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LET’S SMASH SKULLS

WARHAMMER is the long-awaited
dual system for fantasy gaming
written by Citadel Miniatures’
own Bryan Ansell, Richard
Halliwell and Richard Priestly.
Whether you enjoy role-playing
adventures or mass battles,
it'’s all here for you in this
three volume boxed set.
Simple enough for the

novice to learn, yet meaty
and innovative for the
experienced gamer to
enjoy.

WARHAMMER gives you rules for Movement * Psychological Factors * Shooting *
Combat * Flying Creatures * Fighting Tabletop Battles * Fighting in Dungeons *
Creature Lists * Wizards and Magic * Spells * Necromancy * Random Generation *
Enchanted Objects * The Games Master * Player Characters * Creating Adventures *
Character Advancement * Injuries * Starting Expeditions * Running Campaigns *
Encounter Charts * plus two special scenarios: THE ZIGGURAT OF DOOM and
THE REDWAKE RIVER VALLEY.

WARHAMMER is available in better shops everywhere or. in case of difficulty, available post free
at £5.95 from Citadel Miniatures, 10 Victoria Street, Newark, Notts. (Telephone: 0636 77495),
Please make cheques pavable to Games Workshop Litd.
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Welcome to the first CITADEL COMPENDIURM, Pubilic demand Thie brings us to the concept of the Cltade] Compendium, The
has encouraged ws to attempt to llustrate our entire range ‘:I'I‘-' Compendium will allow ua to regularly bring vou up to dete
the first time. We have optad for line illustrations in the main, with our latest dewvelopements, it will take the form of an
as we find the printing of photographe in catalogues to be a irregular  jourmal; featuring complete current  listings with
rather unpredictable process, and weo believe that drawings are illustrations. We will alss take the opportunity to rum articles
the best way of letling you know what the models actually an our models and related topics, and to publish scenarios,
Inok lke; we welcome your views on the subject! OFf course, rules and additional material for WARHAMMER role-playing
we can only show models available at the time of writing, rules. Our staff are busy writing material for the next jssue,
Citadel's policy of systematically re-modelling the selection but we hope that you, our customers, will be contributing too.
available across our entire range means that even as you read We also hope to continue with our lettors page, Eldritch
thia the number of madels available will have been changed Epistles, In the next isswe, so pleess fesl free bo write with
and extendsd. Sorme codes will consist mostly of models from your comments, questions and suggestions, articles will also be
our old stalwart Fiend factory and Fantasy Tribe renges, but very welcome. To avoid confusion, pleass address vour
we are roworking our new codes at a rate of about three a correspondence tn 1 Brvan  Ansell, THE CITADEL
month, and you can be sure that in the near future you'll be COMPEMDILS, 10 Victorim St., Mewark, Motts. Pleass be
seeing exciting new models of which ever subjects particularly sure to use a separate sheet of paper from any mail orders ete.,
intarest yodl.

Cher plans for the near future ineludo:-

More Runedquest models, hoth individoal models and hoxed sets, including Runepriests complste with

their familiers, re-made Dragonewts and individual monsters.

Shme aplendidly frmcious BLIGREARS.

i\.-1ajr_:r m—wurkirn_] and additions to COL:Fighters, aur most ::||r[1|||.'|1' eode,

Bew Diorama sets, including Engines of War with Fantasy Crews.

A new range of Dungeon accessorics featuring chesls, ums and other items.

Our first WARHAMMER supplements featuring army lists amongst other things, We're really excited

about Warhammer, having been playing with them for over a year now, and have plans Tor printing
| several supplements, as well ns renning additional material in the COMPEMCIL IR,

ROGUE TRADER: our Sclence Fictlon Role Playing Rules. We'll be ro-making and re-titling our
Spacefarars models to eaincide with the releass of thess.

Some, hopefully most, of thess should be ready o appear in the npext issue of the CITADEL

COMPERDIUM, together with a few surprises!

Bast Wishes

T N e pr—

x The Drawings and Photographs In this catalogue are not bo seale,

| i r o~
- ERY October 1983
[ men i AA
-~ Citadel Minlatures
= 10, Vietoria Streat
Mmwark

Aryan Anaell Pntts
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We've all been amazed by the response and enthusiasm which
has greeted the leunch of our own Games System -
Warhammer, the rules that allow you to fight fantasy hattles
on the tabletop. The letters and ideas have been, quite
literally at times, overwhelming, Groups of players all round
the eountry have besn using and edapting our rules to btheir
own ends = and judging by your letters with some interesting
results.  Ourselves, well we are very happy to ses our ideas
expanded and modified; its all very encouraging and bodes well
for the future, Kesp the deas coming. teanwhile we have
arranged this  selection of rules emmendments and
modifications which should clear up a few mistakes which
crept into the rules. Occasionally we've found that whal we
wrote was not as clear as we intended - so 8 few words of
explanation on vital points are included tao.

THE TURMN SEGUENCE

Vol 1 p% says that both players may shoot in the Shooting
Phage - this is & foul lie! in fact only the Active Player may
shoat. The only exception (s '‘Return Flre' - gee next section.

RETURM FIRE

In a players Shoating Phase other players may attampt to
shoot with figures whose Bow Skill is & or more, Throw a D,
add 1 for each point of Initiative. [T the result (s 10 or more
that wunit or individual may shoot. Thiz does not prevent Ehm
firing mgakn in thetr own Active Turn.

FIGHTIMNG DEFEMNSIVEL Y

This a an advanced alternative rule designed for games
invalving anly a few (less than 10} models a side, although it is
applicable to any sized game. Any character model - o Herao,
Wizard, etc, - may choose to fight delensively in combat, This
means ha forgets about trying to kill his opporanl and  just
concentrates on parrying and trylmg to stay alive. This is
particularly useful if you find youself totally outclassed in
combatl, You must declare st the beginning of combat that you
intend to Fight Defensively. Having done so you roll to hit as
noemel but with 8 +2 dice modifier - you will roll first sven |f
your opponents Initiative is higher and he would normally have
the first blow. I you succesd in hilting your appanant then you
causc no damage - but your apponent may not attempt to hit
youj you have ‘blocked® his blow. You may fight denfendively
againet as many individusls as you have attacks.
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WEAPOMNS DIFFERENTIATION AND OTHER BOMUSES

There are some af thess listed on p 25 of Vol 1. More detail
can ba included in your games by introducing more bonuses to
cover exobic weapons and situations. The following list
summarises the factors given in Warhammer and includes &
few rew ones developed by ourselves and other players. You
can ocut this chart out and paste it into your copy of
Warhammer over the exjsting chart.

— -

I Initiative ToHit To Kill
I
|CHARGE JCOUNMTERCHARGE i . :
|FIGHTING ROUTING ENEMY 2 +
ILMEHS +] - ¥
ARMED MOMSTER 5:4 % : +1
1L McER WEAPON 1 : ;
ILIGHT WEAPOMN va SIKIRMISH 41 ¥l 2
ILICHT WEAPDM vs SHOCK : = 1
|CROSS DEFENDED OBSTACLE -1 - B
||'I':'H"||'Y WEAPDN va SKIFRMISH =] =1 -
JHEAVY WEAPON vs SHOCK 3 £l g

II-I.A\I'Y WEAPON vs ALL = -

e e W

Mew items which won't be familiar are Crossing Defended
(hstacles and Heavy Weaapon vs Shock. If you asre sttecking
troops who are bohind some sort of cover - such &a a
barcieade, hedge or wall = then you will suffer a penalty of -l
To Hit' and -1 Unithative’, Once you have pushed beck the
defendors you have 'scrambled” over the obstacle and there s
no penalty, If the defenders push you back then they don't have
i follow over the obsiacle - but the unit pushed back still
retreats 2" as rarmal.

Heavy Cutting and Thrusting Weapons - basically twa-handed
weapons and heavy pole-arms - receive 8 +1 "To Hit' banus
when flghting troops in Close Order. This is because troops in
close order have little room ta duck or dodge.

An additional bonus which we have introduced into our own
games fo the «2 To Hit' and + L "To Kill' if you are Fighting
Routed troops.



LISIMG MOUNTED FIGLRRES

A fow people hove asked us to clorify the rules for cavalry and
pther mounted models, If the rider is mountod on either &
Horse, Boar or Wolf - then it counts as cavalry. Cavalry
receive appropriste movement fur the type and a o1 Saving
Throw, Attacks against the cavalry are worked out againat Lhe
JULER with the appropriate bonuges. If the Rider is killed then
the entire model is removed from play. This ia a convenient
way of working out cavalry becaose it saves having [nnae
horses wandering about the battlafield. If the rider is mounted
an & Wolf then that animal may itself bite and claw against
combat opponents - attack with Giant Wolf  Initiative,
Weaporskill and Attock Strength. Opponents must still fight
aggaimat the rider - this means that the Wolf could find itself
belng killed simply beeasse the rider in killed. In the basic
game we find this is fair enough bocause the ridor/wolf
combination is pretty powerful snd the wolf s bound to be
dissdvantaged by having the rider on his back.

The only models ectually designed to ride larger creatures are
all either meunted on some form of Giant Riding Heptile or
specially dealt with In the rules (Giant riding Elephant and Orc
Riding Wyvern). If you wish to mount models on other large
mansters, such a8 the Griffon, then use the some rulés Bs Tar
the Ciiant Riding reptiles. In combat the rider and creature
both attack the snemy = but the opposition can only attack the
creature. Onoo the creature is desd the rider is dismounted
and may be engaged In combat.

Same players have indicated that they would like
mare detail for riding larger monsters and s0 we
hawe developed the following rulos. 1 must
emphasise that these npew niled are bto some
extant experimental -

1. A1l Mounts and Riders may he considered
separate. In combat the Rider strikes n blow and
the Mount also strikes a blow where appropriate.
Marmal Horses, Donkeys, Mules ete, don't strike
n blow but trained Warhorses do.

2 Foot opponents may choose to either fight the
Mount or Rider. If the Mount is so large that the
Rider i% out of reach of his enamies weapon then
the blow must be struck against the Mount.
Gensrally for foot opponenta under 10' tall the
Hider can be attecked if he Is riding anything
horse sized and met If she i3 riding anything
bigger.

3 Where two mounted opponents meet In combat
riders may attack either riders or mounts;
mounts may attack only mounts. Riders mounted
on horses or horse sized creatures ray not atrike
blows against riders riding larger creatures. They
must slrike against the mount.

4 If a riders mount is killed then Throw a D&,
1-4 Rider iz dismounted and must fight
on Toot,
5 Fider is thrown clear of mount.
Place 2" behind combat. Fight on
foot.
6 Rider is trapped under mount = take

1 St.nel':ql'.h 2 Hit and roll & I'-I-,'S,E an &
D6 at the end of the Turn to break
free. If sttacked whilst trapped
reduce Initiative to 1 and number of
Attacks to 1 only. If you break free
continue to fight on foot.

5 If a rider is killed then the mount may continue
ta fight nmlare IF It is intelligent, but & semi-
intellipent or non-intelligent creature becomes
subject to STUPIDITY. MHon-intelligent
creatures will move and attack randomly - this
must he determined by the Games Master. As a
general guide non=intelligent  moenls  withoot
ridars will attack the nearest troops if they are
natural ly .'!I:[lill‘ﬂﬂ:hlf fsll:‘."l‘l s A non=intelligent
stupid Oragon) and will run away if they are
nasalve (such as horaes).

& Riders and mounts take separate Saving Throws -
ridars receive no bonus for being ‘mounted'.

%o 8 Oragon rider, for example, could charge into 8 unit of
infantry. The Dragon will attack es normal, the Rider will
atlack as normel and the Infantry will atteck the Dragom. If
the Infantry succesd in killing the Dragon then the Rider rolls
a dice to determine whether he ls dismounted, thrown clear or
trapped. Once dismaunted he will continue to fight on foot.

If, for instance, a Griffon rider and a Hippogriff rider attack
epach aother then the Griffon and Hippogriff must attack each
other, The riders may chooss to atteck either each other or
their opponents maunt.,

It is ultimately left to the GM to decide whether @ mount
counts as horse sized or bigger - but as & mugh guide most
miznstars that can be ridden count as horse sized. For example
Ciriffons, Pegasl, Unicorns, Hippogri ffs, Manticores, Waolves,
Boars, Carniverous Birds, and Centaurs. Creatures which count
as bigger should be fairly obvious, Elephants, Dragons, Glant
Feptiles, Winged Reptiles and the ‘riding' Wyverns for instance.

COMBAT FACTORS FOR TYPICAL MOUINTS

The Characters Profile Factars - Strength, Initiative ete. are
mot given in full on this chart. In this and further charts the
Factors are abbreviated to save apace.

M M 1 Initiative

W5 Weapan Skill W Wonunds

=13 Bavar Skill [ Attacks

5 Strength

T Toughness

W5 5 T W 1 A

Warhorses (ML 3 Z B 1 3 1
Horae (MDD - 2 1] L z o
Glant Wolf (51) 4 3 i 1 3 1
Giant Boar (M) 3 ] o z 3 1
Elephant 3 5 F. 5 1 z
Unicorn (51 [ i £ 2 3 1

ME = Mon-Tnkelligent [ 51 = Semil-Intalligent

ADVANCED RULE - DISMOUNTING OPPOMNENTS

If you are using the advanced "Mounted Troops'

ruleg then you can incorporate the rules given

here if you wish. If you are attacked by a

mounted modal then instead of attacking the
M rider you may attempt to unaeat him - flinging

him from his mount and forcing him to fight on
foot. You may only attompt this if you may normally fight the
rider and not if you can only fight the mount. First declare
vour Intention to try to dismount your opponent. Then roll o
hit' as normal. For each hit roll "to dismount’ - Roll 8 D6,

+1 I wou are Lance armed
#l If you charged or countercharged
this Lurn

Then consult Lhis charti=

1-2 Mo effect at all

3  ¥You feil to dizmount - Roll ta ki
as normal but with a -2 dies
mindifier.

1-fi You have unseated your opponent -
Aall anain on the chart below.




Roll a 06 to determine what has happened to the dismounted
rider.

1-4 Dismounted - continue to fight an foot
S=6 Dismounted but with complications

Foot caught in stirrup
Drops weapon - Disarmed
Trampled by mount

Flung to ground
Concussad

Fnocked Out or Killed

B wn b el B

If your foot catches in the sticrup you will be dragged 106 " by
the mount and deposited as Concussed. Horse amd similar
mounts will always run away fram the conflict. Aggressive and
intelligent mounts will probably contirue to fight In which
case count as ‘trample’.

Dropped Weapons may include shields (50% of the time) and
may be picked up, or another ona drawn, on the roll of a Dé -
muding a & to succeed, Rel’.‘uvnrr INCrEASes b‘r +1 per Turn and
ls sutomatic if there ia a break in combat.

Trample involves - getting stood on.. a lot. This can burt,
count as 1 Hit st the Strength Attack of the mount, S0 you'll
probably survive being trampled by a horse - but a D‘[‘Egﬂﬁ?

If you are flung to the Ground take | Hit at a Strength Atteck
equivalent to the number of 'pips’ on your Saving Throw from
armaur, & 15 1 'plp', 5 is 2, 4 is 3 and so on. Riders flung to the
ground may not got op that Turn and may only fight
defensively.

If you are 'concussed” this means that yvou are flumg to the
ground as above. In addition you receive a blow to the head and
become a little bit *vague' - from now on you are subject to
Stupidity for the reat of the battle.

Knaock Dut or Kill means that the rlder has been rendered out
of combat and should be removed from i:]ny, Rall for injuries
after the battle if you wish - Val 3 p 16,

MORE MOMSTERS
THE LINICCHRMN

Unicorns resemble large white borses with a single horn
growing from the forehesd, Unicorng are basically good
creatures  and semi-intelligent. They are very sensitive to a
persans aura and will flee or atteck if approached by evil or
chaotic types. They will permit themselves to be riddan by
Yirgine; Paladina and some goodly heroes. They ere magical
creatures and have the ability to nullify all magic within 8" of
them -magic simply won't work within this area. An enhanced
spell cast ageinst the Unicorn hes 8 % chance of working
equivalent to the enhancement. So If you enhence the spell by
20 Emergy Points then it will heve & 20% chance of working.
Unicorns cast &8 magical Aura around them eguivalert to a
combined Aura of Steadfastness, Aura of Protection and
banish Undead. So Unicoms and their riders are immune from
Fear and Terror, the Unicorn has & 4,56 D6 Saving Throw and
mulomatically destroys all Undead within 8" {‘uxmpt for
Liches, Undesd Heroes and Champions, and Personalities.

Unicarn bR 3 c 3 4 2
THE PEGASLIS

A Pegasus ia & winged horse - often a normal horse with a
Chaos Attribute. Peqasus are semi-intelligent and  rmake
excellent steeds if they can be tamed. & charecter requires o
Willpower of sbove U to tame a Pegasus. Pegasus can fight in
combat in addition to a rider but if their rider is killed they
will usually fly away.

Pegasus Bk 7 B ) 3 1

MAGICIANS AND ARMOUIR

Guite a few of you have expressed abject disgust and horror at
the fact that we allow Wizards to wear armour wikhoot
penalty (Shrieks of disbelisf). Well we have devised nan
Advanced Rule section to allow for reduced effectivensss of
Wizards when wearing armour,

Wizards may not use shields and perform mangic -
they may carry shields into combat but then
function ao fighters with no sbility to cast
further spells until they remove the  shield.
Shields hinder a Wizards sbility to make the
vorrect gestures for effective conjuration,

Wizards may wear armour - but the presence of metal armour
will Interfere with the Wizards abilities, setting up bad vibes
and confounding his maegic. All Wizards wearing armour
become subject to an incressed Fumble Factor and must roll
for o fumble everytime a spell Is cost. Roll 206 as for a
normal fumble. Tot up the modifiers that apply (Wounds ate)
and add an additional 1 per Saving Throw 'pip' from armaur.
That ls, if your Saving Throw is & - 1 'pig', if your Saving
Throw 18 5 = 2 'pipa’ and so on. Then if the scors I8 13 or more
roll for & Fumble, This way the more armour & model has the
mare: likaly it is to ‘fumble’ & spell. Wrist Guards, the odd
gorget and helmets dont add to the Saving Throw - so they
don't make any difference to the Wizard, heing quite small and
mostly decorative anyway,



VAMPIRES

We didn't include rules Tor Yampires in Warhammer bamic @Lrge
we wantet to do o proper set of special Vampirism rules and
didn't hove the room to do it. But ardent fans of Transylvania's
favourite son have asked vs o account for our omission. To
kmep thom satinted 1 have assnmblod our Vampite rules as they
sland to date.

Vamplres are created by the willing transmission of the
phenamenan Trom one Vamplire Eo & Human, or, alternatively,
it is possihle for Wampirism b0 be inherited from one or both
parents, Both cvents are very rare indeed - Vampires are
enlitary nr rmonagamoas by naturs and dermand excaptionally
high standards of intellect and sophistication in Lheir spouses
gl companions. For thiz reason Vampirism tends to he
restricted to anly o very Tew aristocratic families —occasionally
taking human wWIvVEs into the line. Femals Wampires would
never take & Burman SpaLuse, althoughy they may Loke human
Invars.

Thesre @rs  MINIMLT Prraonal Characteristics raquired to
heeoime, ar be eligible to become, 8 Vampira.

