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filled with more
Bretonnmans
than a
Bretennian—filled

PERILOUS QUEST
Artwork by David Gallagher

GCAMES WORKSHOP NEWS 2

Pssst! Want to know what's new this month?

THE 1997 GRAND TOURNAMENT 21

Jervis Johnson tells it how it may have been.

The American White Dwarf team let us in on Games
Day across the pond.

STOP PRESS 68

What's happening in our stores — don't forget to check
out all the Grand Openings elsewhere this issue (you
could be missing a bargain!).

| MAIL ORDER

Big, green and smelly (no, not Adrian Wood!) — it's the
Mail Order Trolls! They've got all you could possibly want,
from White Dwarf subscriptions to game components and
special deals to back catalogue miniatures.

' p = - DA BADSKARS
ol O GET BAD 10

Andy Kettiewell's mob takes
on all-comers in 3
Gorkamorka battle reports!
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e EPIC 40,000 3 f

Andy Chambers airs his views on different ways of
running campaigns.

ARE YOU EXPERIENCED? 96

Hot on the heels of his article on campaigns, Andy
presents an experience system for Epic 40,000.

s THE ETERNAL CRUSADE 102
Andy Kettlewell lets us in on an Epic 40,000 campaign

68 involving 3 armies — the imperium, Eldar and Tyranids!

sheck

{you
108

he

want,

ts and The Games Developers spill the beans on

Warhammer (and they’d better clean it off!)

THE LAST OF THE
MONTECANNES 26

Nigel Stillman’s unusual Wood Elf
and Bretonnian scenario!

" FULL TILT 49

a A complete free gamel
Bretonnian heroes battle each
other for fame, glory, and

Maiden’s wimples (1)

S WARHAMMER 2

THE ELDAR FALCON
GRAV TANK 12

From Citadel Miniatures designer Jes Goodwin’s
fevered imagination to your trembling hands — how the
new Eldar Falcon Grav Tank plastic kit was made.

BIG TOOF RIVER 708

How this year's big (and we mean bigl) Games Day
display was put together.

SILENT MENACE

The new Space Marine Scouts get an outing against a
veritable horde of unsuspecting Greenskins.
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ELDAR FALCON
SWOOPS IN!

WOW! At last the Falcon is
no longer only available in
Epic scale. This amazing 40K
plastic kit was designed by
Jes Goodwin with Norman
Swales and has been under
construction for over a year
now. It can now take it’s
rightful place alongside the
Eldar Jetbike and the Vyper
as part of the Eidar’s deadly
support arsenal.

This model includes some
really cool features like
opening hatches and a fully
moveable turret. Not content
with producing probably the
best plastic kit we have
produced to date we've also
created new waterslide
transfers as well! The tank is

5/5/1here, nose a’rf'pp/'//y, raﬁ//'//ﬁ couyﬁ and rie U/ﬂ/-e//ed
( des,aerqfe agppe al for 5}///1/007%//!) V4 gpy a mour Taln on

7he horizon. /1 looms closer;, and fﬁfouyﬁ 7he mist/discern its frue
form. Aaaagh! /1’5 not a mountain at all - it's Faul 50W//ef - former
Editor of The Citadel Tournall Faul (Mr. 5aW//e/: 7o fou Deys -
Faul), has crossed The glacier To fake on /’0/’/1 fre5/00/15¢/7/'7‘/ ror
the new-look White Dwarf foye Ther wiTh blonde, blue —ei/édé:?/{
Natthew White. Games Workshop 5 very oW Laure/ and Hardy
have oW Taken over The production of White Dyarf atly
055/'572#//;‘10’//0// Wood and the rest of The mob.

WSS Paul brings with hin an immense snowdtifT of experience from 7he
Tournal and, foye Ther with Matt. /s de fermived 7o scale //eu'/ﬁe/'yﬁ 75 0f

ya/ﬂ/'ﬂy and, lolumé 1he dee/aeﬂ‘ de/a 745 of The ﬁoéé// ( zfe 7 on With /1! - Faul).
Once aya/ﬂ /15 onwards and up Wards so aé/,'g welcome to Faul and Natt and..”

ere we yo./... are we yo.l.. are we yo./

nda N A ’\v

Robin Dews

festooned with weapons: a
pulse laser, scatter laser and
twin-linked shuriken catapult.
What more could you
possibly want?

You can, if you're feeling
particularly vindictive,
upgrade your scatter
laser or twin-linked
shuriken catapults to
other heavy
weapons if you
wish. See the
Mail Order
pages
for i
details. ==




GAMES

Well, this competition certainly

| caused a lot of consternation

amongst those of you that entered!

of you? Well, by now your gene-seed
will have been consumed for use by
the Hive mind...

WORKSHOP

Veqd | Answers ranged from ‘you’re  Unfortunately we did not have
| obviously using an Epic 40,000 anywhere near enough entriss from

9///, R | Lictor and therefore it is too smallto  Australia! If you see any
see’ to ‘Andy Kettlewell is really a  competitions in White Dwarf you can

Lictor in disguise’! enter by calling our Mail Order Trollz

on (02) 9829 6111,

However, two of you will be
| honoured by the Emperor

Or'me Coming soon to a stockist near you, we are

proud to present the Games Workshop | for your vigilance. Battle

% Battletours. Games Workshop ladz are going Brothers Eoin O'Callaghan
hi nth to bl‘iﬂ ou | of Co. Killdare, Ireland and
0 around the country this mo ik gy Aidan O'Brien of Co. Laios,
exciting games, painting competitions, and | Ireland will be the proud
2 L0 | recipients of a years
rare artefacts from long hidden vaulits. | subscription to White Dwarf
e HaE Miss these events if you dare! AND one ‘of each Scout
. i miniature
art ap Check out the pages in t!lis issue of White R et el it
0} Dwarf for details of the day’s events and, most | hold the page up to a fight
jons and times. the nasty beasts will soon
importantly, iheirlpcaions I become visible! Well done
’ , to Eoin and Aidan. The rest
This month's
{ & :‘ 0. 004 .
i 5 i
2 T WARHAMMER 40QIg Weant loads of ace bits
- (2 plastic sprues) $14.95 and pieces _to make
ana | § IRVIRY I your battlefield look
y l; f‘ l l L lal Il.a ].a ]) really great? We
2 We oo <« Falcon Grav-Tank thought so, so here are
7 5 (boxed set of one model) $59.95 . 1‘ (‘1 (1 F qg" l{ll? q barrels, barricades and
<t s S BANTN 4h¥  tank traps. Enjoy! e
B Ork Outpost Card Model Kit .
(2 card buildings) $39.95
/)@

Ol! LIS’N UP!

Dere’s dis "ere Orhky outpost
which is stonkin’!

This new Ork Outpost card model kit will be a
brilliant addition to your scenery collection. Now
your games of 40K can take place in an Ork
settlement. These new Ork buildings are easy to
assemble using only scissors, a modelling knife
and PVA glue (the tools and glue aren't included
though). The components simply press out
ready for construction. 'lou m?t have b do any

ORK OUTPOST
CARD MODEL RIT 4 X

=
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No Grot will
want fo mess

with a Slaver -
would you?

Take a tip from Andy Kettlewell,
“Make sure you go to Mektown and
buy lots of stuff for your gang!” This
month he chronicles his first few
games with the Badskars, the mob
he collected last issue. One of his
favourite events after each game
was the visit to Mektown. He picked
up some great new equipment and
had his weapons kustomised as well.
This month you can get your hands
on stacks of goodies too!

More from the

DA BOYZ ARE BACK
IN (MER) TOWN!

By now you've probably played a few
games of Gorkamorka and you'll be
wanting some more Boyz. You can
get lots more plastic Ork boyz as well
as Yoofs and some ladz with hand to
hand weapons. Got that? Right.

OK, now you've got more Boyz you'll
need a new vehicle ot two to cart
your boyz around. Check out the new
Speargun Trukk and Harpoon Trak,

Ork Yoofs (Three models per blister)

! Ork Boyz with hand to Hand weapons
Y (Three models per blister)

;_- Slaver (One model per blister)

Grotz (Four models per blister)

$39.95

$39.95
$14.95

$14.95
$11.95
$14.95

they’re dedd ‘ard. Buy them now or
we'll be ‘avin’ words, alright?

Someone else to invest in might be a
Slaver. He'll keep all your new Grotz
(which are also out this month!) in
line. You can see all this month’s
great Gorkamorka releases at he
end of the news!

Look out for more about Andy’s mob
over the next few issues.

as we had thought.

publication, packed full of
short stories, cOmic sirips,
batile maps, illustrations,
photographic features and so

Black Library

Here at the beleaguered Black
Library we have been caught
up-in a frenzy of activity,
despatching heretics,
assaulting and conquering the
Journal Bunker, and most
importantly, finishing off issue
3 of INFERNO!

For those of you who'haven't
had th= opportunity of
reading a copy of Inferno! yet
where on Earth have you
been the last few months?
Okay, one more time: Inferne!
is Games Workshop's bi-

on, all of which illuminate

‘and bring to life the

background worlds of
Warhammer and Warhammer
4{(3,000. Not a rule in sight,
Infernof is all two-fisted
action adventure stories from
cover to cover.

Below you will see a sneak
preview of some of the
features in 1ssue 3, which
include the first Warhammer
40,000 technical vehicle
cutaway, more Obvious
Tactics, our first ever Eldar
versus Chans compuier-
generated comic strip,

monthly fiction together with stories from the

wotlds of Warhammer,
Warhammer 40,000 and
Nedromunda.

Dan Abnett's Warhammer
story, 'Gilead's Wake' takes us
through the tortuous 10 year
path of revenge embarked
upon by Gilead, an EIf
Ranger, as ke tries to pin
down and destroy his elusive
nemesis, the slayer of his
brother

"The Emperor’s Grace' from
Australian author Alex
Hammond is.a Warhammer

DARK TIDINGS FOR
DARK OMENS..

A couple of issues ago we announced the imminent
release of the Shadow of the Horned Rat sequel, Dark
Omens. Well, with one thing or another the release
will now be in early 1998 rather than by this Christmas

40,000 epic, describing the
dying moments of the jungle
planet Olstar Prime at the
hands of the Eldar, as seen
from the very different points
of view of the dogmatic
Commissar Streck and the
pragamatic Catachan jungle
fighters.

Gav Thorpe's 'The Faithful
Servant' is a Warhammer story
of faith and despair, as the
powers of Sigmar are
measured against the
implacable terror of chaos
and its servants.

The final story of the issue is
from Jonathan 'Salvation’
Green, and is this 1ssues
descent into the
Necromundan Underhive:
Here, the enigmaiic Nathano
Creed, Bounty Hunter, finds
himself up against much more
than the simple contract he
had in mind, as the trail takes
him to the long buried
horrors of an ancient city
dome

Phew! I've tried to give a
flavour of 1ssue 3, without
giving the game away too
much. Go on read it, you
worn't regret it!

Andy Jones




WARHAMMER

This month’s Warhammer releases

Perilous Quest (Scenario pack) $39.95
BRETONNIANS
Bretonnian Hunting Party (Boxed set with one army) $150.00
Bretonnian Questing Knights (Boxed set of 4 models) $49.95
Bretonnian Questing Knight Hero with lance
{One model per blister) $13.95
Bretonnian Questing Knight Champion
(One model per blister) $13.95
Bretonnian Questing Knight Standard Bearer
(One model per blister) $13.95
Bretonnian Questing Knight Trumpeter
(One model per blister) $13.95
5 Knight of the Realm Hero Bretonnian Grail Knight Hero with two-handed sword
with Morning Star A . (One model per blister) $14.95
s : Bretonnian Knight of the Realm Hero with Moring Star
N PERILOUS QUEST (One mode! per bister) $13.95
| 5 h t Bretonnian Squires with bows
This is a great month for (Three models per blister) $14.95
Warhammer fans with, : . .
amongst other stuff, the new Bretonnian SqUIre.Champlon
Perilous Quest campaign pack {One model per biister) $11.95
hitting the shelves. Like Bretonnian Squire command group
Grudge of Drong, Idol of Gork {Two models per blister) $13.95

and Circle of Blood before it,
the pack contains some superb
scenery for you to add to your
collection of Warhammer
terrain. On top of this is, of
course, the Perilous Quest
itself, a series of linked battle
building to a climatic
conclusion. The Perilous Quest
pits the Wood Elves against the
Bretonnians.

Al you well know, WOOD ELVES
fRESH TROOPS! skirmishing troops NRSE— oot
Also out this month are stacks & deadly if o e °
(One model per blister) $11.95

deployed correctly.
If your army doesn’t
include skirmishers

of new Warhammer miniatures,
including loads of Questing
thful Knights and Knightly heroes.

Wood EIf Scouts (Three models per blister) ~ $14.95
Wood EIf Scout Champion

There are also Bretonnian Y8t — why not? (One model per blister) $11.95
Iex stoty Squires and Wood Elf Scouts Check out your
s the . army list and get Wood EIf Scout command group
along with a Wood EIf Mage. hold of ick! (Two models per blister) $13.95
Both the scouts and squires '@ Of some quick: . .
haos can skirmish and as many of
Scout Champion
issue is
on' . . E
- g Grande Tourney:
¢ finds Hot on the heels of our GORKAMORKA
ich more Wiv da releez ov loadza noo stuff fer da extravaganza we are holding the
iflt % boyz in Mektown we iz celebratin’ wiv der biggest ficrdeToumsy. Jousiing heats WilNEAS
& takes Demolition Derby ya evva saw! place on the 24th, 25th, and 26th of
city From da 10th ta da 16th of Novemba, in all da h;?vrﬁr?;et;:nz:ﬁ:)gggs m?gﬁx"
\ Gamea_ \_N?rks!\o_p . Sonas; e bl chagce to be Champion of%our store on
A kustamizin’, paintin’, and racin, gettin’ reddy fer the Games Night of that week!
s da big bash on Sunday! Bring ya buggies an’ may e ;
too Gork or Mork be wiv ya! Ask the staff at you local Games
you

Workshop store for more details. 3 !
oy Mgl 2 e SIS L i S "
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rnt armed Grot armed with Grot armed
with kannon sixn shoofa and haife with slugga

Yoofs armed with Yoofs armed with Yoofs armed with
slugga and six shoofa fwo sin shootaz two sluggaz

Ork Boy with Ork Boy with Ork Boy with
six shoota and axe sword and slugga club and slugga




Space Wofves.Scoul
with combat shotgun

Dark Angels Space Wolves Scout Scout of the
Scout Sergeant Black Templars

ith H Bolter ' Dark Angels Scouts with Needle Sniper Rifle s.
st Angels Scolitm i Note the scout on the left has a camouflage cloak

E—

S e—

Squad of Ultramarines Scouts

e — e




STORES NE

%

SANITY

GAMES TN
WORKSHOP,

Westfield Shoppingtown Marion
Oaklands Park SA 5046

Games Night: Thursday




e T | ‘ »
K\ L=/ \
e ) =

Andy Kettlewell laughs in the
face of his enemies

il

“Collecting a Mob” article,

Carrying on from last month’s
Andy K plays some campaign

games with his new Gorkamorka
mob “Da Badskars” against, well,
anyone who wants to get in on
the action!

Andy K: Last month | showed, step by step,
how | chose and collected my new Gorkamorka
mob. This month | finally get to play with them!
i o s Using the campaign rules I'm fighting three
battles with Gorkamorka players from around
the Studio and I'm going to note down all the
skills and equipment they pick up along the way.
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Andy Kettlewell laughs in the
face of his enemies

DA FURST FIGHT

sirst mob | decide to beat up is Ni_ck Davis’ new mob “Da
;::grzlf Nick (see the back cover of Whlt.e Dwarf 212) came top
of the Studio Gorkamorka campaign while the game was being

developed, the cur!

| was a little apprehensive, having played against Nick in the
Studio campaign. He is a particula_rly psychoglc pla_ayer who has
taken the Gorkamorka game to his heart. Nick picked the We
Wuz ‘Ere Furst scenario. The game star_ts well, both mobz race
hell for leather towards the scrap until Nick’s Trak rams Gofkart_.
Gofkart's thrusters jam, sending the Trukk and all the boyz on it

Hurtling off the table!

S

Looking

back at the garne |

~ Was very nervous

. starting off with a

new mob. Having

been wused to

fighting with an

established mob

with Jots of skills

and characteristic

advancements |

=k just wasn’t sure

- how the new boyz would react under fire.

. L detided to go all out to win because |

- want. as much serap as possible for my

. gang. Also Andy is an arch opponent
- friom the Studio. Gorkamorka campaign so | just wanted to

After this my Trak is left to face the whole Nick's mob but
survives a hail of fire from Da Fangz. | try to make the best of the
situation by boarding Nick’s nearest vehicle with Bosskart. He
heroically kills the bike's driver and then jumps off before the
bike flips over and is destroyed. Things go rapidly downhill not
long after that. Both mobs’ Traks clash in a head on ram, my
Trak’s engines exploding in a shower of gubbinz. The remaining
crew fly through the air before landing in a heap. As most of my
mob are either off the table or injured | decide to bottle out on
my next turn. In some games of Gorkamorka there comes a
point when you must bottle out just to save your mob from being
badly mauled — this is one of those times.

. k it certainly payed off in this game. Remember though,
ﬂaﬁen him anyway. Ramming vehicles against each other. don't bottle out until you really have to. Keep going. you
I very. dangerous but | like it! Its an Orky thing to do, and just don’t know how things might turn out.

R T e R T R e Ty 44 LT T L R LS TR :

N e S PR T SR it 20 AT G R ik i e R T e LR




ST et T RS R s 2o T B
B"‘QL_ ‘\_”"li :\‘iﬂ_ .Fl I\]|_i\\] \:;ED

WE'RE ALL OFF TA MEXKTOWN!

The first thing you do after a campaign game of Gorkamorka
is check for serious injuries to your Boyz. In my first game
both Bosskart and Gorsnik are out of action at the end of the
game so they automatically roll on the Serious Injuries Table.
Bosskart rolls a 46 which is a Full Recovery and Gorsnik rolls
65 and gains some Impressive Scars (There will be a pit fight
later | think!). My Trak (Badkart) is crippled so | must roll on
the Permanent Damage table for that too! Thankfully | roll 42
and the vehicle is fixed — phew!

Now its time to see how much experience Da Badskars gain
from the fight. Each Ork gets experience points from the
experience section of the scenario which | add onto their
existing experience. Only one of my mob gets enough
experience to earn an advance, the spanner Bosskart. | roll on
the Advancement Table and he gets a skill. There are 6 skill
tables to choose from ranging from Cunning skills to Driving
skills but as Bosskart is a Spanner he is one of the few Orks who
can choose the highly useful Odd skills. | roll on the Odd skilis
table and get Tinkerer. This means that he may make some new
gubbins for my vehicle on the roll of a 6 after each battle. Cool!

Now it's time to see how many teef my mob has earnt from the
fight. Unfortunately they all bottled out without picking up any
scrap so this time | can only rely on my mine. Each Ork Boy that
didn’t go out of action digs D6 teef and each Yoof that didn’'t go
out of action digs D3 teef. After rolling all my dice my mob digs
up 11 teef from the mine. | check the Income Table to see how
much profit | get from my teef horde. | end up with 6 teef after
my mob has bought all their food and ammo.

With my 6 teef | am going to go to Mektown and Da Mekboy’z
Workshop with Barkdreg's kannon. | want to give the kannon
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More Dakka (+1 Sustained Fire dice) so | roll on Da Big Day
Table to see what the Mekboy has done with it. | roll a 4 — Job’s
a Good 'Un, which means that the Mekboy finishes the job with
no problems at all. Now | roll a
D6 to see how much the work

IERTOW

Pl

:mzm"ric B

costs. | roll 3 teef.

As Gorsnik has Impressive
Scars from the serious injuries
table he gets +1 Leadership
which is great. Impressive
Scars gives him a higher
leadership than the Boss,
which is not so great! Tradition
decrees there must be a pit
fight between the Boss and the
challenger, the winner gets to
iead the mob! The pit fight is a
shooty fight so guns are
allowed, which is bad for
Gorsnik as he is only armed
with a knife. So Gorsnik does
what any self respecting Ork
does in this situation and
charges straight at Barkdreg.
Barkdreg is so surprised by
this he manages to miss the
madly charging Gorsnik with
his kustom kannon. Barkdreg
manages to get the better of
Gorsnik in close combat and
wounds him 3 times before
sending him out of action.
Gorsnik gets a chest wound
from the fight (-1 Toughness)
and Barkdreg gets enough
experience from the fight to
advance another level and
gets +1 Toughness. Now that’s
what | call a Nob!
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Luca Misei. Guess what? uca likes doing wheelies on
motorbikes! He made the model from a Warbike with the rear
end of a Space Marine bike added. Luca made some exira long

Adrian Wood. Adrian’s original Gorkamorka mob
“Da Nutty Boys” have characteristic blue vehicles.
Adrian says, “The models I've painted up recently
are drybrushed in browns and greens, which is
much more Orky. One day I'll repaint Da Nutty Boyz’
buggies and make them look more weathered.”

The trukk is a basic Buggy which has been armoured up with
the addition of parts from the Imperial vehicle plastic accessory
sprue. “l used a pin vice driil to make lots of bullet holes and a
modelling knife to hack out chunks of plastic.”
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ANOTHER UISIT TA MEKTOWN

Spend it allf -

One of the things
want in my mob
another vehicle. | pl

my next game, and as
most White Dwa
readers know full well
Adrian loves Ork bikes.
This means that | will get
to see how good bikes:
are (if Adrian has some)l
before | buy any.
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1 fact all his
r mob rating
ne won'’t be
e Wuz 'Ere
‘Da Chase”

ng scenario
Road where

per turn as
:le must use
sou think of
Jnter (does
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HNAI'S BIKEBOYZ PRSI o ——amay — —

Adrian:  Phew,
- ‘-fh’a'#nw_as hard
. work! It was also

the best game of
Gorkamorka ['ve
playedt | like my
new gang. the
bikes are so fast
that Andy only out
paced me at the
very end of the
T game. | think my
" mistake in this- game began when |
 pieked the mob. My bikes had twin-finked
weapons and, unfortunately, nothing
_algs! All the guns jammed didn’t they,
“and my only option was to rake Andy’s
_yahicles, which is ill advised at the best
“of times. Still, 1 took one of ‘'em out!
. When my Boyz next go to fight they'll be
Better prepared. All my Orks have pulled apart their linked need to get a new Spanner and then everything'll be fine,
shaotas and are now using one of them by hand with a 360 - honest! After that I'll probably aim to invest in a trukk and
degree fire arc. They're not stupid. With a fixed weapon and ~ some more Boyz. It has to be said, with loadsa trukks
& shoota as well, my boyz are more ready to fight. | just running around an all bike mob is not for the faint hearted!

— - =. e L e S e e o
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everything they have. Fortunately (for me!) all of the Bike’s
Weapons are twin-linked shootas so the shots either bounce off
My armour or the guns jam, ran out of ammo and do no damage
at alll Adrian realises he has made a bit of an error in his
choice of weapons. Both my vehicles

have a lot of scrap counters so |
décide make a run for the far
table edge so | can escape to y
Mekiown. Seeing my vehicles . -“""
Qetting away, Adrian’s bikes start Pl
10 rake my vehicles in a g
desperate attempt to cause some
damage. One of his bikes blows up
and, unable to keep up with the board, - .
dlgappegrs off the table edge together with it's ~
driver. His ploy pays off as my trak also blows up but it's
Cr8w and driver survive. Meanwhile my trukk manages to
break through all of Adrian’s bikers and makes a break
for Mgktown. The crew of the trak are left to fight for
Wheir lives as Adrian’s entire mob turns on them.
Boss'Kart takes a flesh wound from the fire but
Gofygit escapes unharmed. He charges Adrian’s
Yoof, Luckily he manages to leap onto the bike

'arm knock_s the Yoof off. This extra casualty
SItes Adrian to take a bottle test and he fails
straight away! Victory is mine!

Sqar:




ONE LAST TRIP TO MEKTOWN

For once | don’t have many injuries to sort out in Mektown. Only
my trak is immobilised at the end of the game and my mob
successfully repairs it so | don’t need to roll on the Permanent
Damage Table.

Overall Da Badskars gain quite a few advancements from the
battle. Gofgit gets another attack giving him a total of 3 and
Lugul gains the Gotcha skill which enables him to leap onto
enemy warriors from passing vehicles! Gorsnik and Snagit both
get an extra point of leadership, giving Gorsnik a leadership of 9
which means (sigh) that Gorsnik will challenge for the leadership
of ‘Da Badskars’ once again. This Ork is trouble!

Before the pit fight | have to work out how many teef da Boyz
earn. From the fight | collect 4 scrap counters and my whole mob
is able to work in the mine. After rolling all the dice | gain 21 teef
which gives me 10 teef profit — just enough to buy a bike and a

Spanner to drive it! Adrian’s bikes were dangerous!

Now on to the pit fights. Adrian has a leadership challenge in his
mob as well so we decide to sort them out together, each
controlling the other mob’s challenger. Both pit fights are "Ard
which means no weapons can be used and the warriors start in
close combat. In Adrian’s pit fight his current Boss (the

HSTaR Jow, PERRMENT
Bow ShARER d p Mo
| rerneR i Aot

irrepressible Grishnak) easily wins the fight and cows his
challenger. In mine Barkdreg beats up Gorsnik again and gains
an extra point of leadership for doing so!

DA BADSKHARS

Now | have written up my mob roster Da Badskars look like a
good mob to play with. Barkdreg is a very hard Boss, and with a
leadership of 9 and with the We is Orks skill he won't be failing
any bottle tests in a hurry. My drivers have some good skills and
the rest of my mob are impressive fighters. All | need now is a
few more warriors and a heavy weapon or two... or maybe some
more kustomising... or a few bionic bits from the Doc’s Surgery!
Decisions, decisions!




GAMES WORKSHOP
ChE 1997 GRAND
COURNAMENCT

University of Leicester, 30th-31st August

ou know, you nieed.a lot
of terrain for a hundred
player 40K tournament...

whoops, sorry, I'm getting
ahead of myself already.

| wouldn't be at all surprised f
you think that something like
the Grand Tournament Is
planned months and months,

admit, I'd like to be able to say

: rules for the different

i fournaments | wanted to run :
: (Warhammer, 40K, Epic 40,000, :
i Necromunda, Warhammer

i Quest and Blood Bowl). This
i actually turned out to be easy
i tosetup, as | kKnew what |

¢ wanted ta do for the

: Warhammer, 40K and Epic

. tournaments, and | had

i excellent allies in the form of
: Andy Jones (who set up the

this was true (and if you believe & o toyrnament), Gary James

that then there's a bridge | want !

: tournament). Between the six of
i Us we were able to get the rules

off to the players in just enough

: time to allow them to play a
i practice game or two.

: Another pressing aspect of

: organising the Tournament was
: the sheer volume of terrain that
: was needed! To cover this we

i set up a fabrication unit over at
: our Leeds store with the

¢ primary task of created the said
: terrain.

s

\

e
With the annual
Grand
Tournament
over for another
year, Jervis
reviews this
years event in
his own
inimitable style...

‘Another préssing aspeét of organising the
Tournament was the sheer volume of terrain

that was needed!’

i and Andy

i Sheppard (who
: sorted the

: Necromunda

¢ tournament), and
i James Jamieson
i and Rob Gloyer
: {who sorted the
i Blood Bowl

to sell you...). Unfortunately, as
those forced to work with me
will be more than happy to
explain, forward-planning is not
really my forte...

