcally destroyed. ~ only way 10 de.nroy a Dreadno ught is:u a ~ult iW mage the p layer sho uld roll a D6 and n:[cr 10 the HII Locat ion lllblc. 
of sJHCfal dama8fl as explained below. 

Whenever a Dreadnought w(':S damage :u a raul! of 01 hll, the pl2ycr should When the system aCf",ctcd by the hll Is Idcnlillcd, the player should roll 
roll a 06. If the Dreadnought has n:Ccll~d more than I polnl of d:unagc from a D6and COmlul! the approprbic Special D:unagr: chan . Players should 
lbe hil , lhe playef should add + I 10 l he dlce score for eaeh lIddilional polnl l'IOIe down Ihe resuil of s/J«,Dl dQma~ logClhcr w llh any lonll lerm 
of damage 5U5talncd. If the !aUk in(! 5COI'C Is 6 or ~ then the sbOI h2s ClIlI5Cd ef(ccu w hich resu ll . A 5Cp;or.Ue s~ o f papcr should be used (or each 
s/J«'af dQ~. Dreadnoughl . 

SYSTEMS· SPECIAL DAMAGE SENSORS· SPECIAL DAMAGE 
1 OVERHEATS 

Damasc 10 tile heal exchange unilS In the ~adnouIIJu'li P£l"'Cr supply rod 1 SENSORS 
actualOn causcs a dang~u.s be:1I build up. RoD a 06 II lhe Stan of each of lhe 1l\t; Dre:adnouWlI'S sensor pacbSC i. dellroyed, The normal ~adnoulIlll IUID' 
Dreadnou~t " fo llowing turns, On the score: of a 6 tile Dre:adnought 'S nfCly cu t· semes are: unaffC(:ICd , aDowing It 10 comlJl uc 10 sec normally_ If the Dre:adno ughl 
0 1,1 11 wlUs Ut down atls)'5lmls. The Dreadno~1 may do nmhlng and I. tolall y has no scnsor pacb ge (or lhe scnsor package w:u previously destroyed) ICC 2 
dcact lv:alCd . Once deacllv:ated, the pb)"Cr shou d continue 10 roll a 06, Ind tile below, 
Dreadnoughl bccomcI rcacllv:ated agaln on the 06 score of 6 (Indlcaling il has 
cooled oo.,.n). 

2 SCRAMBlED 
2 FIRE The Orndnought 's rompkJr array of Kn$On (laCIllc. visual, and audio) a« 
DarrulSC 10 fire control SfStcm5 causes • fin:: 10 bleak out in 1M Drcadnovg/H's Imlpomrlly~. The pbrer may diller rmuin IDlion;uy and irulnlve until 
dreullt)'. RoD • 06 :II tllt bc-gi.nnin@:ofrachoftllt: Dreadnought's following IUflII. lhe IICOIOft clear, or lbe: player may _ lhe Drndoougbt and fire randomly. 
00,. scon:o( I-l the fin: 5pI'CadJ. ca""m, I point olcbnuJc{bul no spcd:aI d3maF No hand·to-hand atlaCb an be made. The IICOIOft clear al thc bqpnnlng of :my 
unJcM 0 Is llrcady reduced 10 0). On a KOre 0( . ·5 nodamagc 15 caUKd ib:atlum, or lhe DrndriOughl'l foUc:n.ing lurns on ,. D6 roll of., 5 or 6. 
00 the KOre of a 6 the fire goa; OUI and no funher damage is caused. 

3 ACTUATORS 
3 DE-FOCUSSED 

Black smoke pours from the IWIchinc as a combination of heat and fire: caUICI 
1bc Dreadnought's viJual mechanisms an: thrown OUt of tocu., affecting lIS ablllty 
10 shOO(. Current 8S Is reduced by half, rounding down 10 tho. nure:,t whole 

the Internal acruaU)n 10 mel t and bum . During III fo llowing IDOVI'mcnt phases number. 
the Dreadnought aUlOmatlcally mmu at half maximum rate (rounding fractiON 
down) In a random direct ion. No hand·lO·hand combat blOWI may be struck and 