HTELLIGENCE 10

COMN 12
WILL. POWER 8
LE A ERSHIF 3

fhe Vampire suppliments his own Life Energy from that of his
victimg and susteins his life indefinltely, Life Energy (2
expressed in the same terms @i 8 Wizard's Life Energy. A
'smpires Life Energy can bn generated by roiling - 1010 x
Y, So a typical Vampire will start aff with from 200 - 2000
LS .

Vampires necd to expend Life Energy to prolong their
axistence hayond their natural life spans. The natural life span
has ended as spon as the character becomes & Vampire =
Vampires are ‘Lindead'. They are 8o powerful, however, that
they are not subject to the normal spells and restrictions
wiich effect Undead, To sustain their jife requires 10 Life
Enerqy Points per day, which can be cut down to 3 points per
day if the Vampire remains in 8 comatoss state in his colfin
during the hours of day light.

Vampires may aguire additional Life Epergy Paints only by
feeding from the Life Energy of victims. Vickims can be of
two kinds - shifgt term oF lorg term. A short term wiethm is
attacked and killed instantly and yields only a litkle Life
Energy aaperate by rolling 1010, A long term victim s
drained over a period and yeilds up all of their Lite Energy -
matablizh this Gxl00 mines 20 points for each year of
their age, if this res in a megative number then the person 18
unsuitohle to be a victim. Long term vietims must have
Dergonal Charscteristics which make them eligible to bacoms
Vampires. Tho lirst attack on o long term victim will yield
106 Life Energy Points, the secend attack 206, tha third 306
1 so on until all of the persons Life Eoergy iz usad up. A long
. yletlm «oes not have ta be of the oppoaits sex but a
same sex will yield only half of the mormal Life
Energy. Attacks of both kinds can only noour at night and only
om@e attork may be made par night. The victim's blood should
be dratned. Ttowill be obvious from the shove that & Varnpire
will Aeed to cultivate Jong term victims in order to survive.

o
Ler
wictim of tl

& long term victim will die when their Energy reaches Iero. A
Iong term victim will rise up as a Vampire in their own right 3
days after burial. Generate the initial Life Energy Level
D10x200. A Vempire created in this way will usuaily have
mmotional ties with the original Vampire.

& long Leem vietim can be prevented from heacoming a
Vampire if buried with the pppropriale procautiond. The hewd
miust be cut off, and a Lewful svimbol of soms kind placed
arsund the neck and within the mouth. A chain of garlic
flawers can be used in this contaxt in conjunction with a cross.

Vameires may become Wizards in tha same Wiy an normal man
- bul cannot cast a Bless spell. Life Energy points will be
expendod as por normal but Vampires are unable to benafil
from any magic that would increass or suspend their Life
Energy. This means that Vamplres make relatively poor
wizarde because af the excessive drain on their Life Enerdgy.

Vamplres have the ability to tranamule | ito either Giant Walf
or Glant Bat form with 8 Were-factor of 2 {2 on & D6 tn
rransmute) - mach Tramsmutation, imeliading back to man, uses
up 1 Life Energy Paint. In daylight the Vamplre mist reverk [0
Human farm or be destroyed. Vampires can aouire Life Energy
from victims in any form - but mast roat as the human Torm in
their Coffin to ‘synthesise' the energy. In Giant Bat and Giant
Walf forr the Vampire has the normal attributes of that
creature, so in bat form he can fly, ete. In Wolf form he can
act nz & Wolf Pack Lesder and command upto W06 Pack
Wolves. The Fighting Characteriatics af sach farm are given
Lo bevwra

Vampires are characters and so their attributes may vary
according to oxperience - the Fighter Advancement Thiresholds
can be ussd with l0x points for tumming A wigtlm into a
Vampire and Zx points for killing and taking Life Energy. the
maximum levels of character advancement do not apply.
Typlcal Characteristics are given here and may be used on
encounters if you wish, they are based on the premise that the
Vampire is quite old and pxperienced.

Form Move W5 BS S T W 1 A

Man 4 A 7 [/ E 3 o i
wolf 9 i * & E 5 25 i
Bat  1+Fly 3 - 2 A 3 r o pEEEED |

Vampires are immurne Lo all Fear, Terror and Morale = Lhey are
comaletely uneffected by paychological factors. They may
choose tn cause Fesr or Terror in @ny individual within 6" who
b 5 Will Power of B or less, They may try to fix an individual
within &" with a malign stare (30%) causing Stupidity+l.

A Vamplre whose Wounds are wsed up is not destroyed but
dizembodied - the body will fade and vanish and reappear in
the Vampire's Coffin or safe place. Mbwviously this makes il
very important that the Vamplre maintains ard protects hia
resting place - this must consist af 8 coffin lined witn earth
from the Vampires homeland. The Vampire may fest in o
comatoss state in his Coffin, using up lpss Life Emergy, and
st return to his caffin to 'synthasiss’ Life Enargy.

Cames Masters and players should remember that Yampires
are marvellously charismatic and sophisticated creatures, they
ara very intelligent and genarally highly cultured with a wide
grasp of Toriegn lafwuage, sciance and Lhe arts. MMost are
falented artists and capable scientists. Vampires pertainly do
not jump from behind pillars, flash their fengs and openly
attsck whole regiments of adventurers without eithar aim or
S0



PERSOMAL CHARACTERISTICS IM SPECIAL SITUATIONS

The Following sltuations are examples of how to wse thess
factors, further situations can be dealt with by the
imaginative Games Master as need arises.

Bluff - A charscter may attempt to 'bluff his way thiough a
situation, for example by protending to to someons alse ar by
pretending he is not respansible for some heinous event. His
hasic chanes of succesding will be BxCool as 8 %. For example
it your Cool is 7 then you will have an Bx7 = 56% chance of
succoss, The GM should feel fres to add or subtract according
to his discretion - for example if the player can come up with
a particularly convincing or witty argument or if the situation
seems relatively easy or distinctly tricky. If the character is
trying to bluff a fairly brainless individual {Intelligence below
4) sdd 10%, an individual subject to Stupldity add another 10%;
or & weak willed character (Willpower below ) add 10%. I the
character is trying to bluff smeons with a higher Intelligence,
higher Willpower or higher Cool then dedect 10% for each
factor of each. For example if the guy you're trylng to
convince to let you In to A private asaassing club has an
Intelligence 2 higher than you, Willpowsr 1 higher and Cool 1
higher you must deduct &40% from your basic chance of
BICCEE.

A few sample 'Bluffsg'...

Trying to pass yoursall off as sormeone else, a long lost eon, &
vigiting wizard or the local tax collector - far example.

Trying to get into a bullding past a quard by pretending to
have forgotten the pass word or to have an invitation. {The
famaus party crashing Bluff)

Pretending to have knowledge which you don't - for example
pretending you know where the famous treessure of Mullah
Aklan'd is buriad

Duran Cogwheel, gentleman thief and wit, finds himaeslf
caught midrobbery (and half way up & drain plpe), by a local
miliatis man. He attempts to "Bluff the militiaman into
believing that be is an insomniac plumber.

Persuasion - & character may attempt to ‘persuade’ non=player
characters to do H‘lir‘u]:. for Lh:errl, el h-]l conwineing Lhem
that what they are about to do g in their own interests (even
if it ise't) or by offering them money. This cen overlap with
bluff" - but is intended to cover instances such as trying to
persuade someoone to divulge where a certein great treasure |s
kopt, when a certain guard goes on holiday, that he ought to
murder his grandmother and collect the insurance.  Your
chance of success is 8xCool as 8 % but minus the Intelligence,
Coal and Will power of the guy you're trying to persiade, [f
bribery s attempted +1% per Crown lor the GM can determine
sccording to Social Status and Alignment).

Mungum the Thief iz trylng te skilfully manoeovre o
Palace guard into divulging the whereobouts of the
princess's bedroom , over & pint af 'Old Black Foul® and
bawdy tales of Guardsmers explaits.

Reginauld, tho trickster, is tryving to perauade o local
shopkeeper to subscribe to a new insurance scheme that
he has just started.

Duran Cogwheel, having failed ta Bluff the local
lawman now trles Lo convince him Eo let Duran hold his
Cudgel while he goss and fetches help.

Scrings, chiof adviser to King HKoboggle of Gromg, s
trying to persuade the King to lead an army Lo corguer
hig neighbour. Scringe intends to embezzle army funds
while Koboggle is away.

FIRING aRCS IM BATTLES

Warhemmer can be used to fight anything from & small
skirmigh involving only o few models to 8 game between
manasive armies. We didn't lay down any hoard and fast rules on
whather models can fire to the front only, all round or
whataver. In our own games we have found it best to allow
infantry armed with missile weapons, bows, cross-bows eteo, bo
fire at targets within a 0° arc to their front only. Mounted
troops with missile weapons are the same - except that thele
fire arc is narmally at right angles to their front, and Mounted
Troops in Skirmish Order may fire all round but suffer a =1 'To
Hit' pemalty for firing out of the 207 arc.

SPECTRES

Spectres are the most enigmetic and powerful of the ordinary
undend types = exceptionally difficult to kill, immune to magic
altack amd non-enchanted weapona and causing paralysis by
touch,

Spectres are the spiritual remains of long dead men - Iost souls
who are held to the earth beceuse of some age long vow or
curse. Oath breakers in particular may be forbldden passage
into the realms of the dead, amd they are compelled o remain
esarthbound until their aath s completed. Sometimes a Spectre
may owe service, to a lord or wizerd, although once the
aervice is completed the spirits are freed from their bondage.
When encountersd a Spectre will not generally attack - unless
in doing so he is fulfilling his ‘aath®

For example := the Wizard Comencratz has 5 bodyguards. One
day an mesesain sneaks nto Comencratz cestle, murders the
guards and brutally slays the sleeping Wizard. The guards have
falled to protect their master amnd Comencratz's son -
Grangorok - calls upon the Spectres of the 5 Guards Lo return
and do their duty protecting him from intruders. Mow i
another attacker attempts to slay Grangoerok the Spectres will
protect him, if they succeed then they may 'pass on' { the
Games Master may decide that they may only pass on one at a
time if he wishes),

Specires are immume from pon-enchanted weapons and attacks
from most mormal maegic. They may be dispelled by a
Mecramantic Banish undead spell as normal, they may be
diagelled by & normal 'Banish Undead' spell with a plus 3
'‘fumble factor'. They are effected by enchanted weapons - and
n 'Bleased Weapon' will have normal effect.

Spectres causes FEAR within 15" and TERROR within 3" - on
all rarmal living creatures. A Spectre attacks by touch and
causrs no damage - but has @ paralysing cffect, Throw Lo save
as for Poison. If you fail to save against Paralysis then the
victim becomes rigid and helpless - the offect lasting lor at
lenat am hour { 6036 Turnsl, A Cure Light W ands Spell will
cure this condition. Player Characters hit by a Spectre may
roll to see which part of the body has been hit - and loose the
power in that part only. Use the Wounds chart to decide which
bit has besn hit. The Gamea Master can determine the exect
effects depending on how the character Is equiped - for
instance & ‘left-hand’ hit, and the character would drop his
shield/lantern or whatever.

Desc. MoveW5 BS 5 T W I A
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PERSOMAL CHARACTERISTICS - ADVANCED RULES

In the besic Warhammear game we left it pretty
much up to the Cames Master to determine a
charaoter's ability to handle special situations
and parform extra-ordinary featy. We said that
the Games Master should use the Personal
Characteristics to judge any situation, giving a
character an arbitary chance of achieving an action and
modifying according to his ‘Cool', ‘Intelligence’, 'Willpower' or
'Leadership' depending on which seemed approprinte.

Well now wa'd like to pasa an some of the advanced rules we
have devised to utilise thess "Characteristics’. These are only
uwsed In conjunction with the 'Personal Characteristics’ of
individual heroes, officers, champions eto, 'other ranss® are all
considered to have average charactoeristics.

COOL

A character's ‘Cool' determines his temperament and ability to
keep himself under control in stressful situations.

Characters with a Cool of Z or less are alweys subject to
Frenzy, and must make a compulsory throw when within
charge range of enemy or when they are fired at. Rules far
disgardig of armour while in Frenzy are waived for these
unstable characters.

Characters with 8 Cool of eleven or more are MEVER subject
ta Frenzy, even if coaused by magic.

Characters with 8 Cool of 12 are immune to Terror and Fear,
even |f caused by magle. They are alio immune to "Aura of
Command' and "Mind Control’ Spells.

WILL POWER

A charscter's Will Power reflects his personal determination
and self possession. Accordingly characters with wery high
"will Power' levels (af ten or more) cen be very reslstant to
magic. Such characters are termed ‘magically resistant's

Add the '"Will Power' of the magician cesting a spell to his
*dastery Level' (Magical weapons are maostly considersd to
have @ Will Power of 10}, If this total is less than the Will
Power of the magically resistant cheracter then he 1s antitled
to o 036 Saving Throw. This will be 1 'pip! on the dice for each
point adventage - 1 ‘pip' I8 6, 2 'pipe’ 5,6 and so on. I he
miakes his Saving Throw then the character takes no damange or
effect from that spell. OF course, this rule will only apply to
you if you have a Will Power of 10 or more.

Characters with & Will Power of 1 or 2 always take double
damage or effect from magic.

For examples- A& maglcally resistant character, with a Will
Power of 12, is attacked by a Fire Ball from a wizard with will
Power B and Mastery 2. Subtract the wizard’s Will Power and
Mastery (B+2 = 10}, from the character's Will Power {12). This
works out as 12 minus 10 = 2, This gives him a Saving Throw of
2 'pips’ - or 5,6.0n a D&, If the same character were to be
attacked by a goblin wielding a magle scimitar with & +2 'To
Hit' and +2 'To Kill'; then this weapon would count as having o
Will Power if 10, Our character must again make his Saving
Throw to be immune te the weaspon's magic powers, if he
makes the throw successfully the wespon will count & a
narmal scimitar for that roursd of combat. More powerful
magical weapons will have extra plus factors for ‘mastery’.

If you use this rule then Dwarves will be particularily resistant
to magic, hecause of this Dwarves with a Will Power over ten
will be so out of ture with the ways of magic that they will
not be sble to become Wizards. Dwarves never were Over keen
an things mystical anyway. Dwarves with a Will Power of 1&
will then be totally immune to the effects of magic, they may
not wse magic items and ceuse Fear in any Wizard they
approach within 12" of.
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LEADERSHIP

A character's "Leadership' determines his ability to lead and
organise other people. In units of troops the 'Captain® of tha
unit may sdd 1 to the 5aving Throw esgainst Fear end Terror
for the whole unit if his Leadership Factor is 3. He may add an
additional 1| for each Factor over 3. The maximum normal
Leadership value is 4 for Men and Elves, 5 for Dwarves - so
the maximum total plus factors would be +2 and +3,

'Captalng’ with a Leadership of 3 or maore can try to stop units
reacting to Hated Enemy - Roll a D6, you will need to score &
£ to stop the unit reacting lor that turn, Add 1 for each point
of Leadership above 3.

When Throwing for Morale a unit *Captaln’ may add 1 to the
dice if his Leadership® is 3 or more.

In combat the leader of a unit may challenge his counterpart
in the oppoging unit to a man-to-man combat. If you refuse a
challenge then your Leadership value is reduced to L. If the
eambat Is acceptad then the two models must fight each othar
- until combat is over or one of them is killed.

INTELLIGENCE

Characters with a high Intelligence receive a percentage
bonus on the Experlence Points that they earn, Characters
with & really low Intelligence suffer certain penalties.

to

Characters with an of 1 are subject

STURIDITY .

Intelligence

Characters with an Intelligence of 2 or less are unable to
aquire mare than 1 skill - they will not be sble to Jearn to read
or write and suffer & minus 25% Experience Points penalty.

Characters with an Intelligence of & or less mey not become
Wizards.
1 0%

Characters with a Intelligence of 10 receive a

Experience Points bonis,

Characters with high Intelligence may laarn new Skills fquite
quickly, and Games Master may wigh to teke this into account
in certain situations. For example 8 charscter with an
Intelligence of 10 could have a 10% chance of being made
supervisor of a workshop if he is working there, or 8 character
working as 8 Sailor eould have a 10% chance of being
promoted to Mate and S0 on.

OTHER RARKS

Ordinary 'rank and fils' members of & unit do not have to roll
for their Personal Characteristica. Thay are considered to
have average values - which are.

Coal Intelligence Will Power
Magically
Dwarvas 5 10 Resistant
Elves 7 7
Men 7 5
Most others 7 5




CITADEL MAILING CLUB NEWSPAGE

Cltadel's Mailing Club has grown space over the last year - we
now heve aslmost one thousand members compared with &
hundred or so this time last year. Thase of you who are not yet
members might be interssted to koow about our service.
ailing Club members receive advance  information about
new Citadel models - so you can kesp up to date with all the
latest releases. Sporadically we orgenise a Mailing Club
Competition - in which we invite mambers to compate against
each other in the field of painting, drawing designs or an
interesting resume of their adventures. All of our competition
wirmers receive a  substantial prize of Citadel modela, with
many other prizes for runners up. We alse produce *Arcane
Ramblings' - an occasional news letter containing information
o the latest models, hints an modelling and painting and
Warhammer statistics.

Overleal you will find our rew Mailing Club questionnalre. Its
quite & while since we had & questionnaire and it sesmed o
goud |dea to find out what you all felt sbout the future of the
Malling Club and owr other projects.

IF youi wauld like to foin our Mailling Club all you have to do s
fill in the address boxes below and affix a L6p stamp in the
space provided in each box. Each stamped address box entitles
you to one mailing - If you like you can join for as many oF s
few mailings as you wish, just fill in as many boxes as you
wank mailings. We'll keep your address boxes and use them to
sered you your Mailing Club information as new releases occur.
Mew releases are schoduled Tor once every two months but
may bs more frequently sometimes. When we run out of
addreas boxes we'll send you another subscription sheet. If you
would like to join but you live overseas then you can send us
the equlvalenl cost of sending your infarmation to you - this
will rormally be about 50p.

5o there you are - we think that lép is pretty good value for
pach of our Mailing Club packages and we hope you'll agres.
Incidently all of the packaging is done not by Citedel staff but
by ‘homeworkers'. This meafs we cannot orgenise changes of
address - sa if you know you'll be maving house soon gither
anly join the mailing Club for a faw months or ks gure you
have your mail forwarded to you.

MARE MAMEL
ADDRESS ADDRESS
NAME NAME
ADDRESS ADDRESS
MAME NARME
ADDRESS ADDRESS




CITADLL COMPEMNOIUM COMPETITION

For the Citadel Compendium we've decided to arganise a
special Competition. First prize will be one each of every
Citadel model released in April B4, worth at least E20 -
runners up will receive special prizes ton, All you have to do is
draw us vour own adventuring Warhammer character - you can
use any of the ailhousttes drawn below for Human Male,
Human Female or Dwarf. You can use the Human ones for
Flwmsa, Fill in the detsils of clothing, weapons and equipment -
you can oven draw In any accompanylng snimal or demonic
familiar if you wish., Them, when you have drawn in your
mdventurer fill in the "Profile Sheet' and answer the guestions
given. We'll judge your entries in January and the entry which
wo firdd the most entertaining, the most amusing or the maost
sensational will win the first price.

Feal free to use additional sheats (f you wish

CITADEL COMPENDILRM QUESTIONMAIRE

Here are some of the ideas we have for future plans -
obviously wa'd very maeh like to know what you Ehink to thess
projects. Sometimes your questionnaires make all  the
differsnce between us deciding to manufacture s certain
model or nob - so if you're waiting for a particular model of a
particular beastie now's your chence. Please award esach ides
mmarks out of 10 depeoding on how good an idea you Lhink it is.