There were a few things that
needed sorling, The first and
mast pressing of these was the

i Anyway, after much furious

i painting sessions and |ast

i minute preparations. we were

i ready to set off for Leicester. A
i veritable convoy of vehicles, led
i by two 7.5 ton lorries packed

i with gaming tables, terrain and
i other paraphernalia headed off
i arriving only a couple of hours

¢ late. Fortunately we wete able

i to make up the lost time, and

¢ by 9.00 or so in the evening we
: were all off down to the bar to

: run a briefing about what

i everybody would be doing the

i next day, eat the mandatory

i pizza (of which | only got two
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slices - greedy gits!), and Maet
up with the 100 or so players
that had booked n.an the

Friday. | must admit that thmgs .

become a bit, erm, blurred after
this point, an unfortunate!y
commaon ocourance inthe | -
evenings, for myself at least, af
Tournaments 've attendeds Nﬁt.
that it's my fault.’of covirse. its
just that people will insist on

buying me a drink, and it would /

be very rude {6 tefuse them,
now, wouldn't.t!

horribly early halirof 730
a.m., myself and the'rest of the

down for their breakfast. |
nsidering that | hadn't
managed to get to bed until J

# past midnight | didn't feel all.=

that bad, though | must admnt
that | could have done with a
little more sleep. Still, I'd done
better than some of the
players, one of whom at least
had been up until 4.00 a.m.
finishing off his army!

_,1d like toib€ able fo say that!
RIS Was all d%bwn to my.
. immense orgamsatlcna,l. ills

and ability, but'that¥ be lie
really; for | was aided in.i
task'by a crack ’(eam of staf

22

and | real mus; iso mention
the teams heade up by

iaurnamént)and Gav Thorpe -
4 l(who ran'the-Epic tournament).
| ' Their sterling, effotfs meantthat
| could spend the. weekend

* 'seminars, and hardly had to d
“any real'woik.at all! Thanks, «*

‘ embarass mylong, suﬁerlrﬁg 3
i “Admin Person; Chefy{,

aturday dawned- grey angd.
overcast as;at thet!

Grand Tournament staff sat | i

! the players to do'the sweating.
i | took the opportunity to have a
i look around,; and was very

i impressed both by the friendly
smrlﬁsbown by the-players,

‘i and by

? 1995, don't know whetheg its
b

ot g

-4.3'1: "

‘Gordon Davidson (Who ran the™ 3
Warhammer tournament), Chris
Harbor (who tan-the 40K -

‘swannifng abaut um’g v o

guys. | mustiat this point alsg

who got evar}rbaw boakegm.
and sorted out qwek%,g and
cheen‘uﬂ BﬂB cgrrred‘om

! WBY we were able
"to relax a bit and leave

much the- standard-.
 -of painting hasimproved since- -
¢ the first tobrnament | ran i

gcause people are getting
better at painting or because
players are:more ithat

{ unanimously mpressed by the.
standard.
While' the judges were' marking : Lsed car from this mé
£\ Sawyer) which was a wonder
{ 1o behold, and-helped raise
© £400+ for theAppeal
. Thanks are due to Richardand
i the very generous donations. &
i made, hy the bidders in the .

¢ Paul Sawyer, who get to)field
: ‘all the guestions about White
i Dwarf (a thanklesstask!). -

- "t'eam answering the questions,
i with the resulf that the answers

al
e g

e
i they need a well-painted army
i 'to win the tournament (it's

probably a mixture of both), but

: the standard has really come
" on in leaps and bounds. This
i was confirmed to me:by the

i judges who marked e afmies .
i forfigure painfingand army :

selection; and who were

for painting, we needed to do
something to keep the players
enterained. Fortunately it was

i lunchiime and the fact the bar
~ 1 was apen kept quite a few of
the urm how can-|.put this,

' o ,«buw uniil the next'rotind Sad!y :
“4 Lknew about done of.this, for -

"Andy Chambers and myself
were hostmg one of the. many

| ask youl). Latarﬁ&A sessions.
saw the arrival Gay, Thorpe and

. Some of the later sessions dld

3 indeed-see the odd pint or two

being bought for the parched

toward the end of ths sessmn
becarne a lot less co

truly brilliant style by Mail
Trollboss Richard Hobson, who'
;. displayed a natura} tall!mtnr
" dodgy dealiig (do

than the one at the start (sorry
chaps!)

Finally the judges finished their
marking, leaving the players to |
complete two mare gruelling '
rounds of tournament play, with '

- e Y e

- only a half hour break between *
 the two rounds, Some may f
 think that playing games all day -
s easy - well I'm here to tell 5

you that it is really tough,

- especially on the top tables
- were a momentary slip in
- concentration can cost you the

tournament! The afternoon
session also proved a real test =
for our ‘data entry teams' on

¢ the Warhammer and 40K

tournaments. Still they
managed it, so well done Clive,
Mark, Warwick and Bob!

By 8.00 pm or so players were
staring to finish their final
games for the Saturday. and
wera miraculously finding their

~way 1o the bar! Still, this more
i than setus up for the Charity |
: Auetion for the Yoshi Appeal
i Fundand Pub Quiz at 10.00

m. The augtion was run in

Paul

| Fund.

!
|
;

auction. Once the auttion was ?
over | ran the now infamous

Grand Tournament pub quiz,
= which proved every bit as nois!

| Q8A seminars'at fhie e {ar{d '. ‘and:raucous as previous years.

i no-one even bought us a drink. | °

The'quiz was won by the

_Ribble Warriors team, who

‘finally managed to clinch the =

. win after a.couple ofﬂear -~
mlssesmpmwaus !
i tournaments. .should at thus n;
. :pom{ let the playersiin the'tea

called “Why Doés Jemis Look
Like,Bedn?: know that they
might think that kind of thing i85

/i funmy, but | for ong do poti'- %

HrutmphyBean indeed! .
Antyway, the'end of the pub

oy fuak -

P T—
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quiz was not the end oHﬁe

svening, notbya long Ch_?lk. '
sut as with Friday night, my
memory slarts o get hazieX

the the evening Wore ¢ here. ) LLCOIRS
the JORE C Hlry@nd put togettiéha whole J

: Files articlg-about what

on (Babycham can get you
iike that, | hear = Paul

First prize in the Warhammer tournament
went to Bill Edwards who won this years
Canadian Tournament too!

Sawyer). This was fortunate
for me at least; for at 7.30am
on Suriday - now theré's an
ungodly hour - it was time to,
aet up agaln, Breakfast was a
rather grimier affair than on
the Saturday, and not just
because of hang:overs. News
had just broke of @ tragic car
crash.in Pans...

Ihe rest of the day passed in
a blur, though not as-badly for
me as a cerlain White Dwari
ures aditor, who | came
across after Breakfast with his
head cupped inhis hands and
a distinctly green pallor (it was
my Gobiin Shaman
impression, honast! - Paul
Sawyer). It seems that Paul
fad supped rather too deeply
of the free-flowing beer, and
Was now feeling rather, urm,
poory. So poorly, in fact, that
he liad le go back to bed for -
an hoUr or three - what a’s .
ightweight! Fortunatefy ‘soft
southern jessies' like myself
are made of sterner stuff, and

| stayed up really late before.

HU8gIng up to bed at 9pm for
a cup of cogoa.

Ver the course of the
Weekend quite a few
players asked about
now the Judges worked out

their marks for painting and

¢ here. Instead 'Ve decided o

& on Sunday morning -

_ .+ tables and stuff back into the

._\ L o

. "
e~ e .
- = —_—

s

“army 'selection. Now this is@
i compleX subject, and notone | &

iigould answer. easilyin a
£ semifiar gf In a few words

: exactly mam up areally :
i, good-army;'so that,players-.

i know exactly what it is that the, 3,

judges are looking for. Wateh

S out foritin 2 or 3 issues limé, - &

assuming Paul hasn't taken «
¢ 'too much umbrage atout gy
i revealing the state heiwas in

3 whpq_oqgg_ dorie it again!
| Then, almost befote.| knew it
i ‘it was time for the awards

. ceremony. My plirpose in..
: hogi%g the toutnaments 'ﬁﬁs

:

. never beep to create a ledaue :
i of ‘superstar players', so|ve i~

 always down-playedthe i
: importance’of actuallyWinning
i a tournament, but this Said,

i the awards ceremony always
i proves rather exciting,

; ";-.._\Andn as if by magic, the 1997

i Grand Tournament was over,
i apart from packing all the

i larries, of course! And all that,
" remains is for me to thank the.-
“Players and the staff that
helped make the 1997 Grand

i Tournament every bit as
i.memorable as those that have
i ‘gone before. As for myself;

¢ I've got big plans for next year. :
i Just watch these pages to find :
i out exactly what these plans
are.. oa

Roll of ‘Horiou
\WARHAMMER |

\ 1st: Bill Edwards
\ (Canadian Tournament Champion too)

| 2nd: Adrian McWalter. Chaos

' 3rd: Ronald Spitzer, Undead

Best Army: Paul Rowley, Dwarfs

|| Best General: Ronald Spitzer, Undead

1st: Stefano Gemi, Orks

: L (last years Warbammer 40,000 champion!)

2nd: David Jevons, Eldar

Y 3rd: Fred Marcarini, Orks

Best Army: Gareth Hamilton, Imperial Guard

Best General: Simon Perris, Eldar
. Comeback Kid: Waleed Kbalid, Eldar

A;.u :

. 1st: Rob Parsonson. Escher

2nd: Danny Griliopoulis, Delaque
3rd: James Brown, Van Saar
Best Gang: Danny Griliopoulis, Delaque

TVUARHAMNTER | e s

€ 40,000

1st: Mark Bishop, Space Marines

. 2nd: Andrew Smith, Space Marines

3rd: Nigel Atkinson, Orks

| Best General: Nigel Atkinson, Orks
| Best Army: Paul Shorten, Orks

.

' Winning Party: Anir’s Avengers (Patrick G,
. Jason Refalo, Michael Congreve & Nick Cernis)

Best Single Warrior:
Stewart Caddle, Witch Hunter

Best Painted Warrior:
Jason Refalo, Bretonnian Knight

e P e




The recent Grand Tournament

threw up a'number of interesting
situations. Here are those that'

relate to Warhammer along
with our humbie views...

estions

In my copy of the Dark EIf book, the Repeater Units of Dark EIf
bolt thrower costs 50 points but it costs 100 Corsairs wear Sea
points in my opponents High EIf book. Why the Cloaks. If I want to give
difference? the unit a Champion,
he h S
The original cost of the Repeater bolt throwers (50 c?n e., b ]
- Cloak? If so, how many
points) has proven to be far too cheap over the . . ?
) h points does it cost?
years, so when the new High EIf book was released,
¢ we decided to correct the point costs of both Dark 5 Yes, as the unit’s
I Elf and High Elf Repeater bolt throwers at the same champion he must have a
F time. As we reprint the Dark EIf book the new cost Sea Cloak. The Cloak
will be of 100 points (and cheap at twice the price!). costs 5 points, and no
other Dark Elf characters
may have it.

Can Skaven Plague Censer Bearers have Champions?

No. The Plague Censer Bearers are a unique troop type,
much like Night Goblin Fanatics.

Treemen?

Yes. As his name suggests, Durthu the Treeman is in fact
a treeman and IS, therefore, rooted to the spot. Next
question!

Q Is Durthu the Treeman “rooted to the spot” like other

I’ve noticed that there are Savage Orc Boyz models
available with spears, but you can’t buy spears for
them in the army list. Can they have spears or not?

You're quite right, this is an example of being able to get
models with.weapons that are not strictly allowed in the

list. When Alan Perry originally sculpted the Savage Orc
range of miniatures he got so carried away that he made
some models with spears. No problem. We’ve now added
spears to the Savage Orc Boyz listing in the current army
book. You ¢an now give spears to Savage Orcs at a cost

of +1 point per model.

> O
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How many Skinks can you put in
the howdah of a Stegadon?

The number of models is limited in
that you can only cram so many
Skinks on the Stegadon model itself.
However, people have started
building constructions resemble the
leaning tower of Tilea manned by
scores of Skinks! Such a monstrosity
would obviously break even the back
of a Stegadon! We use a practical !
limit of 10 Skinks per Stegadon. '

1

If a Skink Character riding a
Stegadon is fighting a challenge, do
you randomise the hits? Does the
Stegadon fight in the challenge?

No and no. The Skink Character has
jumped down from the howdah to
battle to the death with his opponent.
If you opponent has been pulling this
one then take him outside and have a
‘little chat’ about the phrase, “Spirit
of the game’!

9
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Orc and Goblin units can have Black Orc Big
Bosses as leaders. Can they include Black Orc
Bosses as well?

No. Bosses are always of the same race as the unit.

This, however, does not stop you from putting Black
Orc Big Bosses or War Bosses in units of other types of

Greenskins.

My friend’s Snotling Pump Wagon seems to have a
mind of its own, manoeuvring all round the
battlefield during their move. Can they really do
this?

No, Pump Wagons always move in a straight line. You
can turn them in the direction you want them to go in
at the start of their move (just point them at the enemy!
— Adrian Wood) but, no manoeuvring beyond that!

Is the Dryads save modifiable by shooting, hand-to-
hand combat, etc.?

There are effectively two types of save. First is the
‘Armour save’, which can be modified and the second
is the ‘Special save’ which isn't modified. Dryads have
a Special save.

ﬂs.a regiment’s standard captured if the enemy is
wiped out to a last man in hand-to-hand combat?

Yes, as long as the victorious regiment would have
normally been able to pursue the unit (not engaged in

combat with another regiment, for example). If so, the
standard is lost.

Is the Plague of Dominion a one use item?

No, you can use it as often as you want (and we
suggest you do!).

Do units held by the Net or Hold Fast spells take pal
tests?

2
As there isn’t any rule to cover this situation, we sugge.
you apply the following maxim: they don’t take panic te
but if they lose a round of hand-to-hand combat and.
broken, they are automatically destroyed.

Does a Wizard using a Book of Ashur gain any spe
abilities associated with the spell decks, like High
Magic and Necromantic Magic? |
No, the Book of Ashur simply allows access to Hig
Necromantic magic. The Wizard will not become a.
Necromancer or a High
Magician.

If you have any

questions or
comments about
any of our games
or other aspects of
the hobby, why not
write to the Roolz
Boyz at:

If a character is armed with
both the Executioner’s Axe
and the Helm of Many Eyes,
does he always strike first?

This is one of those classic
contradictions which is very
easily resolved by using the
“Irresistible Force and
Immovable Object” rule, or, to
put it another way, roll a dice
for it! Magical Weapons of
specialised types (flails, lances,
double-handed weapons, etc)
ignore all the rules governing
normal weapons. of that type.
The rules in the description of
the card apply instead. So the
Executioner’s Axe always
strikes last, though the Helm of
Many Eyes always allows you
to strike first!

Or even better, why
not give them
a ring on:

'



H Warbammer Scenario by Nigel Stillman

For some time now Nigel has been knocking on the door, telling us how he’d like to
write a scenario that didn’t rely solely on points costs. Great idea we thought. So,
coupled with the fact that we now have the splendid new campaign pack, Perilous
Quest AND loads of new Bretonnian and Wood Elves we finally agreed to unlock

Nigel’s door and let him out. And now for something completely different...

The Perilous Quest of Agravain de Beau Quest reached its
climax with the great battle fought before the grim tree of
shields which grew over the ruins of the grail chapel of
Challotte, the objective of Agravains Quest. On the tree hung
many shields which had belonged to.questing knights who had
met their doom in the Forest of 1:8iinyears before. The Wood
Elves had hung these shields (ipéte-their sacred “tree’as a
warning to other Bretonnian KWisfits of the fate that would
befall them for trespassing intg i i
Bretonnians of course saw this as a slight upon their honour

and a challenge! One of the shields was recognised as that of’ |

Baron Fragonnarde de Montecannes, a renowned paladin of
Bretonnia and the last of his family’ lme

Baron Montzcann‘eé \Quest

Many years before Agravain de Beau Quest ever: setfootin &e'l%rﬁ =
s o |

Forest of Loren, Baron Fragonnarde de Montecannes had

time he seemed to be getting no nearer to finding the grail.
Despite his great faith and determination, Baron Fragonnarde
began- to despair of ever succeeding in his quest. It seemed
that he had searched every corner of Bretonnia. One day he
was riding at the head of his retinue on the high road over the
mountains into Estalia, having concluded that the grail might
perhaps be found somewhere beyond the bounds of Bretonnia.
Here he encountered a trass Lhng wizard, who claimed to be a
soothsayer” ‘Heregls & guid piece, now say your sooth!” said
the Baron. The soothsayer gazed skywards and said these
words: “the grail shall be found in the land of Bretonnia, but
yet not in the kmgdom'” Havmg thus spoke, the soothsayer
went on his way, leaving the Baron deeply perplexed.

The Baron immediately ordered his retainers to make camp
and began to ponder the riddle, which seemed to be utter
Senae Wi6w could the grail be in the land of Bretonnia, yet
“witiun the kingdom? After much thought, the Baron had

out upon the grail quest. The Baron, who was no longerj@mmmm ﬁe answer. If the grail was in the land of Bretonnia, then it

young man, was the last of his family line and had no heir fo_
contend for his family domain. The Baron had theref“’ore

decided to bequeath his castle and lands to the bravest 'of his

Kmights Errant, who upon accomplishing his exrandw,fb
knighthood, wedded the Barons daughter and was invested as

Kmght of the Realm and seignior of the fief of Montecannes, -

The old Baron, having secured the future safety of his domain.
then took up the quest for the grail, which he had always
wanted to do.

The Baron selected for himself a very modest retinue' to
accompany him on the quest, leaving the majority of
his squires and men at arms to serve his successor
and defend the domain. With this small band of men

 he set off on the rutted tracks of Bretonma, never. to

“tould not be beyond the mountains that ringed Bretonnia, nor

) “over the seas. Yet if it were not to be found within the kingdom

of Bretonnia, that must mean that it was hidden in a place
which was not under the sovereignty of the king. There was
only one obvious conclusion: The grail must be in the Forest
of Loren! The forbidden realm of the Wood Elves was within
the land of Bietonnia and yet not subject to the King of
Bretonnia. It was indeed, a realm within a realm. The niddle
was solved! What fortuitous chance had brought the encounter
with'the soothsayer. Clearly this was a sign from the Lady of
the Lake!

Next morning the Baron and his retinue broke camp, turned
north eastwards and hastened on the tracks that led to the
forbidden Forest of Loren. He was on the trail of the grail at
last! All the-Baron's retinue shared his renewed enthusiasm
and confidence of success. Heedles
waystones that marked the da

-after
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0 be utter
tonnia, yet
Baron had
lia, then it : lake, or so he thought, in dreams and visions. There was
tonnia, nor Wlatchers in the Wood indeed something m%lden in the forest which cast a spell of
e kingdomn Does anyone or anything ever enter into the Forest of Loren Bretonnian magic upon him, now that he was close to it.
in a place unwatched? Of course, the presence of Baron Fragonnarde Gradually he was drawn closer and closer to its source. The
There was and his retinue was known to the Wood Elves from the Wood Elves continued to watch and soon became alarmed. .
the Forest moment they passed by the waystones. For a long time the They saw that the baron's retinue was drawn towards then 4
was within Wood Elves were content to watch. many intruders wandered sacred glade despite all therr efforts to mislead him. For every
€ King of Out of the forest as easily as they wandered in, having gone ten leagues the Bretonnians wandered on forest track, they
The nddle round in circles and found nothing. The Baron, o eve Ales approached one league closer to a place which they could not
;:“f:g;“g‘f persistent. The Wood Elves tried to direct him along some be permitted to enter. !
(I;?:;ul:r:,:: ;L‘i‘hi‘__l;;g }l]»lymn?:gtjgfltyl;et g‘;’:;gnbiss?}zlg;“é?;:‘z At long last the Wood Elves decided to take action. This
the open heath l*“ft;re s halted h ; 1 turned knight was one of those who trespassed n the wood from time -
np, turned ek i the fores: scarchs, T CRELTIC to time and would not go away. Such were recognised e
led et the Head him into th Lsd searctung er yet another track that would by the gilded lily emblazoned on their shields and this AAA A
he grail at B g cpesuglades. knight bore such a sign. The decision was made. the
:nthusiasm welland good, thought the Wood Elves, let them go round Bretonnians must meet their doom in the forest hke so
d past the jeireles antil they grow old and die. since he is determined many before them. The hunt was on. the ambush would
ielnrea]m S€ Such a fate for himself and his men, Yet something be prepared! Their fate was sealed. Today they would
Im's retinuc S8 Bappening which was bevond the power of even Wood roam the forest tracks for the last time, unless, through
fedeg S mugic. The Baron had now begun to see the lady of the  tuck. they wandered out of the wood, never ta return. '
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Standard Bearer

i Questing Rnights |
| Unlike other Knights, the Questing |
| Knight ignores panic rules and

| Knights these are the real shock |

troops of the Bretonnian army.
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Bretonnian Dunting Party

This new boxed set is ideal either as the core of a new Bretonnian army or as addtitonal troops
for.an existing force. Ineluded in this box is a complete Warhammer Bretonnian hunting party,
new metal wooden stake models and an 8 page full colour booklet. The booklet describes the
army contained in the box, shows
you how to incorporate it into yous
Bretonnian army and also includes
a guide on how (o painl your
hunting party
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Able to communicate
with  the  very
woodland they live

i/ in, Wood EIf Mages
¥ can literally bring the
" forests to life.

Rousing  slumbering
Treemen and invoking
Dryads, Wood EIf Mages
are dangerous foes to
face as they are more in
tune with the glades than
any other Wood EIf.

Wood Elf Mage

Scout Champion Scout Hornblower

Scout Standard Bearer

CHCL Of
Che «ILD

Wood EIf Scouts

Deployment

The Bretonnians are deployed first. The Bretonnian player
chooses one comer of the table as his entry point. The
diagonally opposite corner will therefore be his exit point. The
Bretlonnians are all deployed together within 12" of the entry
comer. The Wood Elves are deployed afterwards. Wood Elves
iy be deployed anywhere on the table but not within 12" of
the Bretonnians.

‘Who has the first turn?

“The Bretonnians have the first turn.

W long does the scenario last?
Scenurio lasts until all the Bretonnians are off the table,
-.tgecause they are slain, or because they have left the
via the exit comer and are therefore deemed to have

g7

Wood EIf Scouts are incredibly dangerous opponents. Not only do they
skirmish but they set up outside the Wood EIf player’s deployment zone
and out of sight of the enemy. This means that they can quickly outﬂank

the enemy and bring their deadly arrows to bare. 3

The Bretonnians claim one victory point for each commoner
who leaves the table via the exit corner and two victory points
for each Knight Errant who escapes and three for the Baron
himself.

The Bretonnians may not claim victory points for the Baron if
he exits while any of his men are still on the table because it
1s dishonourable for a knight to abandon his retinue!

The Bretonmans may claim three victory pomts if they slay
Keredh, the Wood EIf leader, two victory points for each glade
rider, dryad ot wardancer slain and one victory pomt for each
other Wood EIf slain

The Bretonmans can claim victory points for Wood Elves
which flee off the table the same as if they were slain.

The 'Sudden Death’ Victory

If the Wood Elves slay the Baron then the Wood Elves
immediately win a sudden death victory. Without their
feudal master, the Barons retamers will be at the
mercy of the victorious Wood Elves_.

RAAAAZ
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von de Montecannes Retinue

The Baron's Retinue consists of 20 models, including the Baron himself, chosen from the army list in the Warhammer Armies
Bretonnian book. Choice is limited to the troops listed here. Wherever the scenario calls for an exception to the Warhammer
armies list, this will be indicated below. If differently equipped models are operating as a unit randomise hits

| Baron Fragonnarde de Montecannes

. The Baron is the commander of the Bretonnian retinue. To
represent the Baron choose a Bretonnian knightly Hero. He
should be mounted on a Bretonnian warhorse and armed
appropriately as a knight according to the army list. Apart
from that, he may not be equipped with any magic items, but
he does have the Questing Virtue and may have an additional
knightly virtue.

0-2 Knights Errant

You may choose up to two Knights Errant who have chosen
to accompany their lord on his quest as their errand of
kmighthood.

"~ 0-5 Mounted Squires

You may choose up to five mounted squires armed m any
_way permitted by the army list. They need not all be armed

| in the same way. If you choose five then they operate as a
. umit, even if differently armed.

0-8 Foot Squires

You may choose up to eight squires armed in any way
permitted by the army list. They need not all be armed in the
same way. If you choose five or more then they operate as a
‘unit, even if differently armed.

SRS

0-8 Men at Arms

You may choose up to eight men at arms armed in any way
permitted by the army list. They need not all be armed in the
same way. If you choose five or more they operate as a unit,
even if differently armed.

0-5 Bowmen

You may choose up to five bowmen equipped in any way
permitted by the army list. They need not all be equipped in
the same way. If you choose all five then they operate as a
unit, even if differently armed.

Tactical Hints: It is hard for the Bretonnians to win this
scenario, The retinue must run the gauntlet of unseen arrows
from the thickets. Once the retinue approach close to the exit
of the table, you can expect the enemy to try someting more
desperate like tackling your men hand to hand. If the retinue
has not been decimated by arrows by that time, you should
be able to hack your way out of the danger and win. Honour
forbids the baron from abandoning his men to their fate, so
the best plan is to keep reasonably close together for mutual
support and not to become strung out waiting for stragglers,
who are doomed to be picked off one at a time.

ACRAVAING
RDERS OF

|  Perilous Quest

THE B3
ok s the st twear
Lorh

Its hard 1o believe that Warhammer
was re-released a year ago. Time has
gone by so fast and in that time we've
seen 4 tremendous amount of exciting
stuff. Everyone has gone Warhammer
crazy, with gamers new and old
challenging each other for supremacy
left, right and centre. Not only this but
there's been stacks of new miniatures:
to collect, some of the best
Warhammer miniatures yet to boot!

e

SCENARIO i

One of the most exciting series of
releases over the last year have been
our Campaign Packs. The series started
with the Grudge of Drong, swiftly
followed by the Idol of Gork. Circle of
Blood and now the latest in this
splendid series. Perilous Quest. IF we!
take 4 look at Perilous Quest in
particular. you'll see what Campaign
packs are all about. -

Left: Bretonnian Men-at-arms and Squires
Jollow in the wake of thetr valiant mdas
the Castellan de Quenelles. pressing hom
their attack against the Wood Flf Kindred
of the Willow Glades.
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" Jhe band of Wood Elf trackers consists of 15 models, including their leader, Keredh, chosen from the army list in the
Shammer Armies Wood EIf book. Choice is limited to the troops listed here. Wherever the scenario calls for an exception to.
Warhammer armies list, this will be indicated below: If differently equipped models are operating as a unit randomise hits.

Ceredh Keen-Eye
' is the commander of the Wood EIf trackers. To
ent him choose a Wood Elf Hero. He may be mounted
“n Elven steed or be on foot. He may be armed in any way
jate to a Wood EIf except that he may not have any

migic items.

.02 Glade Riders
) 'au may choose up to two Glade Riders.

={)-1 Dryad
) you may choose a Dryad who has been aroused to anger by
Jh¢ Bretonnians trampling about in the undergrowth!

-5 Archers
You may choose up to five archers equipped in any way
srmitted by the army list. If you choose all five then they
Snerute as a unit, even if differently armed.
=-S5 Giade Guards
““Woil may choose up to five glade guards equipped in any way
perniitted by the army list. If you choose all five then they
serate as a unit, even if differently armed.

| Wardancer
may choose up to one wardance
ted by the a {5

irsily, Perilous Quest contains a
mplete setof linked battles. In the case
[ Perilous Quest the battles were writlen
vith the Bretonnians and the Wood Elves
the primary combatants. Each scenario
ads inte another, building to a final
oncluding battle. You won't need to buy
s of extra miniatures to play these
ames, each army list has been designed
caringinmind a typical 3,000 point army,
om which you can pick the forces.

ven so. with the release of each Campaign e
ick we have released a number of fantastic '
aw Warhammer miniatures (such as the
Vood Elff Scouts and the Questing Knights
#1 the ease of Perilous Quest) which you can
¢ in the Campaigns. This also includes
me marvellous character models, which you nse (o
‘Present particular personalities who took part in the
bistorical Campaigns. Bear in mind, these models are
snlliant eommander models. sorcerers. etc. in their own
‘2t and ean easily be used to represent your own
HIFICIEES 11 your armies.