4 TARGET IDENTIFIER DAMAGED wcaPOIlll may only be fired on a 06 scon: of a ., , or 6. 

4 HYDRAULICS 
1bc DreadnOUght's larget Identification s~tefM are nullified. Every time the 
Dre:adOO\lght shoou,1hC pbycr rollll a 06. flhe Kore II 5 Or 6, thc nICtIIy plarer 

The DIndnought'.intonaI mkro-borc hydraulic» begin 10 leak. The Otadnought lWIy R:WJCI the JboI against any model within the Drndooughl', fire an:. The 

to.a pooI'\'r as • mult, n:dudng ilS shYrI~tb 10 I and halving tbe: muimum shot m...,t I2fICI a model, a1lhough the model may be from either Iide. 
movemenl from III rurn:nl zmounl (round ng frankms down). 

6 STABILISERS JAMMED 
6 SHUT·DOWN 

lbc Drndnougbf, direalonal 51ab11IKrs become jammed. RoD 1. 06: 
The ~I " ~ S)'J1m1I a« trigcml as a rault O(lnlaflal damage. ,., lhe ~adnoUghl may no longer tu m 10 the tight • il may move stralghl 1.CtIv:adng ~ shUl-OOwn proccdura and opcr.>tlng lhe C"jector mechanism fOrw.>rd or may lum 10 the ld! . which Ihrow. the ptlot OUt of 1M DreadOO\lg.ht . ... tile Orcadnoughc may no Ion@crlum to the left - It may IIlOI'C ruaight fonnrd 
6 EXPLOSION Or fum 10 lhe righl . 

The Ileal build-up In the Dreadnought reache, a crltlC:lllcvl: l following damage A Dn:adnought fOrbid<kn from turning 10 one ,Ide may slUI tum through 270" 

10 Ihe cootlng and a hauSi sy5lmls. The pb ycr shOuld roll a 06 al the .... ginning 10 the other In o~r to achlC\'l: the tum desired, bu l this w ill red uce ils movement 

or each of lhe Dreadnought ', fo llowing tun1$. 1bc Drndnought blcnw up on lbe: by ' l ~ (Ihe fln t 90" of the lum Is free). A Drndnought cannot tum at all If Ih ls 

roU of a 6, destroylng lhe Dre:adnoughl and ca""lng an CKplOSion with an effect result Is taken twice. 

radius of 2 ". Anylh ing w it hin 1M area is automalicl.lly hIt ..-Jlh a shYrIpb of 8 
wllh no saulng tbrow (or armour. I>amaJing hillcause 03 woundllda~. Any 8 BLINDED 
KCflCry wilhln lhe am It deslroyed leaving a crater. 

The Dreadnought Is blinded, makin81t1mpoNlblc: 10 move or fin: KcuralCly. Tht: 
model may nor ma.b: hand·to-hand allaCb. The 0rndn0utIbt may now only _ 

LOCOMOTION ·SPECIAL DAMAGE or fin: In a random din:ction . 

1 lEG DAMAGE ARMAMENT· SPECIAL DAMAGE 
The ~adnough'" leg islCVC1iy damaged, reducing movement 10 a maximum 
of half Its prctcnt rate (rounding fractions down), A Dreadnought's Jump Pack 1 WEAPON DESTROYED 
(It II had one) It now deslroyed. 

I randomly dc(rrmincd ,",apon Is destroyed. 
2 CRIPPLED 

The Dre:adnoughl is completely crippled fo llowing damage 10 Its lep. Tho. 2 AMMO BLOCKAGE 
Drndnoughl may not lllO'Ve and may nOi tum from It. pl'C$Cnt facing. Any jump The ammo feed or powt"r supply 10 I randomly dctcrmln..d weapon Is blocked 
pack Is now destroyed. or sevcn:d . The Dreadnought may tlre: once mon: .... Ith Ihat ,",apoll, atlCr whkh 

3 FALLS 
lhe WClIpon is ~red useless. 

The DreadOO\lghl" C~1ed and fallt over. Roll a 06: 1·3· the Dreadnoughl falls 3 AMMO JAMMED 
on Its face or back; -4 - the Dreadnoughl falls on Its side. A Orndnoughl may 