Plans for the future are..

Mare supplements for Warhammer. ... D
A special range of Chaos Monsbers. ... .. s D
Dungeon Accessories, Chests E'I‘.r_'..........................".."m
Plastic ysc-formed Dungeon scenes, walls, floors M‘-Eu-D

More Boxed SeES..coamsearnssmmsssssansmnssnsnninns

v

it

TELL US ABOUT ANY UNUSUAL OR INTERESTING
CHARACTERISTICS HE MAY HAVE ...

.................................... esasEasE T ETTEnT S

pERdbEas

B R R SRR LR R A B BRI R SRR TR bR R R SRR R

DOES HE HAVE AlY FOLLOWERS, FFllEhDS DH SEHVANT'E

DISL BEES?..mmmomemser S R N
BATTLECRY!

bdnre Warhammer Scenario leaflets for our boxed sets..

A Mews Letter for cur Mailing 'i_'lutl..,.........--........".umI:I

A Contact List and Mews-sheet for Warhammer players.

Maore Competitions!..cemss

e T TS T TR T TR R

Rogue Trader Science Fiction 5hip role-play rult::u......D

What new models, hooks or games would you like to see from Citadel?
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CITADEL'S MAN. ORNOCR SERVICE

Citadels new Varisble Chaice System Imavitably
prodices & few extra problerns for pur mail opdsr
customers, We feel that the increased selestion and
the sxcitement of sering new nodsls appearing all
the time makes up for the additionnl effort involved
for snyone who cewiat get to & shop to buy our
models.

The majar problem lirs in etting us know esactly
which model you require, and if that is usavailable,
whigh model you would like instead, Dot mail order
staff are all keen gamers, and are ready to do their
best Lo identify the models you require; svisn an the
flirmsiest information! In qeneral the vast miafarity
of medels iihastrated will be available. Howover,
some modely will inevitubly be discontinued sz we
remodel the codes and omit those models which
have nmal proved popular, and soene moulds will
Inevitably wear, rendaring some models out of stock
antil wa re-mould; sametlines for o moanth or moare.
5ot is alwaye best to give alternatives,

L} DESCRIPTION: Just describe the model you want)
If you tell uvs that wou'd like a female fighter in
plate armour with axe and shield, then providing we
maike one, our mall order stalf will certainly find
one far you,

I) SKETCH: This is a mote precise inethod, oven &
slmple atick man drawing s snough o |8t us koow
exactly what you want.

3 PHOTOCOPY; This |a wndoubtably the best
method if you have acoess to 8 copler, or if you
dan't mind eutthg up your Compendlum,. You can
mark the illustrations of the models you requice,
with allsrratives in order af preference, and swen
mack those models thet you particolarly DORN'T
want to receive. This makes aur madl arder staff
wary hoppy indemd, as it makes their job meech easler
and guicker,

Having sald all the above; we are very prowd of our
mail arder service, BUT the ideal method bo o
about buying your mibdels is undoubtatly to visit
your lacal retailer. Here you will actually be able
lo see the models on affer and be sbile (o chooss
fram the Iatest relesses., I you do nol have s fonal
retailer, then your local mode] shop will peabably be
mquite heopy o start stocking our models iT you '|._|-|~,
pestor tham a Hbtle=!

THIE MECHAMIS OF MATL ORDER

POSTAGE: We moks n standard poatage and packing
charge of 64p on all aorders bolew LC10 webes, Over
L10 walur postans ks fres,

OVERSEAS ORDERS: Wa successfully ship orders ta
overssas cusinmers o0 a daily basis, so please donft
be disooursged by the distances involved, Oversaas
custorners st add 50% for postnogn end PECking.
Orders are sent by surface post, ASkemall charges
vary grivitly, and owing o the welght of our modals,
the air postege charge on them can be more than
their actual value. As the co#l of an air mail
packaqe {3 impossible to predict uneil you have it
wrapped up, 8nd it i often waecanomical, we reagret
that we connot offer sn alr mall order servics,
Payment must be in LLK, currency.  Your local
ik o Post Office will provide you with an
International Money Order or cheqee drawn on @
English Bank and payable in Stirling.

DELIVERY TIMCS: We toy Lo pul oll orders back in
the post on the saeme doy Ehat they afrive, we
icteed in thiz moble sim shoot 0% of the time!
Some duys the mail is just too heavy for vs Lo deal
with, ari orders aro held over, very accasionally we
fet a couple of days behind, The major exceptinn ko
this i Cheistmas; o period nf totsl mail acder
madnaag, It you want your order far Cheistmas you
MLUST gat it tn us at the very begloning of
Dcermibser, i
Yery larpe orders (overL)) semetimes have to ba
hld over Tor o day or two b oamplate. They alsa
hawn Lo go by parcel post, which takes a Httls ooger
to resch the customer.

30, thmegh nrders will often be back with you in a
ferw days, you should allow ten days before yoia sart
femling comcern, two weeks il you have placed a
large ordor. Orders very rarely go astray. Our Mail
Order Departinent  keep complete  and  accurabe
recards of all orders received and despatched. I you
Qive thein o fing they will be able Lo Lsll you when
your order arrived and when it went oul. Mail Order
is apen oo woekdays only bebwess 9.3 am and 4,50

[T,

PAYMEMT: Pleass pay by chegue nr postal arder, e
reeally l8n't very safe Lo send cash through the past,
arwl wee cortalnly Loke no repansibility far it 0f you
dal It is perticulary fontish o send change througlt
the pust; however it s wrepped, even ssllolaped to
bits ol eardboard, it inevilably tursts Eheough the
envalnpe,

CREDIT MOTES: Wn oan narmaly take all the
modeks you require froem stock, or cest tham op Tor
youi of A same day basis, bt some models may nut
i eureently available, this Is usually for ane of
throe ressone:-

1) Wa no longer make that model, and the mould for
It o loanger exists (we can always continue to supply
officially ‘discontinued’ models provided we still
have the mould).

2) The mould for that model has warn out and swaits
ramaking.

i} For tectwiloal remnons it will not be possible to run
the mould required immediately, and waiting will
delay your arder more than o working day,

Din our aeder form we ask if v wondd ke uw 1o
wimtitute if sy aof your order in unavailable. Wa
can either subgtitute apecific madels af your chaica,
@ giwe you the mast similar model we can find. I
you don't want o sebstitute, wa will normadly isses o
credit note.  If you would rather have & refiosd in
the farm of o cheges, just let un koow. IF the
amount is large we noomally write you 8 cheges
ahywiy, you can elther cash this or use it a8 & credit
nok e,

Cradit nates shiuld be roburived ta us in payinaret far
tha appropriale value of goods, you do not hawe (o
use thewn o arder the sanE models a8 wers
ariginally unavailable, We will eefund yaur money
al any tisns IF you prefer.
Cur Credit Motes are also honoured by the Games
‘Workshog Mail Order Tepartment,

HISTORICAL MODELS

Citedal msd Ral Partha monulocture 8 lHitle
publicised tut quite large range of historical models
for worgamera and colleclorm. A& fres list in
availnbie in return Tor a stamped 5.4,F,

At present wa manufactures:

Ancient fomans, Huns, Mewpols, Chinese,
Byzantines, Arsbs, Carolingions, Lombards and
i, 10th, 12tk | 1Hh Century Medivvals,

wpstors, Pike aod Shat period Wars of Heligion,
Larsfsknochts, Swiss, Turks,

I the near future we should have now Marlburians
and Hundred Yoars war Madinvals.

Chir  Anciest and Modieval warriors provide the
Fantasy Ciawner with s chalos of liternlly bundrode
of wesen] models for use os mEn=at-arma.

Hintorical inadels are mat held in stock, but are cast
specially for each customer, Lhio often mesns that
they Lake a day langer to supply.

BREAKAGES AMD MISTAKES

¥ad, An Fare occamiong we have hren known Lo makos
mistakes, forturmbely thay are guite rare. 1T you
should recelve a binken model, or if we have mode
mistaks on your ordoer, sirmply relum the goods,. We
Wil replsen them and refund your pontage, sithar by
supply ing you with Tres castings, or by chegue T you
prafer, IL hebps if you meturn the erange packing alip
givingg your order reference marmbioe.
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Wi will also. replace models purchased broken or
Incoinpdate Trmn any of our retailers, however, you
MUST anclose either the receipt nr the packaning
the model was supplied in.

Unfortunately we cannot accopt models  for
exchange for mvy olhwer resson than they  are
imperfect or were wrongly supplied; we do not resell
rrturned models.

LEALY: Uwr rmodels are intended for collectors and
afl playiig piescd Tor darioun gemers, THEY ARE
MNOT TS,

Citadel Mininturss conbain lmad, which pan Bbe
harmful if ingested, there I3 mo danger if you e
amnslbla,

Pleans !

D30 RN PLIT THEM TN YWOUIR MOUITH
030 MOT BURY THEM FOR SMALL CHILDRER

They should certainly NEVER ba given to children
under ten, and mnat to any older children who you
eannol trest nol to suck them.

The alloy we now uee, which we Find ideal in Lerms
of durability and fine detaeil, is semetimes subject o
eolmration. The castings are soinetimes caloured in
exoiting shades of blue, brongs or gnid, Thia im m
way effects Lhe model other than in giving it an
ureiunl  Ninieh, @hd  they  take paint  entirely
mormally.

T COMCLUDE

At Citadel we dn our wimost to provide tho hest
pongible mnil arder servies Fo Dhass Biildmers wha
cannal et o 8 felailer.

We amploy anly entlssiasts ta mon our Mail Order
Department, as wn fesl that only people already
irvalved in the minintures hoblry will have Lhe
knowlndne and swarsness roquired Lo give &
complote ssevice,

It you have » pratilam, please dan't be wirmid ta ghwm
uE @ oring, il you have any sepestions o5 tn how we
AN iImprove aur gervice. we'd be very happy to bear
feam yime,

—
st Wishes ' % I"'\-__
= IR
|
B V1P g k.
Rirk Prissiley N ~ ™
; i e

il Lirdor Manager



THERE 15 NO SHORTAGE OF
ARTICLES ON THE SUBTECT OF
PRINTING METAL MINIATURES.
HOWEYER THE vasT MATORITY
OF THESE ASSUME SOME
PREVIOUS EXPERIENCE ON THE
PART OF THE READER [NOT
ALWARYS BY INTENTJ.

SO FOR THOSE OF YOU, WHQO
HAVE YET TO MAKE A START
AT THE ART OF BURYING FINE

CAST METAL MINIATURES UNDER
LAYERS OF PAINT,HERE 15+—

The Ab8®ﬁeﬂ@® Hag)lnhers
@@H@ 9@ Nﬂmﬁﬂm@ Mindatures

THIMGS YO WILL MEEL.

Paint - of the wide variety of types that may be used 1 would
recommend Lhe humble tin of enamel, if only because of its
wvailability. Be sure to purchase the matl type |:u||:|1l.'I|JrJ|‘l SO
glnas black will prove useful), Also, & spray can of mott white
will be required.

Thinners - the nbove peint may be diluted with white spirit or
turps substitute.

Brushes - rather than take out s mortgege on the best quality
sable. A relatively Inexpensive :|3.-|1th|-eti.|.‘:-3|3|:||?.- mix will do to
start with. Buy a brush with the longest bristles you feel you
can cope with, The less steady your hands, the shorter the
briatles should be,

Modalling knife = a modelling knife and some spare blades will
be essential.

PREPARIMNG THE MODEL

[ipmember that an inadequately prepared made] will alwiys

result in an inferior finish.

Carefully cut and scrape dway an ¥ BECCHS metal an the model.

Attach the model o some phjeet  thal you can bl

eomifortably whion you e painting it. DOne me sthnd |8 1o use

.-l_' = ", ol
[ %
}
blu-tac, or similar, Lo attach it tcu the battom of 8 paink Lin. oy i ]ll
S .
. Do .t H

ightly lercoal the Fulul- using the Hr"l: matt white ;
ntly vl - finish, wou will |I|:|- { -}

nt try to achisve 0 brilliget white
.p._g:-n in abliterating mast.of the deti il an the model. A palo 7 : s
qriey colour is all that is oo quirad, | ]
- | )
% .

-
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PAINTING THE MODEL

Do not use the paint directly from the tin, Mix the paint
thoroughly (& match stick or cocktall stick ls useful for this),
and place a small amount on an old dish or similar. Dip your
brush If thinmers, then dip it into the paint. (The plastic part
of the Blister Pack makes an exeellent receptacle for
thinners). Grip the brush lightly and, using only the tip of the
bristles, apply the paint to the model. Let the bristles follow
the direction of any folds on the figure. Try to ensure that all
your brush strokes are mede in the same direction. It is far
better to apply several thin coats of paint rather than one
thick one, but [eave sufficient time for eech coat to dry
thoroughly, as instead of applving a new layer of paint you will
be merely lifting the previous coat off, If you wish to apply a
light colour of paint over an arca you have previously painted
with & dark colour then wndercoat that ares with white paint
firsat.

WASHES ARND SHADING

Shading does not heve to be difficult, sand always improves tho
appearance of 8 model. First make a wash. All this consists of
s a little paint mixed with some thinmers, You will have to e
practice a while to get the correct proportion of painl to H—
thinmers. Waahes are lightly brushed over the entire ares to be
shaded, the colour will run inte any folds/creases and leave the
raised arcas clear. Even if you do not shade all of a figure it is
well worth applying @ brown wash over any flesh areas on a
model, particularly the face. Leave n model to dry at least &
full day before applying any washes,

IRON AMND STEEL

To get a realistic ook to areas that are meant to repressnt
the above two metals, fiest mix some silver paint with some

elear gloss varnish, and then palnt on as per normal. ' When this
is dry i]a‘:nn it for at least o day) apply o wash of gloas black,
You should have an effect similar to dull stesl.

SHADING WASHES

SHOULD BE DEEPER el oo
TDNES} NOT DRRKER Whoen painting fantasy models the actual choice of colours s
TOMES. very important. Try to get a look ab sore of the books of

fantasy artwork that are evaileble, Alsa, a qgood idea is to look
throwgh natural history books. A good marny ideas can be got
by obaerving the natural colours of living things. Above all try
to avoid merely copying other figures you have sesn. 1
Bt
Ched
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INRIK: &@8 Price | Guantity ||
. pach required
1
MNGAARANH SPAWN OF CHADS |L1.50
OF‘Fm! IV GO SNAKE ARMS -40
LEAPING S5LOMM TWO FACE  |L1.50

| ALL THREE £ -
TOTAIL
We hope you are ehjoving roading The Citadel Compendium - e -“—’l
with Ints of new maodels and spectal offers for collectors of our
miniotures,
Mow we are giving you n chance to buy three '.r-il:ry special FAME
micdels indoed, Those incrodible minitsores are designed fram
the jllustrations for Bryan Anzell's Mark of Chaos article, and ADDRESS

feature thres differont Chaos Creatures, Thess models can be
ordered directly through your local retailer - just elip out ol
hamd owver this coupon together with appropriate fumds, and
we'll include the models with our next delivery. Alternatively
arder through post, but please add 50p pAop,
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It has become a convention amongst gamers that Seience
Fiction Games and Fanteny Games are somehow  distinct ard
mutually exelusive. An odd situation, that in a hobby which
pramotes the imaginatisn an irrational and avoidable barrier
ghould exist. 1 have seen and participated in games in which
the two genres have been mixed, ard thess have worked
exceptionally well, keeping the players both amused and
ponfused at the saime time.

If wou own a copy of WARHAMMER then you probably realise
that the tulps nre designed to be used - if you wish change
rules, redraw charts, invent new creatures ... anything should
be possible, after all most of the enjoyment from a game
comes from invention. And that - hopefully - is whers [ step in
wielding a Laser Pistol amd shouting 'Beware of Greeks baaring
particle beam weapons’. Yes indoed, Science Fiction and
Futuristie elementa in genersl make a suparb cross-over Into
any Fantasy Campaign. These can be worked very easily into
the usunl Fantasy contaxts - an old technical civilization could
have left bohind advanced artifacts, weapons, Lransports,
gedgetry of strange and unknawn kinds. Such artifacts can
become vitally important to your adventurers, not Quite
underatanding how they work - but being perfectly preparced Lo
take advantage of the fact that they dol

In the following descriptions when I've used the word 'Tum' |
refer to that players Turn - the Active Player Turn in
Warhammer. When I've used the word 'Move phase' | refer just
to that part of & Turn in which the maodel is moved. So if an
action Lakes "A complate Turn' then the model may do nothing
other than the sctien - he may not move, shoat ete. [T an
action takes 'A complete Move Phase' then the model may not
move - but may shoot, combat and o on. With a bit of
ingemuity these weapons can easily he adapted into any gaming
&y BESTh,

The Laser Pistol

|aner pistols make wonderful side acms for Heroms, A |aser
pistol can be fired once per Turn without effecting the
woeapons ‘reqgenerating battories’. [ the firer ham aufficient
attocks the weapon may be fired upto 3 times a Turn, at

different targets if you wish., After firing this ‘rapid fire' the
weapon won't work for the following 2 Turna whilst the
batteries regencrate. A Laser can be fired with one hand - like
any pistol weapon, A Laser Rifle is a similor but larger weapon
which requires two hands Lo use. '

The Medler

The Needier ks o powerful airqun which firsa a steel needle,
often polscned or drugged in some  way. The necdles are
carried in 8 magazine, each with up to 100 needles (D100 on
finds), it takes an entire Turn to fit & now maegazine. After
@ach shob the wespon needs to be repressurised - this takes a
complete Move Phase to complete. Every shot fires one neodle
perfectly, silently and very pocurately, making this an ideal
weapon for an assassin. Mesdlers can be built into ball-paint
pens, wizard's staffs, swords or almaost any thirsg.




The Hand Flarmer

A Hand Flamer is a large pisto]l wespon with a canister
attached underneath. The canister contains & highly volatile
chevmical which reacts violently with oxygen producing a
MNaming sheet of burning chemical which sticks to skin and
clothing, These are really nesty weapons - unrelishle too.
When firing a Hand Flamer a roll of a 1 on the 'To Hit' dice
means the weapon has exploded - roll 8 Dé.

1 The weapon is useless - you are unharmed

2 The weapon explodes caused a Strength 2 hit on
you

3 The weapon explodes cassing a normal Hand
Flamer hit on you

[ The weapon eoxplodes cavsing 2 normal Hand

Flarmes hits on you

5 The weapon explodes causing a normal Hand
Flamer hit on anyone with 2" - and 2 hits on you

b The weapon esplodes causing a normal Hand
Flamer hit on everyone within 6® - but leaves you
miraculously unharmead!

When firing a Hand Flamer place a circular 2" radius termplate
over the target area. All troops within the area are aligible to
be hit, throw for each separately. Targets hit by & Hand
Flamer will receive damage as mormal - and then additional
damage for each Shooting Phase that the chemical is still
burnirg. Foll a D6 at the beginming of each succasding
Shoating Phaso,

1-5 The chemical is atill burning - take another hit.
fi Tha chemical has burnt out - no damacge

Whilst on fire the victim is too physically end mentally
ocoupied to do anything other than flap around trying to beat
tut the flames (determine movement direction and distance
randomly - move aa if routed). One canister fires only one shot
= it takms a complete Tuen to ehange canisters.