TEARAAMMEE:

e of the best things about Perilous Quest and indeed
I the Campaign Packs is the incredibly detailed card
enery,

ich Campaign Pack not only contains all the lavish
story dnd background to the campiagn itself but battle

0-5 Waywatchers

You may choose up to five Waywatchers. If you choose all
five then they operate as a unit. You may use waywatcher
traps no matter how many Waywatchers there are.

0-5 Scouts
You may choose up to five scouts. If you choose five then
they operate as a single unit.

Tactical Hints: Your Wood Elves have all the advantages at
the start of the game. It is obviously a good idea to try and §

shoot as many Bretonnians as you can while remaing
concealed. However, the opportunity of wiping out the
retinue could be lost if your aim is not good or their armour

proves too effective, Remember that you need a clear line of ¥

sight to shoot your target in the wood, so you will often have
to approach dangerously close to the enemy! Then it will be
down to trving to hold them up with hand to hand fighting.

If it comes to that, pick on the weakest siragglers amoung the %

retinue. The Baron will not leave the wood while his men are
still struggling behind him, so these tactics will force him to
expose himself to danger. His mounted retainers will of

course tend to stay with their lord to support him. In this way

their honour may seal their fate!

serolls detailing the forces ="
available toeach
commander, and perhaps
most exciting of all they
also'contain a remarkable
avriety of full-colour
card scenery. This ¢an
range fram Ore [dols to
gothic bridges and from
Bretonnian tents to a
Dwarf Alehouse
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ThroughoutﬂGames Day *97
battles were fought across a fil
; el myriad of specially made terrain, |
g fro gy o iy d % including deserts, lost temples, |
N2 - . P ‘ | Chaos worlds, snow-covered
- % & : | plains, and more. The scene to the , |

left shows a Warhammer 40,000 '
battle raging over a forest w::ﬂdgﬁ..ll )
o "

= &

Due to the distance people avel to get to Games Da l FORMULA WAAA
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Brett DeWald won
1st place in the
highly competitive
| Warhammer single
) miniature category

with his fantastic
TImperial Noble

-

o Games Day is complete

without the Golden Demon
miniature
While we don’t have room to
show all the winners, the
following pages spotlight the
best of the best.

U.S. GAMES DAY TRIVIA

« All the great terram boards at the
U.S. Games Day were constructed
by Just two stalwarts fromthe Hobby
Promotions Department - Kenny
Goodman and Shawn Chavis!

+ The glory and pageantry of the post-
Games Day party was seen to draw
a tear to artist John Blanche’s eyes
(some claim it was the spicy Atomic
Chicken Wings, but we know the
truth!).

Attendees travelled to the US. 1997
Games Day from as far away as
Alaska (that’s over 3,000 miles, as
the Terradon flies).

|

T e

| THE WINNIR
Wath his terrific \
Wood EIf Forest
Dragon, Jocelyn
Goyette not only
won 1st place in
the Warhammer
Monsters category,
but he also took
home the “best of
show” award. Left,
Jocelyn proudly
lifts aloft the
Golden Demon
Slayer Sword
(mind your
fingers, Jocelyn!)
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.| ‘Wictar's extra spiky
~ Chaos Lord ine
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)BATTLE SCENE
| DON HANLEY

This evocative and
heavily converted
diorama., entitled

“Ambush on the High J

Pass” deservedly won
Don Haney 1st place. *

W

he judging for the U.S. Golden Demon is
traditionally handled by the Games Workshop
studio guests. This year legendary artist John
Blanche, Design Manager Alan Merrett, and Games
Designer and all-round gaming guru Rick Priestley
made the cross-Atlantic trip. In addition to signing

» | autographs, talking about the hobby, and generally

carousing, these three also
had the gruelling task of -

picking out this year’s Golden | IS8T PLACE 4?)[( SQUAD g

Demon Winners. S CHRIS BORER

The amazing details Chris put into. |
| his Harlequins’ colourfully patte !
" bolo-suits earned his squad
place award.
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2ND PLACE

" Judging was especially tight
1n this category this year.
Bryan Shaw’s slick and )
deadly Eldar Vyper Jethike:
nabbed 2nd place honors: 4
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On Saturday the 8th of NOVEMBER the following
stores are going insane giving you some great
deals on their old metal blister packs!

Ellison Hawker Sci-Fi and Fantasy
84 Liverpool Street Hobart TAS 7000
Ph: (03) 6231 0271

Military Hobbies
144 West Terrace Adelaide SA 5000
Ph: (08) 8231 4772

Mind Games - Geelong
167 Ryrie Street Geelong VIC 3220
Ph: (03) 5222 2133

- Tin Soldier - Parramatta
1st floor, 97 Argyll Street Parramatta NSW 2150
Ph: (02) 9689 3522

Tin Soldier - Wollongong
266 Crown Street Wollongong NSW 2500
Ph: (042) 294 534

\




BATTLETOURS BATTLETOUPE

; =5 S — | Coming soon to a store near you, we ars bril

o i Bl - proud to present the Games Wcrksho cof
3 - Battletours. Games Workshop ladz are ionl

. gomg around the country this month g yot

LUS TRIAN GOLD

Lured by the promise of great hoards of gold,

precious gems, and magical treasure, a Dwarf

General has brought his men to the tropical land of |
Lustria. They have come to gather this legendary

wealth and return to Barak Varn but the native

inhabitants of the jungle have other ideas!

The Lizardmen are prepared for battle.

r

Y 5 1 4 aifae 2
iy #¥ o P e See v - e

¥ |

TYRANID ATTACK! | | |

Prepared to seil their genetically-
enhanced lives dearly, a handful of -
Space Marines from the Dark Angels
Chapter must hoid out against the
ravages of the Tyranid menace. The
brave Space Marines stand resolutely
before the chitinous alien horde, |
knowing they must survive uniil the
reinforcements can arrivel

PAINTING

COMPETITION

Ever wanted fo enter a Games Workshop
painting competition? Yes? Well now's your
chance to show off your superbly painted Citadel
miniatures. Bring along your best models fo
these Battletour days and enter in any of the
following categories: Best Single Miniature, Best
‘ Vehicle or Monster (Warhammer 40,000), Best

Monster or War Machine (Warhammer), Best
i Squad (Warhammer 40.000), and Best Unit

. (Warhammer). There will also be a Young
Bloods category open to painters 14 years and
under. Check with your local Battletour store for
| l details before the day.

ATTLETOURS £




URATTLETOURS BATTLETOURS

U, We arg. ping you exciting games, painting.:: NUREVIEEIS 2NN ' A
Workshoy Eomé;@titions, and rare artefacts from " | &‘* >/ 4 } ‘w . *‘,:.
) ladz arg’ jong hidden vaults. Miss these events if - '

month tg. yoy dare! Look out for future events. -
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THE BLA CK Direct from the vaults of the most secret of places, we have been 3
able to procure for your viewing a full-scale Space Marine Helmet, as
LIBRARY  well as a Warhammer 40,000 scale Thunderhawk Gunship!

Saturday
November
15th

Toyworld, Cairns QLD
(070) 314 265

Sunday Toybarn, Richmond NSW

November
2
30th (045) 781 264

Saturday
November
29th

Megohm, Campbelltown NSW
(046) 288 224

:aturd:v Benidgo Sports & Hobbies, VIC
ovember (03) 5443 5086
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FALCON GRAV-TANK

'T hé studio is awash with the buzz of exciied gamers. It’s not just : .1

Flimee e Tlds L :
£ the Eldar Falcow Grav ank
) L A the design 3

build up to Games Day cither - there’s a spectacular new plastic 40K
kit out this month - the Eldar Falcon Grav-Tank by ace Citadel
Miniatures designer Jes Goodwin. - i
It's easy to tell which people play Eldar in 40K, they're the ones with
the inane grin of atisfaction. They're the ones who are sat at their
desks making whooshing noises as they imagine the devastation B
wrought on their enemies! The rest of us fall into two camps. those who |
are distraught at the prospect of facing a Falcon filled with Striking
Scorpion aspect warriors, and those who are S0 impressed by the new
Grav-Tank fhat they are planning 10 start their own Eldar force so we &
can get their eager little hands on this brilliant plastic kit! o
Over the next few pages we describe the processes involved when 22
making the Eldar Falcon. Such a complex project relies on the experiise fim
of many people, from the initial concept sketches right through to s
finished models. e
git back and enjoy as we take you on a journey through the production §;
of the Eldar Falcon Grav-Tank.. e
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Stégé 2: Once the size was established, Jes went |
r . on fo make an accurate version of the prototype !

~ using a wide variety of materials, including

— greenstuff, resin wood and other kit parts. This ;
& RS g model will be used by the ‘pattern makers’ (bear |
X = g with us, all will become clear..) to construct a g
TS or iy . model three ﬂmes the finished size. ‘




Stage 3: This 3:1 model defermines/
exactly how many parfs the kit will~_
comprise of and how they will fit
together, The pattern makers are the.

| ¢ Stage 4 Whilz,'-;ﬂigazl is being.
initial prototype and uses it

tot ere-the dif
~such as weapons, control panels, panel lines and, of

; %uﬁnrgedhe crew. Jes.will sculpt the exira detal at i
timee the size it will actually appear on the finished
model and must be careful not to add detail that wil!
show up when the model is reduced. Previous plastic®
kite such as the Eldar Vyper jetbike are used for

reference 1o help maintain consistency of scale.
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Stage 7: The finished steel moulds for each :
component are then mounted into a die so the

first test sprues can be produced. S

: \
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That’s not the end of it by a leng-ehalid /7" -
Stage 9: Andy Sharman puts together the’ |
Transfer sheet that will be included inthe=_ | £
boxed set. Talking of the box.. A

S

=  correctly

Bob check the firsi:
test sprues againgt
the resin for
accuracy and fo
make sure the
detail shows
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S Stage 10: Artist Richard Wright - i

; | paints yet anothe
1318 ;f stunning 2
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we the fhmouldsi
ows | moulding machine is up and running it will be

i producing 190 Gvav-Tanks rhour. : . i
'

~ Next month we N tell you even more about the Falcon, including new et
pamt achemes and’ you/never know you may even see thi awesome >
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| Wrght & Havig fne -
aof b ally completed this rema

o 'gfo"::s ?:lieves that he has the ﬁm'gafzieaplagic 5
| starting his next project. Wrong! bai B

e - Wake up, Jes! We want even more mi{daiures'




From the 10th to the 16th of
November we will be teaching
everyone all there is to know
about GORKAMORKA, from
creating your mob to a full on
Demolition Derby. Contact your
store for details.

Monday, Tuesday
" and Wednesday

Building your mob, converting, g%

painting, and terrain buliding

Thursday, friday
and Saturday

Loads of small scale games so

you can learn how to use your P

new mob.

Sunday

The biggest Demolition Derby da
Skid has ever seen.
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When there are no wars to keep the Knights of Bretonnia
occupied, they hone their skills by means of colourful contests
of martial prowess. These contests are known as jousts,
tournaments or, in their grandest and most spectacular form,
tourneys! Tournaments are held in each of the great dukedoms
of Bretonnia several times a year. These are magnificent
events lasting for several days and attended by Knights from
all over the realm. Smaller affairs are held at the castles of
lesser nobles eager to show off their wealth and influence. On
occasions a full tourney is held in order to attract Knights
Errant as suitors for the hand of a duke’s daughter — a most
desirable prize indeed, and what better way for the most
worthy Knight to prove himself than by feat of arms in
competition with the finest Knights in Bretonnia.

Full Tilt is an entertaining variation of Warhammer that can be
played in a small area and within a relatively short space of
time. The only models needed are a few Bretonnian Knights,
so anyone with a copy of Warhammer will be able to take part.
The tourney is a contest between rival teams of Bretonnian
Knights who joust against each other for a grand prize and, of
course, most important of all, the honour of victory! Apart
from the hand of an eligible heiress, prizes at tourneys can be
many and varied. Sometimes the prize is a magic item, in
which case Knights often compete on behalf of their local
grail chapel to which they will donate the prize should they
win.

THE FIELDS OF BRETONNIA

The greatest tourneys are held each year in the ducal cities of
Couronne, Quenelles, Parravon, Brionne, Bordeleaux,
Gisoreux and L’Anguille, but no longer in Mousillon (it’s
currently occupied by the Undead!). Bretonnian tourneys are
usually purely Bretonnian affairs attended by Knights from
the various dukedoms, but on rare occasions even Elven or
Empire Knights have been known to attend. Usually Elven
Knights will only take part in a tourney if the prize is a magic
item that they believe to be one of their ancient heirlooms and
which they desire to win back.

) A

First Day - The Pageant of Homnour

The first day of the fourney is devoted to a pageant of
bonour. The contenders parade around the tourney field
and ask for ladies’ favours. All contenders are inspected
by the beralds for possession of magic items and any
misguided individuals found to bave such
dishonourable items are immediately disqualified in
disgrace and struck off the lists. The rest go through to
the contests on the second day.

Secomd Day - The Joust

The second day is the day of the jousting contests. Pairs
of Knights joust with each other in a knockout contest, |
The pairs are determined by lots. The beralds wisely ban
personal challenges from friendly tourneys so that
Knights cannot use the occasion to pursue personal
disputes. Furthermore there is the excitement of not
knowing who your opponent is until be stands opposite
you on the tourney field! Knights who are unborsed or
beaten on lance strikes are knocked out of the tourney
altogether. The rest of the Knights in both teams may tuke

| part in the contest on the third day.

. The Third Day ~ The Tebiesux de Batallie _
The third day is the day of the tableaux de bataille.

R Knights from both teams alternately challenge the Black

Knight for the top prize. The order of contenders is |
determined randomly for each team by lots, 1

b all db, 1
e S B A R

It is, of course, against a Bretonnian Knight’s code of honour
to use any magic items in the tourney itself. This is a rule
which no worthy Bretonnian would even consider breaking,
for to do so would besmirch the Knight’s honour and bring
shame to his family. Elves and such like will of course ignor¢
the rule if they can get away with it. Sometimes ever
Bretonnians are caught lapsing from the code of honour and
have been forced to go on a quest to redeem themselves! It i
also against the rules to take part in a tourney riding a monstes
instead of a warhorse, but 'such an infringement of the rules is
so easily detected that even Elves wouldn’t dare attempt it.

Needless to say Bretonnian tourneys are extremely popular
noisy and ribald affairs attended by hordes of commoner:
from the surrounding countryside as well as all the nobles
from miles around. The inns and taverns are filled to bursting
point and the feasting, drinking and carousing goes on for
many days. Some Knights wander the rutted tracks ol
Bretonnia entering one tourney after another earning
themselves a valiant reputation. Indeed, winning a tourney i
sometimes made an errand of Knighthood and a way 0/
acquiring a retinue, since a successful Knight can expect to b
followed by a baggage train of prizes, armour and warhorset
and a retinue of grooms, squires and troubadours eager
immortalise his feats in song.
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THE JOUST AND
THE TABLEAUX de BATAILLE

The tourney in Bretonnia has been refined over the centuries
into an art form with many conventions and traditions which
can be baffling to foreigners who do not understand the subtle
references involved. Tradition dictates that on the first day
\here is no combat at all. Instead the Knights gather for a
parade and to solicit favours from the Bretonnian ladies in
prcparation for the contests ahead. There are two contests in a
proper tourney: firstly there is the joust which takes place over
4 whole day, and this is followed the next day by the tableaux
de bataille. Smaller events often feature only the joust or
stiempt to cram things together to reduce costs, but a full
wurney would not be complete without the pomp of the
purade or the final dramatic conflict of the tableaux de

hataille.

Tourneys are usually fought @ la plaisance which means
fighting with blunted weapons. More rarely they are fought a
l'outrance which means fighting with sharp weapons.
Blunted weapons are used in most tourneys so that the best of
Bretonnian chivalry is not slaughtered leaving the realm
woefully undefended! Serious wounds are rare and the
iourney is an excuse for outrageous fun. However, if sharp
weapons are used, contenders may be mortally wounded and
such contests are therefore reserved for matters of honour or
irials by combat serious enough to warrant fighting to the
death. The rules described here are intended for tourneys
fought @ la plaisance, so Knights will rarely die or suffer
serious injuries.

HERALDS’ RULES
AND TOURNEY ROLLS

Tournaments are not open to just any old Knight, only to those
considered eligible on grounds of renown, prowess, honour, or
in some other fashion. This is a matter for the heralds, who are
versed in all matters of chivalry, heraldry and honour. The
heralds organise the contending Knights into teams, usually
two teams, one consisting of all the Knights from the host’s
tukedom, and the other comprising Knights from the rest of
Bretonnia. The heralds are great sticklers for the rules, and not
Galy do they disregard those who are inexperienced or
tinknown, but also those who are rather too awesome!

1o keep matters in hand the heralds maintain carefully worked
out lists of eligible Knights called the tourney rolls. Only if a
Knight is named on the tourney rolls can he enter the tourney
#5a contender. The herald selects the teams who will take part

from the list of entrants for each tourney. This ensures that the
teams are well matched to make for an exciting contest.
Bretonnians are not amused by watching one paladin
unhorsing a succession of hopeless contenders, a feat that does
nothing for honour or entertainment!

CREATING A JOUSTING TEAM

The tourney is fought between two or more teams of Knights
and each team is represented by a player. You and your
opponent can start playing straight away each using one of the
two example tourney rolls printed at the end of this article.
After a while you’ll probably want to make up your own team,
as its much more fun! To help you do this we have also
provided a blank tourney roll (are we good to you or what?).
First each player takes an equal number of Bretonnian
Knights. We suggest you try six Knights as this makes a good
sized team for a tourney. As you will see on the accompanying
tourney rolls, Tournament Knights employ the same profile as
a Knightly Hero in a Bretonnian army even though some of
the characteristics are simply not used in a joust. You can use
any Knight models in a Joust: Knights Errant, Knights of the
Realm, Questing Knights or Grail Knights. In a Joust all
Knights count the same.

Tournament Knights ride warhorses and carry lances and are
perfectly represented by the Bretonnian Knights from the
Warhammer box or, indeed, any similarly equipped
Bretonnian Knight models. The heralds’ rules dictate that
Knights may not have magic items or ride monstrous beasts as
such things would be an unthinkable afront to the code of
chivalry! However, Knights can have Knightly Virtues and
may also have a Lady’s Favour as described later.

If you want to create your own team just photocopy the blank
record sheet at the end of this article. It has spaces for you to
fill in details of each Knight’s name, his Knightly Virtues and
any Lady’s Favour he may have been granted. There is also
space to record wounds he might suffer during the tourney.
Invent a suitable name and shield device for each of your
Knights, choose appropriate Knightly Virtues and then roll for
a Lady’s Favour. You are now ready to begin.

WARHAMMER |§
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GHTLY VIRTUES
Each Knight is assumed to have the Knight’s Virtue. In
the joust the Questing Virtue and the Grail Virtue have
~ no effect, so any Knights who would normally have
| these virtues are assumed to have the Knight's Virtue
& instead. The effect of the Knight’s Virtue in the game is

! described below. In addition each Knight may also have

—

FOR TOURN,

one other virtue chosen from the list below. Knights in
the same team must all have different virtues, the
heralds will not allow a team to include more than one
Knight with the same Kmghtly Virtue. If you are writing
your own tourney roll, note down which virtues your
Knights have.

VIRTUE TOURNEY EFFECT

Knight’s Virtue

il
i

o/
4
i

This is the basic virtue of Knighthood. All Knights in the tournament have
this virtue. It has no special effect in the tourney except that any Knights may
be nominated as Knights Errant. Knights Errant can have no other virtue, but §

R
o

as handsome and dashing young Knights they are naturally destined to win ¢
the heart of a fair damsel. A Knight Errant automatically receives a Lady’s K
Favour! Roll a D6 and treat the score as a double. -

A Knight with this virtue will automatically receive a Lady’s Favour entitling :
him to 3 re-rolls.

The Knight practices frequently in the tiltyard and does not have to roll to see |
if he is unhorsed when he is wounded.

| Devotion

| Discipline

Impetuous Knight

i

Knigbtly Ardour

The Knight spurs on his warhorse and so automatically strikes first. This is
regardless of which ploys are used in the joust.

During the first pass of the joust the Knight may add +1 to his Strength to
represent the vigour with which he enters into the joust.

The Knight gains an extra Attack for each hit scored in the tableaux de
bataille. Work out how many hits he scores and then roll that many attacks in
addition. This virtue is only effective in the tableaux de bataille.

'.: Knigbtly Temper

The Knight completely disregards the first wound he suffers. He bravely
shrugs off the wound with a great show of indifference (“it’s only a flesh
wound - I’ve had worse...”

L Noble Disdain

o
b

-. Purity The Knight may never use a Swipe or Dodge ploy. His extraordinary faith
i allows him to re-roll failed armour saves! The second result always stands.
The Knight is so gallant and bold that he automatically gains a Lady ’s

i Valour
) Favour. Roll a D6 and treat the score as a double.

Jousting Virtue The Knight automatically hits when using a lance. This is the ultimate ability
in a joust, but remember only one Knight in any team may have this

ability during a tourney.
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THE LADY’S FAVOUR

On the day before the joust, the competitors parade before the
yssembled crowds where it is custom for the Knights,
c_-;pecially Knights Errant, to ride up to the stands of spectators
and ask the ladies for their favours. The favour is regarded as
4 lucky token and no doubt this belief has come about because
some Bretonnian ladies really are secret enchantresses able to
hring good fortune to their favoured Knight. Not that these
fayours are deemed in any way magical or sorcerous, which
would be frowned upon of course. They are merely considered
«0 be lucky in a perfectly ordinary and just way.

The Knight chooses the lady whom he regards as the most
beautiful to beg a favour from. If she is flattered by the
request, or secretly hopes that the Knight will win the contest
(perhaps because her hand in marriage is the prize) she will
attach an item of her apparel to the Knight’s lance. The more
intimate the garment the luckier it is believed to be and the
higher the Knight can consider himself in her estimation.

Of course, this custom always delights the multitudes of
uncouth Bretonnian peasants and townsfolk whose lewd
remarks and whistles often cause the noble ladies to blush. It
also requires a lot of bravery on the part of the most beautiful
ladies who are invariably asked to give their favour to an
embarrassing number of Knights Errant and risk catching a
chill by the end of the day. Modest Bretonnian maidens
usually attend well prepared in advance with several veils.

LADY’S FAVOURS

Double 1 Veil 1
Double 2 Wimple 2
Double 3 Kirtle 3
Double 4 Girdle 4
Double 5 Garter 5
_ Double 6 Tress 6

|
L
ROLL FOR LADY’S FAVOURS

Whether the favours are really lucky no one knows, especially
since a favour will boost the courage and confidence of the
Knight to the same effect anyway! To represent this, each
favour allows the Knight to re-roll one or more dice during the
tourney. A re-roll may be used at any time in the tourney, but
each one can only be made once and is then used up. So a
Knight with several re-rolls will gradually use them up during
the tourney until he has none left. The second result always
stands and a failed re-roll cannot be re-rolled again.

How many re-rolls the Knight gains depends on the token of
the favour. If you are using the example tourney rolls there are
already Lady’s favours for some of the Knights so just use
these. If you are making your own tourney roll then use the
table below. The table is based on Bretonnian folklore
regarding how lucky each garment is believed to be. By
tradition, a Knight may only beg a favour from one lady on the
first day of the tourney, and if refused, must go without. To
represent this roll two dice for each Knight taking part. If he
scores a double, he has sufficiently impressed the lady of his
choice to be granted a favour. The double score also indicates
the nature of the favour he is given.

THE JOUST

The joust is a contest between two Knights who charge at each
other three times with lances. The Knight who knocks his
opponent from his horse, or breaks more lances by striking his
opponent wins the joust.

To prepare for the joust set up the tilt in the centre of your
playing area with suitable awnings, tents, and pavilions on
either side. Each player lines up his team at one end of the tilt
and prepares for the contest.

Put the numbered shield counters in a different cup for each
team, red for one team and blue for the other. Each number
corresponds to a contender on the tourney roll. At the start of
each joust select which two opponents will fight each other by
taking a random pair of numbers from the cups.

At the end of each joust, the numbers of the unhorsed
contenders are discarded.

The number of each winning Knight is put aside to indicate
that he goes through to the next contest: the tableaux de
bataille.

Scoring in the Joust

The joust consists of three charges or passes. A Knight who
knocks his opponent out of the saddle
wins outright. Otherwise the winner is
the Knight who breaks the most lances
upon his opponent!
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The Warhammer rules are used to determine if Knights hit,
wound and save in the usual fashion.

A lance is deemed to break if you score a successful hit and
make a successful roll to wound, even if the wound is saved.
In other words the lance is broken on striking his shield, helm
or armour and making a successful roll to wound. Striking a
crest in the same way counts the same as two broken lances.
Keep a tally of the number of lances your Knight breaks. The
Knight who breaks more lances than his opponent is the
winner.

In the event of a draw continue to make more passes until
one Knight wins by unhorsing his opponent or by
breaking his lance.

The team that
wins

most individual jousts wins the day, but all Knights who won
their individual jousts go through to the following day’s event:
the tableaux de bataille.

Get Ready

A joust normally has three passes as described above. At the
start of each pass put the two Knights facing each other
approximately 12" apart at either end of the tourney field and
on opposite sides of the tilt. Each contender presents his
shielded side to his opponent.

Choose Jousting Ploys

At the start of each pass while the contenders stand ready to
charge, each player chooses one of five jousting ploy cards
which we’ve printed for you. When both players have chosen
their cards they are revealed simultaneously and the
contenders charge. A battle cry at this moment would be
appropriate!

Charge!

Both contenders charge simultaneously at full gallop. Move
the models so that they meet at the middle of the tilt. Since
both Knights charge together and both are only using blunted
‘courtesy lances’ the usual strength bonuses for charging with
a lance are disregarded (unless the joust is fought a
Poutrance of course!). Each contender makes only one strike
(that is one attack) with his lance. Further attacks on the
Knight’s profile are ignored, there is only time for a single
attack during each pass.

Who strikes first

The choice of jousting ploy determines
whether or not a contender strikes first
unless a Knightly Virtue automatically
gives the Knight the first strike. The
jousting ploys are marked with a number
indicating the order of striking, the lower

number always strikes before the higher. If both Knights are
entitled to strike at the same time, dice to see who strikes first_

Warhorses

Warhorses do not fight because they are separated by the ti];,
Not only are the mounts prevented from biting and kicking at
each other, but the contenders gain no benefit to their armoyr
saving throw for their horses’ barding. This means that 5
Knight saves on 4+.

Wounds

All Tournament Knights start with two wounds. When g
Knight suffers his first wound, roll a dice to see if he js
unhorsed. On a score of 1, 2 or 3 he is unhorsed and suffers 3
second wound as he falls from the saddle at full gallop. The
Knight will therefore be seriously injured and automatically
knocked out of the tourney. If a Knight suffers a single wound
he may continue in the tourney, but any Knight that suffers 3
second wound is automatically unhorsed and out of the
tournament.

A Knight who suffers a single wound, but who wins his joust,
goes through to the next day’s event, the tableaux de bataille,
(A good time to shout of victory!) His wound is recovered
automatically in time for the following day’s combat.