Tbc ammo feed o r power supply 10 I randomly determined weapon Is jammed conllnue 10 usc all funnloning weapons, if It land! on lu front or back. If it falls 
on its side the pbTkr sbou.ld drtc:nnInc w hk h side: any .. apons 011 IIw side Or fused , EYer)' time lhe weapon " fired from now on, the pla)-~r n>lls a 06. If 
cannot be UKd, Drndnoughl cannot VI up. the KOn: Is a 6 thc weapon cxplodcl causlll(l D6 polnlS of damage on the 

DreadOO\lglu and ${JI!CWl da~ as approprblC. 
4 TRIPS 

The Dreadnought f:oJ.L! OI'Cr as if tripped. The machine IWI! .r.u IllICit up as nortna.l. 4 DISARMED 
bUI will Irlp over who.nevcr II moves on a 06 score 0 " or 6. The 'O.'l:aponry of I randomly dClCrmlned arm Is destroyed enli..,l y. 

5 OFF COURSE 
5 WEAPONS DESTROYED 

The Dre:adnoughl'SlocomOlJon funct ion. are damaged , Atlhe bclJinnlng of each 
2 randomly dctcnnincd '"'"t:apons are destroyed . sub5equcnl tum th!llaycr rolls a 06. On a ~ of., 5 or 6 the Drndnoughl 

£OCII 'oft coune' a II moved mnimum dl'~ In ~ random dlrtttion. This 
rnovt may lake a OI'tlldOOUghl OUI of h~nd·l()-hand comba!. 6 AMMO HIT 

8 RANDOM MOVE The Dreadnought's ttnlral ammo bin or power , upply is nlplured open and 

The Dreadnought'. movemenl functioru an: _rely d;IIlUged. E,'C1"f lurn tbe: 
destroyed. TlIt Dreadnoughl may no ~t An: lIS WClIpon$. In addition the 
~I takr:s D6 poinlS of ~ aulOmatlcally taUs 03 further spKf4I 

model movct ItS mnimum di5ta.ncc In a complcu:ly random din:ction . .w ... ~ effccu. 



POINTS VALUES FOR DREADNOUGHTS 
Thc= points value (PV) of a O~adnought is the sum of its build points (BP) plus the PV of any equipment and weapons. 

The crewman is frtt if o f a basic Crc.i.turt type. 

IMP E RIAL DREADNOUGHTS 

The three ~st known variants o f Imperi21 Bank Armour are 
the aforementioned Contemptor, Deredeo, and Furibundus 
classes. Of course, individual suits art of len modified ' in the 

D ETA ILED EX P LODED VIEW 

• 

ROT,uy ACTUATDU 
01 .0001<>7 

~uo MOVEMeNT BOX 

M IJLTI·TE~~,l.IN 

LOCOMO TION UNITS 
O' .O.'~' 

CEREDO CLASS 

ATTACK SUPPORT DREADNOUGHT 

EDDY 

Contelnptor CI • • • 
Clo • • A •• ault Dreadnought 

Codenl me Cbuck 

Build Points Toul: ,40 

Control System: Spinll Link 8 BPs (adds + 1 10 I) 
Power-pllnt: Crystal Blllery 15 BPs Speed 6 

Arm2ment : The Conlemptor cbss Dreldno ught carries :lI 
stand2rd lrm:unem of 4 bolt-guns, 2 built intocach upper limb 
synchronised to fire It the S2me time. A targeter progn.m is 
included lS l ment:ll l progr:tm :lind occupies no build-points. 
The 10 PYs for the [lrgeter :Ire included 2S equipment. 

Equipment : The Contemptor cb ss Dreldnought curies l 
stUldlrd sensor package, :ljump pack,:lI single I" r.ldiuspower 
field lnd :lI power field syncbroniser. This equipment fills 6 
equipment stoWlllge Sp:lces. 

Points vllue: 
140 + 8 (Arm:lment) + 53 (Equipment) .. 201 pIS 

field ' to provide different we:!.pons :md equipment. We will 
use these standard models to give you some examples of 
Imperill l Drc2dnought construct ion. 