The Flame Lance

Tha Flame Lance |s a powerful laser weapon. It resembles an
ordinary Lance - except that it has a small button or eateh on
the butt. When the button is pressed the weapon will fire &
bolt af laser energy from the tip. The discharge (3 much
grealter than 8 mormal laser weapon., The bhatteries are aelf
regencrating but becauss the discharge s so great the weapon
may only be fired } times in & single day - and then requires a
complete day to recharge. Each discharge casses LD6 Strength
5 Hits. Anyane hit by & Flame Lance does not get a saving
throw for armour {unless they are Heroes and then it ia at the
Ghi's discretion),

Hand Gurs

Modern type Automatics and Revolvers with betwess & and 12
shots. (D6 or D12 on finding)., Revelvers can be part lomded
taking L complete Move Phase per & bullsts, Automatics are
reloaded from magazines - taking an entire Turn to do a0,
Hand Guns are nolay and ean  attrack sttention  froem

undesirable sources.
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Rifles

% Rifle is a heavier large calibre wversion of a handgun
requiring two hands to use, Obviously the performance of any
rifle will depend on the waapaon itsell bt T think we anly need
differentiate into 3 baslc kinds.

Victorian types such & the British Martini-Henry and
American Springfield, These fire a single shat which iz
loaded into the breach, the weapon must be reloadsd
after aach firing. 1. takes 1 complete Move Phase to
reload.

Early 20th Century types such as a Lee-Enfield. These
have a magazing containing upto 10 bullets - warying
from weapon Lo weapon. It takes an entire Turn to fit a
e magazine, or 8 complete Move Phase to losd a
bullet into the breach. Some weapons, such as
Winchestera, carry their ammunition in B tube rather
than magezine and these can be part |oaded like
revalving pistols.

Late Z0th Century types such as an Armalite. These are
sophisticated weapons capable afl either firing aingle
shots or Sustained Fire. Loading is by magazine only -
holding up to 20 bullets. If you wish you can fire the
weapon like a machine gun - using 1006 number of
shots up. This Is called Sustained Fire. You must have
at least 10 bullets left to fire in this way. When firing
Sustained Flre take a 2" radiua circle template, such as
that used for magic, and place it over the targel area,
The target area can be anywhers that is visible to the
firer @nd within the wespons maximum range. All
figures within the template are ellgible as torgets and
may be hit - throw for each ssparately. Figures not hit
may do nothing else for the rest of that Turn - they are
too busy keeping their heads down! They may not return
fire that move. If you are firing Sustained Fire then you
receive an Initlative modifler of +10 (so you usually qet
to fire first!)

Iusicet

50 what's futuristic sbout a musket? - if you're a medieval
peagant then a musket is futuristic. A& Musket takes an entire
Turn to reload, sithough this can be cut down te 2 consecutive
Move Phases if your Weaponskill is above & and you have
experisnce with the weapon. A muskot fires only a single shot,
Mugkets create a ot of smoke when they fire and could
attract attention.

Shotoun

shotguns can be gither single or double bar =<4 and can
either carry 1 or 2 shots aceordingly, It takes a complete Move
Phase to reload 1 shot. Shotguos bave anly a short effective
range, but hits can be very nasty - causing horrible wounds
rather than killing outright. Shots at short range cause D3 Hits
(4 & D&) for each actual hit. Characters 'killed® by & shobgun
blast rall as normal to generate Wounds and Injuries but deduet
0% from the 0170 score and roll twhce far sach '&ill'. A sawn
off shotgun is convenient to carcy and hide, and cain e firad
one handed (if you have Strength of 3 or marel, Saws O
shotguns have no long range.



Balt Guns

Bolt gura  are ultra-modern versiona  af  contemporary
nutomatic rifles firkng an explosive self prapelling shot. The
weapons  tend Lo he heavy but ‘stubby’ and are wsually
secoilless, A Bolt pistol may fire one shot from a manazine of
& pullets, It takes & complete Tuen to change magazines. A
Aait Rifle fires either a single shot or Systained fire of 306
hwillats from 8 magazing of 12 Shota. The bullets are sxplosive
ard marh hit couses 106 actun] Hits at an Atteck Strength of
4, Sustaimed fire uses A trmplate as for Autornatic Rifles and
hisg the same Initiative modifier - you require at lesst 5 bullets
tn  Fire a burst of gustained fire from 8 Bolt  gum.

largely becmiza of
If you rall a 1
"To Hit', or your first threw "To Hit' when firing
then soreething hes happened. Roll D

prone to misfires and jama,
the technical sophistication of the amrmunition.

Bolt guns are

on your thriw
sugtained fire,
1-4 The shell falls to ignite properly - s0 thers §s no
axplosive effect. Reduce the Strength Attack to 2
and enly 1 Hit. Sustained fire, Strength Atteck 2
and 1 Mit per target. Raoll 'to hit' as marmial.
Armour modifier +1.
.6 Tho weapon goes wrong in goms more eritical way
- Throw another D6,

1 The Weapon explodes with & template af 2"
radius. All floures in the circle are aligible as
tarqets as for Sustained Fire.

2 The Weapon jams - you must roll 2 4.5.4 on a D6
to unjam the weapon now. If you fail it canmot be
ropaired until after the game. Yaou must reload a
jammed weapon before you may fire.

3 The Weapon joms - you must reload the weapon
efare you can fire.

4 The shot esplodes prematurely - caging 1
Strength 1 Hit on you.

5 The shet ewplodes prematursly - eausing no

duarnage at all.

] All of the ammunition left in the gun ia
aceidentally triggered off at once - fire Suntained
[ire onto the target. 1F 17645 doean't empty the

agacine then fire twn bursts of Sustained Fire
andd the weapon is now out, of ammuniting,

Granades

Grenades can be thrown a distance of 5" + 2" per Strength
leyel of the thrower. Various grenades have various effects.
All grenades effect an area equivalent to a circle 2% in radius,
jike the magle template. Place the template over the target
area - all models in the area may be hit. Roll & dice to hit
each victim - if the first dice turns up @ 1 then you have
mizsed completely and must rall to sse whera the granade has
qone.

1-7 Undershot - the Grenade has fallan short of the
target point by 1D& Inches. If this means the
grenade lands on or behind the thrower then it has
gore off in his hand.

3.4 Devistion to the Left - the grenade has vearod

LD6E" plus 2 to the left of the targat point.

5.5 Deviation to the Right - as for l&ft.

c 68X

Roll to hit each fiqure in the target area individually.

Ordinary fragmentation grenades explode acattering casing
and shrapnel over the area - Attack Strength 2. Troops caught
i the srea but not hit may not do snything for the rest of that
Turn, they are only concerned with ken=ping & low profile.

Other Grenades release gases which cause effects such as
Fear, Tarror, Stupidity or Frenzy. Or they could contain imikned
eontrolling or hollucenogenic qases - | leave thess ad
suggestions only. A particularly good one could cause ita
:ictllm t belieye they are fighting on the other side for D6
U,

The Vortex Grenade i one of the most powerful grenade
wenpona available, Once activated the mechanism forms o
Vories - anything ceught up in the WVortex ia ingtantly
degtroyed without any saving throw of any kind. A Vortex s a
swirling disruption af the space fabric - like & black hole - and
can be represented on the table by a black cardboard circle.
When the Vortex s thrown, roll a D6,

1-Z Mothing happens - the grenade bums a bit - rall
again next move.
1.% The Vortes starts & normal sequence with the

appearance of a 2" radiua Vorted,

&  The Vartex goes through an "acoelerated gequance’
- mxpanding to 1D6+2" radius and  vanishing.
Everything within the area is destroyed.

A Vortex is & perfect aphere - 8o it is sa deop and high as It is
wide. Vortices destroy all matter and energy - you eannol
fire, parform magic or Se8 BCTO6S 0 YOTLex. At the beginning of
each Turn following the start of a normal sequence ratl a D6

1 The Vartex fizzies out - disappears - vaniohes.
2 The Vortex moves 106" in a random direction,
3.4 The Vortes expands by 2* radius,

5 The Vartex shrinks by 2" radius.

fi The Vortex expends to radius 8" and disappoars.

A Vartex will eat into the ground - 80 an ares ocoupied by a
Vortex will always produce a crater. Any Vartex shrinking to
sorn inches will disappearand not return. Any Vortos reaching
a gi¢r of B" radius has gone through Its sequence and will
disappear at the end of the Turn. A moving Vortex will dig a
trench along its path. A Vortex moving over flgures will kill
therm - Herces (and all characters at the GM% discretion) may
ptternpt to leap aside fram an expanding, activating or maving
Vortex - neodinig a 9,56 on 8 O to do so. Games Masters may
choose to allow Heroes to roll free of an expanding Vartex =
hut 1f the 4,56 throw is not made they suffer horrible injuries
ar mutatiorn. Tha Chaos Attributes chart given in the "Mark of
Chaos' article could be used for this,



Vortex directicn of movement chart wsing a D10,

Flight Packs

A ftlight pack looks like a backpack with nozzles and jets, and
emits a worrying smell of kerosene. A flight pack is controlled
purely by leaning in the direction you want to go - so it doesn't
effect your ability to carry weapons. The wearer can fly like
any normal winged creature. A flight pack contalns enough
fuel to last for % Turns of flight - it takes 3 Turns to refuel
from @ large jerry cen of suitable fuel. It takes a complote
Turn to put on or remove a Flight Pack.

A figure wearing one of these things is In a certaln amaunt of
danger if he is hit by an energy weapon or explosive device,
Rall a D6 - 1f the result is 6 then role again,

1 The Pack explodes - causing 1 Strength 2 Hit an
everyone within 4",

z The Pack cateches fire. Roll to put the flames out
in the rout phase requiring a & on a D&, If you
should roll a 1 whilst trying to put out the flames
the pack explodes (1 abovel. Whilst on fire you
move randomly like 8 man hit by a Hand Flamer,
you may not fly.

3 The Pack tekes off out of control using all of the
fuel to fly 5 miles straight up into the alr.. and
then you plummet straight back down again. The
Games Master can diee randomly to debermine
where the poar flyer lands, His impact causes 1
Stength & Hit on anyene within 2" of his point of
impact. The Fflyer himself receives no Saving
Throw.

4 The Pack takes off and spins round out of control.
Dwring each Turn move the figure randomly - take
off if landed, land if airborne and so on. The place
where the flyer lands can be rendomly determined
by the Games Master.

3 The Pack starts to smoke and fizz nolsily. Rall a
D& = in this many Turns the pack will axplode
causing 1 Strength £ Hit on anyone within 8%,

& Tha Pack just stops working altogethear.

All 5F wespons can be confusing when they are found - sa
don't let your adventurers wse them straight away. The best
way to introduce, say, a laser pistol, is to describe [k as o bent
matal rod. Then let your players susa out for themselves what
is going on. There must elways be a chance a weapon will go
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off whilst the company are examining it - but the GM should
be lenient and not get them all killed! An adventurer will
require several hours to find out how to operste any simple
futuristic device, and probably a similar period to find out how
to reloed it. If they have sncountersd this sort of thing before
then they won't require as long = this | leave st the GM's
discration. Remember that a player finding a weapon
shouldn't really know how powerful it is, or whether it needs
reloading, or any posaible side effects. He certainly shouldn't
be able to tell one type of grenade from another - so grenades
ars always an unkown guantity until they are used, You can
mix in mon-functional or unsteble weapons too; ones that
either dont work or work spasmodically or in unpredictable
ways. In gemeral you cam apply the following rules to finding
artifacts:-

A character finding an 5F artifact for the first time
cannot use It that game. He may use it in the next
game |f he makes his Intelligence %. This is the
Intelligence x10 s& & percentage. For  example
Intelligence =6 , Intelligence % = 60%. If you can roll
under 60% on a D100 then you can use the weapon -only
one person may try. If you fall to make the throw then
try again next adventure.

A character finding an artifact similar to one he
already knows how to use may spend some time trying
to make it work immediately = he may do nothing alee,
Roll a Dé st the end of each Active Player Turn. If you
score 8 & then you can use the weapon. If you score 1
then you are utterly baffled, and must give up in
disgust.

Some of the weapons described above modify the Initiative of
the user - as indicated in the text and on the chart below. Also
some weapong either (gnore the effects of armour (Ignore - on
the chart) or modify the normal saving throw. So, for instance,
8 Hend Flamer has a plus 2 modifier - so If your normal saving
throw is 4,5,6 then your modified throw will be &, If the saving
:r-hro'nr goes above 6 then you can't save! - this modification is
inclusive of any normal modifications for a high Strength hit.

Weaapon Short Long  Attack Initiative Armaur
Range Range Strength Modifier Mot Tier
Lasor pluﬂl A 30 2 ] (]
Laser Rifle 12 a0 3 - +1
Hand Gun L] 30 2 +1 -
Rifle 12 Ja& > = +1
Shatgun 8 24 3 gt Short | +1(Sewn) -
?3 Hits
at L
Muskeat a 3 3 i - -
Flame Lance 12 50 3 - re
D6 Hits e
Hand Flamer - 20 ] - 2
Meedle Pistal B8 20 1 Polsoned  +1 -1
Bolt Pistol L] o 4 <1 Ignore
D6 Hilts
Balt Rifle 12 50 & . Tgnare
05 Hits



If you intend to use Futuristic weapanry, or even if you don't, |
would strongly recommend changing the rules on maintaining
formationa - sspecially for games invaolving less than 30
figures a side, The reasen for this will become clear - and can
b demomtrated procticslly by throwing a grenade into a solid
formation of troops (messy). Figures are still organised into
units - which can be of any number of troops but typically is
ghout 12, Each irddividual in & unit must stey within 2" of
another member, although they may move closer or into base
to base contact if they wish, The gap s messured botweon the
base edges - not the actual models - like an -

o/
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A unit may split up. This s, in effect, the unit lesder saying
something like, "You & men follow me and wi'll storm the
bullding fram the front while the rest of you try to sneak in
through the back’. To split up a unit takes an entire Turn
during which the unit must remaln stationary and the leader
may not fire. The rest of the unit may fire as normal. Splitting
cannot be done if the unit i3 slready in close combat. The
aplit unit cannot be split again - it cen be remerged anytime.
Dnce split the unit acts like two independant units.

When used ler the first time Futuristic weapona couse Terror
im the target unit. Used subssguently they cause Fear [n target
units taking casualties. Grenades cause Fear In target units
and & target unit taking casualties must take a Morale teat
mirug 2. Hearoes are exempt from these effects.

The following secount is of a proposed plot outline for a
Science/F antasy crossover game involving m Games Master and
at least 1 - hut hopefully more - players. The GM can take the
role af all encounters. T havn't given enough details to actually
play tha scenario - that is up to you - but [ think you'll find
enough information to develop the plot. The game starts with
the GM sesombling all of his players and giving them the
background BLOCY ..

THE PROPOSITION OF ERIC BORGESSOM

Cric Bargesson is 8 very wealthy Swedish banker currently
living in London - 1983 - the pressnt. Mr Borgesson, an slderly
and much respected man, hes placed an advert in the press.
“he sdvert goes, ‘Positions still remaining within proposed
Anthguarien  Expedition. Objectives to  investigate newly
discovered remaina In Paklstan - Sufveyers, Cartographers,
Experienced Fleld workers apd  Scientistas all  required.

Bpgaly e

You the players have answered this advert. Borgesson gives
voui Lhe follawing information.

Recently a sinqle =m0 4 tower was discovered on the
Pakistan/Afghanistan barder. It has not previosly been
investigated, was discovered by an aerial survey and has
mot been entered.

The tower's design is congistant with it being very ald -
probatly around 3 thousand years - and belonging to an
ancient Indian culture.

The Pakistan governmeant has sgreed to the expedition
taking place but is offering no help and cannot
guarantpe the safety of the group. There are many
handita, il trines and rebels not to mention possible
border ¢lashes,

Borgesson has received a number of desth threats froin
religious factions opposing the expedition - but he has
digrnissed these as hoaxes.

The expedition will be led by Borgesson's son Gunnar -
who ls controlled by the GM - and there are already
some people hired. The exact number can  be
determined by the GM - troubla shootars, a Pakistani
who speaks the lingo, a few scientists. All thess are
‘followers', ‘hirelings’ or whatever you want to call
them.

Tha playees are flown to Pakistan. You will need to travel into
the hills to find the tower. The roads are impassable by car or
even land-rover, The adventurers have enough money to buy
miiles, hire guides and buy weapons, Shotguna and pistols may
be bought - the GM can determine avallability and cost. The
G can determine the effects of losing baggage, catching
nastro entiritis ste, as he seas fit. The journey to the border
could take days or weeks - the GM can draw & map and dictate
rotes of travel. Possible encounters up to this point could bes-

Government spies or thugs trying to find out what
you're up Lo,

Religlous Leaders trying to abop you.
Bandits trying to rob you

Apmy patrols who think you're rebels
Russian army patrols who think you're rebels

Smugyglers - who could maybe trade you some good
automatic weaponry.

Afghan Tribesmen wha think you're Russians
LLast Jaurnnlists or American advisera

The GM can play around with these ideas and any others - s0
that if the group are clever they can pick up some friends and
MOre Weapons.

Eventuaily the group reach a giant natural bowl 2 miles in
diametsr = in the middle stands the tower, The group can now
advance upon the towar.

Whaet nobody knows |8 that this is no ordinary ancient
monument = In fact the tower lan't even of human
construction. 100 Million years ago a spaceship came to this
part af the world end before they left the aliens constructed
the tower. The tower contains o powerful transportation
davice that can transport anyone entering it to another similar
device somewhare else in the Universa. The device works as a
sort of time machine as well - so0 it can transport over
distances and through time. Unfortumately the aliens wers in
ton much of a hurry Bnd the machine went wrong soon after it
was built, creating an area of unstable space around the tower
stestching 1 mile in all directions.

The effect is that any group entering the area are Lransported
ints sither another time or place - maybe in some far off
universe. Wherever they are transported to the image of the
Tower will remain In & constent position - perhaps as a hazy
shadiaw, sometimes as a salid image. Somatimes the local
inhabitants will be able to see the Tower, sometimes not. For
example, if tha adventurers are transported to Alpha Centauri
when the tower 15 § 8 mile away then the tower will appear }
a mile away on Alpha Centauri, and the same for time jumps -
the tower remains constant. Whether they are tranaported
though time or space moving closer or further away from the
tawer will always ceuse a timefspace jump. Sometimes the
muechanism stabllises for, say, a day or maybe even longer and
tha travellers will be sble to move freely within that
timefspace zone without any more jumpe occuring. During
these periods of stability the Tower will disappear altogether,
and will anly reappear again when the stshility breaks down.
The Games Master can give rough indications of when the
Tower s going to return 'in phase’ by dropping hints about
‘shimmering on the horizen' etc. All this I leave up to the
resourcefiul GM to detarmine - but 1 would suggest you allow a



high % chance of any one jump stabilislng for a day and an Yau could drew up a different chart for each time/space Zone
outside chance of stabilising for over a week. Then roll dice to if you wanted. The charts would then be useful if you wanted to
randomly determing when the mechanizm breaks down again. contlnus with this sort of game again.

For example:=
Basic chance of a jump being stable 75%.

Stable for D10 days. Roll & 10 and roll @ D100 to
eatablish numbser of days. Roll a 100 and roll & D& to
establish rumber of ypars.

It may be convenient to adjust these seeording to
circumstance, If the travellers get split up they may enter
different timefspace zones st different timea -this glves a
qood opportunity for added interast.