Next Pass

If both contenders are still in the saddle they ride around the
end of the hoarding ready to charge again in the next turn. Any
Knight who has broken his lance is handed a new one.

JOUSTING PLOYS

As the two Knights charge at each other, each must use his
skill and judgement to strike his opponent. Each Knight can
choose to aim at his opponent’s shield, helm, helmet crest, to
swipe his lance across his opponent’s front, or he might decide
to dodge his enemy’s lance instead. These tactics are called
ploys and each team has its own set of cards with the ploys
printed on them. Each Knight secretly chooses a jousting ploy
and once they have done so the ploys are revealed. The effect
of each ploy is described on the card (we’ve printed a chart
opposite for your convenience) but the most important thing
about them is that they establish which Knight strikes first
Each ploy has a number, and the Knight with the lower
number strikes first. If both make the same ploy roll a dice to
decide which strikes first.

Of all the ploys the most difficult is to
strike the opponent s crest from his
helm. This requires great skill and is

AIM FOR HELM
consequently worth the equivalent of | :
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roken lances! The dodge is the simplest ploy, and not a

honourable one, in which the Knight tries to dodge aside
vcr)" than strike with his lance. Although this means he
aiher e himself, he might do this during the final pass of
cn_nri(;t if he is already leading the score in broken lances, thus
;e}:-:;;ing his opponent the chance to catch up.

THE TABLEAUX DE BATAILLE

tableaux de bataille is an imaginative and spectacular
contest that is very popular with the Bretonni'an !adigs. The
wbleaux usually has an elaborate theatrical setting inspired by
one of the many chansons, the troubadours’ songs wh1_ch tell
of the legendary feats of arms of various paladins of
Hretonnian chivalry. This contest is held on the last day of the
\oumey. The winners of the previous day’s jousting challenge
she Black Knight in turn, in order to win the top prize. The
Black Knight is the best Knight of the dukedom, chosen by the
Duke bimself, disguised in black armour with no identifying
heraldry. He usually unhorses several challengers before
Lomeone succeeds in beating him to win the prize!

None Shall Pass!

If the prize of the tourney is the hand of a fair damsel, the
heiress to a vacant feudal domain, a mock dungeon tower is
<et up on the tourney field, surrounded by a moat, over which
is a drawbridge The lady plays the role of a ‘damsel in
distress’ locked up in the tower. She leans out of the window
shouting encouragement to the Knights trying to rescue her.

wo b

The

Each challenger tries in turn to cross over the drawbridge and
reach the tower to rescue the damsel. Whoever succeeds wins
the prize. Unfortunately you can only cross the drawbridge by
unhorsing the Black Knight who is the guardian of the tower.

The Ring of Stones

[f the prize of the tourney is an enchanted relic, the contenders
und spectators make a splendid procession over to a nearby
stone circle on the morning before the contest, which is held
in the afternoon. This will be the same place where trials by
combat are customarily held.

The prize is placed in the middle of the circle on an altar stone.

There is only one way into the circle, between two large

stones wide enough apart to admit a rider on horseback.

Guarding the circle is the Black Knight who cannot leave the

circle. Each challenger enters the circle in turn. The only way
to claim the prize is to unhorse the Black Knight.
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1. Aim for Shield

You aim your lance at your opponent’s shield to
put maximum force behind the strike. You
automatically strike before an opponent using
any other ploy.

2. Aim for Helm

You aim your lance at your opponent’s helm.
This is hard to hit, but even a glancing blow can
wound or unhorse your opponent so you count
+1 Strength. To represent the difficulty of
hitting, you strike after an opponent aiming for
Shield, but before an opponent attempting to
Swipe or hit your crest.

3. Aim for Crest

You can only use this ploy once in the joust and
then only if your opponent actually has a crest
on his helm! The lance is aimed at your
opponent’s crest. This is difficult to hit, and will
never wound or unhorse your opponent.
Nevertheless 1t is a great slight upon his honour
and counts as two lance breaks! To represent the
difficulty of hitting, you strike after an opponent
aiming for Shield or Helm, but before an
opponent attempting to Swipe. You count -1 to
hit and if you score a hit the crest is knocked off
on a further roll of 4, 5 or 6.

4. Swipe

This ploy is acceptable, but not considered to be
very honourable! You swipe with the lance
across your opponent’s front to knock him from
his saddle. It is not difficult to hit with this ploy,
but is rather slow and not very skillful. To
represent this, you strike after an opponent
aiming for Shield, Helm or Crest, but you
always count +1 to hit.

5. Dodge

This is a defensive ploy greatly lacking in
honour. You give up your own chance to strike
in order to dodge your opponent’s lance. This
means that you do not strike at all, but your
opponent suffers -2 to hit (if he is entitled to an
antomatic hit this 1s modified to 3+ to hit). If
both contenders opt for this ploy, then neither
will strike at all.
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CHALLENGING
THE BLACK KNIGHT

Each contender challenges the Black Knight in turn. The order
in which contenders challenge him is determined randomly as
for the jousting.

Both the challenger and the Black Knight charge each other
with lances, counting only one attack each. The bonus for
charging with lance is disregarded as in the joust since the
tableaux is also fought a la plaisance. Jousting ploys are not
used, since both Knights are honour bound to aim for their
opponent’s shield. Both contenders roll off to see who strikes
first in the initial round. If one or other is wounded make a
further roll to see whether he is unhorsed and therefore
knocked out of the contest. The prowess of the Black Knight
is such that he can only be unhorsed on a roll of 1!

Subsequent rounds of the combat are fought with blunted
maces or morning stars which make for a noisy, robust and
entertaining spectacle in which both Knights end up with their
shields well and truly dented! The Knights now make their full
number of attacks, and use Initiative to determine who goes
first. The contest continues until one or other of the Knights is
unhorsed. If a challenger is unhorsed, the next challenger rides
out. As in the joust, warhorse attacks and warhorse barding are
disregarded.

Wounds taken by the Black Knight are cumulative and when
he has suffered his full wounds he is automatically unhorsed
which means that his current opponent wins. Your chances of
beating the Black Knight are therefore better if your Knights
are not among the first to challenge him!

THE BLACK KNIGHT

The Black Knight wears black armour, a black surcoat and
carries a black shield bearing no blazon by which he can be
recognised. No one knows the true identity of the Knight who
plays the role of the Black Knight. All that you can be sure of
is that he will be a Knight of great renown and martial
prowess! It could be the Duke himself, the best Knight in the
Duke’s retinue or a hermit Grail Knight from a remote grail
chapel somewhere in the dukedom. According to legend
sometimes the King of Bretonnia himself has played the role
of the Black Knight in the tournament at Couronne!

M WSBS § T W I A Id

Black Knight 4 6 6 4 4 3 6 3 9
‘Warhorse 8 3 0 3 3 1 3 1 5

EQUIPMENT: The Black Knight wears heavy armour,
carries a shield and rides a barded Bretonnian warhorse. He is
armed with a mace or morning star and lance.

SAVE: 4+ (disregarding barded mount).

KNIGHTLY VIRTUES

The Black Knight has the Knight's Virtue as do all Knights,
although this has no effect in the tournament. He also has the
Virtue of Knightly Temper and so gains an exira attack for
each initial hit scored. Work out how many hits he scores and
then roll that many attacks in addition.
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< The Black Kﬁéght
in Bretoapian Folklere

The Black Knight is an old and well known figure of
Bretonnian folklore and legend. In his aspect as
something to be dreaded, he undoubtedly embodies
the age old fear of the Chaos Knight, the Dark EIf
. rider or the Undead horseman who have plagued
Bretonnia since time immemorial. Thus he
represents the archetypal adversary of a bold
Bretonnian Knight. In his less ominous aspect, he
represents the anonymous Knight. Such a Knight
may wish to disguise his identity under black,
shabby robes, lacking any heraldic device by which
he may be recognised. Some Questing Knights do 1

!

=

N e

mmm——nmen e

indeed adopt such a garb. There is always 1
speculation as to why a Knight should do this,
maybe it is because he must redeem his honour, or
has he forsaken the true faith like the villain i
Maldred?

Whatever the reason, is it not the duty of any |
virtuous Knight to challenge such a character and

force him to yield, so that his identity may be made |
known? 4
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TOURNEY PRIZES

1t will no doubt occur to many players with Bretonnian armies
and a passion for all things Bretonnian to make tourneys part
of a campaign set in Bretonnia. As always, it is up to the
players involved to-agree amongst themselves how to do this
and how they might adapt the basic rules to take account of the
odd visiting team of Elven or Empire Knights. Indeed the
campaign could simply take the form of the grand circuit of
tourneys in Bretonnia, since each dukedom holds its tourney
in a different month to the others, making it possible for
Knights to go from one to another amassing renown and prizes
as indeed many do! It would of course be great if the toumney
prizes were something which you could use in future
Warhammer battles, so here are a few suggestions:
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Recovery of Characters

Firstly it must be assumed that all Knights eventually recover
from wounds received during the tourney unless the tourney
was fought @ loutrance, using sharp weapons!

For the traditional tourney fought
a la plaisance, with blunted
weapons, roll a dice for each
unhorsed character. On a

score of 1, his wounds

were sufficiently severe

for him
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10 miss the next battle or tourney recovering in the delicate
care of the local Grail Damsels. All other scores indicate
sﬁperﬁcial wounds. If the tourney is fought a loutrance
simply reduce the chance that the Knight recovers. Any
Knight who was lucky enough to have a Lady’s favour may
re-roll his recovery score if he has any re-rolls left!

Jousting Prizes

Fach Knight who successfully gets through the jousting of the
sccond day of the tourney wins great renown and gains
experience. To represent this you might consider raising any
one of his profile characteristics by +1 as long as no
characteristic is ever raised more than once. This is done after
ull jousting is over, but before the tableaux de bataille on the
third day. A character who enhances his profile in this way
would be able to use his new profile in subsequent tourneys or
in battle. He might also add to his heraldry a special blazon to
show that he is a victor in the joust, a striped lance perhaps or
4 laurel wreath around his helm.

The Prize of the
Tableaux de Bataille

“This is the ultimate prize of the tourney. If the tableaux de
bataille was the tableaux of the dungeon tower then the prize
would be the hand of the damsel herself. There is more to this
prize than a fair Bretonnian damsel,
perhaps a castle and feudal
domain complete with a
modest retinue of: 1
Mounted Squire, 1
Foot Squire, 1 Man-at-
arms and 1 Archer. The
Knight would then
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automatically become a Knight of the Realm if he is not one
already. If the Knight is fielded in your army you might
perhaps add his retainers to your army at no extra points cost
although you would still pay the points for the Knight himself.

If the tableaux de bataille was the tableaux of the stone circle,
then the prize would be a magic weapon up to a value of 50
points, which was recently discovered somewhere in the
dukedom, or brought back from an errantry war in some far
flung place. Such a weapon must be chosen randomly from
the Magic Weapon cards by cutting the deck. It can then be
used by the character in battle at no extra points cost, but still
counts as part of his usual quota of magic items.

Wounded Knights

On the whole, it is rare for contenders to be mortally wounded
in a tourney. Knights who are dragged off the field as
casualties are usually just stunned, hiave cuts and bruises or the
occasional broken bone. This is mainly because of their
effective armour and padded jerkins worn beneath and also
because, unlike in battle or trial by combat, a Knight will not
deliver the coup de grace to an opponent in a friendly tourney.

Wounded Knights who are not unhorsed have their wounds
bandaged up after the day’s events and can continue to take
part in further tourneys or battles with
their full Wounds value.
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Francois has the Knight's Virtue, He has a Lady's favour,
the Girdle.
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Francois Theriault | |
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Etoile Le Loup 415151414 121513

Etoile has the Knight's Virtue, He has a Lady's favour,
the Kirtle.
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KNIGHT 4
Alphonse de Bordeleaux
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Gaston d’Anjou 4151514[41215]3

Gaston has the Knight's Virtue and the Virtuc of
Kbnightly Temper
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Villars de la Verite | 4




B NIGHT 1

b ]chan Le Concourant 4 | §

Jehan has the Knight's Virtue,
the Veil

# KNIGHT 2

& Artois Trintignat

Artois has the Knight's Virtue,
the Garter.

KNIGHT 3

Jaques de Gisoreux

& KNIGHT 4 M|WS|BS| S | T |W]| I

Louis de Parravon 45151414215

Louis has the Knight's Virtue and the Virtue of
Knightly Ardour,

KNIGHT 5

| Marcel de Charlois

Marcel has the Knight's Virtue and the Virtue of
Noble Disdain,

§ KNIGHT 6

Leon d'Arden
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OPEN SGHSON!

r the last few years at Games Day we’ve run a aster model-maker Dave Andrews has taken
F‘:pecial painting and modelling compctitiog, in : the competition’s top prize for two years
addition to Golden Demon. There are no restrictions running with the amazing ‘Thunderbolt’ diorama in

jaced on the Open Competition; anyone can enter 1995 and the amazing ‘Bretonnian Joust’ last year
ind of model as long as it has something to do which we’re featuring over the page. It took Dave

W

p k
:'n;h the Warhammer or Warhammer 40,000 about three months to make this beautiful model of
universes that we know and love. a Bretonnian Tourney in full swing.
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ng that hits you

‘area is that vou don’t
‘where to start looking!

ve's desk is lirtered with
L full of Gubbinz which
{ uses when he makes a new
model. His lamp is festooned
|y riad of skulls made of
tuff (modelling putty
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Wl Behind Dave’s desk are bookcases bulging with
L reference books. old boxed games and stacks of

S miniatures! Not only are there painted

L miniatures for each of our games systems, many

| originally sculpted by the man himself, but also

a wide variety of historical miniatures too.
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: id a variety of
“exquisitely modelled
buildings. Anyone of
i them would be

~ dqually at home on
| the battlefields of the
immer world or
hi torical
Urgames table.

both of Dave's
winning entries
in the Open
| Category, side
by side with
loads more
painted
i miniatures!
o s e

Not only is Dave a great
figure designer and the
maker of brilliant
dioramas, but he also
collects huge armies and
has been for many vears.
This massive force is a

4 Ve foc s 7 R LS 4, b & & Sy, ¥ AT LIRSS medieval army that Dave's
.n.l“.". Just ¥ il ) =AS Fﬁ'%"»é‘;\'&{i tgfﬂs#- ¥ - { been collecting and
ields.. . | L N TR ' o5 i %’— : , painting for longer than he
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Behind you! The
Assassin prepares
to strike!

Beneath the Pavilion
a street urchin aims
at a Knight with his

catapult! The
townsfolk models
are some of the
oldest Citadel
miniatures that exist.

ake a few minutes to look at this whole model as it tells

it’s story. A brave and determined Knight unhorses his
hapless opponent whilst the spectators, men-at-arms and
peasants, cheer wildly. If you look closely, out of sight in the
Pavilion, an assassin waits to strike down a noble, whilst
underneath a street urchin also waits to let fly at one of the
combatants with a stone from his homemade catapult.

Dave really has pulled out all the stops on this model. The
illuminated manuscript is hand-written and stuck to a
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wooden backboard. In each corner of the base are Fleut *
Lys made out of plasticard. The ground is DAS modellift
clay, indented with hoof marks. The tent and the Pavilion
frameworks covered in metal foil. This is carefully paintt*
with Fleur de Lys and other decorations and look 1¥
embroidered cloth - the finished effect is remarkably realisth

One of the most characteristic things about Dave’s mod*
apart from the incredible attention to detail, is ﬁ’i
painting style. He has spent years collecting miniatures
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ASSEMBLING TH

To play Full Tilt you'll need to assemble the card tents and tilt. All you’ll need is a sharp modelling
knife and a tube of Citadel superglue. Be careful that you don’t get glue on your fingers: supergiyg
bonds fast and is very, very strong! Only stick the glue on the red areas! '

THE TENTS

One tent is six-sided and the other is four-sided but both are
made in the same way. First, bend the panels of the tent roof so
that it forms a conical shape. Next, apply superglue to the roof
edge which has a tab, and then hold the two roof edges firmly
together. Leave the roof to completely dry while you assemble
the walis. To assemble the tent walls, bend the wall section
round and glue the two edges together where the tab is.

When the walls and the roof are both dry, you can put these
together to complete the tent. Place the roof on top of the walls,
and then, holding the two parts together, carefully turn the tent
upside down. Glue the roof to the walls on the inside of the
model, so that if any glue spills it won’t spoil the tent's outer
appearance. Do remember you're using superglue, so please
go steady!
Red tent

Blue tent

THE TILT P’ THE BENCHES

Fold over the top of the tilt,
and glue the side to the two
ends, using the tabs
provided. Make sure the
tabs are on the inside!

Fold down all the sides &
hold in position, gluing the &%
on the inside.
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AIM FOR SHIELD

You aim your lance at your

opponent’s shield putting

maximum force behind the
impending strike

You automatically strike
before an opponent using
any other ploy.

AIM FOR SHIELD

You aim your lance at your

opponent’s shicld putting

maximum force behind the
impending strike

You automatically strike
before an opponent using
any other ploy

AIM FOR HELM

You aim your lance at your

opponent’s helm. This 1is

hard to hit, but even a
glancing blow can wound or
unhorse your opponent.

You count +1 Strength. To
represent the difficulty of
hitting, you strike after an
opponent aiming for Shield, but
before an opponent attempfing
to Swipe or hit your crest.

AIM FOR HELM

You aim your lance at your

opponent’s helm. This 1s

hard to hit, but even a
glancing blow can wound ot
unhorse your opponent.

You count +1 Strength. To
represent the difficulty of
hitting, you strike after an
opponent aiming for Shield, but
before an opponent attempting
o Swipe or hit your crest

AIM FOR CREST

You can only use this ploy once

1n the joust and then only if your

opponent actually has a ctest on
his helm'! The lance 1s aimed at your
opponent’s crest. This 1s difficult to
hit. and will never wound or unhorse
vour opponent. Nevertheless it 15 a
great slight upon his honour and
counts as two lance breaks!

You strike after an opponent aiming
for Shield or Helm, but before un
opponent attempting to Swipe. You
count -1 to hit and if you score a hit
the crest 1s knocked off on a further
roll of 4, 5 or 6. Successful hit counts
as two lance breaks
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AIM FOR CREST

You can only use this ploy once

1n the joust and then only if your

opponent actually has a crest on
his helm! The lance 1s aimed at your
opponent’s crest. This 1s difficult to
hit, and will never wound or unhorse
vour opponent. Nevertheless 1t 1s a
great slight upon his honour and
counts as two lance breaks!

You strike after an opponent aiming
for Shield or Helm, but before an
opponent aitempting to Swipe. You

count -1 to hii and if vou score a hit

the crest is knocked off on a further
roll of 4, 5 or 6. Successful hit counts
as two lance breaks

SWIPE

Thus ploy 1s acceptable, but

not considered to be very

honourable! You swipe
with the lance across your
opponent’s front to knock him
from his saddle. It is not difficult
to hit with this ploy, but is rather
slow and not very skilful

You strike after an opponent

aiming for Shield, Helm or

Crest, but you always count
+1 to hit.

SWIPE

This ploy is acceptable, but

not considered to be very

honourable! You swipe
with the lance across your
opponent’s front to knock him
from his saddle. It is not difficult
to hit with this ploy, but 1s rather
slow and not very skilful.

You strike after an opponent

aiming for Shield, Helm or

Crest, but you alwavs count
+1 to hit

DODGE

This 1s a defensive ploy

greatly lacking in honour

You give up your own
chance to strike in order to
dodge your opponent’s lance.

You do not strike at all, but
your opponent suffers -2 to hit
(if he 1s entitled to an automatic
hit this is modified to 3+ 1o hit)
If both contenders opt for this
ploy, then neither will strike
at all

\O

DODGE

This 1s a defensive ploy

greatly lacking in honour.

You give up your own
chance to strike 1 order to
dodge your opponent’s lance.

You do not strike at all, but
your opponent suffers -2 to hit
(if he 1s entitled to an automatic
hit this is modified to 3+ to hit).
If both contenders opt for this
ploy, then neither will strike
at all




o8
=
=
=)
=
wn
=
<]
= THE GRANDSTAND
o
Folding the legs of the base down, ;
glue the front wall to the tab
opposite the legs of the base as
shown. Gilue the two side walls in
> the same way to the base. Make
= sure that the tabs on the side walls
Z are glued to the inside of the front
| wall. Fold and glue the roof together
2 (as shown below) and attach the
O roof to the top of the walls by i
b~ ) slipping the roof over the wall
supports and gluing them in place.
=L
<]
=
e S
2
|
L O
;=
£ O
-
o <
(R Y o]
4=

TENTS AND TILT

WARHAMMER.

There are some shields printed
that you can use to decorate
your Grandstand. Be careful
that you don’t mix them up with
the numbered shield counters
used in the Full Tilt game!




NEW SOUTH WALES
Games Night: Thursday

CHATSWOOD: Shop 447A
Westfield Shoppingtown
Chatswood NSW 2067
Phone: (02) 9415 3968

CASTLE HILL: Shop 495
Castle Towers
Castle Hill NSW 2154
Phone: (02) 9899 8188

MIRANDA: Shop 1048a
Westfield Shoppingtown
Miranda NSW 2228
Phone: (02) 9526 1966

NEWCASTLE: 197 Hunter Street
Newcastle NSW 2300
Phone: (049) 262 311

SYDNEY: Shop GO5
City Centre Mall
(Pitt Street entrance) Market Street
Sydney NSW 2000
Phone: (02) 9267 6020

GAMES NIGHTS ]

Throughout Australia fast and furious Games Nights
are held weekly. For those willing to join the fun,
glorious victory awaits. Bring in your own painted
miniatures or use the store armies. Helpful staff are
always on hand for gaming and painting tips.

Prepare for Battle!

(Check the list for your store’s Games Night.)

tl’b

VICTORIA
Games Night: Friday

GREENSBOROUGH:
Shop 3.19, Level 3
Greensborough Plaza
Greensborough VIC 3088
Phone: (03) 9432 2244

MELBOURNE: Shop G5/6
Centrepoint Mall
283-297 Bourke Street
Melbourne VIC 3000
Phone: (03) 9654 7700

RINGWOOD: Shop L44
Eastlands Shopping Centre
Ringwood VIC 3134
Phone: (03) 9876 0099

o kR e

SOUTH AUSTRALIA
Games Night: Friday

ADELAIDE: Shop 25
Citi Centre Arcade
145 Rundle Mall
Adelaide SA 5000

Phone: (08) 8232 7611

Games Night: Thursday

MARION: Shop 2048
Westfield Shoppingtown Marion
Oaklands Park SA 5046

AUSTRALIAN CAPITAL

TERRITORY

Games Night: Friday

BELCONNEN: Shop 128A
Westfield Shoppingtown
Belconnen ACT 2617
Phone: (06) 253 4747
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HEAR YE! HEAR YE!
Thou art cordially invited to attended the King of Bretonnia, Louen
Leoncocur’s Royal Joust, the Grande Tourney. Jousting heats will take
place Monday to Wednesday, 24th to 26th of November. The victorius
Knights will assemble on the evening known as Games Night, of the
same weck, to find who is the greatest knight in all the Old World

ASK THE STORE STAFF FOR DETAILS




WANTS
YOU!

Full Time Starf

As our Retail Crusade expands across
Australia and New Zealand we are
constantiyrecraiting frésh blood. We're
looking for people with a sound
knowledge of the Games Workshop
hobby, boundless eneray, enthusiasm,
and a commitment to excellent
custamer service, T

We offer excellent structured training,
the- pessibility of moving toanother

city, state or even countryl All this plus’ =

a rangé of company. benefits provides
excellent prospects for'the right people
in our exciling and expanding
company. it

If you are interested in}thl;i-- ¢ :.
‘position then write to: ‘
Personnel Officer
Games Workshop. -+
PO Box 576 ..
Ingleburn NSW 2565
AUSTRALIA

and ask for an application form.




KNOW AN ORK
FROM AN ELDAR?

Always have trouble
deciding on the perfect
Christmas present?

Well, you don't have to tear your
hair out anymore. All of our stores
have Games Workshop Gift
Vouchers. They are available for
any amount between $10.00
and $200.00, and can be used in
any Games Workshop store in
Australia or through Games
Workshop Mail Order Australia.




lotz of dirty great
‘oles in it? An ‘umie
that was at Big Toof
River!

" 0i, Noshrok!
¢4 Wot’s pink and got

A taster of
this year’s
stunning new
Games Dag

dlsplag
Da fortress will

be much too big and
‘ard for the weedy "

‘'umies to destroy! pALE

n initial mock-up for the Odtcetlle;mh% was
constructed out of card,, Hcfére,t}u‘.- final version
was cut from wood. The team reSponsible, from the

factory’s master mould/soom, precision cut the
shape of the settlemeht into the desert boards, to

ensure a perfect fﬂ ('very\qﬂorky!)




:':g" £ right kikkin’! But wot you don’t know is just 'ow
v reg‘; much ’ard work da boyz put in to make sure
1 ng’m:ie they got it right. ’Ow about we ‘ave a
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studio fypes. AL taw

\

oW Past*displaps have included the somplete 40K
lllrranmne’iihapter and thg‘gmﬁt_nsc
Warhamiey - Siege of Antocti-whigh pitted
Ely Lizardmen against Srefonnians:.J! his year we
2+ 1 have done even better and I\au'e‘i'gﬁcréa'tvd the

P

That’s da way it woz, Skabskrag.
Loadz of ded ’ard Boyz givin’ da 'umies a

butchers at what went on...

Dese is da hills
where we sorted da
‘'umies out. We circled
‘em wiv buggies an’
den sent in da Boyz!

| &7 4 complete destruction of an

- | Imperial Guard army at the
hands of a gargantuan Ork
horde in 40K.

Here’s how it came together.

' -I-he hills and valleys

_ I a%!l year Games ll%hsli)p creates a colossal new tabletop display which stuns all who
_ tfiq\ eyes it. These:inerédible displays debut at Games Day and the making of the
displays involve evéryoli from our stores fo Mail Order Trollz and production staff to

that run along Big Toof
River were painstakingly
carved from layers of pclystyrene by
Mail Order Troll Mark (left). The :
surface was textured with sand and

| PVA, before being painted and

drybrushed to create the desired

). rocky desert effect. The river was
"2 made from aquarium gravel and PVA,

covered with layers of resin.

Da ’umies tried
to escape across dis
river, but da Boarboyz

killed da Iot!

charged into ’em and / P
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Dese tyre tracks
woz all dat woz left of da
‘umies by the time we’d
finished wiv ’em!

he flat areas of the battlefield

were made in much the same
way as the hills. Sand and PVA
were used to texture a
polystyrene base before
painting and drybrushing.
However, before painting, tyre
tracks were created using a
specially designed roller rwhig=.
you can see Dean*usmg below).
These were. thed’ pamted T Ana
separately to cre__g,_he
requ!r' ed effect. ="
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Wot a larf it was when
dese Fighta-Bommers starte
blastin’ away at da ‘umies.
Dey didn’t know wot
‘ad ’it ’em!

ichard (left), from our

Poole store, was the
first to start on the
Fighta-Bommerz. The
model to the far left, !
however, was flown in all*o"-

ol 2

the way from Spain! "‘".. W 22
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1 Da 'umies didn’t know

id about da Gargant eeva.
ne Not until da belly gun
/A \ started blasting ’em off

da planet!

ndoubtedly one

of the most
impressive pieces on
the battlefield is the
Gargant, made by
the GW modelling
team. The finished
article was so big
that an extra section
had to be added
onto the terrain
boards so that the
Gargant would fit on!

We used to shoot dis for
target practice before da 'umies
got ’ere. Dunno where it came
from. Boss Bullgarg said it woz a
good sign dat it woz there.
A “Nomen” ’e called it...