FURleUN DUS CLA SS 
DESTROYER DREADN OUGHT 

CRYSTAL run 
MANlrOLD/EXHAUST 

0 1 .0 " ' . 
FURY 

SN OULOER 8LOCK 

lAS·CANNON 
" DU~M'~C t" 

DA .,a/O. 

MISSILE LAUNCNER 
•· ..... ru .. ·· 

ADA~TEC SDLTER 
"~at . \.A .... ·• 

DA ,a, ... 

Deradeo Cia •• 

DA la/a' 

Atta ck Support Dreadnought 

Codenlme Eddy 

Build PoinlS Toell : 120 

Conlrol SySlem: Splnll Link 8 BPs ldds + I to I. 
Power-pllnt: Crystal Blllery 7 BPs Speed 5 

Ann:unent: The lkredeo cll$$ Dreadnought carries 2 sundlrd 
2rmlment of 1 bolt-gun 2fld 2 1 missile 12uncher. ElIch limb 
has Its own W"geter progl'2fl1 which occupies no build-points. 
The 10 PYs for the urgeter lre included lS eqUipment. The 
more powerful type Cr:ack missiles 2nd Fn.g shells lre C2rried 
2S s[lndlrd . 

Equipment: The Deredeo class Dre2dnouglu clN"ies 2 StUldlrd 
sensor package, two '" n.diuspower [felds l nd:ll power field 
synchronlser. This equipment fi lls 6 equipment stow:llge 
splces. 

Points value: 
120 + 53 (Arffilffient) + 43 (Equipment) - 216 pts 



-
Furlbundua Cia •• 
D •• troyer Dreadnought 

Cod~name Fury 

Build Poinls Tbul: 140 

Control S)'Slcm: Spinal Link 8 BPs adds + I 10 the I 
Powcr-pbnl : Crystlll B:mery S BPs S~ed 4 

Arm::tment : The Furibundus class Dreadnought carries a 
standard armliment of 2 bolt-guns synchroni sed 10 fire 
simult::meous]y, and 1 las-Cll.nnon. Each limb has its own 
targeter program which occupies no buiJd-poims. The 10 PVs 
for the urge-let are included as equipment. 

Equipmem : The Furibundus class Dreadnought carries a 
standardsensor package. a ' " radius power field and apower 
field syncbronlser. This equipment fills 4 equipment stowage 
spaces. 

Points vliue: 
140 + 94 (Armament) + 43 (Equipmenl) - 277 pIS 
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•.• EDDY ' S A [JOOD MACHINE TO MOVE IN. THE L.EDS ARE THE 
STEADIEIIT I'VE H.t.NDL.EO · NO PROBLEM PICK;INri UP A GOOD 

~~'-;;,; .. STRIDE THERE , IT I"EELII All II" YOU COULD RUN, AFTER SOME 
PRACTICE, THE REPDIIITIONING OF THE BUBBLE MEANS THAT 
AO,JUSTMENTS TO TH£ "LUID IIATH III NOW A LOT EASIER , 
WE ' R£ HAVING F"EWiE:R PRDBL£MS WITH PSY CHO­
INTERFACING , THAT II HOULO GIVE US ANOTHER EDrlE, 

CClNTEMPTClR CLASS 
CLOSE ASSAUL.T DREADNOUGHT 

CHUCK 

ARMAMENTT£NDII TO CAUII£ A LITTLE TRiE:PIDATION , I'M NOT 
TALK;INrI AIIOUT THE FIR£POW£R , IT'S THE NEW FIBRE 
SUNOLES , THEY GIVE TH£ ARMS THE SAME INCREASED 
RESPONSIVEN£IIII AS TME LEGS, ( PLEASE FINO A 
REOUIIiITION FOR A NEW MK;14 BULLOCK ENC LOSED WITH 
TMIS REPORT,) 

THE CERA MITE WORKS PARTICULARLY WELL. tilLAO TO SEE 
TME C£NTRI"UGE IMII .... L .... NC£ I"ROSL£MS HAVE BEEN IRONED 
OUT. IMPACT AIlIiORIiERS WERE .JUST A LITTLE SLOW TO 
RESPOND. WE ,JUIIT WENT ,.OR THE ONE TEST W I TM THE 
CRACK;, P LEA liE ,.INO A REOUISITION FOR A NEW TES T 
DREADNOUGHT WITM TM IS REPORT ... 