When the travellers eventually manage to reach the tower
then, if they can figure out the controls, they can retum to
earth 1983 - or become permanently transported someswhare
olse if you want to continue the whole inter-galactic trans-
time adventure.

The diagram below glves one possible configuration for the
effects of the tower - to some extent the nature of each
timefspace band will ba determined by what madels you have
available. Dbviously you can put in many more bands than this, Anather alternative is just to adopt a free form system with a
and you can put in lots of bands if you want the adventurs to chart for time wnd a chart for place. Far examples-

last for a long time.
01-05 500BC

06-10 30084
11-15 100BC
16=-20 100AD
ETC

01-25 EARTH

26-35 MARS

36-45 MOON

46-35 ALPHA CETI 1

éﬁ;ﬁ; DIMENSION OF THE BLACK YLNGOM
C

But this would require much more work on your part as ¥l
have to write histories for all vour alien planets, Mars oto -but
this would probably be the most rewarding approach if you
have the time and intend to re-use the system at any time.

Whether Magic should work in all times or all places is up to
you - alternative realities can have differsnt cosmic lows
after all. Eventually the adventurers can be given access to
futuristic devices which allow them to control the time
travelling process to some extent,

Another possiblilty, rather than use steict bands of fixed
time/space zones, is to draw up a chart, Then every time the
adventurora enter 8 mew band you can roll an the chart to
Qenerate the salient detalls of the zone, A chart could just list
the nature of the zone like thig:-

01-05 Jurassic - Earth - Dinosaur Migration
0&-10 lron Age - Earth - A tribal Hunting party
11-20 Zone Time - Zone Place - A Goblin vietory

calebration
\ 20-30 Zone Time - Zone Place - A Futuristic Town
i ETC
R R
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lwrj coz= WIIARDS
| Tjﬁ;i‘ {E 40p each

01 FIGHTERS




coz CLERICS

coa THIEVES

Cd THIEVES

2%
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cos SPECIALISTS

coe DWARF

ADVENTURERS

40p each

C06 DWARF ADVENTURERS




CO7 DWARF WARRIORS
COS DWARF WARRIORS

COS ELVES

40p each

08 DWARF WARRIORS




C10 HUMANDID ADVENTLURERS

HUMANOID
ADVENTURERS

GREAT
GOBLINS

NIGHT
GOBLINS

40p each

LESSER
GOBLINS

Two for 40;

. £E L o
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Cl4 LESSER GOBLIMS




C15 ARMOURED ORCS

45p each




Cls6 ORCS

3



C18 UNDEAD
C19 IOMBIES

40p each

TROLLS

£1:25 each

FANTASY CAVALRY

85p each

W Descipline Plson



C21 FANTASY
CAVALRY

85p each

c22 CREATURES

40p each
c23 OGRES
c24 MONSTERS

70p each
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c25 ANIMALS

60p each

c26 LlZIARDMEN

45p each

c27 LESSER
LIZARDMEN

30p each

c28 GIANTS

£3-50 each
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JRAENAL VAR CRAWLIES

AN 3 . L Two for 40p
Gg =% Btz ¥ C30 LARGE
- N B - — MONSTERS
T £1-25 each
o .g;ﬁ%!d.; :'" it a4 c31 G'A"'
WO Ny ke Suampiens MONSTERS
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C332 MOUNTED
ADVENTURERS

70p each

35



€35 CHAMPIONS
OF CHAOS

45p each

C36 HOBGOBLINS

45p each

c37_/ MEDIEVAL
:f ADVENTURERS

30p each




c38 MEDIEVAL
ADVENTURERS

30p each






- TRAVELLER
BLISYER PaEs
Blisters 60p each




ZHROIN=DOZ
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BROO!
MSTER DRACKS

Two Models per Blister
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SPECIALITY SETS *3-9%each Set

Speciality Set 1: Warriors of Chaos
Ten MEW Warriors of Chaos

l. Ulvar Vileblood

2, Skathar Skullsmashier
2. Kardos Bloodhe lm

- Befimoth Bilackeward
s J‘\ll'n_]l.ll Evilkand

+ Drakar Deathbringer
» Dgrath Darksoul

« Morthog Doomaxe

. Lithmog Elvernbann
LMekris Damonblade

Bown B

WO O e

Speciality Set 2 - The Dwarf King's Court

1. King Dumin lronbeard

2. fueen Asabelle Dragonsmiter

3. Orizard Oldrock - King's Champion

4. Quintin Limpfondle - Gueen's Champion
5. Fungil Wisebeard - The Sage

6. Bomban lronbeater - Royal Armourer
~ 5:||'|]r.~.'|r1t Uimgal = Master of the Guard
8. Royal Guard Mimbrin

9. Cyril Bear - the Royal Mascol
10.Corbit Shortetuff - Gnome Jester

Speciality Set 3 - Might EIf Patral

L. Commandaress felosa Forestbhurner

2, Lieutenant Kraal Heartoater

3. Prieatess Lillith Child-Impaler

4. Vard Demonsalayer-Might EIf Champion
2. Dyreel Dwarf-flayer, with sword

6, Dosadi Warchild sttecking with sword
7. Yasl Spriteslayer with Crosshow

8, Erron Mightstrider firing Crosshow

2, Mrandra Devileonsort with sword
10.Qulla Darkfalth with Croashow

Speciality Set 4 - Goblin Ralding Party

Warlord Libar Carbiter = Goblin Chinften
. Lbar's lisdtenant - D'glish Sharpeout

. Shaman F‘n|_'||1 Wildchant

4. Diacipline Master Snurd Hideflayer

2. Gaoblin Champion - Torg Dwarfamashar
6, Aulbug Oreleaver with Warhammer

7. Furgush Wartpicker with Sling

B. Urag Legeater attecking with warplck
?. Gugbled Childeplatter with morning star
I .Morqua the Flatulant with spear

Pl

Speciality get >a: NEW Warrior Knights of Law
Ten NEW Goodly Stalwart Heroes

L. Sir Lamorak de Cales

2. Sir Blamor de Lanis

¥, Sir Villiars the Valiant

4. Sir Melins de Lisle

3. 5ir Melion of the Mountain
. Sir Baudwin the Virtuous

: = 3 - '
il
-
. [EVIL ELVES OF THE sie Alichske Dra A
M Thm- llght m‘ w. UNDERWORLD) v b ARy Daionioing

T 5
3 £

H. Sir Cador Celastor
1, Sir Palomides Pursheart
10, Sir Lanceor de Leal

Set Four: Goblin Raiding Party.
Set 5a: Warrior Knights of Law




STARTER SETS

DUNGEON ADVENTURER STARTER SET DUNGEON MONSTER STARTER SET
i
?U
Gobs ok
A raseing :_-="1" . Ea ared i Baghear =
r‘ ...Irll::l:- s J 5 "‘:""':-'h i Vandamar
l Warriar af "I"“"l
i 3 ‘
iamt Eats
. Bemabid psser Lizardman
RROhre : 'I Sir Peliinor L Les
Ranger 4 e The Golden Palladin S
N Gablin
Lasrach Pt
; Lizardmam G
Warrior
I"-..r-'.-r.:_J.-F d E I"""fll;'; ;’rc .;:111:~ .5:;_. '.l-..llr:l w ir spectre Tombie J
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Skarlos: Half-EIf Hero
Peregrine Redshirt: Wizard
Cudan Grimbeard: Dwarf Haro
Olaf Thorginson: Dwarf Hero
“amato-Talishi: Samurai

CITADEL MINIATURES
Presents

BRYANJANIENLY
HEROIC ADVENTURERS! CHAGS MARAUDERS!

Phaldon Emiritus: Cleric
Helen: Lawful Adventuress
Gavin: Lawful Knight

Garlon: Lawful Knight

@ -
5 .

w0
"

Enkalon of Garuas: Wizard

Cuardsman Toyne: Chaos Warrlor
Guardsman Heely:s Cheos Warrlor
Chorshesma the Impaler: Goblin Champion
Cormanti of Khorne: Evil High Priest
Maurm-tine Glant Hobgoblin Champion
Arralrack: Ogre Champlon

Thl ol

. £3.95 each Set
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Theae figures are for uvse in the game Hunequest, Each box cantains - — - -.L\ Pt S =
nndels that can be used Lo represent :.?:.'u;.-fir-:hara':x- 1 1 D' ) -| I~| F
ar other gncountears. 1%
Runeguest boxed sets from Citade]l are desig i J i ll. Iib
+. Esach box contains finely s S

Runequest the Role-Playing gar EF
1Y 11l % OFFICIAL 25mm MINIATURES © O & |

dgetailed models of character Lypes and monsters from Lhe game.,

Boxed Set 4a: Broo I

Ten NEW Hroo figures Boxed Set 5 - Dragonewts

. Broo Runepriest with Whip 1. Mewtling with Spear

. Broo with Sword and Shield 2. Mewtling with Sling

3. Broo with Axe and Shield 3. Crested Dranonewl with Javalin

i. Broo with Heavy Spiked Mace 4. Beaked Dragonest with Klanth

1, Rhino Headed Broo riest Dragonewt with Poleaxe
6. lqguana Headed Broo 6. Full Priest Dragonewt with Klanth

7. Broo Attacking with Mace 7/8 Crested Dragonewt with Short
rog with Long Dagger Sword riding Dermi-Bird
y with Double Handed Axe 9/10Heak Dragonnewt with Klanth riding
10.Unieorn Headed Broo Demi=Bird

Boxed Set & - Humanoids and Aldryami

1. Lunar Peltast with Short Sword

2. Hoplite with Spear 23 P eac et
3. Ogre with Flail

&

«» Thief with Short Sword
». Pygmy with Blowgun
&. EIf with Short Sword
Tekeyed . 43
8. Fixie with Sling
2. Runner with Whipstick
10 R unner with bow
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Boxed set 1 - Humanoid Adventurers Boxed Set 2 - Advenlurers

l. Daks Fal Adventurer L. Lhankhore BMby Adventures
storm Bull Adventurer 2. Orlanth Adventurer

3, Waha Adventurer }. Kyger Litor Troll Adventuress

4, Eiritha Adventuress 4, Zorak Zoran Teall Adventurer

3, I--|| wankt Adventurer . Aldyra Adventures

i, Soven Mothors Adventurer 6. Baboon Adventurer

T l-r.a.-u- \venturs 7. Duck Adventursr
A.
g,
1

. Yelmallo Adventurer MMorokanth Adventurer
lzsaries Adventurer Dhwarf Adventurer
I Jan-Cultist Sdwventurer

LO.Chalang Adventuness

MNEW Runequest Box 3: Atteack of The Broo

Knightly Adventurers Incked in
deadly combat with the vile Broo.

1. Broo Biting Hnight
2 characters Iocked in coimbat)

£. Broo Cesualty

2z
3. Kninht Smitin ] Brou
4. Smilten Broo L] eac
s kmight Battling with Mace

&. Bran Battling with Mace A

. Mutant Two headed Oroo

B, Knight Pareyinn w with Shield
9, Digarmead Knlght Desdging atlack
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RP3 GOBLINS
) and
& ORCS

;= RP4 ADVENTURERS

40p each




= AN PARTHA
RP4 ADVENTURERS

40p each

RPS MONSTERS

80p per Pack

CREATURES TWO PER PACK
., LARGE CREATURES ONE PER PACK
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RP5 MONSTERS
80p per Pac

CREATURES TWO PER PACK
~ LARGE CREATURES ONE PER PACK
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MONSTERS

£2-50
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£4-50

WAR MACHINE

COMES COMPLETE WITH 9 HALF-ORC CREW t\

£19-95
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THE LEGEMD

Kremlo waa an arphsn ':_r|.'||al|, washed up on the shores of
Southern Lustria. Here he waes found and adopted by the
Chieften of the Morse village of Skeggi. Despite the vile and
rather sickening appearance of the infant Kremlo, Harold
Stouthack, who was & fine man end an outstanding foster-
parent, treated him exactly as one of hls own sons. Although
quite why he did this is less than clear.

Mow, before this tale can be fully understood, it must be
Ehplﬁil‘lEd that each of the many Lribes of the Slarn were
distinguished by unigue markings along their spines. Kremlo
WHAE & .’19.-|'.|LL|-E"' Slanm, his spine was bright blue, he was of the
BlueSpineSpick tribe.

Anyway, life went on In the Stoutbask housshald in a8 mara or
less normal fashion for twenty orF sn vears, until ene Fateful
spring day. Harold Stoutback and Ven, his oldest natural son,
wearg out hunting in the mountaing J'u'.l'.mliy they had boen
ambushed and killed by bandits, but as yet ro one in Skeqgi
knmew of this. This left Kremlo as the technichal leader of a
Morse |||C|rprr:. a unicue pasition for a reptile.

He was golng to regret this day - badly - but little did he
realize the sort af grandiose hassle currently speading his way
throwgh the cool aceanic streams. His triba were in thair
shawning E_',-'L‘JE-. This Spﬂh"ldll’: |!|h|:|'~e:|r11|’-er1|-:ﬂ| wias marked h:,r the
young adult males painting their sking forming warrior cliques
mnd infuging sacred berbal preparations. Then, frenzied and
helplessly manic as a result of these religious narcotics, they
wiould take Lo the open sea for weeks, somatimes sven months,
and couse trouble all along the coasts of Lustria.

Kramlo was at home when about three dozen half-crazed Slann
hooligans lumbered out of the water and butchered & group of
fishwives who had been contantedly mending nets on the sea
shore. Immediately all hell broke loose. Most of the village's

WARHAMMER S6
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warriors were with Stouthack In the mountains. Kremlo, & few
fisharmen and the local berserkers, who hed been drinking st
tha time, became invalved in & bloody fracas with the Slann
braves. Eventually after tremendous numbers of testh, bones
and limbs had been smashed or ecracked, Kremlo and the
sottlars beat off the Slann.

A brief inspection of the corpses proved all of the Slann to be
of Kremlo's own tribe - they were BlueSplneSpicka.

That evening, while Kremlo was still floundering Iin o sea of
rage and terminal snger, word arrived of Stoutback's recent
demise, Kremlo was now Chieftain. This had always been
Stoutback's wish and most of the village reluctantly sccepted.
some, Kremlo's two younger step-brothers mainly, were less
than happy about the whale thing. Butl they kept quiet sbout it.

By the time dawn broke things were fairly tense in Skeggi. The
berserkers, steeped in claggy gore, had been up drinking all
night. Ghod they were in a8 bad way. Kremlo was already
beginning to crack, Could it be that be too was suffering the
subtly disturbing effects of the Slann spawning cycle? MNobody
had goE much slesp.,

Some time around midday Kremlo and the berserkers head
decided that revenge was mecessary, retribution became the
order of the day. So they decided to heul out the warboat and
cross the Gulf to Central Lustria. Kremlo's instincts would
lead him to his tribal home's spawning grounds, there the
blood-letting would really start. Talk of genocide was
rampant, the wourded from the previows day still walled
pitifully.

They sot sail by evening. Thoughout the voyage Kromio
behaved nervously, pacing up and down, tallking to himssif.
The berserkers refused to stop drinking. Heroically they drank,
kesping themaslves awake by singing bersarker songs. Sven and
Ben, Kremlo's two younger step-brothers secretly plotted to
kill Kremlo armd get themselves out of the whole mess. The



warriors had sworn their allegiance to the Stoutback line, they
ware stoic, as was their way.

Kremlo led them all, as straight as he could sail, to Zapotec,
hig tribe's esturine home. Whal happened there iz unknown.
Mone of thoss on the boat were ever seen again.

Perhaps it would be desirsble to discover their fate by gaming
thia tale. All the events, cheracters end motives are covered
below.

GAMIMG THE LEGEMD

Maps for the two encounters &t Skeggi and then at the
BlueSpine5plck homeland - Zepotec - are given below.
Anywhare between two and six players may take part. Esch
player must take sither one of the parts listed below.

Gamesmaster (essential)

Kramlo (essential)

The Slann

The Younger Brothers - Sven and Ben

The Berserkers

The Villagers {(who have no part in the journey to Zapotec or
the fighting there}

The Clansman (who are in the mountaine with
Stouthack I;I.|r|n|;j the attack an Ekﬂgq':}

Harnld

KREMLO

l<remlo ia the central character of this tale. Whilst he is alive
he may give orders to the clansmen, the Berserkers and the
Villagers. He may also give erders tohis brothers, they need
not abey. Kremlo will not be able to openly herm his brothers
in any way - unless they give him due provocation. He s not
stupid though and |s suspicious of them.

He alsa carries & phial of poison. Poured into the spawning
pool, the polsan will wipe out the Slann pre-born. This would
be a vile deed, indeed. An awful and terrible blow against the
BlueSpineSpick, If Kramlo succeeds in doing this he can treat
the whole campaign as won,

53
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*Mote that swimming is as detailed in tha Slann section balow.
Alza from the moment the Slann first emerge from the sea at
Skeqal, Kremlo s horribly manic and may, therefore, roll for

FREMZY aa detailed in Val 1 af Warbiammer,
Player's Objectives

Stay Allve. Kill 4 Slann
Poison Spawning Pools. Kill & Slann

Skeggl
Zapatec

THE BERSERKERS

Skegyi, like any other Morse village, has it's local berserkers,
Thase ars tha more aggressive of the village's headstrong

- yourng men. They tend to weaer their hair long and subsist

almost entirely on 8 diet of beer, mushrooms and herbs,
Perhaps because of this, they are difficult to get along with
and are aften far more violent than is absolutely necessary.
There are 8 dozen berserkers in Skeggi when the Slann land.
They are all in the Ale Hut. One player plays the leader of the
Berserkers, should he be killed another leader |8 selected and
if possible another player should take over. All the berserkers
have the following characteristics.

Move Ws5:B3 5 T WL &
& b FEESEE 1Sadas- A  EReal IRERE FELED |

All berserkers are able to roll Tor FREMZY a8 detailed in
volume 1 of Warhammer. If the engagement at Skeqql s not
playad then use only ¥ berserkers at Zepotec.

Playors Objectives

Kill at least 7 Slann. Lose from 2 to & men,

Skooggi
Lose Z ta 3 men. Kill at least B Slann,

Lapotec
THE ¥DOUNGER BROTHERS

Thare are two younger brothers, Bem (200 and Sven (LB).
Obviously they are both quite unheppy sbout Kremlo's claiming
of the Chieftainship. Thare is, however, very little they can do
abouk it Flul:lllﬂlj'. If it bacame known that they had mirrdered
Kramlo they would be exiled from Skeqgi, and possibly stoned,

If, however, they could do away with Kremlo without anybody
knowing,then they would be more than happy.

Mave WS BB S T WA
Ben 3 - Fli--seee JHHN - dER R
Sven & s MG THEE TR - S B S

If Kremlo is ever killed in a battle then the player who was
contralling him should instantly stert playing the younger
brother if he is still alive. Sven cannot become Chiefrain
unless Ban iz out of the way. ...

Flayers Objectives

Both Stay Alive, Kill Kremlo
Either Brother Stays Alive. Kill Kremlo.

Skeqgl
Zapntee

THE VILLAGERS

At the time of the Slann raid there are only the berssrikers and
the villagers around. There will be 106 villages in each hut
{use 5 huts to represent the village and Citadel Townsfolk to
represent the villagers), There are also & dozen flshwives at
the waters edge, Fhey will be in a single group and subject to
FREMZY should any of their rumber be killed.

Mo WS 85 5 [[THIW A
Villager 43 Bl
Fishwife 3 et ERRIAL ety D LERRH L |

Lise Citadel Codes C52 for the villagers. They will be armed
with swords and may be carrying shields.