=
ary, shown above:wi
put togethepfiis, ¢
ThunderhgwhNo ggtibt it is a

relic oftfirtie' pasfdattle along Big

Faphver




Stockists marked in green carry
a full range of Epic 40,000

AUSTRALIAN
CAPITAL TERRITORY
Logical Choice Games
(02) 6248 7722
Tuggeranong Toyworld (02) 6293 1532

Woden The Games Cupboard
(02) 6282 4757

NEW SOUTH WALES

Canberra

Albury Mind Games (060) 416 719

Albury Toy Kingdom (060) 211 564

Armidale Toyworld (067) 726 261

Asquith Asquith Model Railways
(02) 9482 3242

Bankstown Punchbowl Hobby Centre
(02) 9709 5082

Bathurst Toy Kingdom (063) 325 368

Batemans Bay Toyworld (044) 725 673

Bega Toy Kingdom (064) 923 028
Bowral Lift Off (048) 622 838
Bowral Toyworld (048) 612 038
Braidwood Braidwood Newsagency

(048) 422 410
Broken Hill Toyworld (080) 879 333
Brookvale Toyworld (02) 9938 6533
Byron Bay Sunrise Hobbies (066) 858 922

Campbelitown Megohm (046) 288 224

Camden Toyworld (046) 558 383
Castle Hill Hobbies in the Hills

(02) 9899 5207
Cessnock Toyworld (049) 904 772
Charlestown The Games Shop (049) 478 848
Cobar Toyworld (068) 362 877

Coffs Harbour Toyworld (066) 527 898
Coogee 1Q Toys, Gifts & Gadgets
(02) 9315 8995

Cooma
Cowra
Dee Why

Dee Why
Double Bay
Drummoyne
Eastwood
Engadine

Goulburn
Hurstville

Inverell

Kotara
Lakes Haven

Lismore
Lismore
Lithgow
Liverpool
Maclean
Macksville
Maitland
Merrylands

Mona Vale
Mudgee

Newcastle
Nowra
Orange

Parramatta

Tamworth Angus and Robertson
(067) 664 454

Forbes Toy Hollow

(068) 511 621

Tumut Toyworld

(02) 6947 1438

Cooma Toyworld (064) 521 764
Toyworld (063) 421 415
Spectre Bark Games

(02) 9971 6097

Wings’n’Things (02) 9971 1977
Toy Kingdom (02) 9327 7558
Sydney Hobbies (02) 9819 6784
Lift Off (02) 9874 9075

Ace Discount Toys

(02) 9520 7904

Toyworld (048) 212 333

Arcadia Unbound

(02) 9585 1489

New England Hobbies

(067) 225 661

The Games Shop (049) 571 157
Uncle Pete’s Toys

(043) 927 808

North Coast Hobbies

(066) 213 193

Toy Kingdom (066) 213 473
Toyworld (063) 513 872
Phantom Zone (02) 9601 2622
Maclean’s Cards Are Us

(066) 453 866

Toyworld (065) 681 594
Toyworld (049) 335 034

AUSTRALIAN STOCKISTS Aﬁ

Penrith Tin Soldier (047) 314 623

Port Maquarie Port World of Models
(065) 841 223

Port Macquarie Toyworld (065) 840 322

Richmond Toy Barn (045) 781 264
Riverstone Riverstone Stationery,

Hobby and Music

(02) 9838 1108
Sydney Atlantis Gaming (02) 9264 5615
Sydney Games Paradise (02) 9267 2069
Sydney Tin Soldier (02) 9231 5668
Taree Mal’s Toy Shop (065) 513 613

Tweed Heads Toyworld (075) 524 5090

Ulladulla Toyworld (044) 552 764
Wagga Logical Choice Games
(069) 215 505
Wallacia Feelin’ Crafty (047)739 194
Wollongong  Tin Soldier (042) 294 534
NORTHERN TERRITORY
Casuarina Comics NT (08) 8945 5655
Casuarina Enchanted Worlds
(08) 8945 5544
Palmerston Comics NT

(08) 8932 7614

Angus & Robertson
(02) 9637 6430
Toyworld (02) 9997 1915
Express Hobbies

(063) 723 779

Frontline Hobbies

(049) 291 140

Uncle Pete's Toys

(044) 210 962

Parkers Toy Kingdom
(063) 621 486

Tin Soldier (02) 9689 3522

4
’o

Toyworld
(08) 8952 7723

Alice Springs

All of these stores stock a
range of Games Workshop
games and Citadel
miniatures. If you have
difficulty in obtaining any
particular games or models
then our Mail Order service
will be happy to help!
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a full range of Epic 40,000

QUEENSLAND

| Aitkenvale

Aspley
Brisbane

[
Brisbane

Brisbane
Brisbane
Broadbeach

Bundaberg

Bundaberg
Caboolture
Caims

Cairns
Capella

Carindale
Emerald
Gladstone

Gympie
Hervey Bay
Innisfail
Ipswich
Mackay

Mt. Gravatt
Mt Isa

| Nambour

| Noosa

Games Exchange

(077) 254 661

Hobbyrama (07) 3263 8122
Ace Comics & Games

(07) 3229 5197

Comics Etc (07) 3229 4446
Nothing But Games

(07) 3847 4999

Napoleons Military

Bookshop (07) 3229 1903
Gameatron

(075) 5381 711

Bundaberg Hobby

Centre (071) 527 286

Toyworld (071) 512 326
Toyworld (074) 957 100

Cairns Hobby Centre

(070) 512 676

Toyworid (070) 314 265

Here Be Dragons

(079) 849 447

Toyworld (07) 3398 2360
Toyworld (079) 824 477
Gladstone Toyworld

(079) 724405

Gympie Toyworld (074) 821393
Toy Kingdom (071) 245 644
Melicks Toyworld (070) 612 477
CJ Vogler & Son (07) 3281 1440
Games Room (079) 578 055

Maryborough Toyworld (071) 224 411

Hobby One (07) 3844 7735
P+R Electrical Servicing
(077) 433 354

Toy Kingdom (07) 5441 1669
Toyworld (07) 4741 511

i stock a
forkshop
tadel

u have
ling any
ir models
i service
) help!

Moranbah

Computer Centre
(079) 418 822

bswich Angus and Robertson
(07) 3281 6320

North Rockhampton

Pialba
Redcliffe

Robina
Rockhampton

Roma
Salisbury

Sarina

Southport
Stanthorpe
Strathpine

St. George

Sunnybank
The Grange

Toombul
Toowoomba
Toowoomba
Townsville
Townsville
Warwick
Woodridge

Bairnsdale
Bairnsdale
Ballarat
Ballarat
Belgrave
Bendigo

Box Hill

Box Hill
Brighton
Chadstone

Chewton

Toyworld (079) 213 121
Hervey Bay Toyworld

(071) 245 945

Toyworld QLD

(073) 284 2981

Toyworld (07) 5578 7588
Capricorn Modelhouse
(079) 221 507

Toyworld (076) 221 084
Wargames Warehouse

(07) 3216 6499

Sarina Hobbies & Books
(079) 431 438

Toyworld (07) 5591 6255
Toyworld (076) 812 043
Dragons Keep

(07) 3889 6566

Golders Toyworld QLD
(076) 253 323

Card Capital (07) 3216 9599
The Emperor’sLegions

(07) 3278 1609

Toyworld (07) 3260 5666
Toyworld (076) 391 705
Mack Campbells (076) 382 030
Fun and Games (077) 716 473
Toyworld (077) 790 277
Toyworld (076) 611 144
Swap Cardz (07) 3208 3355

VICTORIA

Toy Kingdom (03) 5152 6506
Toyworld (03) 5152 3369
Mark One (03) 5332 8501

Toy Kingdom (03) 5331 1483
Toyworld (03) 9752 5200
Bendigo Sports and Hobbies
(03) 5443 5086

Metropolitan Model &

Hobby Centre (03) 9890 1144
Mind Games (03) 9890 1139
Dendy Games (03) 9591 0422
Games World (03) 9568 8002
Ranters (03) 5470 6220

Croydon
Dandenong
Doncaster
Echuca
Eltham
Geelong

ALIAN STOCKISTS AUSTRA

Mind Bogglers (03) 9723 2293
Games World (03) 9793 9955
Games Shop (03) 9848 9180
Toy Kingdom (03) 5482 2172
Toyworld (03) 9439 9162

Mind Games (03) 5222 2133

Geelong West Tates Toy Kingdom

(03) 5222 4201

Greensborough

Horsham
Hamilton

Hawthorn

Kew East
Kyneton
Leomgatha

Malvern
Melbourne
Mildura

Moonee Ponds

Moorabbin

Mornington

Portland

Seymour
Shepparton
Traralgon

Traralgon
Wantirna Sth

Warragul
Werribee

Wonthaggi
Wangaratta

Games World (03) 9434 7733
Toy Kingdom (03) 5381 1923
Milton Thomas Toytown

(03) 5572 5005

Mind Games VIC

(03) 9818 8593

Hobbyecraft (03) 9817 3241
Toyworld (03) 5422 1925
Hawley’s His & Hers Hobbies
(03) 5662 4448

Mind Games (03) 9509 3174
Mind Games (03) 9663 4603
Bee Wise Toy Kingdom

(03) 5022 1970

Emanuels Toyworld

(03) 9370 3206

Military Simulations

(03) 9555 8886

The Pied Piper Toys

& Hobbies

(03) 5976 2242

Tunza Games VIC

(03) 5521 8077

Toyworld (03) 5792 3122
Toyworld (03) 5831 2835
Toy Kingdom (03) 5174 1817
Toyworld (03) 5174 2088
Games World

(03) 9887 3262

Toy Kingdom

(03) 5623 1746

Futuristic Games

(03) 9742 4493

Toy Kingdom (03) 5672 3767
Toy Kingdom (03) 5722 2362

. Ballarat

Castlemaine Hobby Castle
(03) 5470 6233

Dandenong Drifters
(03) 9794 5540

Drifters
(03) 9783 6622

Frankston

Model World
(03) 5331 1642
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Mandurah Mandurah Toyworld

WESTERN AUSTRALIA

Albany Toyworld (098) 422 122
Belmont Games World (09) 479 4707

Boulder The Hobby Shop (09) 535 3184
(090) 933 536 Morley Games World (09) 375 3751

Booragoon  Games World (09) 316 0330 Narrogin Toyworld (098) 812 162
Broome Yuen Wing Store Northam Northam Toyworld

(09) 9192 1267 (096) 221 630
Bunbury Youngs Bookshop Perth Games World (09) 324 1000

(097) 215 004 Perth- Tactics (09) 325 7081
Cannington ~ Games World (09) 351 8426 Rockingham ~ Games World (09) 592 5442

Subiaco Toyworld (09) 388 1575
Claremont Claremont Toyworld !
(09) 385 1220 Whitfords Toyworld (09) 402 5044

Innaloo Toyworld Esperance  Toyworld (090) 712 504 SOUTH AUSTRALIA
(09) 445 2575 Fremantle Intergalactic Trading Zone Adelaide Military Hobbles (08) 8231 4772

(09) 430 6817 X .
Fremantle Toyworld (09) 335 3396 Bllalr Athol Hobby Habitat (08) 8349 6242
Geraldton Xcaliber Games Elizabeth Toyworld (08) 8287 0900
9 Inglefarm Toyworld (08) 264 5650
Bunbury Gamef. World__ Geraldton ‘T‘Z,jl,‘?,‘:,i,gjﬁ Toys Millicent Toy Kingdom (08) 733 3500
(08) 9721 8487 , (099) 645 446 Morphett Vale Model Mania (08) 8382 4957
Joondalup Games World (09) 300 3503 Morphett Vale The Wargamers Supply Line

Kalgoorie ~ Games World (090) 917 475 (0883626722
Kalgoolie Toyworld (090) 212 041 Mt. Gambier Tunza Games (08) 872 5499

Karinyup Games World (09) 244 1159 Por‘t Lincoln  Toy Kingdom (08) 682 1658
Katanning Toyworld (098) 212 141 Salisbury Card Arena (08) 8281 9515

Stirling Oak Plaza Newsagent and
Mandurah Games World (09) 535 3528 Toys (08) 8339 2699

Whyalla Steve’s Hobby & Model
Supplies (086) 441 488

TASMANIA
Burnie Toyworld (03) 6431 7244
Devenport Toyworld (03) 6424 8622
Hobart Ellison Hawker (03) 6231 0271

Hobart Let’s Play Games
(03) 6234 2530

Launceston  Birchalls (03) 313 011

¥  Mind Games Geelong
Do you live in or around the bustling
metropolis that is Geelong, Victoria? Yes!
Well jump on your jetbike or war buggy and
get down to see Phil at Mind Games. Phil will
gladly help you with your armies or put you in
contact with other gamers in your area.

Did you know?
Did you know that Phil has
supplied the Geelong area with
Games Workshop games and
Citadel miniatures for many
years and has the largest range
in this area. Give him a call or
drop in and sort out the next unit
for your expanding armies.
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Silent j’&lenate

This month we take a closer look at the new Space Marine Scouts
AND Andy & Gav try them out in a scenario from Storm of Vengeance.

Asrorm of bolter shells ripped through the Blood Angel's ranks as they ran towards the waiting Orks. They trusted in the Emperor
\and their power armour to carry them across the open ground. The Orks had an excellent position, dug in deep with plenty of
firepower brought to bear upon the advancing Space Marines.

For Sergeant Borlio concealed in deep scrub scant yards from the Ork trench, a difficult decision had to be reached. He and his
Seeut squad were ideally placed to disrupt the Ork battle line, yet such a move would almost certainly cast the lives of him and his
men as the Orks outnumbered them at least ten to one. He was not afraid to die, but to waste his life in fulile sacrifice was an
unpardonable sin. Borlio looked to the advancing Blood Angels and saw the decimation in their ranks. Power armour protected them
from the worst of the firestorm, but even so Brother after Brother fell to the unrelenting hail of fire. He knew that ke could wait no
longer.

Brandishing his power sword he leapt to his feet and hurled himself toward the nearest Orks. Bolt pistols hammered behind him as
Ihe Sccufs foﬂowed his example. The first Ork did ncr even see ham as he decap:tafed it with a broad sweep of his blade. As me
fage The Ork reefed backwards and he ran it rhrough with a swift lunge. Several of the closer Orks had stopped firing and were now
lumbering towards him. Hefting aside the Ork's corpse. he charged towards them, defermined that fie should get as far along the
trenich line as possible before his inevitable fall. Borlio barged the first Ork to the ground and left it behind him for his companions
to despateh. Ducking to avoid the axe of another he took the epporiunity fo drive
his sword up hard into the beasts stomach. Green blood
showered over him as he wrenched his blade free.

Without warning, he found himself thrown against the

trench wall. Blood flowed freely from a great gash in
his chest. A massive Ork towered over him hefting a
cruel sword in a vast fist. The creature snarled in rage
as it raised the blade o finish him off. The snar turned
to open-mouthed shock as a red armoured bool
caught it in the side of the head. The Bload Angel
dropped into the trench beside the stunned greenskin
s iy and nenchalantly saluted Borlie as his bolter ripped at

: Tight Beam Squad i) the Ork's chest, Beyond the bulk of the Space Marine,

Bolt Pistol - Comm-link (Enérypted) SUMUSH Borlio could see that all along the trench Orks were

Ref: 28/56-28A34V77 - Classified
Type: Spacs Marine Scout
Speeification:  Standard Egquipment Con‘:.c_‘

Tntetnus 'S’ : | being driven back by the Blood Angel
Bl cattern \q 1. A B assault. As the life blood
N - 5 pulsed from his chest, he o 12
_F‘ L (TR took satisfaction in the :ﬁ,_ TE
Multi-Spectral F=45R | thought that his sacrifice "7 =70
"Erepus” E*md‘——————sg@g'- : | had not been in vain. -
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Left: Dark Angels
Scout Sergeant

Right: Imperial
Fists Scout

Below: Dark
Angels Scout

Right: Blood
Angels Scout

Before each recruit becomes a true Space Marine he must
prove himself in battle as a Space Marine Scout. Space
Marine Scouts are a corps of lightly armed troops whose role
is to fight ahead of the main battle lines. Even though they
aren’t yet true Space Marines, they are still fearsome and
deadly, and are quite capable of completing the most
dangerous of missions.

SCOUT SQUAD ..................coveveneee.. 100 points
Scouts are more lightly equipped than other Space Marines.
They are trained to clear the way for the Space Marines,
secure vital strongpoints, and scout the-enemy's firepower.

TroopType M WS BS S T W | A Ld

Sergeant 4 4 4 4 4 1 4 1 8
Scouts 4 4 3 4 3 1 4 1 7
SQUAD The squad consists of 1 Space Marine
Sergeant and 4 Space Marine Scouts.
WEAPONS  Bolt pistol and frag grenades.
ARMOUR Scout armour (4+ save).
WARGEAR  Any model may be equipped with a weapon

chosen from the Scout Weapons section of
the Wargear list,

i

Hef:i 28/56-AA3MF67 - Classified
Type: Space Marine Scout 1
Specification: Sniper
optical Image

Enhancement Array

“Bonded Ceramite
Carapace - Spandard
Issue Scout Armour

e - Image Intensifier

o — Sniper Scope

Weapon v
Cocling’
Sleevel

I, . %
Hothehot Toxin Charge Chamber

Power Leads

Up to one model may be equipped witha '
weapon chosen from either the Special
Weapons or the Heavy Weapons sections @
the Wargear list.

The Space Marine Sergeant may be
equipped with additional weapons chosen
from the Assault Weapons section of the
Wargear list.

The entire squad may be equipped with kr_a“
grenades at a cost of 15 points.

SPECIAL RULES

Infiltration: Space Marine Scouts may deploy onto the
battlefield using the Infiltration rule as described in the
Starting the Game section of the Warhammer 40,000
rulebook.

Dispersed Formation: Space Marine Scouts may use
dispersed formation as described in the Sguads section of
the Warhammer 40,000 rulebook.

Note that as Scouts are not yet fully fledged Space Marines:
the usual Break test and Rapid Fire rules do not apply.
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NEEDLE SNIPER RIFLE

The needle rifle is a snipet’s weapon used by Space:
Marines, Eldar Scouts and the Ratling Snipers of the
Imperial Guard. The rifle fires small darts made from a
deadly neuro-toxin chemical. The liquid chemical is
frozen into a dart or sliver by the gun before it is fired.
Unerring accuracy is afforded by a low-power beam of
invisible laser light which drives and guides the chemical
dart to its target. If the target is armoured the beam

quipped with a automatically pulses when the rifle is fired, punching a

the Spegial tiny hole which allows the toxic dart to penetrate.

pons sections T

Special Rules: The weapon may be used against any
target, including vehicles, robots, and buildings, in which

¢ may be case it is the laser rather than the toxin which does the
apons chosen damage. Use the details given on the weapon's profile
ection of the:

uipped with krak
1s.

and work out the weapon's effect as normal. When used
against living targets roll to hit as normal. If the weapon
hits then immediately make a saving throw, no
Strength/Toughness roll is required. The toxin
automatically takes effect if the saving throw is not
successful.

Yy onto the

oed in the Toxins can be tailored to affect any living creatures, but

140,000 no toxin exists which will affect a daemon or an Eldar
Right: Dark Avatar. As yet no toxin has been developed which will

may use ! Angels Scout affect Tyranids and Genestealers — although Genestealer

ds section of

bpace Maﬁneq

hybrids are affected as normal.

ot apply. Short | Long | Tohit | To hit | Ssave Armour |
Range | Range | Short | Long | Stength | Damage | yoyicer | penetration | SPeCi@!
016 1632 | +1 : 3 1 1 D6+3 | SeeAbove
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Shavotws in the Night

After seeing the new Space Marine Scout miniatures that have been released over the past few months,
Andy Kettlewell had been pestering us to let him try them out in a game. The Storm of Vengeance |
campaign pack includes a scenario designed for just a handful of Scouts, and so after bludgeoning Gavin §
Thorpe into agreeing to battle him, the pair set about playing the game.

The scenario uses sentry and alarm rules (first seen in Necromunda) to represent Gretchin sentries
patrolling the area ready for any enemy attack. The Scouts have to infiltrate the battlefield and pass
carefully through the Gretchin screen before slipping past the Ork camps. If the Gretchin sentries manage
to spot the Scouts and raise the alarm, then the Orks around the camp fires will be woken and will come
to help. If this should happen then the Scouts will have to eliminate all the Orks and Gretchin to prevent

++++4+++4+4Date: 4060997 .M41
++Transmission: Commander Belial
+++Destination: Piscina IV
4+4+4+++++8ubject: Scout Recon

Scout squad Damas to infiltrate Ork
defenses and locate source of Ork

reinforcements. See accompanying report
for mission analysis.

B L

Sergeant Naaman

joins Squad

Damas behind the

Ork lines on

Koth Ridge at ) . Fe—c
sector CC/19.4 N

Scanners
detect first
ork defenses.
Comm-net
gilence
ordered

i
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ORK BRIEF

| set up my picket line of Gretchin in two rows. The first would cover
the whole width of the battlefield, while, hopefully, the second
would move over and converge on the Space Marine attack.

As the game started my seniries made the most pathetic attempt
in the world to guard the camp — | just didn’'t seem to be able to
roll anything except ones, twos and threes. it looked like the

Visual contact
Scouts would soon be past my picket line, leaving me only one

with Ork
. ; chance to pull the Gretchin back to the right-hand campfire and put another line
perimeter in 5 q e
Cebtors CB/13.3 between them and the table edge. However, with Andy getting cocky and failing to
E take down one of my Gretchin with bolt pistol fire, the situation was suddenly
through CE/13.4 changed. The alarm was raised and everyone was woken up. All the Scouts would

be dead now — | had more bolt pistols than him!
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SPACE MARINE BRIEF

The restrictions of the scenario meant that | would only have Veteran Sergeant
Naaman and a single Scout squad worth up to 150 points. | wanted a fast moving
squad so didn’t equip any of my Scouts with heavy weapons. | also decided to limit my
Scouts to bolt pistols as they can be used in close combat. As a special rule for this
game, any bolt pistols would also be fitted with silencers, making them less likely to
alert the Orks when fired. Finally | upgraded my Scout sergeant to a Veteran Sergeant
and gave him a chainsword in case the alarm was raised and he had to fight his way

through in hand-to-hand combat.

| deployed Sergeant Naaman and the Scout squad together on their left flank. They would push forward along
the side of the battlefield behind the cover of the hill and the ruins. My plan worked quite well at first. The Grot
sentries were particularly inept this battle — it was looking like it'd be quite easy to pass the Scouts through the
sentries and just nip past the Orks before they’d noticed | was there. Two of the sentries fell to silenced bolt pistol
fire, but then when | tried to fell a third disaster struck. There was just one Gretchin sentry who had the slightest
chance of seeing me, and | opened up with the whole squad’s bolt pistols but none of them wounded! Obviously
the alarm would be raised now and I'd have to fight all the Orks...

L

140d3d FNVI

Sergeant Naaman
confirms visual =ighting, ten
Gretchin sentries in sectors
CB/13.4 through CE/13.4
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E Sergeant Naaman and
r - Squad Damas push

i along right flank of
; enemy picket through
i sectors CB/13.6 and
. CB/13.5. Minimal

registance

Scout Logos opens fire
on sentry in Sector CB/13.5, one
confirmed kill

L s

Scout Nexphor opens fire on
sentry in sector €c/13.5, one confirmed kill,
two sentrieg out of action

Sergeant Naaman and Sguad Damas open fire
on sentry in Sector €C/13.42 - no confirmed kill,

81 |
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Orks alerted to presence
of Squad Damas and Sergeant Naaman.

Orks in encampments in
Sectors CC/13.3 and CE/13.3 advance
quickly towards infiltrating unit.

Sergeant
Naaman and Squad Damas
open fire on
approaching Gretchin
at Sector CC/13.4.

Return fire from
Gretchin removes
Scout Leogos from
action in Sector
CB/13.4. Remember
his sacrifice with
honour.

During
sustained firefight with

newly arrived Orks, Squad
Damas falls back to ruined
building in Sectors CB/13.4
through CC/13.5. Scouts Idus

and Hesperus killed in
action. They will be
remembered.

Squad
Damas gives covering
fire from ruins,
Sergeant Naaman
assaults the enemy in
Sector CB/13.4. See
accompanying Holo-
scan for location of
forces at this time.

Sergeant
Naaman dispatches first
Ork reinforcements in
Sector CB/13.4.
Sergeant Damas felled
by enemy fire in Sector
CB/13.4. Remember his
deeds with pride.

Second Ork
wave engaged by Sergeant
Naaman in close assault
in Sector CC/13.4.

SPACE MARINE
DEBRIEF

It's not often | make a silly mistake in a game and still
win it! | became so over confident in my ability to kill
Gretchin sentries with bolt pistols, it was inevitable
that | would be unlucky with the dice at some point.
Close combat is far more reliable, but it was all going
so well at the start of the baitle | didn’t think anything

could go wrong. When the alarm was raised |
honestly thought the game was over and | had lost. Charging Naaman
into the fray was pure desperation but he did so well the Scout squad was
able to hang on and survive.

| learnt a great deal about the Space Marines in this battle. The main point
being never to give up. Space Marines can take a lot more damage than
other troops so if you are careful with them and keep plugging away then
something will always happen. Of course, Sergeant Naaman was the one
who really won the battle for me with his impressive display in close
combat. He was a little lucky to survive, but at the odds he was facing
(about 16-1) you have to be good even to have a chance of survivall
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ORK DEBRIEF

| can sum up my defeat in two words — Sergeant Naaman! In three or four rounds of combat he
accounted for sixteen or seventeen Orks and a handful of Gretchin! | only have myself to blame,
after all | wrote the rules for him! In my defence | must say that if I'd shot at him with a good voliey
of bolt pistol fire, it would have been very different indeed.

Due to the random nature of the Gretchin sentries, it was hard for me to put up an organised
defence. Whenever | managed to move them to intercept the Scouts, the next turn they would
turn around and head back in the opposite direction.

Allin all, it was a very tense game, and though frustrating at times there’s always that spark of
plind optimism that keeps you going. As this battle amply demonstrated, it ain’t over 'til it's over!

44+++++++++Date: 4060997 .M41
++Transmission: Commander Belial
+++Destination: Piscina IV
+++++++Subject: Scout Recon

Scout infiltration successful.
Remaining members of Squad Damas now
advancing on centre of Ork activity.
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- Ref: 2B8/56-AA34C21 - Classified
‘ Type: Space Marine Scolt
Specifications: Support = Heavy Boglter®
Bi-phase Combat EKnife -
. "The Catachan Devil”
il :
] W rEr Targeter HeadSet

Multi-Position
Firing Grip

&——— Bipod
Scout ;

Nexphor and Sergeant
Naaman eliminate
remaining enemy.

4
RS

, HReinforced -
"Catapaw” Morphic
Tread Combat Boots,

Hopper Magazine -
Additiocnal “Hellfire”
Enemy wounded I Mars XV Magazine

fatally despatched, traces
of attack removed. Sergeant
Naaman orders other
survivors from other Scout
squads to advance on
rendezvous Alpha-six.




EvOur Warhammer Summer Ca Campaign has now
reached the play-off stage and things are rcally
getting hot (yes. yes, so it's a dodgy pun - it's

AND SO THE END IS NEAR..

This is the fifth and penultimate account of our Summer Warhammer Campaign ‘Return to
Thorskinson’s Island’ which concludes next month with rules for fighting the THE LAST BATTLE (I'm
sure I've heard that somewhere before... can’t think where).

FOURTH ROUND RESULTS

In last months White Dwarf we described three sets of objectives, Explore Xhezeuotzit, Raiding and
| Pillaging, and the Idols of Wotnobizquet. Players divided into three groups to explore each of these
objectives.