CHAPTER APPROVED 

ELDAR DREADNOUGHTS 
Thc= following Dre:lIdnoughts are given as typic2.1 aample:s of 
the: t~ built and fielded by Eldar forces. They reprt$l!nllhe 
state of the art in Eldar milituy technology. 

War- Demon 
Eldar A •• ault Dr •• dnought 

Build Points To~l : 160 

Control System : Mind Impul~ 10 BPs adds +2 to I 

Power-plant : Crystal Battery 12 BPs Speed 5 

Annamenl: The EJdar W:l.r·Dcmon carries astmdard armament 
of 2 Shurikcn catapults, 1 mo unted in each hand. fulch limb 
has its own W'gctc r program which occupies no build-points. 
The 10 PVs for the targete r are included as equipment. 

Equipment : The Eldu W:u·Dcmon C2ITics a Sl2Ildard sensor 
package, a I ~ radiuspower field , apower [felds41biliserand 
a jump-pack. This cqulpmenl fills 6 equipment stowlilge 
spaces. 

Points ~'lIlu c: 
160 + 20 (Ann:.l.ment) 

) 

War-Cry 

+ 53 (Equipmenr) - 233 pIS 

WAR-DEMON 
[lOA . ........ ULT 
DR£40H0UGHT 

lUND .. OUNT(O 
I H U~ IK(N C' T,t..PULTt 

Eldar A •• ault Dre.dnought 

Build Poinls Toul: 140 

Comrol Systt:m : Mind ImpuiS(: 10 BPs adds + 2 to I 

Powt:r-planl : Crysl2i B:I.Itt:ry 9 BPs Spud 5 

Armamt:flI : 11It: Eldar War-Cry carrit:s a sl2ndard armamcnl 
o f 1 las-cannon and 1 Shurikm ol2puh_ Each limb has ils own 
I2rgt:lt:r program which occuplt:s no build-poinls_ 11It: 10 PVs 
fo r Ih t: urgctt:r al'(: inclu<kd a5 equipmcnl. 

Equipmefll: The Eldar War-Hunler carries a sundard sensor 
package,:I 1" radius power ffeld, :lpower field syncbrotlfser 
:lnd :ljump-pack. This t:quipmt:nt fills 6 equipment Siowagc 
spact:s. 

Polms vaiut:: 140 + 100 (Arm:lmenl) + 53 (Equipmt:nl) -
293 piS 
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WAR ·CRY 
. lUl"R ........ ULT 

DREAONOUGHT 

""'''0 MOUMTlO 
IHUAIIUH 
CAT .... l"ULT 

Banah •• 
Elde r Support Dre.d nought 

Build Poin!.s Tora' : 160 

Control System; Mind Impulse 10 BPs lIIdds + 2 to I 

Power-plant: Crystal Battery II BPs Speed :5 

Armament: The Banshee is unus ual in that il has twO 
m:mipuillive :urns each wilh a built-in flamer and an 
lldditioru.1 wopon bearing limb with:l. misslk buncher. E:ach 
limb has its own targtter program which occupies no build· 
poinls. Tht 10 PVs for the tlrgeter:lln: included <IS equipment . 
Cn.ck missiles and Frag shells arc carried as sllmdard. 

Equipment : The Eld:.u Banshee c:urics ::I stand;ml sensor 
package. a I ~ radius power ffeld , a power field syncbronfser 
:lind ajump-pack. This equipment fills 6 equipment slOw:lge 
spaces. 

Points value: 
160 + 55 (Armlment) t 53 (Equipment) _ 268 pIS 

BANSHEE 
£LD .... A .UPPQAT 
DAEADNDUONT 

NAND ",OUNT[D 
~LA"'llt 

CHAPTER APPROVED 



CHAPTER APPROVED 

ORK DREADNOUGHTS 

O r!.: D~:ldnought5 , whilst being thrown togcth~r in the' most 
ad-hoc (asbion irn:lginablc. sliU have' formidable b:utlcfidd 
presence. Here arc twO of the 'finest' examples o f orkish 
Drc:ldnought technology ... 