Player's Objectives

Lose no more than 20 casualties - counting the fishwives as
double.

THE CLAMSMER

The Lords and Warrlors of Skeqgl are hunting with Stoutback
and play no part in the first sncountar, Sworn servants of the
Stoutback family they are loyal to it's head, Like the younger
hrothers, they are unhappy about being led by, what to all
appearances, is a large frog. However, whilst he ia alive they
are committed to being loyal towards Kremlo. If they see
gither Ben or Sven kill Kremlo they will avenge him. If Kremlo
dies for some other reason the Warriors will obey the oldest
surviving brother.

There are 12 clansman abhoard the ship that attacks Zapotec.
They may be either wearing mail armour and have two-handed
axes and smallar throwing axes, or alternatively, they may
hawve bow amd sward.

Move WS BS S T W I A
Axernan 3 - L e AL T SR =T
Bowman 3 ! SRR TEES - s30000 o o Mt ¢

*Throwing axe only. Abilities with other missile weapons
would be 2,

THE SLAMNN

The Slann Empire lies in decline, along the gulf cosst of
Cental Lustria. They are an exceedingly ancient race, some
say that they are older even than the Elves (though thay arse
very wrongl. The Slann Empire waes at the peak of it's power
and sophistication when the firat Sea EIf sxplorers arcived.
Within & few years [arge numbers of EIf and Morse began ta
arcive in Lustria, attracted in particular to Krox's wealth of
Germstones and gold.

The strange magic and dissasss brought with them by the
Elves soon reduced Krox to an embittered and embattled
outpost at the centre of the once vast Empire.

Slenn are determined fighters. They stand sbout two metres
tall and are green, blue, grey or somatimes yellow in colour.

Thera iz a asmall Imperlal army which increasingly uses
labotomised buman eunoch warrior-slaves to make up for
shartfalla in Slann numbers. Warriors of the Imperial army will
wear armour made of shall or of gold. Tribesmen wear only
shell and skins.

Belng semi-aquatic they are good swimmers and move 4%
swimming on the surface and 3" when swimming underwater.
Thay may do this even when wearing armour and carrying
weapons, A Slann who attecks a MNorseman in the water will
finish him off in one move - there is no need to diee for the
result as it is something of a foregone conclusion,

Roll 406 to determine the mumber of braves attacking the
village at 5keggi. At Zapotec use the instructions on the map
to determine the guantity of attackers.




Below are the cheracteristics of the Slann. Special Slann There are 3 detachments of Imperial troops posted at Zapotoc,
madels will shortly be released by Citadel. They are led by a single Herald. The Slann player is
represented by this single model. Should he be killed then one
Move WS BS S T ‘W T A 8T of the Low Swamp Guards, and possibly a different plaver, will
take over. Subject to the number of models you have availahle
L Imperial the Slann player or the GM may select any 3} units from the
Herald 3 : ARSEHEHE SH it HETE, SN e list below,
2 Low Swamp
Palace Guard ¥ S, bl Like o [P (EERY . dasu SR ) 4 Low Swamp Cuasrds
3 ire 1 Herald, # Soldiers
Soldier 3 R BT | o B SEER TR R I Low Swamp Guard, 506 Tribesman
4 Tribesman 1 Low Swamp Guard, 206 Tribesmen with blowpipes
Blowpipe 4 L e T el S TR T | Slave Warrior Leader, 504 Slave Warriors
5 Tribearman
Water-scythe 3 h P e feaall earsd el SEED Sabber
& Shore-Warrior Player's Dbjectives
Leadsr 3 i AR S ¢ I i SRt AR !
7 Eunoch Skeggl Kill @ Dozen Morse. Lose no more than 6 Araves
Slave-Soldier 3 T TH ATT a TIE HHEE TR Zapotec  KIll all the Morsa. Protect the Spawning Pools,
B Hrave - v oRlaE o R =R EEREY- SRERE ity
9 Brave with
Blowpipe 3 L G T e THE LOMGBOAT
The Stouthack's war boat, the 'Golden Esmarsids’, can be
represented by any 1/72nd scale plastle or wood kit model, or
*Blow-pipa only. Blowpipes have the following characteristics, scratchibuilt. In the river it may be rowed - but the sail is nat
used, The speed at which it moves will depend on the number
Short Range Long Range Attack Strength of rowers.
O-5" L L-Weak [Rowers Lipstream Downatream
Blowpipas ignore the to hit modifisrs fiven on page 14 of 0-4 Can't move 4"
volume 1 of Warhemmer. All hits must save against poison, 5-9 4 6"
10 or more &% ar
#4With tomehawks and knaives. Each brave will carry a good
astock af both, Chasm
Lipstream mdnus 3"
The Slann sentries marked on the second map are floating Downstraam plus 5"
submerged with just their syes above the water. They will
never be seen unless they move or shoot thelr blowdarts. Then The hoat counts as Soft Cover for figures rowing, hard cover
they can be ssen by anyone within &", for flgures koeping their hesds down. Slenn trying to get

abeard suffer 8 minus 2 "to hit' and ‘[nitistive’ penalty. If they
push their opporsent back they are aboard.
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AL COHOLISM

Certein greups or cheracters can be subject to ALCOMHOLISM,
Every time any kind of action or fighting beging rall 206 for
each group of alesholics.,

Result

2-5  Only juat started the days drinking = no effect

f Rosy Glow - Initiative -2,

7 Intoxicated - [nitiative -2, Weaponskills and Bowskills
hoth minua 2,

B Orunk - As Intoxicated but the figure hos already Iost

most of his or her ability to feel pain and so may take
an extra Wound point.

9 Ranring Drunk = As Drunk, also the figure becomes
subject to "Stupidity'.

10 Senseless. As Roaring Drunk but the Initiative penalty
is Increased to -3, a are the Weaponskill and Bowskill
penalties, Throw D6 for sach blow:-

1,23 +2 "To Kill*
4,56 -2 "To Kill'
11-12 Blind Drunk. As "Senseless' but the figure aleo becomes

subject to the Tollowing rules:-

iy
b

May only see things within 12

Is subject ts Drunken Frenzy. hust
make 8 roll for Frenzy each turn
engmy are in sight.

Roll 206 at the end of your Active
Turn, A Score of 2 and the figure has
drunk himself sober and suffers no
further aleshlle effects. If, hawever,
the score on the two dice Is 11 or 12
then the figure passes out far 206
Turng. Roll again for alooholism when
he comes round.,

some tyjpes are more or less alcoholic than others - this is
expressed a5 8 plus or minus modifier in the same way as
STUPIDITY (sme Warhammer vol. 1). The Skeqqi berserkers arm

always very drunk so are subject to Alcoholism +2. Other
Warharmmer typos subject to Aleoholism are:-

10% of Halllings
15% of Dwarves

Hill Gianta are ALL subject to ALCOHOLISM +3. Elves, of
eoarse, are &ll eommitted temperance workers and never
touch a drop (except for strictly madicinal purposes),

Of course as the poor alecholle becomes gradually more
imebriated his usual personal characteristica may become
altered. For example a character normally sophisticated and
charming may find it hard to be charlsmatic whilst staggering
through & miasma af brown ale, cheap whisky and chesse and
onion crispe.

Accordingly the personal choracteristics can be altered by the
Games Master as drinking procesds.

Coal  Intelligence  Willpower Fumble

Rosy Glow - - -1 +1
Intoxicated =] -1 -2 +2
Cipunl -2 =2 =3 3
Foaring Drunk -3 =3 vl i
Sermnlnss -3 - #2 +5
Blird Dirink -5 =5 +1 <

Wizards who like to tipple can be a particular hazerd - through
the babblings of alcoholic stupar 8 megical accident s almost
imeviteble. Accordingly incresse the Fumble Factor by +1 for
Alcohalic Wizards (even when sober] and by the additional
penalties indicated for Fumbles when drinking. Aleohalie
Wirards always roll for Fumbles everytime they cast a spell.

Pluayers and Games Masters are invited to elaborate  amd
further expand the rules on Alcoholism - who knows one day
we may well see the emergence of Alcoholics s & character
clags, and then......Anti-Aleohalics.

RICHARD HALLIWELL

SLANM OFFER

We hope you have enjoyed "The Legend of Kremla the Slane’, the following models have been made to complement the game.

THE MORSE - 40p aach ﬁﬁh‘ THE SLAMN - 40p sach ey
You may order any of these unigque offers, or Individual Slann

Liremio the Slann 1 1. limperial Hecald or Morse maodels, directly from your local Citadel Stockist -
A - der Brother 2, Emplre Soldier Just fill in, elip out and hand over this coupon to you local
T Sven - the ¥ Brother 3. Low Swamp Falace (uard stockist with appropriate funds. Your stockist can then order
&, ¥ouny Morse Borserker 4. Tribesman with Blowplpe the madels directly from us with his rext Citadel dalivery, If
5. Norse Clansman with Axe &, Tribearnan w ateracythn you do not have a local shop then we will be pleased to send
6. Morse Clansman with Bow &, Brave with Blowpipe you any of the abave offers by post, but please remember to
7. Morse Clansman with Sword 7. Brave with Axe add 50p pip.

B, Morse Clansman with Spear 8. Warrlor Leader

B, Eunoch Slave Soldier
TotaL | TOTAL |
OFFER L - The Morse. The offer contains all the models you PLEASE RESERVE ME THE SELECTED MODELS

will require to play the Morsermen in the Legend of Kremlo.

12
20
12

1z

Fearsome MNorse Berserkers

Agsarted Villagers and Peasants

Assorted Fishwives - Female Villagers and
Peasants

Agsarted Marse Clansmen - Viking Warriors

%6 models, normal price £22.60 - Offer Price only £17

OFFER 2 - The Slann. Thizs offer contains all of the models vou

require Lo pla

Bas™*

P
=

y the Slann in the Legend of Kramla,

Low Swamp Palace Guards

Stann fmperlal Soldiers

Slann Tribesmen with Blow.plpes

Slann Tribesmen with Waterscythes

Assortod Euroch Slave Warrlors

Slave Warrior Leader

Amsarted Braves with Tomsehewks and Blow-pipes

98 mindels, normal price £59.20, Offer Price anly £32

OFFER 3 - Tk

e Lt

Both Offers for only £40
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AS MARKED,

PLEASE RESERYE ME 1 'NORSE
WARRIORS' SPECIAL OFFER.

[

PLEASE RESERVE ME 1 “SLANN

SPECIAL OFFLER.

RESERVE WME BOTH
LELGEND OF KAEMLD

PLEASE
SPECIAL
OFFERS,

MNAME

ADDRESS
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Two New \WAREHAMMER:

Supplements—
FOREES # F/0rASs

e BY RICK PRIESTLEY
f and
. BRY AN AMSELL

IHE FORCES OF FANTASY - Fighting Battalions, Army Lists
ard Troops Typeashustering the Army, Shield Patterns arwd
Unifarm DetailssHerods and Wizerds, Mew Generation System
far Battlefield Haropss Advanced Ruless

vveiverses The Forees of Fantosy, Citadels new Warhammer
Supplement presents players with & hoste of fantastic warriors
and Fighting characters, introduces varied atteck modes for
fGlants, the Dread Hight Goblin Fanatics, War Engines,
Chariots, Regimental Champions and more....

BY BRY AN AMNSELL

THE REALM 0OF C¥ IALYS - The Mark af Chaos, Chantle
Attributess Chans Champions - Rale-Flaying a Champlon of
Chonssd  Chaos gntheon, [Chios Sous, Their  Fallowers,

Demana, #nd the Power snd

t if the
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accept an easy rdd [0 pOWer
passage unchanged? o will fate warp

gomet king mo longér i



J—

and! _
CITAYIL'S SF Role Play System

... ROGUE TRADER

=g | BY RICK PRIESTLEY
s __L-El_,l"' el

Ty

ROGUE TRADER - Spacecraft Combat in Deep Space sSpace SectorssSpace Lane

Encounters#Deap Space Encounters«Planetary Eneou nters s Journeying to
p|iﬂEt5lR_D|H-F‘|:Iy’qu the Ship's Crew s Advancing your Ship's Crew sBounty,
Commerce, PiracysSystems and Repairss Alien TradesEncountars and Technology «
seave CEN YOU SUrvive an encounter with Or Gostalo's Amazing Inter-Galactiac
Psycho-Circus?, con vou handle Fear mnd Loathing in Los Asteres? can you
urcover the fate of Herst Crabble's Fabulous Skystar? Flnd out with Rogue Trader
-édventure, mayhem and destruction sn a cosmie acale,

40p each
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are the rules we use for Chaos creatures in
Warhammer Games, they are quite simple to adjust for use in
ather role-playing or fantasy battle systems.

Thege Emir

Chaotic Attributes are the strange powers, disfigurations and
miitationa that mark the bodies and souls of many ereatures
whose lives have been touched by Chaos, Merely dwelling in a
portion af the Multiverse where Chaos lurks close by will bring
the curse of the Mark of Chaoss upon & section of the
population. In human sociely to bear the MMark iz to be an

outcast, but Goblins, Ores and the like regard it as an honour
and a blessing.

Ewil ereatures tread a path very close to that of Cheos, and all
avil or unpleasant beings (including humans) have & particular
chance of bearing Chaos Attributes.

Chaotic  Attributes may take a characters
characteristics beyomd the narmal limita for his cace.

gt inm

CREATIRE LIST

RAMNDOM GEMERATION

AMD CHAOTIC ATTRIBUTES

Creature Chans Attribute % Generation

{Creaturse “haas Attribuke %% Generation
Carniverous Bird 1% 01
Cantaur Creature of Chaog =10% 0203
Chimeera Craature of Chaos -20% Da-05
Diemons Demaons may have Chaotic 06-07

Attributes at there own

will or that of their

masters. About half of See

demona encountered will Demon

have Attributes; sither Sub-table

randomly chosen or

spacifically sslected by

the Games Master
Drragons e Ll
Drnwarfs Very Rare 09-14
E ugll:: 1 B4y 15
Elfs Lk ey 16-17
Dark Elfs 1% 18-20
Siants ¥ 21-23
Glant. Fran 1% 23-24
Glant lnsects 1% 25-16
Gilant Fatl 1% 17-28
Giant Rept e 1% 19-30
Gablins 2H 31-34
Griffon Creature of Chaos -10% i7-5a
Halflinns Unkerenen 3940
Harpy Creaturs of Cheos -10% 4142
Hobgoblina MN% 4149
Hippagri ff Creature of Chaos 5% 051
Lizarcimsn 2% 52-53
MEM Sdi=fS

Followers of Law

Blever

Goodly/Saintly Men Vory Rare

Ordinary an £ %
Evil Men 2%
Servants of Chaos = e
Manfiah 2% M_E_"T
Banticore Creatura of Chaos -10% HB-69
Minotaur 5% 70-71
Ogrn T T2-77
O T, TH-83
Serpent Crawler ¥ B
Slamn oh B3-B&
Trasrman 1%, exeept in evil
srchanted woods -10% a7
Trolls Creature of Chaas -5% BE-93
Undead Whara Undead are
the spirits of
deceased baings who
hisres Abbribaites,
the mpirit farm will Sea
usually carry at Lincdiad
Iemat the shape of Sub-tabie
those Attributes,
thisy will often have
no particular effect.
Ses REALM OF CHADS.
Werecreatures 2% 1595
See Waeracreaturs
Sub-table
Winged Panthear 304 a7
Winged Serpents bl %6
Walf % el
Giant Wolf 1% o9
Wyvern 5% oo

B0



SUBTABLES

DEMOMS LIMDEAD

Balrog 01-15 Skeleton i
Jalbberwock 15-20 Zombje thidi
Small Demon 21-40 Ghoul
Unique Dermaon 41-80 Liche
Chans Demon 81-00 Ghast

Wraith

Wight

Mummy

Spectre

Warmpire

CHAOTIC ATTRIBUTES are given as a percentage chance,
theow for each creature in the regiment. I it ie found to heve
Chaotic Attributes, throw o Dé:

1,2 One Attribute

3 Two Attributes
4 Thres Attributes
5,6 D& Abtributes

If the first creature in & regiment to be thrawn for is found to
have Chaotic Attributes, then there is & chance ogual to the
Cheotic  Attribute thet the whole regiment has identical
Attributes; this can produce & particular monsterous bunch of
beasties !

A quick method of discovaring how many creatures with
Attributes there are in a regiment s to multiply the chance per
creaturs by 5 and throw for each group of 5 creatures. I the
score is achieved then just one of these has Chaotic
Artributes,

CREATURES OF CHADS

Some creatures are designated as TTREATURES OF CHAOS!,
these have a particular affinity with the darkness of Chaos,
and have a higher chance of Chaatic Attributes. Creatures of
Chaos are always thrown for separately - the whole regiment
never has the same attributes, and if @ creature s found to
have Chaotic Attributes, it always has D6 of them.

CHAMPIONS OF CHADQS

Those who ally themselves with the dark forces of Chaos can
gain qreat power, but as their affinity with Chaos increases,
their very body and soul may be distorted, until eventually
they are not even recognisable as human, this iz sirmulated by
gradually gaining Chaotic Attributes. More of this in 8 future
article.

SPAWN OF CHADS

Unce a creature has more than 6 Chaotic Attributes, it will
scarcely be recognisable as the species it once was. A the
sami Lime its mind and soul will heve glven themselves aver
entirely to their Chaos masters; it will not have a trace of
sanity left.

Such sad beasts are the CHADS SPAWN, they roam in packs
with others of their kind at the bidding of the CHADS GODS,

Favoured CHAMPIONS OF CHADS may be granted members
of the Chaos Pack as bodyguards, steeds or beasts of burden;
and as # reminder of what they may soon becoms !

Generate Spawn of Chaos by giving 5«06 Attributes to any
randomly generated creature.,

REGIMENTAL TOTEMS
Those creatures with the mark of Chaos visible upon them are

often regarded with great pride or affection by their fellows.
Thus & partieularly striking, silly or impressive Inoking

WERECREATLURES
01-30 Weretiger
31-50 Wererat
51-65 Werewnlf
GE-T0 Werseboar
7175 Werebear
T6-80
81-85
B&-30
91-96
97-00

01-10
1i-30
31-60
61.75
Ta-00

RAMNCOM GENERATION OF CHADTIC ATTRIBUTES

£

01-02
0304
05-06
07-08
0%-10
11-12
13-14
15-14
17-18

&l

Attribute

Blood Rage
Breathes Fire

:
:

Multiple Heads{each)

Magician

Prehensile Tail
Powerful Legs
Poisonous Bite
Plague Bearer

Guadruped
Regeneration

Rapid Regensration
Razor Sharp Claws

Scorpion Tail
Snake Tail
Spits Acid
Vampire

Vary Fast{Move X2}

Very Strong
Wings

Weaponsmaster

Very
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member ol o reqiment may be regarded ss acting exactly like
8 reqimental standard, Creatures equipped to produce loud and
strarnge noises, with a trunk for inatance, can also be regarded
as a regimental musician.

Creatures with WEAPONMASTER, GREAT HORMS, CHAOS
LOHD, HIDEOUS APPEARAMCE, MANIC FIGHTER,
BREATHES FIRE, MAGICIAM ar any particular advantegeous
mttribute. or eambination of attributes, will be & regimental
afficer.