As in previous rounds the top two players in each group must fight a deciding battle to determine who
wins the special territory (see the Play-Offs below). To work out which players qualified for the play- A
offs I used the basic scoring system already described in previous White Dwarfs... if you don’t know Bv Rick Prlestley
by now you never will!

wide which runs d}recﬂy down the middle of the table
from. onc ‘player’s edge to the other, To the left and right
of the causeway ‘and extending to the table’s edge are
collapsed buxldmgs and areas of xubble There 18 no
swother terram ix

i Movement over the uausewav 1& as normal. Movement
over the ruined aseas is-halved’ for wheeled machines,
march moves are’ reduced to normal move rate over the 7
rumed areas (i.e. not doubled as s usual) ~ g

j When ﬁghtmg a battle” in thxeuomt p!ayexs t_nust

“teminder: if you have more than 9. territories ' otal -

.-you have m excess of 9: Roll a dice for ¢ach ﬂoxmnated

immediately given up for lost
Having fought numerous battles over the rubble strewn ruins of Entrance 15 %he Fab%ed Clt’y of Xhe*;euotz:;t oF the

of the city. Here a great templc rises upon s hill, its mighty
pillars rising into. the, sky, iis'.vast ranid - stames ﬁare ont
; tboughtfully over the clty belaw = Vi £

numbet of territories norm' ated ls 1educed,

tcmtery i Won

A T

|
1
t} ¢ best I couldl at she;t notice...) p A RT 5

: mcludmg chariots and,cannons, amd eavahy charge and’

make a penalty dice roll to'represent the fact their ',
‘coastal territories are vulnerable’to. attack: This s ‘the’
same as described last month but Tl repeat it here as &,

. after fighting a battle, then nominate-4 territory foreagh
GROUP 1 PLAY-OFF: .. temitory On theoll of a 6 thatferritory has been raided, -

ARt 0 A despoiled, . or otherwis ravaged and must be
EXPLORE XHEZEUOTZIT: = o i A

T

the ancient Lizardman city the two aimies draw near to the centre Cavern of Sotek ‘special, wmme‘z then the " maxum:m i '




'GROUP 2 PLAY OFF ,
RAIDING ‘AND PILLAGINC

The two most successful raiding aﬁmeﬁ fmally Iy
_confront each other. They are. bcth laden down with "/
plunder and cart-loads. of ‘supplies. Wagon-trains of
leot-can be 1magmcd to accompany the raiders. The!
‘two armies fight each other and the winner will send
the loser running, stealmg his’ Sp()lls mto the ba;rgmn o

Set up'a standard Meeting Engagement between the |
two forces. Whichever side wins does Bot gain al |
special territory, but mstead steals enough tetritories .
from his opponent to_‘make-his Jown’ nimber of '
territories up-to12: The winner can choose which
territories he wants, but cannot have more than 12in

"5 B
B otal: 17

o
<if

L ‘If the ‘winner aheady has 12 tcmtomes he can roll a
_ ;D6 and swop that number of territories with his opponent.

GROUP 3 PLAY. OFF:
THE IDOLS  OF WOTNOBIZQUET

-~ Ahem... well none of my playersiactually opted to search out the
Idols of Wotnobizquet! However, for the benefit of those brave
souls with a greater sense of adv enture I’ve worked sut the final”
battle and teritory anyway.

The two most successful armiés meet in a jungle glade. Setup a

centuries past by primitive inhabitants of the 1sland. Use anything

the coffee out first though!) - or you coulé use the idol models
from the Tdol of Gork campaign pack if you have them. You could
even use fruit, although F've had some terrible expertences with
this in'the past and can’t really recommend it (fime for your
medication, Mr Priestley - Paul).

During the game any wizard within 12 of the idols at the start of

_ your turn roll a dice on behalf of each model in your army that is

é 3 _rendered useless for the rest of the game - if'two or more
- are carried the player may decide which.

table with jungle. all round the edge. In the centre of the table place
the Idols. of Wotnobizquet - these are strange forms worshipped in *

at hand to represent the idols - an upturnid ‘coffee cup will do (pqur

his. turn must rolf a dice. On a score of 4, 5'0r'6 the wizard’s power
is drained and He loses 1 magic level. Furthermore, at the start of

" carrying one or more magic items. On a:roll of 6 one magic item is

Fq...—za:n—-,_ s, e S e
- -

Special Magic Item
THE ARC OF THE TOAD

The player who wins the game gains control of the Arc of the the
Toad This is a special magic item, an ancient book that lies deep
in the vaults of the Temple of the Toad awaiting your discovery. It
is enscribed upon thick sheets of solid gold and written with inset
S jewels of different colours. Its value in gold and gems 1s enormous
" but it has a more useful power. The Arc of the Toad only wotks
within the bounds of the city itself - it will not work elsewhere.

*

} If you have the Arc of the Toad then before the game begins
" shuffle through the Magic cards and remove the Total Power and
Drain Magic catds. Place these to one side. These cards remain
out of the game completely until you wish to regain them. You can
" resam the cards in any Magic Phase by rolling a dice - on a 1-3
you immediately take the Total Power card into your hand. on a
4-6 you immediately take the Drain Magic card. The card you do
not take is returned to the Winds of Magic card deck, which is
shutfled. Until they return to play in this way the Total Power/
Drain Magic cards cannot be atfected by anything at all (a Dramn
. Magic High Magic spell for example).

The Arc of the Toad costs no points - it 1s effectively free - but it
cannot be affected by the Ring of Corin or any other anti-magical
| devices or items. It must be assigned to a specific character
| model. who alone can cary it If its cartier 1s slam the Arc of the
) Toad is destroyed for good and cannot be used in further games
¢ and the cards put aside are returned to the deck and reshuffled.

" ‘Whoever wins the game dlgs beneath the idols and'
" discovers the source of their power - the mysterious Stone
= of Night-a blapk orb which has the. power to suck dry the
<@ | power of magic The Stone of Night is a special magic
= 4} | atem that costs no points. It must be given to a specific
; '-»,-_ character in your army, and it is automatically “and:
. permanently 'destroyed if that character. is Killed." Its-
.} ' property is exactly as déscribed abave, and it affects
A ‘models from both sides. at’thé start of their turn. In
addition, the Stone of Night has-the following power.
iAfter the first time the Total ‘Power card is used m the
B xame it 18 removed from the magic deck and takés no
further part in the game. The Stone of Night can be
‘carried by a wizard: but if so then the w1zard 5, chance
Gf losmg a level is increased to 3+ on a D6




One Shilling

Being a report of the rumouts and digcoberies mabe upon the igland, compiled for the benefit
of adbenturous lovds in their geareh for tyealth, sorcerous debices, and worldly poser.

Tis month's chronicle brings but one
tale of adventure and opportunity - the
battle for supremacy currently raging in
the City of Xhezeuotzit! Players who don’t
qualify to take part are immediately
banished from the island and knocked-out
of the campaign.

WHAT YOU NEED TO QUALIFY

n order to qualify to take part in the BATTLE FOR
SUPREMACY. as the fifth round 18 cheerfully called.
you must have at least one of the following

12 Territories of any pumber of territories and at least one
of the following special territories:

« The Phantom Gorge

« The Jungle Trail to Zapitquic

« The Valley of Bones

« Entrance to the Fabled City of Xhezeuotzit

« Cavern of Sotek

RAIDING AND P RATICAL STUFF

In this round after fighting 2 battle you must determine if
any home territories have been despoiled. Rol

each territory you have n excess

your territories 18 at

territory then it has been destroyed and 18 lost. If you have

either the Entrance to the Fabled City of Xhezeuotzit or the

Cavern of Sotek then you need only roll for 1 territory

regardless of how many you have because these tetritories

allow fast access tO the city and s0 enable you to guard your

coastal territories More easily.




IN THE CITY

All games fought this round take place
mn the inner temple complex of the city
of Xhezeuotzit. Games must include at
least two areas of rubble at least 1 foot
square (one placed by each player in his
own table half), and can include up to 2
further patches of rubble and up to 2
hills.

The rules for moving over rubble are the
same as for fighting the Temple of the
Toad play-off game in round four, and

. also for the previous month’s Explore

Xhezeuotzit games, so | won’t repeat
them yet again Not even a tiny little bit.

Because the combatants are fighting
| away from their home territories and
within the restricted area of the city,
 [ermitories are not staked in the usual
“Way. Instead, the winner can take
. Whichever one of the loser’s territories
he wishes exchanging it for one of his
own. The winner chooses the territories
exchanged. This means a player with
few territories and only one special
territory is likely to be knocked out of

 the campaign fairly quickly (See Less

'than 10 Territories above).

Ce this round is over th
fnonth’s The Last Batt]

£0ing to be a mult
world-wide ad

AD ALL ABO

v

ARDS

LESS THAN 10 TERRITOR
Should the number of territories you have fall to less than10 you are knocked out of

the campaign unless you have at least 1 of the special territories listed above. If you
have less than 10 territories and no spectal territory you are out of the campaign. Your

army 1s driven off and you take ship back home where you make up some improbable  §

tale of heroic derring-do to disguise your Ppathetic failure,

\‘. "'.. .:. ; 2
NS

VICTORY...

» unlimited fame,
... there can be only one.
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games designer Andy Chambers.

40,000 Ork army a lot recently,

a big chunk of which was
shown in WD212. What's more
my long-running Warhammer
40,000 campaign, Piscina IV, has
been expanded into a new and
spangly Epic campaign devised
by me and the eponymous Big
Pete. Though I'd played Chaos in

. I've been working on my Epic

i gy

b
E

1‘1‘
e
b
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the Warhammer 40,000
campaign | swapped to an Ork
army for Epic. By a bizarre twist
Slim, who played Orks in the
Warhammer 40,000 campaign,
decided to swap to playing
Chaos in Epic 40,000.

We've made the Epic campaign
an expansion of the Ork invasion
of Piscina IV as detailed in earlier

Chambers of the Horned Rat
articles and (heh, heh!) the
Storm of Vengeance scenario
pack. | always like to build on top
of what's already been done and
the campaign narrative for the
Warhammer 40,000 campaign
gave us a perfect springboard, all
we needed was loads more
forces to arrive on the planet.

DEATH FROM ABOVE

To move the siory along a bit
further we played a few
spaceship games to represent
the Ork’s hulk, the Scylla
attacking Piscina in order to drop
and tellyport an invasion force to
the surface (having failed to
surprise and overwhelm the
Imperial forces through use of
the not-so-cunning tellyporta
device). In the main engagement
the Space Marines’ battle barge
Unrelenting Fury survived
crippling engine damage to deal
a crushing blow to the Scylla, but
not before it had disgorged a
substantial wave of invaders. A
week or two later an Imperial
convoy of reinforcements fought
their way through Ork attack
ships in the asteroid belt to bring
much-needed Titans, super
heavy tanks and artillery to the
defenders.

We were in business.
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more structured and of a tidy,
. the 20+ games the Warhammer 40,000 campaign ran to).

I'm going to digress

N
N =)
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mited duration (rather than

badly here into a discussion on the

| different kinds of campaigns we considered, bear with me...

MAP-BASED

In a map-based campaign
players use a map to allocate
their forces to different areas and
move them around in campaign
turns between battles, with the
battles being fought out when
opposing sides clash in the
same grid location/square/hex or
whatever. Sounds great fun but
generally isn't because players
will consistently fail to fight out
their games before the next
campaign turn and forces get
split up too small to make for
worthwhile battles (“hah my
2,000 point army has caught
your 150 point scouting force —
what do you mean you won't
play?”). Plus players invariably
make up all sorts of rules for
baggage trains or supplies and
other dull stuff which really
belongs in a board game and
just slows down a campaign.

Map-based campaigns get
Andy’s award for Campaign Most
Likely to Fold Before Turn Two.
I've played in (and run) lots of
map based campaigns but I've
never finished one yet

STORY

A story campaign is one where a
referee/co-ordinator type person
interlinks the battles to form a
continuous story. As part of this
the ref can introduce specific
scenarios, victory conditions,
extra rules an’ so on. Story
campaigns are good but can
start to sprawl if the co-ordinator
isn't careful about setting
parameters for them. For
example, the co-ordinator might
decide that each time players
fight, the winner takes
possession of an objective like a
vital location, piece of wargear or
magic item and keeps it until
defeated. After a preset number
of games whoever's got the
objective is the winner.

LADDER

In a ladder campaign the players
agree to play a series of battles
in a particular order (you don’t

i .
- —

really need a

el < STORM or VENGEANCEE ;

and losing games may
introduce a special
rule or forfeit into later
games, ie if you lose
Battle Two you can'’t
include any elite . /,'

troops in Battle B .
Three. This is the ‘ &:‘i }\“‘l
way the Warhammer € \) s

Campaign packs like
Circle of Blood and
Grudge of Drong
work so take a look
at one of these for a & =
better idea of what g
I'm talking about. :
ladder Campaigns 2 ;
are very straight

forward and win &

Andy’s award for o~ h 45_}?:-

Campaign Most "3 3y ’;
Likely to Actually . T -
Get Finished! A A er —.
, SCENARIO pApK RAMES »
; WORKEHE e




In a tree campaign you all play
Wood Elves - no, no, I'm lying.
Let's start again. In a tree
campaign you have a number of
battles organised a bit like a flow
diagram. Each time you fight a
game whether one side wins or
loses decides which way you
proceed and so which battle you
will fight next.

PLAYER
B WINS

B Ln:r- :mﬂ“;a =

In a more extended campaign
you end up with something
which looks a bit like a family
tree with each Dbattle
spawning a couple of others
depending on the result.

You can add in paths which loop

& FGHT

A -
. BATTLE &

around into sub-plots or skip
parts of the tree (appropriate if
one side is beating the other
quite resoundingly) and so on. It
might sound a bit complex but it's
not really, ideas soon start
popping out like crazy — anyway
we decided to adopt a tree
approach for our campaign so |
can show you a working example
of it later. Tree campaigns are
simple to run and offer a bit more
diversity than ladder campaigns
because all the battles can be
different.

's comparatively simple to
create a tree for Epic 40,000
games because there are twelve
scenarios listed in the Battles
Book and it's simply a case of
working out a narrative for the
campaign to follow. For example
when we started off ours we
knew the Orks would be
dropping in from space - so the

first battle should be a Planetary
Assault scenario. We also knew
from our 40K campaign that
Nazdreg and Ghazghkull were
holding out against encircling
Imperium forces in the planetary
capital of Kadillus. So if the Orks
won their planetary assault they
would try to push through to
Kadillus and link up with the Orks
there. We decided that this would
best be represented by a Blitz
scenario as the Orks would be
advancing after the scattered
remnants of the defenders from
the planetary assault while the
Imperials around  Kadillus
redeployed their forces to stem
the tide.

If the Orks were defeated in the
Planetary Assault the Imperial
forces around Kadillus would be
able to launch a full-blown Dawn
Assault to try to eradicate the
Orks there. We also decided that
this would be the likely result if
the Ork blitz was stopped. This
gave us a start to the tree which
looked like this.

We carried on following the
different paths of possibility
(those Eldar Farseers are just
making it up you see) until we
had a tree of about the right size
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— which was five or six
battles. This was also
where the results were
getting increasingly hard
to extrapolate and it was
plenty big enough for us!

FPLANETARY
ASSAULT

2,000 paints of troops
Maximum 10% War
Engines
Maximbm 25%
Flyers

Originally we were going

to include some 40K

battles at certain points of

the tree, to represent

Nazdreg and Ghazghkull

battling to escape from

Kadillus for example, but

we decided we could play

- 4 o extra games like that
: o =r when we felt like it

So with a framework sorted out
we were ready to start a new

anyway.

Another possibility for
the tree diagram s
adding extra information
to scenarios like points

campaign — or were we? A
campaign is a lot more than just
knowing what sequence of
battles to fight. It's also about
developing some fighting units

with a history and

limits, restrictions on the .
character of their own as

points available for

i

iy

-

flyers or war engines
and so on.

they participate in major

battles and come out as

either conquering

heroes or lilly-livered
poltroons.

| OK, so a campaign can also be
| about supply lines and carefully
| husbanding your resources for a
| decisive strike but we
| assumed we had quartermasters

just

and clerks (or the Ork

| equivalents) to take care of that

for us. What we really wanted
was a system for detachments

| earning experience points and

getting tougher through the
campaign. But more of that later!




R

Keeping an Epic army

‘together, let alone

 organised can be a
pain, but Andy has

come up wiiiy & nove!

solution to the

problem. He's put all

his models in a box

I_wh|ch are available
from hardware or DIY

res for about £3.

TN AHARARTER |
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ANDY’S WAAAGH!

w 0L« RE

Andy: The most expensive warband in the army is Uglik Golkop’s Deathskulls.They di

the campaign until quite late on as | hadn’t finished painting it. Enough firepower to make your eyes water,
its greatest achievement was participating in the destruction of a Warlord Titan during the Imperial Blitz -
pure spawn, the first point of damage was a critical hit, double sixes for the critical roll, KABOOM!

Nazguts Bommas fought in the first planetary assault of the campaign and went on to fight in
nearly every other engagement. All the Nobz make it really hard to get down to half strength.

The Ravengers are
possibly the most
abused detachment in
my army, and have
fought in nearly every
battle in the
| campaign, being

wiped out on three
separate occasions.
Incredibly useful and

“-] incredibly expendable.
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Andy C’s Piscina campaign has
inspired lots of people to
have a go at organising a
campaign for themselves. In
fact Mail Order Trollboss Ted
Williams and a bunch of the
Trolls had the interesting
idea of fighting their own
version of the Piscina
campaign  themselves.
When we saw Ted’s Blood
Angels force we thought it
looked so good that we'd let
you see it! Ted's army is
made up of loads of assault
troops, Terminators and
Land Raiders. It features
lots of converted troops,
including assault cannons
for the Terminators and
extra bolt pistols and
power swords for the
assault troops!

|
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Big Ted's Blood Angels
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Since Pete had been kind enough to work
up the campaign tree (thanks, Petel) | took
a hand in cooking up an experience
system. | decided that it needed to be even
more simple and robust than the
Necromunda and Bloodbowl approach to
experience. | particularly wanted it to
encourage you to keep detachmenits alive
and not to alter or change them (much)
once the campaign had started.

EPIC EXPERIENCE

My basic premise was that as a
detachment gains experience it will
become increasingly battle hardened. It will
recover more quickly from set-backs and
suffer less disruption under fire. Unless a
detachment suffers heinous casualties it
will maintain a cadre of experienced troops
and leaders which will soon pass on their
skills to new recruits. Conversely
inexperienced (‘green’) troops are likely to
panic more easily and remain disrupted for
longer if they come under fire. As you can
see below | have used leadership tests and
blast marker removal as the main effects of
experience.

EXPERIENCED DETACHMENTS

Detachments can be one of five levels of XPs Level
experience- green, experienced, veteran, 0 Green
crack or elite. Which level of experience a 1-5 Experienced
detachment has attained is determined by 6-10 Veteran

its number of experience points as shown 11-20 Crack

on the right. 21+ Elite

Veteran Detachment becomes Stubborn (if it wasn’t
before).

Crack Detachment removes D& Blast markers (instead
of D6-1) in the rally phase.

Detachment gains a +1 Dice roll modifier in
Assaults and Firefights.

1! EXPEﬁ"E LEVELS EXPERIENCE LEVELS EXPERIENCE LEVELS EXPEF/
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BEING WIPED
ouT

A detachment which is wiped out
loses all of its experience from
the battle. It also deducts 1 from
its experience total due to the
massive influx of inexperienced
troops needed to rebuild the
detachment.

REPLACING
CASUALTIES

After every battle all casualties
are replaced and all vehicles
repaired in the detachments
which fought, so detachments
are always considered to be at
full strength. War engines are
assumed to be repaired or
replaced (with the same crew
and hence the same experience
points -1 for being wiped out)
regardless of whether they are

|5~ o Wrecked or destroyed.
:"\:"‘

In our campaign we've been
generous and assumed that this
will happen immediately after the
battle. Alternatively you could say
that detachments which go below
half strength or are wrecked in
the case of war engines must
miss one battle. Detachments
which are wiped out or destroyed
in the case of war engines must
miss two battles.

ALTERATIONS

The composition of a
detachment can be changed
once the campaign has started.
However such ailterations will
upset the carefully built-up
coordination and elan of the
detachment.

If a detachment is changed it
loses one experience point from
its total for every choice altered
or added. Note that you can
remove choices from a
detachment (and so make it
smaller) without penalty.
Basically this rule is to allow
some flexibility in changing
detachments, but stops players
from boosting their crack or
veteran detachments into the
size of small armies.

For example, you've got an
Imperial Guard Tank detachment
which finishes a battle on 4
experience points. After the
battle you decide the detachment
needs to be strengthened with
an extra squadron of three
Leman Russ tanks, this would
reduce its experience points to 3.
If you also decided to increase its
Hellhound squadron from one to
three strong that would reduce
the detachment’s experience
from 3 to 2.

READY TO ROLL!

With a set of battles laid out and
an experience system we were
ready to go. We chose 6,000
point campaign armies which we
would use to draw our
detachments from for each
battle. In actuality neither of us
managed to work these armies
out in full, let alone paint them,
until we had got several battles in
but it’s the thought that counts.
I've already blathered on for long
enough in this issue so I'll bring
you a campaign report on how
we got on another time.

The campaign and experience
rules have been working very
well and I'd recommend them to
anyone who's interested in doing
something more interesting than
one-off battles. In a long running
campaign the extra value of
experienced detachments would
have to be balanced by charging
extra points for them - something
along the lines of Green: -10%,
Experienced and Veteran: basic
value, Crack: +10%, Elite: +20%.
Apologies to the Tyranids for not
doing a different system to cover
them, although | think this one
should serve just as well (think of
it as “evolution” points instead of
experience points).

May the Horned One bless your
dice and curse your foes.
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A FEW RANDOM THO

When we wrote the Army of
the Imperium lists we made the
assumption that Space
Marines would be fielded as
part of a mixed force including
: Titans and Imperial Guard. Of
course that's not how it
happened, instead | see lots of
pure Space Marine forces
running around and this has
shown up something which
they lack, namely anti-aircraft
units. After putting our heads
together we came up with a
fow solutions for this by
adapting units they already
have for scouring the skies.

Speed

Support weapon 10cm

Whirlwind

UGHTS ARISING FROM ANDY'S P

First up there's the humble
support weapon. Normally
these represent Rapler laser
destroyers or Tarantulas with
lascannon, which is why they
have a single anti-tank shot.
However if we assume that
they mount autocannon or
heavy bolters instead they
make ideal close range flak
units. Secondly there's the
Whirwind. In the Warhammer
40,000 rules the Whirlwind has
a powerful scanner array to
direct it's firing, making ita
good prospect for launching
missiles at incoming flyers as
well. With the support weapons
and Whirlwinds they would
lose their normal abilities but
otherwise cost the same
points.

Finally there is the mighty
Thunderhawk gunship, a fine
vessel for delivering ground
attacks and troops but

Range Firepower

ISCINA CAMPAIGN

somewhat cumbersome in
dogfights. 1 think this should be
tried without modification to
start with, the hefty armour and
firepower of the Thunderhawk
may simply offset its
shortcomings as an
interceptor. Of course keeping
Thunderhawks hammering at
ground targets could well be
sufficient to distract opposing
fiyers anyway.

Assault Armour Special

Final thoughts...

| PﬂNKER— OBJECTIVES
~f_?__ Morale value when
‘destroyed instead of -5
VORTEX MISSILES...
WE HATE 'EM!
0-1 Deathstrike per
detachment or treat as D6
Anti tank shots instead of
Death Ray shots.

Suggested Points Limits
10-25% on flyers

25-50% on War Engines .

o T
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INEW ZEALAND STOCKISTS N

All of the following stores stock a range of Games Workshop games and

| Citadel miniatures. If you have difficulty in obtaining any particular :’L

i games or models then our Mail Order service will be happy to help! W
. or
I',| 25

) . ) Card Crazy Kapiti Games & Models wi
Stockists marked in blue carry Shop 12 Downtown Plaza Shop 218A Coastlands Shoppingtown ou

- a full range of Epic 40,000 Worley Place, Hamilton (07) 839 6930 Paraparaumu, Raumati (04) 298 9025 14!

| H Conway’s Paper Plus & Toyworld Mark One Ne
' 186 High Street 33 Dee Street Pe
Rangiora (03) 313 7812 Invercargill (03) 218 4314 Lvl

; Frankton Models Mark One 28!