Space Ork Super-attack 
Onslaughter Dreadnought 

Build Points Thul: 140 

Connol System : Spinal Link 8 BPs adds + I to I 

PowC'r-pl:mt: errsl:.!.l Battery 14 BPs Speed 6 

Arm:.uncnl : The Sp:acc o rk Supcr-:ut:llck OnslaughlC~r atrrie's 
a sundard arm2fficnt of 2 powcrcl:.!.ws, plus I bS-C2onon lind 
1 heavy bolter. Limbs bearing the las-c:annon :md bolte r hlVC 
their own UrgetC'f program which occupies no extra build 
points . TIl t: to PVs forthC' llIrgctcr arc include d 2S C'quip m..-nt . 

Equipment: The Splce O rk Super-:mack Onslaughter carrieS 
a single I" r.ldius power [Ield and apower field synchronlser 
occupying a t0121 o f 3 ~uipment stowage spaces. 

Points value: 
140 + 135 (Armament) + 20 (Equipment) - 295 pu 

SP .... C E O RK 
S UPE R · .... TT .... CK O NS L .... UGH TE R 

ORE .... ON OU GHT 

--~. ,~-
SPACE O R K 

KIL.LE R O R EADNOUIJHT 

Space Ork Killer Dreadnought: 

Build Polms TOIal: 100 

Ip:"" IW'I"' I ti I ~ I ~ III ~ 1!~I "p l E I " :1:0,,30 '6~; 

Control System: Driver 2 BPs 

Power-p lant : CrYStal Bam:ry 10 BPs Speed 6 

Armam('nt : Th(' Space Ork Killer Dreadnough[ carries a 
standard armamem of I power claw plus I h('avy bolter. 

Equipment : Th(' Space Ork Killer Dreadno ught carries a single 
I " radius power [Ield plus a power [Ield synchronlser. This 
occupks 3 equipm('nt stowage spaces. 

Points valu(': 
100 + 30 (Armament) + 20 (Equipme m) - 150 JHs 

O r k Dr.adnought Variant. 

Orks, being Orks, are quile free with Iypes of we:.llpons Ihey 
fa 10 their Dreadnoughts. The las-cannon can therdore be 
repb.ced with with either ano ther heavy bolter, a grenade 
llIuncher, OT:.II heavy p lasm:t gun. The heavy bolt('l" can similarly 
be rep!:.IIced by ellher another las-onnon. a grenade launche r, 
or a heavy p lasma gu n . This w ill affect the PV of the 
Dre:.lldnought , and the PV will h ll.ve to be rec:.II lculated 
:.IIccordingly. \0 

1 

I 
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FURTHER IDEAS FOR USING DREADNOUGHT S 

Of roUrK, .. -e have only scntchcd the surnce of D~adnought lOll:. What llboUI 
Dreadnought! In space assaulting and !."aptu, lng shlpsl Then the,." _ the famccl 
DrtadnOughl Legions oflhe Imperium, wholl: umia mJd~ up of Dreadnougtu5 re:ldy 
to IllC'Ct the threat of the unknown. Drudnoughts can al$() be ronvencd ro perform 
jpcclal l'1.Inctlons, such 111 the glllRl Siege Dl"ClIdnoughlS of In" Imperium , machines 
.... ~ pillIOn-like arms lnrorporJ.lC drUb, mechanlC2l diggers, and de.dly ~poru such 
iLS pct:lrW and l1s-aJllen. Even Ihc Auushu mllkc IUe of Dmdnoughl5, carrying boml>s 
<i«P Inro the linn of an emmy held fon",," :u P'U! of a darlns sulckk mission . 