RANDOM GEMERATION OF MOM LISEFUL ATTRIBUTES

01-02 Skull Face
03 Flaming Skull Face
D4-05 Antting Flesh (Zambie Faced)
06-20 Bestial Face, Goat Head, Snout, Trunk,
Muzzle ste

21-3 Crast, Wattle or crest instesd of hair,

24-26 Hunchback

27-30 One Eye

31-33 Three Eyes

M3 Tail

37.39 Cloven Feet

40-42 Pin-Head

63-45 Huge Head

46-48 Laong Meck

49-50 Hopper. One large leg and foot - hops along
at half speed.

21-53 Headless. Face elsewhers on body

#-56 Puny. Halve Strength, Toughness and move
distance,

57-59 Tentecles. Tentacles instead of arms.

60-52 Furry, ar bald if normally pelted.

63=65 Very Warty Skin

b6-68 Big Ears

63-71 Long Nose

72-74 Re-arranged Facial Fealures. Swop round
eyat, mouth, noss and ears,

75-T7 Scaly Skin :

;n-_u:l Vividly Coloured Skin

1-83 Brightly Pattened Skin - Stripes, Dots ste

Ba-86 Game Master's Choles. Invent something
silly or inconvenient.

B7-89 Bulging Eyes - Like a Frog

#0-92 Eyestalks

93-96 Enormoualy Fat

97-98 Long Legs

#9-MM Short Legs - half movement distance.

CHADTIC ATTRIBUTES
BLDOD RAGE

The: individual hecomes subject to FREMZY
BREATHES FIRE

Creatures larger than man-sized breasthe fire with the same
lemplate as & Drogon (4x2% - Range 12Y, Attack Strength 3,
Man sized ar smaller creatures have s template of %1 -
ramge 6" and Attack Strength of 2,

LHRO%5 BREED

The creature has the attributes of o eross broed between bhe
basic species of the ereature and another randomly dotermined
species. Monsters will be crossed with humons about 50% of
the time. You will have to determine your own rulss for the
resulting hybrid.

CHADS SPAWN

Throw D10 adiitional Chaotic Attributes. The creature will
gain an additional attribute sach maonth,

CHALDS LORD

Thils creaturse has been favoured by the Gods of Chaos, end is
chosen to lead it's fellows. It will take D4 extra Wounds for it's
gpecies. Add D& to each of - Initiotive, Strength and
Toughness.

There is @ 3% chance of being granted each of the fallowing
{throw for each)

1. A complete suit of Chaos Armour
2, Wizard's Powears ( Throw Randomly)
3. D& Extra Chaotic Attributes

4, A Demon Sword

EVIL E¥E

If any figure comes within 4" of this creaturs it has a 50%
chance of being unfortunate snough to mest its gaze! This will
tharoughly screw up the figures Karma, and he will be subject
to a disadvantage modifier of 1 an all diee rolled for as long as
the creature with Evil Eye lives,

GREAT FAMGS

The creaturs bites with the effect appropriate for its size
but with plus 1 to kill and minus 1 from the opponents Saving
Throw.

GREAT HORMS OR TUSKS

The creature may charge a3 8 mounted leneer. Plua 1 to kil

HIDEOUS APPEARAMNCE

The croature ceuses TERROR in those smaller than itseld,
FEAR in others,

HORRIBLE STEMCH

The creature smoells very badly. Throw 6, this is the range of
the stench. All figures who can smell the creature will be
sihject to a disadvantage modifier of 1 on all dice rollad.
Elves (a fastidious bunch) wil not approach within range of the
smell. The creatures reqimental comrades will be entirely used
to the smell, and will be quite proud of it's effects on others,
add two to thelr Marale Dice.

HYPHNOTIC GAZE

Tha creature may fix it's gaze on one opponent st o time
within 6" If it then throws & 5 ar & an a DA, it's victim is
fixated, and may make no actions at all. The victim will remain
fixated as long as the creatures gaze remains upon it. Onee
the victim is free of the creatures gaze, It needs to throw & 5
ar & on a 046 to start to act again.

TRON HARD SkIN

The creature has chitinous, warty or scaled akin, which gives it
an additional saving throw of 4,56 on a D6 after any saving
throws for armour. If this throw 8 made, any non-magical
weapon striking the creaturs will brealk.

LOMG LIMAS

Plus 2 to Initiative - Plus 2 to "to hit" throw.,

LOMG SPIMES OR SPIKES DM BODY

Any Tigure in sombat with this creature has 8 1 in' % chance of
spiking himself - counting as a Strength 1 Attack. 10% of such
creatures ane polsonous.

MALCE TAIL

The creature has a tail with a knobbly ‘mace’ on the tip, rather

like sorne dinosaurs. This can be used as 8 weapon with m
deduction for using two weapona.



MAGICALLY RESISTANT

Has a saving throw of 4,56 on & D6 against any Magical
attack.

MAGICALLY TMMUINE

Magic has absolutely no effect upon this creature.

MASSIVE INTELLECT

The creature is hyper-intalligent. He always makes the right
decision, and knows everything the Gamesmaster knows.

MOROMIC

The creature is incredibly stupid. When ever anything that
requires the least thought is required of ity Tighting, running,
going through a doorway etec, there is a 1 in 6 chance of It
getting it wrong in some calamitous manner, Drools a lot.

MIMDLESS

A total sutormaton! simply obeys the commands of whosver
currently holds sway over It. Ignores morale and the effects of
‘Wounds.,

MANIC FIGHTER

HATES any snemy regiment or figure that comas within 12" of
it. Mot subject to Morale,

MULTIPLE ARMS

Throw a D6
1-4 Two extra arms
5=h Four extra arms

MULTIPLE HEADS

Throw a Db
1.5 One axtra head
& two extra heads
MAGICTAM

Creature is a Wizard, generate randomly as in BOO OF
SPELLS.

PREHEMSILE TAIL

The creature has a prehensile tail capable of wielding an
additional weapon ar shield.

POWERFLUL LEGS

Kangeroo like legs, meke normal move, then leap half as far
agaein, leaping over troope if desired, and appearing behind
appanenta,

POISOMOLIS BITE

The creaturss bite is paisonous.

PLAGLIE BEARER

The creature carries a wile disease. The Gamesmaster must
determine its Incubation period and effect. Anyone bitten
stands an B0% chance of infection, clawed or scratched 60%,
struck by weapon 40%, in close combat 20% and within 2"
proximity 5%. Its fellows will usually be immune.

QUADRLPED
if the creature s humanoid, its arma beceme forelegs , a

creature that normally goes on all fours mow walks erect, with
farelegs becoming arma.

a3

RAPID REGEMERATION

The cresture has regenerstive powers st greater then normal
rate - roll twice to regenerate.

RAZOR SHARP CLAWS OR PINCERS

These strike as swords, with a plus 1 "to ilI' and minus 1 from
the opponents saving throw.

REGEMERATION

The ereaturs has feganerative powara.

SCORPION TAIL

Throw a D&
1-2 MNon-Poissnous
4-6 Poisonous

The tail strikes with a plus 2 'to hit' whenever the cresture
would be eliglible to bite. The non-poisonous variety strikes
with the effect of a sword. The polsomous variety has an
Attack Strength of 1D 10,

SMAKE TAIL

The creaturs has a tasil which terminates in the head of a
snake. Thia attacks with a Strength of 1. There ls o 30%
chance of the snake's bite being poisonous, Strength D,

SPITS ACID
‘When the creature is entitled to bite, it may instead spit acid.
Throw a D6

Mo effect

Hit - must make saving
throw, or agonising
offects of the scid score
the equivalent of a kill.
Hit in the fage -blinded
and killed sa asbove. Mo
saving throw unless face
protection is worn.

VAMPIRE

The creature becomes a Vampire - requiring rmassive meals of
human blood to survive. Generate Initial Life Energy level as

D ZN - seo the rules for Vempires in the edditiomal rules
article.
VERY AGILE

2 Extra blows in combat and an extra saving throw of 56 ona
[ in combat - 4,56 against missile fire.

VERY FAST

Double move distances, and mumber of blows in combat,
Couble Initiative.

VERY STROMG
Add 2 ta Et.r:rl"lgﬂ"l Grade.
WEAPOMSMASTER

Add 6 to the creatures weaponskill with any ome favoured
WEEPOMN.



WIMIS

Creature la winged, sither feathered or reptillan.

Throw a D6
1-2 Small Winga
34 Medium Wings
Gy Enormous wings

Small wings are useless and cannot be used to fly. Medlum
gized wings enable flight as normal. Huge wings allow normal
flight = but are & bit cumbersame on the ground - trailing,
getting dirty ardd tripping up the creature, Helve movement
distance when on the ground - movement through woods
becames Impossible. Mevement in small buildings is at 1% per
turmn.

Duplicate Remults

If the same result comes up mare then once, double (ta effect
or accentuate it in some appropriate way. Some results will
tend to cancell esch other out. The Gamesmaster should not
alavishly follow the results from rolling on these charts tor
from any other part of the Warhammer aystern); but should wee
them wherever possible as & basis for uing his immagination
to the full; creating creatures for his players to encounter, if
ralling a few characteristics seems to be creating en
interesting beast, then let your own creativity take over to
finish it off, and you will have the satisfaction of coming up
with smmething really special.

Fighting Characteristics

Creatures bearing the Mark of Cheos are often bigger,
tougher, faster or meaner than their untainted fellows. n the
Random Generation Chart we indicate rough quides for the
Gamesmaster for modifications to the beasts' fighting
characteristics if it has particular Attributes. Fractions should
usually be rounded down,

EXAMPLES OF CHAOTIC ATTRIBUTES

1. Z¥ GOR SMAKE-ARMS

Zygor the Might Goblin has been determined to have Chaotie
Attributes; we throw o (36 to determine how many - 8 4, giving
him ¥ attributes. Three throws on s D100 give us 50, 84 and
91, PREHEMSILE TAIL, and two NOMN-USEFLL ATTRIBIUTES,
we throw again for these; 52 and 57: HEADLESS AND
TEMTACLES.

50 we docide that Zygor has three tentacle like prehemsile
tails instead of arma and that his face is situated n the middle
al his body.

Move
4/3

2, LEAPING SLOMM TWD-FACE

W5 . BS 5 Wl A
S TEE 1

T
B 3. Isl

As Tralls are Creatures of Chaeos, Slomm the Trall, gets Dé
Attributes. We roll the dice and find that he has 4;

POWERFLIL LEGS -
GREAT FAMGS

MULTIPLE HEADS (one extra)
BESTIAL FACE (g}

We decide quite arbitarily that Slomm has the heads of a
Walrus, this fits guite well with Great Fangs. Slamm®s
Attributes give him plus one to his Wounds, Initistive and
Toughness beyond the attributes of a normal Two-Headed
Troll, and each of hia heads bites with +1 ‘to kIl and -1 from
his opponents saving throw.

SLOMM
Move Te354" leap
Wi L]

Stremgth 4
Toughness B

Wounds 5

Imnitintive 4

Atbacks 2 plus 2 Bites at +1 Kill, -1 from opponents saving
throw.

STLAPID. SUBJECT TO FREMZY. USES TWO WEAPDNS

WITHOUT PEMALTY. CAUSES FEAR TN MEN OR SMALLER.
REGEMERATION.



3, NGAARANH: SPAWN OF CHADS

MNgaararmh was once 8 Harpy, but
canturies of unspeakable desds
serving in the marauding pack of

thir wile Chans Godling known only

as Khka (and those who are wise spaak
that name ondy Ln whispers), heve twisted
her body and soul to the shapes of Chaos.
She now runs, groes and unrecognisahle, with
the other creatures of the Chaos Pack,

tMgaaranh is honoured with 5+06 Attribites. The
D6 comes up 3 - 8 Attributes.

ELUADILIPED (We decided that she will have four human All this adds 2 each to our ex-Harpy's Wounds, Toughness and
type Brms and hands which function as Initiative. '
tuadruped legs.

EVIL EYE MOVE 4" and Flight

IROM HARD SN W35 L

MULTIPLE (2 Extra - we decide this will increase the Strength 3

HEADS Effect of the Evil Eye by 20%) Toughness £ plus 4,55 weapon breaking saving throw

Wounds 4

BREATHES &u2" Template range 12 Strength 3 for Initiative 4

FIRE each head Attacks 3 Bites +3 Fire + Stranch + Evil Eye BO%,

F._\"EET-"-LI;'E = This repulsive creature is very tough indeed, with her various

t_iD_Jxl_fHL Range 5 powers shie could do a lot of damage to any normal unit of

F‘TF!LF“EL‘EH ) . Lroops. Her appearance is horrific too, so she causes FEAR jn

“RES We give the poor girl wattles instead of all troops, and TERROR in unita of man slzed ar smaller less
halr. than L0 strong.

CHADTIC ATTRIBUTES AMND TABLETOP BATTLES

Mow that we've gome through the rules for Chaotic Attributes In our own games we have a convention thut Creatures of
and most of you have rolled up a few Lrtal monstars, you ara no Chans are only permitted if o model is provided. There is no
doubt asking how to go about providing models of them to use way that our collection could encompass all possible
in your battles. eventualities, s0 we have a syatem which compromises

batwean variaty and visual appeal.
When you have detsrmined that a member of, say, a Goblin

regiment, has Attributes, and discovered what they are, it is When the dice roll reveals that an Orc regiment has a member

possible to use your imagination to picture the creature, while bearing the Mark of Cheos, he can only be used if his

using the original mode| to represent it on the table. Onoe the commander has an Orc model with a suiteble number of

hattle is underwsy you should soon stop thinking of it simply aa Chaotic Attributes available. Obviously the model will already

another Goblin, as you picture its wings, fangs amd extra arms. have specific physical Attributes, and It is assumed that if a

Blua-tack can be used to model on temporary arms, Lalls, physical mutation is rolled it is automatically changed to one

heads ste and will not damage the models paint job. The stage tha Orc model already has. Attributes which do not involve a

boyond this ls to ectually provide models of the Chaos change ta phynical appearance remain os rolled,

creatures you use. Citedel will be mamufacturing various

Crestures of Chass in our WARHAMMER. range, but it is very The player must thersfore have an Orc model with the right

satisfying to set shout converting and constructing your own. number of physically evident Attributes to be able to use [t
(Blus-tack can still be wsed to add the odd tentacle or

Citadel produce a list of spare bits and pioces that are whalkever),

available separately (send us a stamped SAE) but it is by mo

rmeans exhaustives any pioce that is cast by us s avablable Extra points mwst be paid for these creatures powers,

separately, give us a ring or drop us a line If you're after otherwise averyore would by busy converting models with the

sormething in particular. If demand |s sufficient we also hope most advantageous physical changes,

to produce sets of heads, torsos and limbe to assemble as you

wish,
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COMVERSION EXAMPLE - XAXLIS CHADS-THRALL

waxus has boen determined to have six Chaatic AtLributes.

CHEAT HORMS

C055 BREED (with a Dwarf)
10 MNECK

MASSIVE INTELLECT
GUADRLIPED

This nives Xaxus Fighting Characteristics hetwean those of a
Dwarl and @ Man, with additions to his Toughness, Intelligenoe:
and Wounds due to hia Attributes:

Move &"

weapon Skill 4

Strength i

Toughisess C

Wounds 2

Initiative 5

Attacks 1
Charges ns a Mounted Lancer - +1 'To
AT

Ag a quadruped Xaxus cannot winld weapons, fortunately he
can use his great horns, he would be able to bear an ally inta
battle, perhaps a lesser Gablin ar Kobald slave or assistant.
He is quite powerful in eombat, but his greatest advantage s
his mighty intellect, which will make him greatly valued
amongst the Hordes of Chaon.

THE CONVERSION
YO WILL NEED

Razor Saw

Brass or Copper Wire

Pliers

Modelling Knifa

Modelling Putty: Milliput
Handy-5trip
Tuff-5euff
or similar

Instant Glue or Epoxy.

Pin Vice or Drill

All of thesse can be had from your local model  shop.
Ramamber, you can give yourself a very nasty cut with a razor
saw, pin vice or medelling knife, younger ramders should be
siure to have their parents go over the instructions with them
bafore they attempt the project.

o we have a horned Dwarf-man in quadruped form. The body
was the firat thing 1 picked; a smooth coated form would seem
heat for an ex-Human, and |t had to be small enough so as La
seem appropriate with a Dwarfs head parched on top of it. [
cama down on gither the Ral Partha Trollhound or the Citadel
Waretiger In Beast Form. | chose the latter because it has
Human hands instead of frant paws.

The Tiger head needs removing carefully, sawing all the way
round with the razor saw is the best plan, then just twist it off
with pliers. If you pad the pliers with a rag you can take the
head sff without damaging it and use it in & future canversion.

The mew head [ thet of & Dwarf. | chose & bargheaded one s0
that it could be seen to have actual horns rather than a horned
helmet. ] decided to add the wire frame far horms before
beheading the model; to have something to grip while 1 drilled.
Harns are best added by drilllng right through the head so that
a langth of wire can be passed through the head, gleed and
bent into shape. | use a pin vice for drilling holes, it's probably
the most useful tool of all; a bit like a propelling pencil which
halds & small drill bit, much more controllable than any af the
expensive electric mini-drills. A pin vice is invaluable for
drilling holes into components so that they can be parmanently
fixed together with a short length of wire and glue, thers is
then no chance of your prized conversion ever camimng apart.

Onca your harns are fixed and dry, you can use the razor saw
and pliers routine again to remove the Dwarf's head, The basis
far the Inng neck as a 25mm length of wire. A hole about Arrm
deap is drilled into the stump of the Weretiger's neck, and a
matehing one up inta the Dwarf's head. The wire i glued into
the tiger and the head glued ta the other end.

Whan all this Is dry it can be bent into a natural looking pose.
The horns should be given proper shape with a costing of
putty, and a slender neck and beard modelled on. All that then
remains Is to undercont, paint and varnlsh your model (1 gave
hirm & Lessar Goblin rider too) and your simple conversion is
unique model; people will ask you whers you bought it The
tiger head and Dwarf body eould form the basis of your rext
project.

BRY AN AMSELL



Thank you everybody who has written to us over the past fow
months, Our factory has been almost literally flasded with
lettors about cur maodels and especially about our new game -
Warhammer, Well 1 hope that either Bryen ar myself have been
able Lo enawer your questions satisfactorly. Quite alten we've
had to re-think some of our own ideas as a result of your
letters - all very usaful stuff on the whole.