! 72 Kent Street 142 Heretaunga Street g

‘ 1 kiamitfon({i) B:47 3252 East Hastings (06) 878 7987 Pe
| Headquarters Hobbies Sh

Centrepoint Mall Mark One

1 : 551 Victoria Street We
t 1l s Toc K , s T s, Blenheim (03) 578 1458 Hamilton (07) 839 3728 Pe
I I n Heroes For Sale Mark One 86

I AB's Models & Hobbies 11 Totara Avenue 124 Dalton Street Du
554 Teatatu Road New Lynn (09) 827 2870 Napier (06) 835 2328 Sci
LF Teatatu Peninsula Home Entertainment Centre Mark One 19¢
3l Auckland (09) 834 2440 West Plaza 20 The Square Lev
(N Cagneys Toyworid & Sports 96 Grey Street Palmerston North (06) 356 6779 Toy
! ‘ 102 Gordon Road Tauranga (07) 578 6239 Mark One !
|14 Mosgiel (03) 489 6891 Imagination Books & Games 301 Tutanekia Street Bro
ifi Hobdays Cycles & Toyworld Phoenix Arcade Rotorua (07) 348 5899 Auc
| 1067 Calombo Strest 16 Bridge Street Mark One Toy
Christchurch (03) 366 9502 Nelson (03) 548 9580 114 Devonport Road 79
nl Small World Models & Collectables J & N Gifts &Hobbies Tauranga (07) 578 1895 Gre

g
i 134 Lower Stuart Street 106 Main Street
i Dunedin (03) 477 6060 Upper Hutt (04) 528 3456

5 | Warhammer 40,000 Boxed Game $179.95
It | GOR KAM OR KA Dark Millenium Supplement $89.95
| WH40K Battlefield Accessories $14.95
i Gorkamorka Boxed Game $149.95
' Angels of Death Codex Book $44.95
! L Speargun War Trukk (x1 War Trukk and bits) ~ $49.95 Boxed set Eldar Codex Book $44.95
|[ 1l Harpoon War Trakk (x1 Warlrakk and bits) $49.95 Boxed set SPACE MARINES
J t“ SRCERIE ) RS Space Marine Scouts with Negdle sniper rifles (x3) $18.95 Blister pack
b ‘ Ork Boyz with Hand to Hand Weapons (x1)  $18.95 Blister pack Space Marine Scout with Heavy bolter (x1)  $14.95 Blister pack
i Grotz (x3) $18.95 Blister pack Space Marine Scout Sergeant (x1) $14.95 Blister pack
g ' ork Slaver (x1) $14.95 Blister pack Space Marine Scouts (x3) $18.95 Blister pack
I Gorkamorka Biker (x1) $29.95 Boxed set ELDAR
| Ork Weapons (x2 sprues) $17.95 Blister pack Flacon Grav Tank (x1) $65.95 Boxed set
.: i Gorkamorka Gubbinz Bag $18.95 per bag Vyper Jetbike (x1) $49.95 Boxed set
th Eldar Guardians (x6) $19.95 Boxed set
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\ALAND PRICES NEW ZEALAN

Mark One
183 Victoria Avenue
wanganui (06) 347 7391

one Stop Models
25 Vine Street
whangarei (09) 438 8778

outer Limits
145 Devon Street East
New Plymouth (06} 757 4655

pendragon

Lvl 1 Country Wide Bank Centre
280 Queen Street

Auckland (09) 303 2321

Pendragon
Shop 2/16 Manners Strest
Wellington (04) 801 9088

Pendragon Games
86 Saint Andrews Street
Dunedin (03) 477 5878

Sciascia Books & Souvenirs
198 Oxford Street

Levin (06) 368 6891

Toyworld

71 Clyde Road

Browns Bay

Auckland (09) 478 9464
Toyworld

79 Mackay Street

Greymouth (03) 768 5758

Toyworld
225 High Street
Hawera (06) 278 4926

Toyworld

Shop 156 Manukau City Centre
Amersham Way entrance
Manukau City (09) 263 4175

Toyworid
254 Trafalgar Street
Nelson (03) 548 0959

Toyworld

Shop 56 Hunters Plaza
Great South Road
Papatoetoe (09) 277 5925

Toyworld
91 King Street
Pukekohe (09) 238 5853

Toyworld
245 Selwyn Street
Timaru (03) 684 8540

Toyworld
Broadway Stratford
Toranaki (06) 765 6687

Toyworld
Pacific Plaza
Whangaparaoa (09) 424 4515

Vagabonds Novelties

& Collectables

Shop 26, Takapuna Village
Huron Street, Takapuna

WOOD ELVES

Warhammer Boxed Game
Warhammer Maglc Supplement
Perilous Quest Campalgn Pack
Wood Elf Army Book

Bretonnian Army Book

Wood EIf Sorceress (x1)

(09) 478 0503
$179.95 BRETONNIANS
$89.95 Grail Knight Hero with Two Handed Sword( x1) $18.95 Blister pack
$49.95 Questing Knights (x4) $59.95 Boxed set
$44.95 Questing Knight Hero with Lance (x1) $18.95 Biister pack
$44.95

Questing Knight Champion (x1) $17.95 Blister pack

Questing Knight Standard Bearer (x1) $17.95 Blister pack

$14.95 Blister pack

Questing Knight Trumpeter (x1) $17.95 Blister pack

$18.95 Blister pack

Wood Elf Scouts (x3)

Wood Eif Scout Chaﬁpion (x1)
Wood Elf Scout Command (x2)
Wood Elf Glade Guard (x3)

Wood EIf Glade Guard Champion (x1)
Wood Elf Glade Guard Command (x2)

Wood EIf Dryad (x1)

$14.95 Blister pack
$17.95 Blister pack
$18.95 Blister pack
$14.95 Blister pack
$17.95 Blister pack
$14.95 Blister pack

Knight of the Realm Hero with Morning Star (x1) $17.95 Blister pack

Bretonnian Squire Champlon (x1)
Bretonnian Squire Command (x2)

Bretonnian Squires with Bows (x3)

Tristan le Troubadour & Jules le Jongleur (x2)

Baron Odo d’Outremer (x1)

Suliman le Saracen (x1)

$14.95 Blister pack
$17.95 Blister pack
$18.95 Blister pack
$29.95 Blister pack
$22.95 Blister pack
$22.95 Blister pack
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The following special

Offect

ives, Army Morale

he Eldar

Seers
knew of
the horror
that was
to fall on .
the
Imperial
world of .
Dorlithe IL. The
Farseers of Biel~Tan had been
tortured by horrific nighimaies
before Karous, the Craftworld’s
most respected Fargeer, calied &
meeting in the [ome of Crystal
Seers. In the dome the runes
revealed the fate of the Imperial
world, The world would be invaded
by Tyranids, threatening nearby
systeme and maybe the Blel-Tan
Craftworld itself. The Eldar
immediately confacted the Imperial
world of Dorlithe I, the Tyranids
must be stopped.

he Planetary Governor, Lord

Herdron, was distrustéul of the
Eldar visitors but he allowed them
to land and meet him. The Eldar set
out their plan to dagioy a large
force on the planet to dsfend the
surrounding system against
Tyranid attack. The existence of
Tyranids is not widely known in the
Imperium. Knowledge them leads
to insanity or obsession so the
Inquisition erase any exposure to
Tyranids from the massive
popuwiation of the Imsierium, The
derk secret of Tyranids hag been
kept so efficiariiiy by the Inquisition
that even mogi Fianetary
Governors do not know of the
threat. Herdron was one of these
Governors, and he laughed at the
Eldar’s visions of the future and
sent the Seers away. The thought of
having a large Eldar army present
on his planet dgiin '
confidence abei iefr infentions.

arseer Karous was disturbed

by the maeeting and reluctantly
started to pian the only course of
action left to him and his peuple,
He would attack ihe pianet. It didn’t
matter who won the battle as long
as the strongest army was left to
face the Tyraniv's. The objective of
the Eldar attacik =as to secure the
main planatary stronghold. The
Imperial presence on Dorlithe il
was smail and Karous heped 1o _
overwhelm the garrison quickly so . |
they wouild have more time to - " §
prepare for the ?yranid Invasion




ELDAR
INCURSION

The following special rules are used in this scenario: Reserves,
Objectives, Army Morale Levels, Hidden Set-Up, Fortifications.

FORCES _
Eldar Incursion is a Warhammer 40,00 scenario that represents a small attack on
an Imperial Bunker, away from the main forces.

‘11" ELDAR BRIEFING

! The Eldar player may choose up to fan@wm .The following rastﬂntlonsapplr
. No Avatar may be chosen. 5
. The Eldar may not have more Aspect Warrior squads lhan G

. Due to the specialised nature of the mission, any men
Guardian squad may be equipped with melta bombs at 5 Hol

. The Eldar force is purely from the Craftworld so no Exodite or Pirate units

may be used in the army.

IMPERIAL BRIEFING

The Imperial player may choose up to 1500 points of Imperial Guard. The
. following restrictions apply to this battle.

. 1. The Imperial Guard army may not include any units from the support section of the army list.

2. The normal reserve rules for the Imperial Guard are not used.

he Eldar attack threw the

Imperial army info disarray and
forced them to draw new lines of - |
defence. Lord Herdron has ordered |
his army to build fortifications ang |
hold the line untii reinforcements
arrive. The Goverrior’s plan was

| simple and desperate. He, and his

men, would fight for survival and
hope that someone would answer
their call.

hough Karous wanted the

strongest army ta face the
Tyranids he did not want to lose
precious Eidar lives in a wasteful
fight against the Imperium. He was |
welf aware that the Governor would |
ask for help from other Iraperial
Werlds in the area, so planned o
send a small party of froops to the |
Imperial lines. This raiding party’s
obfective was o try and caplure
one of the plaret’s astropatiis and
disrupt the governor’s calf for help.
The rest of the Eldar army prepared

for the Tyranids...
L




FORGES et
The Light of the Emperor is an Epic 40,000 game.
IMPERIAL BRIEFING

If the Imperial player won Battle 2 then the Governor's transmissions were not interr pte h}‘ the Eldar attack. An Impesria! force of ‘
up to 2,000 points may be chosen as normal, except that all Space 1 st be transported in Drop Pods or
nderhawk Gunships. If your Space Marine detachments can't be transport way then you can't take them! i

Imperial player lost Battle 2 then vital details of the battle were never recelve uy,mureinforcementsme following restrictions |

 The Imperial player may choose an army of up to 1,600 points.
Thindoman t&m e W‘ nts. All Space Marine detachments must be transported in Drop Pods or
i __._.Pa as

The El:lﬂ' ptayer may choose a force of up to 1,800 points with the
following restrictions:

1.No Avatar may be chosen.

2mmmu"m”h’“--- w=he Eldar's attack on the

communications cenire was
successful in confusing
attempts to call for help. The
attack did much to disrupt plans ||
but could not stop the arrival of
mfnfwcemsms. The Space

| answubd Lord Herdron'’s call
for help and behind them,
travelling faster than
imaginable, came the fleets of
the Inquisition. Herdron was
. . confident that the Eldar izou!d
: amenEiicd tl e ’ . be pushed off his planet by the
m m COmmanﬁlel;;h : Sl : mighty Imperial force, but he
iy B - : was disturbed by the imminent
and arg Itrted : - ar ‘must roll to brin S | arrival of the sinister Inquisition,

The Eldar force was in danger ||
of being annihilated by the
huge Imperial army arriving on
the planet. To protect them
Karous led another Eldar army
from the Craftworld to the
4 planet’s surface. Too many
2 Eldar llves had ’:;ready m';'h
= - n : . i lost 1 a false snemy. The
no obiecﬂves. tives, simply wanting tolesttfme_ Imperial slmngﬂ:: and keep Karous Vo ’M cgm %0 5ae i the
takes three objectives no matter how many points the army is. These may!  Emperor’s forces were strong
from Rescue and Cleanse. . enough ,

- ! hen K mehed
VICTORY CONDITIONS . e "’mpeﬂaz Titans

PRosifig aduy's 'ﬂgmo : had already Joined Herdron's -
: : * Garrison. Above them in thelr
Strike Cruisefs the Space
Marines waited in
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g THE- ‘TYRANID
L ONSLAUGHT

the following special rules are used in this scenario: Reserves,
Objectives, Army Morale Levels.

FORCES

The Tyranid Onslaught is an Epic 40,000 battle which involves three armies.

TYRANID BRIEFING
The Tyranid player may choose

ALLIED BRIEFING

If the Imperial army won Battle

quickly to face the Tyranids. T

support. Karous also leads a smdl force to al ﬂﬁ

If the Imperium won Battle 3 then the io_llowing
1. An Imperial army of up to 1,500 points may be

2. Up to 500 points of Space Marine detachs
Commander may be chosen. This part of the army starts in
described in the Battle Book.

3. Up to 500 points of Eldar may be chosen led by a Farseer Commander. This

part of the army always m-m reserve, as described in the Battle Book.
If the Eldar won B '

he united force of the
’ Imperium proved too

strong for Karous and
his Eldar force. The mighty
Imperial Titans marched . .
through the Eldar's _
carefuily planned dafenm -
and the Space Marine
infantry, supported by Lorg
Herdron’s Planetary
Defence force, swept the
last of the Eldar defenders
out from their fortifications

elleving that the
B Imperial forces were

strong enough lo fac
and destroy the Tyranld
horde, Karous gave the
arder for the Eldar to retrea!
from the planet. Soon after
the Inquisition arrived on
Dorlithe Il and revealed the
threat of the Tyranids to the
Space Marine and Planetar)
Defence Force leaders.
Finally understanding the
situation the Imperial forces
deployed in defensive
positions ready for an
attack. Lord Herdron was
never seen after the
meeting.

arseer Karous offered
F his ald to the defence

of Dorlithe Il after he
saw the Imperial forces re-
deploy. His offer was
accepted by the Inguisition
(if not whole heartedly by
the Space Marines and
Planetary Defence Forces).
As the allled army readied
itself for battle, the sun was
eclipsed by Tyranid Bio-
ships and a terrible shadow

_ was cast upon the planet.




ngamed forces have d
reserve as describe:

reserve rules say f

reserve rolls for all th

are failed then one

always placed on the
battle this is not the ca

‘PROTECT’ OBJECTIVES
The allied force add 1 to their army morale in every
Rally phase for each Protect objective that has not
been destroyed. The Tyranid player adds 5 to his
morale if he destroys a Protect objective. Protect
objectives have the profile above below.

Spaed Range Flrepuwer Assault Armour
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| DA TROLLZ ORL
Il N A
| Doze of yoo wot got da first ishoo of “da Trollz Lair" wood - >

‘ now ‘no uz Trollz but fer doze dat didn't, ere we go, ere we
4 go, ere we go again!

-~ DA BIG BOSS TROLL ail Order is a great way to find out whs

Tim is da ‘ed Troll an he keeps uz in line wiv ' Uz Mail Order Trollz are keen game
a swift kick, ‘eez worse dan a Drillboss! Tim's | == ONly 100 happy to help yo

from da UK and ‘eez bin a part of Games
Waorkshop so long dat we can't get da stainz AR
out of da carpet and da stench out of da

phonez. (Why would Trollz be thinking about . 0 our looking fo .
cleaning?) Timz got imself a Dark Angels ournal o e Dwarf article and we
armee for both Warhammer 40,000 and Epic ADl€ 10 help you o ;
40,000, and Empire and Chaos for e-ive-ive R
Warhammer Fantasy Battle. ©do ave a copy of the e D

BEN TROLL Joarmal for you we'll make a copy, just a

Iz mum callz im Ben but we all call im DA B
Beard®, becoz 'eez always uzin da saddest n=
taktikz, and it annoyz im. Benz been a Troll
da next longest afta Tim. Not da cleanest of O €8 0 ez guestio
Trollz (Ah, this is more like it) hiz desk iz auring, or after a game, we're
known as da Eye of Terror, even though he ofiNg our game knowledge to bes
sez he knowz where evryfink iz. Ben az got OUg allenges yo
a hoooge Undead army for Warhammer,
‘eez got zog loadz of stuff for Warhammer ORKAMORKA lately and we
40,000, Ultramarines, Tyranids, Khornate Oome great tips on building those
Chaos, Orks and ‘eez startin’ a Sisters of ;
Battle army.

JUSTIN TROLL adol Minian e omes Workshop game o

Diz Trollz yooz ta be da biggest and scariest Troll in da Lair. 9o e've great dea
‘Eez now often seen wandering the Chaos wastes of da ana our advance order ce
Warehouse, givin up hiz regeneratin limbz fer da horns of a ave the late
Warehouse Minotaur. a

RARL TROLL DA TROLLZ LAJR

Karl az picked up Justinz regeneratin limbz, dfly o1 yo ave already see
stitched em ta iz new Troll body and iz OozZletta®, and received vo
muckin in wiv da rest ov uz. Karl is a as bundle deal poste A
complete looney so yoo'll ‘no im when ya 5 3 a Tro ompetitio
kall. ‘Eez got Wood Elves and Dwarfs for V€Sl piece of troll artwo
Warhammer, and ‘eez buildin a White
Panthers Space Marines armee fer ould reg e is to find o

Warhammer 40,000. O See in da Trollz Lair, so give

And finally

ME, GLORIOUS ME!

I'm Tero da Troll, da uvver Trollz fink I'm a

cross between Mr Bean and a chimpanzee, i
but dats not trool | answerz da phonez and » ) )

pack sum ov.da boxez. My armeez are Wood *

Elves for Warhammer, Orks, Eldar, Imperial - 0 g
Guard, Sisters of Battle, and my own Chapta ) at and our Bundi
of dem ded ard oomies, Space Marines, for a0 pora ) .G
Warhammer 40,000 an' | av ‘ordes ov Orks e : g Once & ¥y=r
fer Epic 40,000 o ar cOME gre

NOW, ON WIV DA SHOW! car our bundies 1Y eature 10,000 and

* Beard - refers to individuals who push the rules to the limits, or do amorka
not go with the background image of an army. N = 7 B
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MATL ORDEN
Ph: (02) 9829 611

Monday to Friday: 8am - 9pm
Saturday and Sunday: 10am - 6pm

If you are posting your order, please send it to:

GAMES WORKSHOP MAIL ORDER
PO Box 576 INGLEBURN NSW 2565

Or you can fax your order through on:

ADVANCE ORDER ~ ADVANCE ORD!

(02) 9829 6161

L DER + ADVANCE
ICE ORDER * ADVANGE ORDER * ADVANCE ORDER ADVANCE OR
ER + ADV AN

CULEXUS ASSASSINS

pID YOU

CULEXUE ASBASOIN.. . 110 pois

+ ADVANCE

\
I
ICE ORDER
|

s
2 . uzoHo JONVAGY - H3

CORRESPONDENCE Ve weicome comments about White Dward,
Games Workshop games and Citadei miniatures. All lefters except
subscriptions and Mail Order should be addresset ' The White
Dwarf, Games Workshop, Howard House, 16 Castls Boulevard,
Nottingham NG7 1FL.

Please mark your envelope clearly with the name of the game vou arg
writing 1o us about. If you want a reply you must enclese a self-
addressed stamped envelope (overseas readers should include
IRCs). We receive an enormous amount of mail. We do read every

letter, but it may take a little time for us to reply to you. so please be
patient!

You can fid Games Workshicp on lne World Wide Wesr a1 the
following tntermet adoiess Rt v james-wonishop cor

su Alt materat to us for pubs 1 only
accepted on the assumption that the copyright m & 1s, by the very act
of submission, unconditionally assigned by the author as beneficial
owner and with full title guaranteed to Games Workshop Limited. We
also refain the right to edit and/or amend all material as we see fit. So,
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price postage (%2.50)!
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if you do not wish to assign copyright in this way, please do not send
Us your submission. Wa're afraid we cannot work in any other way!

COPYRIGHTS AND TRADEMARKS
Al subject matter in White Dwart is
© Copynght Games Workshop Lid 1997
Al arwork i all Games Wotkshop products. and all images contained
therain have been produced either in-house of as work for hire The
exclusive copyright in the artwork and the images it depicts is the

propeity of Games Workshop Ltd. ® Copyright Games Workshop Ltd
1997 All rights reserved

REGISTERED TRADEMARKS
Tha fallowing are all registerad trademarks of Games Waorkshop Lid
Armageddon, Blood Bowl, Chivairy, Ciiadel. the Citadel fogo. Dark
Angels, Dark Future, Dealhwing. Gungeonguest, Eidar, Eldar Aitack,
Epic, tha Games Workshop fogo, Games Workshop, the GW fogo,
The GW Flame logo, Genestealer, Slottabase, SpacesFleet, Space
Marine. Talisman, Tyranid, Warhaminer and Warmaster. Marauder is a

registered trademark of Marauder Miniatures Ltd. Used with
permission.
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TRADEMARKS
The g ate alt of Games
AspectWamar Atifla, Avatar, Blood Angels, Blood!stter Bloodthlrs!er
Cadhan, Catachan, Codex, Daemonette, Dark Reaper, Death Zone,
Digga, Digganch, 'Eavy Metal, Exo Armour, Exarch, Eye of Terror,
Farsgor, Fite Dragon, Flesh Hound, Gargant, Gobbo, Gorkamorka,
Great Uncleanr One, Gretchin, Grey Knight, Grot, Hunter Slayer,
Keeper of Secrets, Khorne, Knights Panther, Leman Russ,
Lichemaster, Lightning Claw, Lord of Change, Madboy, Man O War,
Mekboy, Mighty Empires, Mordian, Necromunda, Nob, Nurgle,
Nurghng, Ognm: Old Word, Ork, Painboy, Plagusbearer, Plague
Fleet. Psykel, Ratling, Ravenwing, Sea of Blood, Skaven, Slaanesh,
Slann. Snotling” Space Hutk, Space Wolves, Spanner, Squat, Squig,
Swoaping Hawk, Striking Ssorpion, Tallarn, Termlnator. Thunder
Hammer, Trolt Stayer, Tzeentch, |
Guiest Weirdboy, White Dwarf and the White Dwar( ligure, Kmghts of
the White Wolf, Worldeater, Yoof,
The Citadel paint pot is UK registered design No. 2033236
Scatter dice are UK registered design No. 2017484,
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| We've decided that when you order your shiny new Falcon ' 77 ™ /® B

| Grav-Tank kit we can supply you with the weapon of your |8 7 & &

| choice! This will obviously give you a greater range of | SESSESgeg w s 1S

; tactical options. _ ]

| You can now order the splendid Eldar Falcon Grav-Tank 1
l

with a metal weapon for $64.95! We have the following
weapons available: Heavy Plasma Gun and Missile
| Launcher (please state which you requirel).
| If you're really feeling adventurous you could even add a Shuriken Shrieker Cannon instead of the | 4
| twin-linked Shuriken Catapuits that are mounted under the hull! The Falcon Grav-Tank kit with the ‘

—_———— e

. \ metal Shuriken Shrieker Cannon will set you back $64.95. 1
:! L Please note that you will need to do a little conversion work to get the weapons to fit but this is really easy! ;
1&' l )
1l v & \
LiiE _ ’
[ SIS :

fl\ll %l ; e N VA\UAVW .)
! We are also happy we can offer you a limited \
i'(" number of Sisters of Battle Rhino conversion &8
It kits. Using some of the metal pieces f
| from the Sisters of Battle Immolator and  §§

" a plastic Rhino kit we've constructed %

this great looking tank.

This excellent conversion is

M} simple to put together and
looks great on the
battlefield. You can order

this kit from us for $44.95.

so what are you waiting for -

get in touch! .
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WARHAMMER BOXED GAME

$139.95

WARHAMMER MAGIC

$74.95

NEW! PERILOUS QUEST (CAMPAIGN PACK)

$39.95

NEW! QUESTING KNIGHT STANDARD BEARER

$13.95

NEW! QUESTING KNIGHT TRUMPETER

$13.95

NEW! KNIGHT OF THE REALM HERO WITH MORNING STAR ~ $13.95

NEW! BRETONNIAN SQUIRE CHAMPION

$11.95

NEW! BRETONNIAN SQUIRE COMMAND GROUP

$13.95

NEW! BRETONNIAN SQUIRES WITH BOWS

$14.95

CIRCLE OF BLOOD (CAMPAIGN PACK)

$39.95

IDOL OF GORK (CAMPAIGN PACK)

$39.95

GRUDGE OF DRONG (CAMPAIGN PACK)

$39.95

WARHAMMER ARMIES - BRETONNIA

$34.95

WARHAMMER ARMIES - DARK ELVES

$34.95

 WARHAMMER ARMIES - DWARFS

$34.95

WARHAMMER ARMIES — THE EMPIRE

$34.95

WARHAMMER ARMIES - HIGH ELVES

$34.95

WCOoD ELVES

ORION, KING IN THE WOODS
Boxedr set contains 1 model.

$39.95

ARIEL, MAGE QUEEN OF LOREN
Boxed set contains 1 model

$39.95

DURTHU THE TREEMAN (boxed set)

$39.95

_WOOD ELF FOREST DRAGON (Boxed set)

WOOD ELF ARCHERS
Boxed set contains 8 plastic miniatures.

$74.95

$17.95

WARHAMMER ARMIES — LIZARDMEN

$34.95

WOOD ELF GLADE GUARD

$14.95

WARHAMMER ARMIES — ORCS AND GOBLINS

$34.95

WARHAMMER ARMIES — SKAVEN

$34.95

WARHAMMER ARMIES - WOOD ELVES

$34.95

WARHAMMER ARMIES — UNDEAD

$34.95

_WOOD ELF GLADE GUARD COMMAND GROUP

$13.95

WOOD ELF GLADE GUARD CHAMPION

$11.95

WOOD ELF DRYADS

$11.95

WOOD ELF WARDANCERS

$14.95 for 3

WHITE DWARF PRESENTS: CHAOS DWARFS

$34.95

NEW! WOOD ELF SORCERESS ON FOOT

$11.95

BRETONNIANS

5 HUNTING PARTY

NEW! BRETONNIAN HUNTING PARTY

| Army deal boxed set

$150.00

NEW! WOOD ELF SCOUTS

$14.95

NEW! WOOD ELF SCOUT CHAMPION

$11.95

~ NEW! WOOD ELF SCOUT COMMAND GROUP

$13.95

HIGH ELVES

HIGH ELVES
jlﬁ(ed set contains 8 plastic miniatures

HIGH ELF DRAGON LORD (boxed set)

$17.95

$69.95

TIRANOC CHARIOT (boxed set)

$39.95

EVERQUEEN & MAIDEN GUARD
Boxed set contains 7 miniatures

$49.95

HIGH ELF SILVER HELMS
Boxed set contains 4 High Elf Silver Hetms

$49.95

ELLYRIAN REAVERS
Boxed set contains 4 Ellyrian Reavers

$39.95

SILVER HELM KNIGHT

$13.95

MAIDEN GUARD CHAMPION

$11.95

BRETONNIAN DUKE ON PEGASUS (boxed set)

$39.95

LOUEN LEONCOEUR, KING OF BRETONNIA (boxed set)

$54.95

BRETONNIAN BOWMEN
Boxed set contains 8 plastic Bretonnian Bowmen

$17.95

GRAIL KNIGHTS
Boxed set includes 3 Grail Knights

$39.95

NEW! QUESTING KNIGHTS
Boxed set includes 4 Questing Knights

$49.95

THE GREEN KNIGHT
Boxed set includes 1 mounted model g

$34.95

KNIGHTS OF THE REALM
Boxed set includes 2 plastic Knights of the Realm

$17.95

| MAIDEN GUARD

$14.95 for 3

WHITE LIONS OF CHRACE

$14.95 for 3

 WHITE LIONS OF CHRACE CHAMPION

$11.95

WHITE LIONS OF CHRACE COMMAND GROUP

$13.95

KORHIL, WHITE LIONS OF CHRACE CAPTAIN

$17.95

HIGH ELF TRANSFERS
Blister contains 10 High Elf transfer sheets

$13.95

LIZARDMEN

SLANN MAGE-PRIEST ON PALANQUIN
Boxed set contains 1 Slann Mage Priest

STEGADON (boxed set)

_TRISTAN LE TROUBADOR & JULES LE JONGLEUR
Blister contains 2 figures

$24.95

BARON ODO D'OUTREMER

$17.95

SULIMAN LE SARACEN

$17.95

KNIGHT OF THE REALM HERO ON FOOT

$11.95

NEW! GRAIL KNIGHT HERO WITH TWO HANDED SWORD

$14.95

$13.95

NEW! QUESTING KNIGHT HERO WITH LANCE
NEW! QUESTING KNIGHT CHAMPION

$13.95

KROXIGOR

SKINKS
Boxed set contains 10 plastic miniatures

SAURUS WARRIORS
Boxed set contains 8 plastic miniatures

SAURUS COMMAND GROUP

SAURUS CHAMPION

LIZARD SWARM
Consists of 5 models on a base
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' GORKAMORKA

Boxed set contains 1 Ork Rokkit Buggy

| NEW! SLAVER

ORK BOYZ WITH SHOOTAZ

GORKAMORKA GUBENZ BAG
Assorted plastic Gorkamorka accessories

 DARK MILLENNIUM
STORM OF VENGEANCE (scenario pack)

| CODEX ELDAR
CODEX ORKS

_CODEX TYRANIDS

$119.95

ROKKIT BUGGY $39.95

WREKKER TRUCK $39.95

Boxed set contains 1 Ork Wrekker Trykk_

GORKAMORKA BIKER
Boxed set contains 1 Gorkamorkg biker

NEW! SPEARGUN WAR TRUKK
Boxed set contains 1 Speargun War Trukk

NEW! HARPOON WARTRAK

$22.95

Boxed set contains 1 Harpoon War Trak

NEW! ORK BOYZ $17.95

Boxed set contains 6 plastic figures

$39.95

$39.95

$14.95

 NEW! ORK BOYZ WITH HAND TO HAND WEAPONS

NEW! GROTZ

$11.95
$11.95

ORK NOBZ
SPANNER BOYZ

$14.95 for 3
$14.95

ORK YOOFS

ORK WEAPONS $13.95

Blister contains 2 metal and 1 | plastic weapon sprues

WARHAMMER 40,000 BOXED GAME $139.95

RAVENWING ATTACK FORCE $210.00

Boxed set contains one Warhammer 40,000 Ravenwing army.

NEW! WH40K BATTLEFIELD ACCESSORIES
Bag of assorted plastic accessories.