AS wdl 15 ~ing ~adnQughlll:U pan of }'our armles:u described in CbDpt/lt' A"prowd 
• I" /JQo1II Of/be AstronomlcQn. )'011 nn also fight Dl'l:adnought Vn"!IU! Drea..Jnought 

banks (1 skirmish wllh two Dl'l:;odnoughtl pcr side makes a plnkularly Internllng 
glImc). ObIilously, rOil will ha''C 10 agr« with }'Our opponent whailer you all: using 
Dll:adnoughlf CONlructcd using lIle build s)"tem, or Ihe 5un~ Dttadnoughts. If all 
pLafers all: as"'ob1c you couLd [n'"Cnt mOil: spceLaI e<juipmem and W1:apon, to :uJd 
Imernl to Ihe pme. 

Rick Priest/f)' and Bryan Ansell 

ARMY LISTS DREADNOUGHT REVISIONS 

lmperl:ll Dreadnoughts. Cut o ut these promes and use them to replace those gJ,""en 
We may live in dark times, but the on p2ge 70 (WbJtesc2N Cb2pter . SUppOTt). 
Emperor himself has sanctioned the 1-
release of these intelligence updates to 10 -3 Contemptor Cia •• Close A •• ault Dreadnought 

Coderume Chuclt 
allow you to keep the Army List details I 
from Chapter Approved · The First Book r I Frome I ~s I ~ I : I ! I ~ I S(

I611 ~ I ~ I ": I ! I 
of the Astronomican fu lly up to date_ Cut j 

out the Dreadnought proflles given here j Cont rol System: Spinal Unk l'otIo"Cr-pbnt: Crystal 8auery 

1 
Armament: 4 bolt-guns (2 buill Into each u~ limb synchron;"'d 10 fill: at the nltlr limel. llIrgnc:r progr.lm, I 

and add them to the sections indicated _ Equlpmcm: StaDohrd __ /HK~_ jump /HKIt , POlL'" field and a pou.," field I)-m:bronfser. pV .. 201
1 

1- - - - - __ J 0-3 Deredeo Cia •• Attack Support Dreadnought 

-~ o 

• • 

~ = • 
•• 

co . ' I W. 
1(/1 
c,1:I 
~ I 
On = I II 
:TO ". 
~ 

(/I 

= 1:1 
I • , 
I 
:: 
I 
n 
~ 

o 
~ • -I 
= II 
:T 
i • 

I CQckname Eddy 

: Ip!Om, I w:I~'I! I; 1~I':vl ~ 1:~ljPI ~ I 
I Conlrol System; Spinal link Po""Cr-plant: CrY'la! Banery l 

Arrnarrw:nr: I boh·gun and I mllSllf launch,r. Each limb has iu OWn WltlC't program. Crack mlssiles:md Frag ,ltdb carned. 
j Equipment: Sundar\! ""1Or packag', IWO I"" radius power fitltlt and 2 power fit/d synchroniset'". PV .. 2 16 1 

I I 0 - 3 Furlbundu. Cia •• D •• troyer Dreadnought 
CQlkll2Rle Fury r 

: Ip!Om, I YI;' lll ~I~ I':vl~ 11~I~p l! I 
I Control SYSlC'm: Spiruol Link Powtr.pbnt: CryJ;tal B2t1e,)·1 

Armuncnl: 2 bolt-guru s)1Xhtonlscd to fill: slmultarocously. and I l.:i.H:annon. Each limb has lu o",," argc&cr program. 
I Equipment: Slandar\! _$Or padft:lS-. r· radiUS pou'erf/,Id .nd a po".,r /It/d s)""cbroniser. PV .. 2771 
r - - - - - - - - - - - - - - - - - - - - - - - - - _.1 

I 
I 
I 

1 

j EJd2T Dl"e2dnOUghts. Cut Out these p 2ges 2nd use them to rcp12ce those given on 
r p"ge 104 (Eldritch R21ders - Support). 

r 
I 0 - 3 War-Demon Eldar A •• ault Dreadnought 

I I prom, I .. I~' I: I! I ~ I,lnl z 11.§I;pl : I 
1 

I 
Control SY'tc:m; Mind Impulse !'ower-plant; Cf)-sul [hnef) 
Armament: 2 Shuriken catapult,. I mounted In each lund. hch 11mb hn lIS own urgcltr program. 
Equipment: St:md:ml senIOr /Mc/tagt, I"" radius power field. a POlL'" fl,ld tlabllftet'" and ajump-paclt.pv .. 233 