Sifting through all of our correspondance [ did notice that 1 or
2 questions did keep cropping up time and time again, and |
thought that it would be a good idea to try and answer some of
these guestions via the Compendium; so was spawned the idea
for this - the first Citadel letters column We hope to makes
the column a reqular featurs of fulure Compendiums, with
representative questions and letters about gaming and
madelling with Cltade] figures. So - if you've ever wanted Lo
kmow the best glus to use on aur products, why we don't make
models for certain things, or even |f you just want to tell g
about an idea or tip of your own, then why not drap us a line.,
We'll be really ploassd to hear from any of you - and any
letters which we feel will be usefyl and intermsting to your
fellow gamers we'll publish. Lettars about Warhammer will he
doubly welcome - espacially really guod ideas for scenarios, or
an interesting account of a eampaign or battle,

For starters I've dug out some af the more interesting letters
sent to us in recent times. Thank you econtributors! your
efforts are appreciated.

aar :'i:':.'.'_“-,,

You'll be pleased to know thet WARHAMMER lived up ko my
every expectation, high though they were, the artwsrk is Bl
throughout. The rules are as comprebemnslve ag [ had hoped and
yet the actual playing is quick, easy and very enjoyable with a
clever balance of realism and Playability - whether at mass
combat level or with a handful of figures,

As for characters - a simpla, comprehensive and realistic
systermn surpassing mast of the other systerns ['ve trisd (& dozen
ar sal. Hawever, 1 would like to know what you've ot against
Halflings as Player Charactsrs; and there seem o be a lew
notable omissions In the Creature Lists, | mean to aiy, what
have Gnomes aver done o you - totally ignored, poor things,
and considering Ral Parthe make s whalse range of them
formerly Dwarves - obviously shrunk),

Chears
Harry

Dear Harry - Tony Ackland was resporaible for
the artwork in Warhammer, and is engaged on
new  projects for our  first  Warhasmmer
supplement at the moment. As for characters -
well lack of space prevented the inclusion of
ribes for developing Halflings as PCe, and ditta
Gnomies,

Bryan

Dear Sirs,

My Initial resction to Warhammer iz that they are very good
for mass combat, but the FRP D&D style' charscters rules
will be lathal for low [evei characters. | have found some
peints 1o be unclear, however, and waould bwx grateful to
receive any errata infarmation you have available, In
particular perhaps you could answer the following questiona:s

1. Voll p5% - Turn sequence phase states "All players rmay
shoat with suitably armed troops', Yet Vall pl5 Shooting -
stat ‘active player may shoot once with missile armed

troops." Which is correct.

Zs ¥ol¥ pl3 - Character Advancement - Fighters - what
value of Threshold E xperience pointe Tollows 1500,

¥ In Wol2 pB there iz mention of Supplements to
Warhimmer with reference to Specialist Magic. How many
Bupplements dn you envisage? When do you sxpect them to
be released and what will they contain,

Yours
Tany Ellam

Dear Tony - yes low lovel characters do pop aff
pretty easily, they should be more careful. The
rules for Character Advencement do allow for
characters to  sustain injurios  rather than
actually die though, We always consider a %illed'
character to be just ‘mit of combat' - but
whether dead, injured or just unconsious we
resclve after the game using the Injuriss riles on
plé of Val 3.

Question 1, [ think, you will fimsd fully answered
elsewhare so '] say nothing here, Question 2 -we
left the 1500 points level as the practicnl
maximum  for characters for  the  §nitial
Warhammer game. Further supplements  and
articles are planned to take characters onko
greater things - special characteristics, divine
aid, new skills and abilities and much Tre,



A.:_ to Ghuestion 3 - Supplements - yes we have
muite a few underway already. - you'll have Lo

keep your eyes peeled for that ome though! -
Rick

Doar Sirs,

Pve been o keen collector of your excellsnt models for aver &
year now, and recently I've bought a few of your larger figures
- 8 Red DOragon and the Ral Partha Golden Dragon amongst
them. | would be very groteful for any adviee you could give
me about assembling these models - and what |s the best way
to paint them, I've been using "Araldite’ two-part epoxy = the
fast satting type - and Humbrol' enamel to paint the madels
with. Thase are O = in fact I'm very pleased with the results!
But | saw your painted display at *Salute’ thiz year and was
bowled over by them - perhaps you would be kind enough to let
me inko your secret.

W ours
G Miller = MNottingham

Dear Mr Miller - It's nice to hear RO someons
who both collects our models and goes to the
hobby ‘conventions’. Lots of people don't realise
that Citade]l have a complete painted display and
sales unit which we take around the country Lo
modelling and wargaming events. MNext year (B4)
we hope to have our travelling game display
ready, which should be pretty spectacular and
hopafully create lots of interest from the
general public as well as experienced gamers.
Dur painted display has been assembled by Tony
Ackland - our staff artist - and includes models
fram his own collection. Tony has written an
article for the Compendium (which you will find
elaswhere) in which he gives tips on just these
points -together with hints on buying brushes,
paint and other materials. Personally | prefer
‘Acrylic paint’ to enamel - no turps, no mess,
kinder on brushes, nice bright colours - but |
know Tony uses all sorta of paint inchoding
Enamels. Whether you use enamel or water
colour its always best to paint the model white
first and let it dey thorouwghly. Then any paint
you apply over the top will have a solid ‘grip' and
a goofl strong colour. - Hick

Dear Citadel,

I have a guery abBut your models far which [ would appreciate
an angwer. | have booght quite & few figures, both from
Citadel and other mamufacturers, and, whilat the detail om
Citadel models far outclasses amything anyone else has to
affer it does seem to me that the quality of casting is
sometimes not all it should be. In particular in my most racenk
order some of the models were a most strange Blueish colour
which made them look 'tatty!, and some of the models had
gxtra little pieces of metal that didn't ought to be thers. of
pourse onee Cleaned up amd phinted tho models looked as good
as all the rest Pve bought off you - but ia this an indication,
perhaps, of falling standards amongat your products generally?

Yours P Withers

This illustation is cae of the m n
pen of Robert Lingwood. Although naot strictl .
the opportunity to print more ideas and artwork within

to have

really the finish can be deceptive, just bocauss &
model is shiny dossnt mean it is well casi.
Strands of metal occur where the mould has been
vented to let out alr from the cavity - thess
usually come off as the costings are removed
from the mould. But if not they can be tweaked
aff easily. If you have a model like this then it
won't be & bad casting - in fact it is a sign that
the mould has filled up properly withaut trapping
air. Sometimes wafer thin metal can form
around 8 casting - this is called ‘flash’. Flashing
can occur for several reasons - the Most Common
is that the mould is slightly hot, Flash can easily
be removed with a modelling knife or files.
Sometimes 8 very slight amount of flash forms
all the way round n model in which case it is
called @ easting line and can be removed with
files. - Rick

any to come from the talented
y @ letter, | hope

Drear Mr Withers - Citadel models are made from
a special alloy which experience has shown Lo be
ozt suitable for the sort of castings we
produce., This has the advantage of being ghie Lo
capture the maximum amount of detail -without
blurring or disterting the model. The mctual
colour of the metal can sometimes be guite dull,
or even, a8 you point out, biuish or gold. Lead -or
alloys with a very high lead content, such as are
used by some companies -can produce a Yery
shiny finish, but tend to loose clarity of detail
and may produce large unsightly tiow-hiles’. 5o

this column, This particular drawing is of the 'Fenmen’ of the
‘Readwake River Yalley scenario® in Warhammer valume 3.

PLEASE ADDRESS YOUR CORRESFOMDAMCE TO

ELDRITCH EFISTLES
CITADEL MIMIATLIRES
10, VICTORIA 5T
MEW AR

MNOTTS

Please write on a separate piece of paper from orders,
compatitiom entries ete. And kindly enclose a S.AE for the
return of artwork.



L ] L ]
Combat-ToHit | ToKill Save
|
Atteckers Opponents Weaponakil] Toughness Grade of Target Shield or chalnmail armowr &
Weaponakill or metal braastplate only.
1 2 3 4 5 B+ A B C 5] E F
Shield plus chainmail anmaour 3
1. Imexperienced 5 5 G & i 7 or complets plate armaour only.
) | L 5 5 & f |
1. Poor 4 5 5 b [ 7 T Plate armour plus shield or &
w 2 [ § 5 5 fi 4 Mithric armour only.
3. Mormal & 4« 5 5 6 6| 2
53 3 4 ] 5 5 [ Mithric armour plus shield 3
4. Proficient 3 L 4 5 5 b E
iy | K 2 b 4 ] b}
5. Adapt ¥ 3 ‘& & % ¥ ]¥ If Mountod ol
ER KK 2 3 4 & Barded Horse +1
G. Skilful Z 3 L] f 4 5 = -Emamy Attack Strength 4 -1
< g K K K ® 3 4 Ememy Attask Strength 5 =2
7. Accomplished 2 Z i3 4 4 Enemy Attack Strength & -3
B. Expert z 2 z 3 3 4
e 2 2 .+ - Weapon Bonus
10, Mastar z 2 SO 2 2 Init- To Hit To Kill FLYING ATTALCKS
lative
DICE MODIFIERS FOR. COMBAT 'TO HIT! Initiative Hi
CHARGE/COUNTERCHARGE +1 - - Length Plke
Charged this move - not countercharged +1 FIGHTING ROUTING EMEMY - +2 vl Enemy 'to hit' -1 Combat
Uphill of your combat opponent +1 LANCERS vl . +1 -2 Shooting
Frenzied 42 ARMELD MONSTER 5+4 - - +1
Fighting Defensively 42 LOMNGER WEAPOM +1 - - LENGTH CATEGORIES
Lising maors than one weapon -l LIGHT WEAPORN va SKIRMISH +1 +1 -
Using n weapon left handed =1 LIGHT WEAPON va SHOCHK . - o | Hand Weapon
Each Wound suffared '] CROSS DEFENDED OBSTACLE -1 -1 - Short Spear
Using an Improvised weapan o HEAVY WEAPON va SKIRMISH -1 -1 = Long Spear/Pole arm
Engaged from the flank or rear .2 HEAYY WEAPDON va SHOCH - +l - Lance
You FEAR your combat opponent =3 HEAVY WEAPORM wa ALL - - +] Pilkea
L [ ) L]
Shooting-ToHit |To Kill ave
Touwghness Grade of Terget Shield or chainmall armmour 6
SCORE TO HIT CHART - Dé or metal breastplate only.
Bowskill Description Shora A B c D E F Snhield plus chalinmall armour 5
Lavel to hit or complete plate armour anly.
. P | 4 5 5 & 6 N Plate armour plus shield ar i
é Lr::rparlamad ;‘} T Mithric armour anly.
3 MNormal L % ¢ A 4 3 ’ & & ;
4 Proflcient 3 £ 1 Mithric armour plus shield 3
5 Adept 7 F 3 3 4 4 5 5 [
? Eﬁ?:?r:wijshad é ;E q K Z § 4 'l ] If Mounted +1
B Expert =l ¥ Barded Horse N |
™ bdusitsr -2 k] 5 K K i 3 4 4 I:.r'll!my Attack Strength & -1
(1] hAastEr - = Enemy Attack Strength % -2
& B K 044 24 3 i Eneimy Attack Strenglh & -3
DICE MODIFIERS FOR SHOOTING 'TO HIT' Mnge Ghart
+1 Firing at a large target (overl0'.
WEAPOM SHORT LOMG STREMNGTH
al Firirg at bondg renge. RAMGE RAMGE ATTACK
-1 Firirg from a moving mount horse or
WAQOM. BOW 12" 24" Fo
-1 Throwing improvised weapona. HORSE BOW A 14" z
" | If the flrer is wounded. ORC/COBLIN BOw B° 14" z
-1 Firing at troops in *Skirmish order'. LOMNG BOW 15" 3z 3
=1 Target is behind "soft cover' - hedges ELF BOW 16" 52 4
or Lrees. CROSSBOW 1a" 3zm 4
=2 The target is bohind ‘hard cover' - SLING 18" MOME i
walls ar battlements. JAVELIM : L A .
DART/SPEAR/AXE 1I® b i 2
MPROVISED 1" L 1

If you would like more copies of this sheet just send 5p and a S5.A.E to:- CITADEL MIMNIATURES, 10, Victoria 5t, Mewark, Motts,
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Magic Spells

This chart summarises the spells from Warhammer Valume 2. They are intanded as
a helpful reminder sheet to players already familiar with the Warhammer rules,
The Magic Valume will still have to be consulted for full details.

] The Wizard will raguire his Personal Tallsman to make the spell work.
P 0 &
s For example hia Staff, Rod ar Wand.
. Comsult the main et of Warhammer Tar detalls,

I M)

s 5

o o =

B & o i ;

E w Lad L % E o fr

i £ e £ 5 ¢ X

P § e o o o = 14

o n o= = ; g = =

= L - K

T A g w 3 w g 2

5 o W % = Z2 @ 7 £ W

F X6 ED EEGE &

0o 1 0 Toueh AURA OF FEARSOME ASPECT | = 3 0 1Z"Range
hpdie® 1 P 4 0 Touch/Once AURA OF PROTECTION ° 1 * 3 0 4-D6 Save
BLL!‘I!,":J;:Qp‘rj 8 0 3 0 TDUI'-?-.'"I AUIRLA OF STEADFASTHESS 1 P 3 0 Anti-Fear
ALESS | . 2
?"':-E%E LIGHT INJLRY p o % 0 Onee S T & I: 1 JT- I:'-.mqe

: - 0 ¢ 1 0 12"Range CURE SEVERE WOUMND 1 il oue
CLURSE ) S B 9 g o CURSE OF REPUGNANCE 2 # 3 1 12"Range
MRETECT HIDMREM DOCEL 5 CROOP 1 P 3 0 18"Range
DETECT LIFE :1] E % & o ESTHA'S FOUNTATM ? Pe 4% 0 Touch
}L_’i;'-,'.]f“:‘f}-u e & T u4f = HOLD DODR g g itFd Tomi

i " 240 LIGHTRING BOLT 0 P " Range
FIRE BALL g P 2+ 0 é*t‘m';;ﬂ?’.'i : - f;nnath 4
" MY STIC MIST . " Range
FLIGHT , ﬁ % f 5 12" Distance | QOOTED TO THE SPOT 1 * 4 0 12'Range
GIFT OF TONGLIES 8 & % o E SKIRRIK'S PENTAGRAM 1 P 5 1 Anti-Magic
IrC.E.ﬁ.[t_z.Tc: LIGHT 0 & 10 - P T N & i E i
[C3 S Abbait TELERPATHY ] = 1= *
i s Rk 2 é:rengrﬁf THUNDERHAMND 0 - 2 D :I Akt :ilcl:?
! Strength
= Megates 1 Kil relris
:ﬂﬂﬁﬂgm R L ; ﬁ 24" Range | TURN TOFROG 0 * 1 0 Ribbit!

o L

- i

= - =

[ o "

F [T ) bl "

E 5 P E w ooy

¢ a £ E w

E 2 ow ! = % E‘ — E

544 28 ¥ 34 ¥ 3
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ALIRA OF COMMAND g * 5 0O 12"FRange ; e A ®
AURA OF IMVULNERABILITY 2 * 5 1 Negates Attacks :J,'( Elu“ AME E - 132.' E il o
AMIMATE SWORD 3 & &% 0 &% Bove MANIP[JL.&TE TIME L] l » a -

RANISH LINDEAD 1 * 3 0 B"Range MING CONTROL ] & 3= G e
ISP A TION 2 * 1 1 24"Range SUMMON BALROG 4 + 100

il L] L . o ah
ibomom = L a5 0 e WALL SHAKER I ¢ 16 0 12"Range

\ Al -

MASK SHAPE O * 3 0 =

PEMTAMNGLE PILLAR DF LIGHT 2 = 9 0O #

SR g * B8 0 12"Rawge

SLAM MRS I SEQRUENCE OF PLAY FLMBLE

SLIMBMON DEMOMNS g * I @ ™ ROLL 204

GLIMMOMN DM i S, R L . i, MOVEMERT - ACTIVE PLAYER

TURN SOMEONE INTOAFROG 0 * 4 0 18%Range 7. SHOOTIMNG - ACTIVE PLAYER i Maw Spell

TURN TO STOMNF o H‘ o fj Range I, COMBAT - BOTH PLAYERS +4 Each Wound

WALK ON WATER N A 4. MOVEMENT - ACTIVE PLAYER 42 Level 1 Higher
5. MAGIC - ACTIVE PLAYER +3 Level 2 Higher
£, ROUTING - BDOTH PLAYERS #4 Level 3 Higher

® +1 Per Armour 'pip’

Pmtl les 13+ Gane Wrong

MOVES IMITLATIVE WEAPCIN BOTW STREMGTH TOUGHMESS WOUNDS ATTALCKS

SKILL SHCILL
Man 43 Mar 3 Man 2 han 5] han 1 Marm }

Dwar! 3§  Dwarf 2 Man 3 Man 3 Dwarf 2 Dwarf C Dwarf 1 E;';"” :
EIf akfe  EN & Dwarf 4 Dwarf 3 Eif 2 Ef 8 fr o 1 et
Halfng® 3/2  Halfng® 5 EIf i Elf 4 Halfng" 1 Halfng™ A Halfng™ 1 iabie T
e a3 Chee Z Halfng® 2 Halfng® 4 Cre i Ore ) C Orc ¥ Qrc b 1
Goblin - 4/3 Gohblin 3 Orc 3 Ore i Goblin 2 Goblin B Goblin 1 anhﬂh :
Habgab &/5 Hobgob 3 Coblin 3 Cohlin 3 Hobgob 2 Hobgot © Hobgab L Hobgo -
Teall & Trall 1 Hohgob 3 Hobgob 2 Troll 4 'l_'rul] B Trall & Troll 2
Ogre & Dqgre 3 Troll 3 Ogra 2 Ogre 3 Ogre D Ogre 3 Qura
Wolt 9 Wolf 3 Oqgre 3 wolf 3 Walf © Wolf | vt %
1dorse d Wolf 4
L

Halfrg = Halfling
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The Campaign Continues

Has your imagination and role-playing skill outgrown your
current adventure game? Are you looking for the system on
which to base your own adventure world? Then consider
RUNEQUEST - role-playing adventure without frontiers:

*k RUNEQUEST combat is realistic, but the system used is
playable and won't slow down adventures.

*K RUNEQUEST magic demands player-character skill.
Battle Magic, which is available to all adventurers, enchances
personal abilities. The more powerful Rune Magics require
cult training and experience for full effect.

X RUNEQUEST gives you an adventure world. This world
is Glorantha, a mythical continent, which is fully mapped and
described in the RuneQuest rules and supplements.

sk RUNEQUEST adventures are now available in solo
format. See SoloQuest - three introductory scenarios;
Scorpion Hall - a tough citadel adventure; and The Snow
King's Bride - a complete solo campaign.

LQUEST evolves and develops wi ayers' needs
¥ RUNEQUEST evol d develops with pl ' need
providing scenarios, figures and facts.

A Corplen desnwan Tampaign for st
o

A

T
1 "
L & LREE STAFFORR

TROLLPAK GRIFFIN MOUNTAIN BIG RUBBLE PAVIS
Troll secrets, cults and Campaigns in Balazar Realms of robbers, A complete RuneQuest
adventures and The Elder Winds outcasts & chaos creatures City Campaign

'RuneQuest - For People Who Prefer Role-Play To Hack-And-Slay

| -

RumeCrucst is Chaosium Inc.’s trademark for its fnnitnsy role-plaving game.
Produced under lcence in the UK by GAMES WORKSHOP Lid, The Official UK RuneQuest fgures are manulactured by CITADEL MINIATURES



THE CITADEL COMPENDIUM

Featuring:

ILLUSTRATIONS OF THE ENTIRE
CITADEL RANGE OF MINIATURE
FIGURES

THE ABSOLUTE BEGINNERS GUIDE
TO PAINTING FIGURES

ELDRITCH EPISTLES
LETTERS FROM THE CITADEL
MAILBAG

WARHAMMER
THE CONTINUING SAGA

iy

ADDITIONAL RULES FOR USE WITH Fﬁ
OUR MASS COMBAT ROLE-PLAYING {8
GAME . .;:JI
P == i1
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WARHAMMER SCIENCE FICTION
FUTURISTIC DEVICES AND WEAPONS
FOR THE WORLDS OF WARHAMMER

THE MARK OF CHAOS
THE GENERATION OF CHAOTIC
ATTRIBUTES FOR ROLE-PLAYING
CHARACTERS

THE LEGEND OF KREMLO THE SLANN W a8
A COMPLETE WARHAMMER S o
SCENARIO A N -
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