CODEX SISTERS OF BATTLE
CODEX ANGELS OF DEATH

$14.95

$34.95

CODEX IMPERIAL GUARD $34.95

CODEX SPACE WOLVES

$1495
$11.95

$14.95for 3

$74.95
$39.95

$34.95
$34.95

$34.9§_
$34.95
$34.95

CODEX ULTRAMARINES
CODEX CHACS

_ WHITE DWARF PHESENTS WARHAMMER 40,000 BATTLES

SPACE MARINES
SPACE MARINE WARRIORS OF THE IMPERIUM

_Boxed set contains 6 plastic Space Marine Warriors

SPACE MARINE TERMINATORS

_ Boxed set contains 5 plastic Terminators

SPACE MARINE PREDATOR

~ Boxed set contains 1 Predator Tank

SPACE MARINE PREDATOR ANNIHILATOR
Boxed set contains 1 Predator Annihilator Tank

SPACE MARINE RAZORBACK
Boxed set contains 1 Razorback Tank

SPACE MARINE WHIRLWIND

I Boxed set contains 1 Whirlwind Tank

SPACE MARINE LANDSPEEDER
Boxed set contains 1 Landspeeder

SPACE MARINE BIKE (boxed set)

SPACE MARINE ATTACK BIKE (boxed set)
SPACE MARINE CHAPLAIN ON BIKE (boxed set)

SPACE MARINE SCOUTS
Boxed set contains 5 Space_Marine Scouts

SCOUTS WITH NEEDLE SNIPER RIFLE
SCOUT WITH HEAVY BOLTER
SCOUT SERGEANT

SPACE MARINE SCOUTS

ELDAR
NEW! ELDAR FALCON GRAV TANK (plastic boxed set)
ELDAR VYPER JETBIKE (plastic boxed set)

ELDAR SHRIEKER JETBIKE (piastic boxed set)

ELDAR JETBIKE (plastic boxed set)
ELDAR GUARDIANS

| Boxed set contains 6 plastic Eldar guardians

ELDAR AVATAR (boxed set)
ELDAR WAR WALKER (boxed set)

ELDAR DREADNOUGHT (boxed set)

ORKS

SPACE ORK WARRIORS
Boxed set contains 6 plastic Ork warriors

GRETCHIN

Boxed set contains 8 plastic Gretchin

ORK DREADNOUGHT (boxed set)
ORK WAR BUGQGY (boxed set)

NAZDREG, BAD MOON ORK WARLORD

$14.95 for 3
$11.95

$11.95

$14.95 for 3

$59.95 |

$39.95

$22.95

$17.95
$17.95

$39.95
$54.95

$54.95

$17.95

$17.95

$69.95 u
$34.95
$19.95

-

v

o Oy

B \Ve,)

[ ol "

-

e, VT &

o >

\WE, /

W TTTA e (e I SN0 TV TTTO £2R2L 7°N) B IS0 1Tl




Lo RNV jpw /g (N

—h,

ELEU _;. ;

a

CAWES

WORESHOP

EPIC 40,000 BOXED GAME

$119.95

IMPERIAL BANEBLADE SUPER HEAVY TANK

SPACE MARINE THUNDERHAWK GUNSHIP

NECROMUNDA BOXED GAME $119.95

SPACE MARINE BATTLE FORCE
Boxed set contains one Epic Space Marine army.

$150.00

WAA-GRODSNIKS WHEELZ OF DETH
Boxed set contains one Epic Ork army.

$150.00

GREAT GARGANT (boxed set)

$44.95

 WARLORD TITAN (boxed set)

$44.95

ORK BATTLEWAGONS (boxed set)

$17.95

ORK MOB (boxed set) y
SPACE MARINES BATTLE GROUP (boxed set)

 $17.95

$17.95

 OUTLANDERS BOXED SUPPLEMENT $62.95

BATTLES IN THE UNDERHIVE (book} $34.95

- WARHAMMER QUEST BOXED GAME

 LAIR OF THE ORC LORD ADVENTURE PACK

| CATACOMBS OF TERROR ADVENTURE PACK
- BRETONNIAN KNIGHT WARRIOR PACK

CHAOS WARRIOR WARRIOR PACK

_IMPERIAL NOBLE WARRIOR PACK

PIT FIGHTER WARRIOR PACK

SPACE MARINES TANKS (boxed set)
TYRANID SWARM (boxed set)
ORK GARGANT (boxed set)

$17.95

$17.95
$39.95

ELDAR WAR HOST (boxed set)

$17.95

ELDAR SUPREME COMMANDERS
Blister contains 1 Avatar, 1 Farseer on Vyper & 1 Farseer Grav Tank

$15.95

ELDAR WAR WALKERS

$12.95

ELDAR DREADNOUGHTS

ELDAR VYPER JET BIKES |
ELDAR SUPPORT WEAPONS ON GRAV PLATFORMS
ELDAR COBRA SUPER HEAVY GRAV TANK

$15.95

$12.95

$12.95

ELDAR SCORPION SUPER HEAVY GRAV TANK

| ELDAR NIGHT SPINNERS

$15.95

ELDAR FIRE PRISMS

$15.95 for 3

ELF RANGER WARRIOR PACK

TROLLSLAYER WARRIOR PACK

 WARRIOR PRIEST WAIE%IOR PACK
 WARDANCER WARRIOR PACK

WITCH HUNTER WARRIOR PACK

CITADEL COLOUR PAINT SET

ELDAR VAMPIRE RAIDER

$21.95

| ELDAR PHOENIX BOMBERS

ELDAR NIGHT WING INTERCEPTORS

$15.95

$15.95 for 3

HOW TO MAKE WARGAMES TERRAIN

ELDAR FALCON GRAV TANK

$15.95 for 3

ELDAR WAVE SERPENT

$12.95

TYRANID HIEROPHANT BIO-TITAN (boxed set)

$39.95

TYRANID HIERODULE BIO-TITAN (boxed set)

$34.95

TYRANID HARRIDAN

$19.95

_ TYRANID DACTYLIS

 TYRANID BIOVORES
TYRANID ZOANTHROPES

$12.95
$12.95

CITADEL MINIATURES METAL CUTTERS

CITADEL MINIATURES PIN VICE AND DRILLS
CITADEL MINIATURES MODELLING FILES
FIGURE CASE

TYRANID CARNIFEXES

$15.95

TYRANID EXOCRINES

$15.95 for 3

$15.95 for 3

TYRANID ASSAULT SPAWN TRYGONS

$15.95 for 3

TYRANID ASSAULT SPAWN MALEFACTORS

$15.95 for 3

TYRANID ASSAULT SPAWN HARUSPEX

$15.95 for 3

~ TYRANID DOMINATRIX
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TYRANID HIVE TYRANT

$21.95
$15.95 for 3

INFERNO ISSUE 1
INFERNO ISSUE 2
NEW! INFERNO ISSUE 3




I GORKAMORKA

SPEARGUN WAR TRUKK

—

O L P O

il SPEARGUN GANG PLANK SPEARGUN GANG PLANK WINCH SPEARGUN FRONT PLATE
r’ | 040301504 040301509 040301501

— SPEARGUN
| GLYPHS
040301506
SPEARGUN GUN SUPPORT BASE
040301507

‘ ‘ 1

|

| W |

¥

] (|
|1

\ SPEARGUN GUN SPEARGUN GUN MOUNT SPEARGUN SPEARS

040301502 040301508 040301505

A COMPLETE SPEARGUN WAR TRUKK CONSISTS OF: |
1 x SPEARGUN GANG PLANK ‘
1 x SPEARGUN GANG PLANK WINCH
1 x SPEARGUN FRONT PLATE |
1 x SPEARGUN GLYPHS
3 x SPEARGUN SPEARS |
|

1

| 1 SPEARGUN GANG PLANK BASE SPEARGUN DRIVER 1 x SPEARGUN GUN
! 040301513 040301511 1 x SPEARGUN GUN MOUNT
! 1 1 x SPEARGUN GUN SUPPORT BASE
: 1 x SPEARGUN GANG PLANK BASE

i 1 x SPEARGUN DRIVER
; _ P R 1 x SPEARGUN HANDLE ]
0 ﬁ % . 1 x SPEARGUN SPANNER P
. 1 x PLASTIC WAR TRUKK SPRUE {

i SPEARGUN HANDLE SPEARGUN SPANNER oyt P"ﬁg'lg e Il
| . 040301510 040301512 x PL d

CITADEL®
ANIACUTRES

Designed by Norman Swales and Brian Nelson

i Not suitabie for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.

l
|
)
l i [ ® Copyright Games Workshop Ltd., 1997. All rights reserved.




GORKAMORKA

HARPOON TRAK

A COMPLETE HARPOON TRAK CONSISTS OF:

1 x HARPOON TRAK GUN

1 x HARPOON TRAK GUNNER BODY

1 x HARPOON TRAK GUNNER HAND

1 x HARPOON TRAK SPARE HARPOONS
1 x HARPOON TRAK GLYPHS
1 x HARPOON TRAK SPIKE
1 x HARPOON TRAK HARPOON GUN MOUNT
1 x PLASTIC WAR TRAK SPRUE
1 x SMALL PLASTIC WHEEL SPRUE

HARPOON TRAK

~HARPOON TRAK ]
GLYPHS
040301305

HARPOON TRAK GUN HARPOON TRAK GUNNER BODY HARPOON TRAK SPARE HARPOONS
040301301 040301304 040301302

HARPOON TRAK SPIKE 1 HARPOON TRAK SPIKE 2
040301306 040301307

ml r- . i

HARPOON TRAK HARPOON TRAK
GUNNER HAND HARPOON GUN MOUNT
040301308 040301303

Designed by Norman Swales

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. A!l nights reserved.

CITADEL®
NENIATUIRES
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CITADEL
MENIACIRES

GORKAMORKA

SPANNERZ

SPANNER WITH WRENCH SPANNER WITH MALLET SPANNER BACKPACK 1 SPANNER BACKPACK 2
040300501 040300502 040300503 040300504

SPANNER RIGHT ARM A COMPLETE ORK SPANNER
WITH SIX-SHOOTA CONSISTS OF:
040300505 1 x SPANNER

1 x SPANNER RIGHT ARM
1 x SPANNER BACKPACK

SPANNER RIGHT ARM
WITH SLUGGA

040300506 SPANNERZ

SLAVER

SLAVER GRABBA STIKK
040301102

SLAVER BODY ;
040301101 W—y V.

A COMPLETE ORK SLAVER
CONSISTS OF: SLAVER WHIP

1 x SLAVER BODY 040301103
1 x SLAVER GRABBA STIKK
1 x SLAVER WHIP

SLAVER

Designed by Brian Nelson

Not suitable for children under 36 months due to small parts and essential pointed components. All models suppiied unpainted.
€ Copyright Games Workshop Ltd., 1997. All rights reserved.
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GORKAMORKA

Ll

BOYZ WITH HAND TO HAND WEAPONS

ORK BOY WITH ORK BOY WITH ORK BOY WITH ORK BOY WITH
HAND TO HAND WEAPON 1 HAND TO HAND WEAPON 2 HAND TO HAND WEAPON 3 HAND TO HAND WEAPON 4
040301001 040301002 040301003 040301004
YOOFS

YOOF BODY 1 YOOF BODY 2 YOOF BODY 3
040300701 040300702 040300703

A COMPLETE YOOF

CONSISTS OF:
1 x YOOF BODY
1 x YOOF ARM
YOOF ARM 1 YOOF ARM 2 YOOF ARM 3
040300704 040300705 040300706
GROTZ

GROT 1 GROT 2 GROT 3
040301201 040301202 040301203

Designed by Colin Dixon and Brian Nelson

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All nghts reserved.




CITADEL®
MINIATURES

GORKAMORKA

ORK BOYZ

—— = = e e Fe — =

=T O S SR e e e T

ORK BOYZ SPRUE (SHOWN AT 95% OF ACTUAL SIZE)
0403001

Designed by Colin Dixon, Alan and Michael Perry

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.

€ Copyright Games Workshop Ltd.. 1997. All rights reserved.




T  WOOD ELVES

WOOD ELF WOOD ELF SCOUT COMMAND
SORCERESS ON FOOT

WOOD ELF SORCERESS ON FOOT WOOD ELF SCOUT WOOD ELF SCOUT WOOD ELF SCOUT
020402601 CHAMPION HORN BLOWER STANDARD BEARER
020402801 020402902 020402901

WOOD ELF SCOUTS

WOOD ELF SCOUT 1 WOOD ELF SCOUT 2 WOOD ELF SCOUT 3
020402701 020402702 020402703

WOOD ELF SCOUT 4 WOOD ELF SCOUT 5§ WOOD ELF SCOUT 6
020402704 020402705 020402706

5] ll ’F n
Sﬂlﬂ'l‘-‘“ X nf:ls' ' Erll;&mk':%

Designed by Gary Morley

Not suitable for children under 36 months due to smal! parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.




% BRETONNIA

QUESTING KNIGHT COMMAND b

QUESTING KNIGHT
: CHAMPION BODY
Bl 020304902

QUESTING KNIGHT
STANDARD BEARER BODY
020305002

QUESTING KNIGHT
TRUMPETER BODY
020305102

@

CITADEL*
MINIXTURES

QUESTING KNIGHT
HORSE HEAD 1
020303905

A COMPLETE QUESTING KNIGHT
CHAMPION CONSISTS OF:
1 x QUESTING KNIGHT
CHAMPION BODY
1 x QUESTING KNIGHT

QUESTING KNIGHT
HORSE HEAD 2
020303906

A COMPLETE QUESTING KNIGHT
STANDARD BEARER CONSISTS OF:
1 x QUESTING KNIGHT
STANDARD BEARER BODY
1 x QUESTING KNIGHT

QUESTING KNIGHT
HORSE HEAD 3
020303907

)

QUESTING KNIGHT
CHAMPION’S LANCE
020304903

QUESTING KNIGHT
STANDARD BEARER ARM
020305003

A COMPLETE QUESTING KNIGHT
TRUMPETER CONSISTS OF:

1 x QUESTING KNIGHT
TRUMPETER BODY

1 x QUESTING KNIGHT -

KNIGHT OF THE REALM LEGS

CHAMPION'S LANCE STANDARD BEARER ARM HORSE HEAD 020300501
1 x QUESTING KNIGHT 1 x QUESTING KNIGHT 1 x KNIGHT OF THE REALM LEGS
HORSE HEAD HORSE HEAD 1 x BRETONNIAN HORSE

1 x KNIGHT OF THE REALM LEGS
1 x BRETONNIAN HORSE

1 x PLASTIC FIGHTER
SHIELD SPRUE

QUESTING KNIGHT CHAMPION

1 x KNIGHT OF THE REALM LEGS
1 x BRETONNIAN HORSE

1 x PLASTIC FIGHTER
SHIELD SPRUE

QUESTING KNIGHT TRUMPETER

1 x PLASTIC FIGHTER
SHIELD SPRUE

@
i

|

QUESTING KNIGHT STANDARD BEARER

Designed by Alan Perry

Not suitable for children under 36 months due to small parts and essential pointed components. Alt models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.
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QUESTING KNIGHTS

QUESTING KNIGHT
BODY 2
020303902

QUESTING KNIGHT
BODY 1
020303901

QUESTING KNIGHT
HORSE HEAD 2
020303906

QUESTING KNIGHT
HORSE HEAD 1
020303905

GRAIL KNIGHT LANCE 1
020302703

. —— .

GRAIL KNIGHT LANCE 2
020302702

QUESTING KNIGHT

QUESTING KNIGHT
BODY 4
020303904

BODY 3
020303903

QUESTING KNIGHT
HORSE HEAD 3
020303907

KNIGHT OF THE REALM
LEGS
020300501

A COMPLETE QUESTING KNIGHT
CONSISTS OF:
1 x QUESTING KNIGHT BODY
1 X QUESTING KNIGHT HORSE HEAD
1 x KNIGHT OF THE REALM LEGS
1 x GRAIL KNIGHT LANCE
1 x BRETONNIAN HORSE
1 x PLASTIC FIGHTER SHIELD SPRUE

QUESTING KNIGHTS

Designed by Alan Perry

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.




A COMPLETE GRAIL
KNIGHT HERO WITH
GRAIL KNIGHT HERO GRAIL KNIGHT TWO HANDED SWORD
| BODY LEGS CONSISTS OF:
' 020304702 020302701 1 x GRAIL KNIGHT
HERO BODY

BRETONN

™

GRAIL KNIGHT HERO
WITH TWO HANDED SWORD

GRAIL KNIGHT HERO GRAIL KNIGHT HERO
SWORD ARM HORSE HEAD
GRAIL KNIGHT HERO WITH TWO HANDED SWORD 020304703 020304704

-

1 x GRAIL KNIGHT
HERO SWORD ARM
1 x GRAIL KNIGHT
HERO HORSE HEAD
1 x BRETONNIAN
HORSE
1 x GRAIL KNIGHT LEGS

QUESTING KNIGHT HERO
WITH LANCE

| S .
i —
;r i A COMPLETE QUESTING QUESTING KNIGHT KNIGHT OF THE REALM
' KNIGHT HERO WITH HERO BODY LEGS
: ‘ LANCE CONSISTS OF: 020304602 020300501
1 X QUESTING KNIGHT
| HERO BODY
| 1 X QUESTING KNIGHT 4
| HERO LANCE ARM 1)
| 1 x QUESTING KNIGHT =
HERO HORSE HEAD y
| 1 x BRETONNIAN
HORSE
1 x QUESTING KNIGHT
HERO SHIELD =
( 1 XRKE;'\?_;TL%;HE QUESTING KNIGHT QUESTING KNIGHT QUESTING KNIGHT
HERO HORSE HEAD HERO SHIELD HERO LANCE ARM
2030460 0203044603
QUESTING KNIGHT HERO WITH LANCE : 5 020304604
| KNIGHT OF THE REALM HERO
A COMPLETE KNIGHT
OF THE REALM HERO
WITH MORNING STAR
KNIGHT OF THE REALM KNIGHT OF THE REALM CONSISTS OF:
HERO BODY LEGS 1 x KNIGHT OF THE
020304802 020300501 REALM HERO BODY
1 x KNIGHT OF THE
REALM HORSE HEAD
1 x BRETONNIAN
HORSE
1 x KNIGHT OF THE
REALM SHIELD
1 x KNIGHT OF THE i
REALM LEGS
KNIGHT OF THE REALM KNIGHT OF THE REALM :
HERO HORSE HEAD HERO SHIELD 1 8
KNIGHT OF THE REALM HERO WITH MORNING STAR TADELIRS
CITADEL? 020304804 0203046803 ?m ) ;
MINIATUIRES ! "
| .
| Designed by Alan Perry
Not suitable for chiidren under 36 months due to small parts and essential pointed components. All models supplied unpainted.

I © Copyright Games Workshop Lid., 1997. All rights reserved.
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ARM
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BRETONNIA ;

SQUIRES WITH BOWS COMMAND

SQUIRE WITH BOW CHAMPION SQUIRE WITH BOW HORN BLOWER SQUIRE WITH BOW STANDARD BEARER
020305301 020305402 020305401

SQUIRES WITH BOWS

SQUIRE WITH BOW 1 SQUIRE WITH BOW 2 SQUIRE WITH BOW 3
020305201 020305202 020305203

SQUIRE WITH BOW 4 SQUIRE WITH BOW 5 SQUIRE WITH BOW 6
020305204 020305205 020305206

Designed by Michael Perry

Not suitable for children under 36 months due 1o small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.
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FALCON GRAV TANK

A COMPLETE FALCON GRAV TANK CONSISTS OF:
1 x FALCON GRAV TANK TOP HULL SPRUE
1 x FALCON GRAV TANK BOTTOM HULL SPRUE
1 x FALCON GRAV TANK TURRET SPRUE
1 x VYPER CANOPY
1 x FALCON GRAV TANK TRANSFER SHEET

ILDAI FALCON ORAV-TANK
WARNING SIGNS

@@@@ WV$$‘~-’$@

REITIICH Rolopel
RIS RolAlS ZENA
A
UaiAciar  ANZISIN Al
YAIACKE  ANILIEN 4k

1 [V ]

v LT

-ﬂ&#é*vv

v

v BBE K Ikl
%Jf@@#
A& & o

e

1 HELMET MARKINGS
|| f 89 x
Al s W A 1
: _ KILL memes - «
c s A AL s s bh HLLAA
; 1967 GAMES WORKSHOP LYD. ALL RIGHTS RESERVED
PARY NUWSER: 90 51 0104 001 M
FALCON GRAV TANK TURRET SPRUE FALCON GRAV TANK TRANSFER SHEET :
EL" 99390104002 (SHOWN AT 55% OF ACTUAL SIZE} 390104002 (SHOWN AT 75% OF ACTUAL SIZE) s :’A 42 XTI

CITADEL
MINIXTUIRES
| Designed by Jes Goodwin

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd.. 1997. All rights reserved.
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FALCON GRAV TANK

FALCON GRAV TANK TOP HULL SPRUE
99390104001 (SHOWN AT 60% OF ACTUAL SIZE)

FALCON GRAV TANK BOTTOM HULL SPRUE
99390104003 (SHOWN AT 60% OF ACTUAL SIZE)

Designed by Jes Goodwin

Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
© Copyright Games Workshop Ltd., 1997. All rights reserved.
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| SPACE MARI

SPACE MARINE SPACE MARINE SCOUT
SCOUT SERGEANT WITH HEAVY BOLTER
B \

' SPACE MARINE SCOUT
| HEAVY BOLTER
010109102 SPACE MARINE SCOUT
I WITH HEAVY BOLTER
A COMPLETE SPACE MARINE SCOUT WITH
HEAVY BOLTER CONSISTS OF:
1 x SPACE MARINE SCOUT WITH
HEAVY BOLTER BODY
SPACE MARINE SCOUT SPACE MARINE SCOUT X SF’A‘iE “g‘;ig“: ;Zg:; ';E’C*)‘G’TBOLTER
SPACE MARINE SCOUT SERGEANT WITH HEAVY BOLTER BODY HEAVY BOLTER BIPOD x
010108802 010109101 010109103 HEAVY BOLTER BIPOD

SPACE MARINE SCOUTS

SPACE MARINE SCOUT 1 SPACE MARINE SCOUT 2 SPACE MARINE SCOUT 3
010108801 010108803 010108804

. SPACE MARINE SCOUT 4 SPACE MARINE SCOUT 5 SPACE MARINE SCOUT 6
| 010108805 010109306 010109307
i SPACE MARINE SCOUTS SPACE MARINE SCOUT

WITH SNIPER RIFLE WITH SHOTGUN

SPACE MARINE SCOUT WITH SPACE MARINE SCOUT WITH
SNIPER RIFLE 1 SNIPER RIFLE 2 SPACE MAR'N%S)?%{;;” ITH SHOTGUN .
Wl crTapEL” : 010109001 010109002 CTEEL

,\\mwrmz'tlé 7
| Designed by Jes Goodwin

I' Not suitable for children under 36 months due to small parts and essential pointed components. All models supplied unpainted.
l © Copyright Games Workshop Ltd., 1997. All rights reserved.
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* COVERTX HITS 40Kz »
* GAMING CoNTacrs »
* WEB Rar Ammacks « poy
BUITHA'S i «

THE CITADEL

L ﬁ@whﬁﬁ;g 22

OCT/NoV o7

THE CI'I'ADEI.

J—

DURING THE AGI
SPLIT

AMONG ITS CASI

Y THE IMPERIUM WAS
IVIL WAR.

. THE SPACE MARINES

OF THE ANC TH CHAPTER.

‘ONLY THE YOUNG WARRIORS OF THE
10TH. COMPANY SURVIVED, BANISHED TO
THE UNHOLY DEPTHS OF WARP SPACE...

NOW, AFTER 4,000 YEARS, THEY HAVE RETURNED.
BUT IS THE 41ST MILLENNIUM READY FOR...

COVERT T“'i&"&*ﬂ:&;ﬂ:ﬁ%ﬂf ;

Imperial turret systems... Empire
clash with Skaven... Towns in .
Warhammer Quest... Lizardmen in
Blood Bowl... Dok Butcha's
Konvershun Klinik and loads more!

! ‘e RN 4

INFILTRATING
- JOURNAL 22

Issue 22 of the
Citade! Journal is
available from Mail
Order priced at
only $16.95.
Please use the
order form at the

end of the

magazine, or

give us a call.

To be certain of
your copy of
the Citadel
Journal you
can take out
one of our special subscription

deals. Available for only $75.00 (Australia) or
$100.00 (Overseas). Subscribers will recieve six issues
and their choice of either our splendid
‘Polymorphine Mug' OR the remarkable
new Citadel Miniatures Annual 1998
absolutely FREE! Each Journal
subscription will begin with the next
issue to be published — unfortunately we
can't include back copies in
subscriptions, but you can still order
selected copies from Mail Order. Stocks
of both of these free items are limited so
contact us now, or you'll miss out!

T he Citadel Journal is published
by Games Workshop, but it's
written by you! Every issue is
packed full of articles on collecting,
painting, modelling and gaming with
Citadel miniatures, written by
dedicated gamers for dedicated
gamers. So if you've got a brilliant
idea for a new 40K mission, have done
an unusual conversion or just have a
really impressively painted army.
Send the details to:

&

Citadel Journal Submissions,
Games Workshop, Chewton Street, Hilltop,
Eastwood, Notts, NG16 3HY, UK
Or you can E-Mail us at:
journal@games-workshop.co.uk
Please mark it as
*Journal Submission."

|\
The world is waiting! vw\n'.,‘}';\uh
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WHATS THIS THEN?
This is your Mail Order form. Now that you've seen ali the models and new releases in this issue, we know that

you can't wait to get your hands on them. All you have to do is fill out this form. stick it in an envelope with your
payment and post it to the address shown at the beginning of the Mail Order section.

CODE DESCRIPTION PUBLICATIONPAGE | PRICE |GQTY | [OWL
| — PERILOUS QUEST _y amPLWHITE DWARF 215 | $39.95 1 | $39.95
|
)
|
|
|
!
SUBTOTAL
Please s‘tart my Whllé Dwarf subscription with issue number: .............ce.... POSTAGE & PACKING
1 would like the following FREE BOX S€t......cocimiiiiiminimieininniiinccene
.......................................................................................................... GRAND TOTAL (TOTAL + P&P)

Please start my Citadel Journal subscription with issue number: ... ...........

Use this form to mail ordet Games Workshop products and Citade! Miniatures from
this or any recent issue of White Dwarf. When you have totalled up your order,
please don't forget to add the postage and packing charge PLEASE PRINT IN
BLOCK CAPITALS AND USE A BLACK PEN

METHODS OF PAYMENT

You can pay by cheque or money order made payable to Games Workshop Ltd.
Alternatively, we take Mastercard. Visa, and Bankcard. f you wish to pay by credit
card, please fill in the relevant details on the form overleaf if you have a credit
card. you can place an immediate order by phoning our Mail Order Hotlines - but
make sure you have your card with you when you phone

DISPATCH & DELIVERY
So that you get your games and miniatures as quickly as possible we always
dispatch your order via our express delivery service. Ali orders piaced before noon
are dispatched on the same day

POSTAGE & PACKING

Within Australia. Add $5.00

Overseas: Add 40% of the order value. !f you pay by credit card, postage &
packing will be charged at cost If fess than this (minimum P&P $10.00)

COUNTRY: ... . I Postcode: ....

Method of Payment: Cheque U Money Order U

Mastercard O

........................ L= U
Bankcard U

Visa

carano: A QA LU U0

Card expiry date:

Cardholder

SIgNAtUre: ...

Please feel free to photocopy this form.

NAIL ORDER T (0%) 9829 6111 MAIL ORDER T (0A) 9839 611




CALL FOR SUBSCRIPTION DETAILS!
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INFERNO! FAST ACTION,

TWO-FISTED ADVENTURE A\
STORIES FROM THE o e
WORLDS OF WARHAMMER, £ £
WARHAMMER 40,000 AND L
NECROMUNDA. 68 PAGES OF =
COMIC STRIPS, BATTLE Issue 3

PLANS, INQUISITION REPORTS,
AMAZING ARTWORK AND
MUCH MORE!
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