I 0-3 War-Cry Eldar A •• ault Dreadnought 

I prom, I':'I~' I ~ I ~ I ~ I,ivl ~ It~I H"1 : I 
J Control S)"tCm: Mind Impu1sc: 1'otIo'~-plam; Cr)"lilal BatlC'!"}1 

____ ·1 Armamwl: I l:u-c:onnon and I Shurlkrn "'-tapult . Each limb has ilS own I2rJlcttr program. pv .. 29~ 
Equipmcnl' Swubrd H'IWr pacltugr. I " radius pou," fi,fd . a po"," fitld I)ncbroniHr ~nd ajump-paclt. 

0,.., Drwuinf)"ih's. CUI o,,"bti# proflln t:lM UH tbrm to I 
"'plt:lCl Ib, DryadnOllllbt tnformalfon on pall' 100 0 - 3 Bansh.e Eldar Support Draadnought 

""gg." Drop ' .g'" • . '.pportj. 1 [ prom. I Wi I '8' I ~ I ~ I ~ 1.:.,1 ~ I t§ I OJ I 6 I 

-

) Comrol Sy,lC'm: Mind Impulse PoW1:r_plam: C!"}·'tal llane!"),1 
Al1TLament : 2 bulh-lnfiamtrJ" (one on "eh limb). plus an ~ddilional ""Capon !Karlng limb with a missile launche r'l 

I Each limb hall iI' own Iarg~1cr program. Crack missiles and Frag shellJ carried. 
Equipment: Standar\! tntror ""cit"". I"" Illdiu, PO"'" fitld, pou'" fi, ld syncbrYmfur, Jump-paclt. PV _ l~ 

'------- ----- - -- __ ___ __ J 
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DREADNOUGHT UNIFORM PATTERNS AND UNIT IDENTIFICATION PENNANTS 
AND BADGES. THESE EXAMPLES HAVE BEEN DRAWN FROM FORCES DESCRIBED IN 
CHAPTER APPROVED, THE BOOK OF THE ASTRONOMICAN . ELOAR PENNANTS ARE 

USUALLY CARRIED ON BOTH VERTICAL- EXHAUSTS , WHILST IMPERIAL 
DREADNOUGHTS CARRY JUST A SINGLE PENNANT. 

TOR G OX S Q U A ORON CLAW UNIT 

F"OULWAY TOR 

ORK HEAVY 
ASSAULT UNIT 



They were the greatest heroes of their time. 
They had joumcy'd the world around, and seen a1l manner of things. But one quest 
remained - the deadliest one of all. They wouJd have 10 enter Dragonfirc Castle. 

None ignored the challenge. and soon they were all gathered beneath the peak. Also 
there were the only four adventurers to have entered the CastJe and escaped with their 
lives: Sir Rohan, Ulf Grimhand , \blrik and EI Adoran. 

Now, the oewcomers 'MlU1d pit their wits against the Castle too, each bringing their 
speda1 talenlS and skills. Azolh the Faceless, with his speUs; Fhyll Madaxe, the Dwarf 
whose berserk rage cou1d explode at any moment; rugged lronfist the gladiator, with 
his all-round ability; quick~red Rildo the Thief; Thri-Jima the silenl Ninja ; Sardlia 
of Zimcndcll and ber familiar Flame Bright. They and all their colleasues would take 
their tum in the dark hall of Dragonfue Castle, seeking the greasesc treasures of them all . 

Herot's for Dungl:OIIIjuest is a metal-miniatures based Expansion set for the best·selling 
game Dungronquesl. It is not a separate game. and cannot be played without 
Dungeonqursl. In this set }Ql will find: 

* 12 metal miniatures * 12 plastic figure bases * Character sheets for the 12 new adventurers, plus 
Flame Bright and the berserk Slats of Fhyll Madaxe * 6 new combat cards * 6 new spell cards * 8 new 

magic ring counters * 3 special equipment cards * 4 plastic tokens * A ten-sided dice 
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