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Route 666 edited by David Pringle

GW Books,
34 West Street, Brighton,
East Sussex, BN1 2RE

Games Workshop Mail Order,
Chewton Street, Hilltop,
Eastwood, Nottingham,

NG16 3HY

Games Worksop Inc.
3431 Benson Avenue,
Baltimore, MD21 227

GHOST DANCERS
BRIAN CRAIG

“Anarchic cybergoth fiction from the creator of the Orfeo trilogy — Zaragoz,
| Plague Daemon, and Storm Warriors”

The US of A in the final throes of the twentieth century. Climatic catastrophe has devastated the land. The
economy, civilisation, and even the laws of nature are falling apart. Contrast the fortress city-states of the
corporate-owned Policed Zones with the decaying wildemess prowled by the tribalistic gang-cults
of the new millennium.

GenTech - one of the most powerful mega-corps on the planet — have lost a computer disk. Not just any disk.
This disk belonged to Doc Zarathustra eccentric genius and head of the corporation’s BioDiv.
And now everyone wants 1l — al any price.

Kid Zero — one-time member of the Low Numbers — owes fealty to no one. His only companion is Lady
Venom - a six-foot, female rattlesnake. And he has the disk. Pursued half-way round the world and back by the

most ruthless killers GenTech and its competitors can send after him, the odds are not on his side. But the Kid
is cunning. He may be a lone wolf, but he’s not without friends. And the Kid doesn’t want money or power,
the Kid wants revenge...

Doc Zarathustra and Kid Zero also appear in Route 666, edited by David Pringle and
published by GW Books - “the best new publisher of recent years”

(Brendan Wignall in The Oxford Times).
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COVER: CONFRONTATION - Les Edwards
Blood Angels Captain defends himself from attack by a Scavvy gang

GAMES WORKSHOP STORE NEWS
The pick of next month’s events at Games Workshop stores in the UK, the US and
Canada, plus store add_resses. phone numbers and Games Club evenings

GOLDEN DEMON '91GRAND FINALS

A full programme for the premier miniature painting event of the year. Includes
details of the Golden Demon competition, GW Books signings, stunning art
displays, and demonstration and participation games that will be running on the day

BRETONNIAN RETAINERS
We take a closer look at some simple and effective livery for Warhammer Fantasy
Battle Bretonnian retainers

S

BRETONNIAN ARMY LIST - Rick Priestley
To accompany the painted miniatures featured this month, we present an updated
Bretonnian Army List for Warhammer Fantasy Battle players

SKAVEN ARMY - Andy Chambers
A special feature on Andy Chamber's Skaven Warhammer Fantasy Battle army

MODELLING WORKSHOP: FANTASY TOWNHOUSE — Dave Andrews and Phil Lewis
Simple instructions for building townhouses that can be used as terrain in games

of Warhammer Fantasy Battle

SPACE HULK: THE LAST STAND - Dean H. Bass
Four linked missions for Space Hulk that can be played as stand-alone games

or as a campaign where each mission’s outcome affects your chances in the next

STORM WARRIORS - Carl Sargent
Carl Sargent presents the characters from Brain Craig's new fantasy novel,
Storm Wamiors, for use with Warhammer Fantasy Roleplay

CONFRONTATION: COMBAT RULES - Bryan Ansell, Nigel Stillman and Rick Pnestiey

Part of our continuing series of rules for Confrontation — gang warfare on the
hiveworld Necromunda.This month we publish the first half of the combat rules.
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In the second of this month's Confrontation articles we provide the charts and
tables that allow your gang to trade for new weapons and equipment
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Bretonnian retainers desperately attempt to hold off the Orcs descending upon
their masters' homes
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UK STORE NEWS

WARHAMMER FANTASY BATTLE
& WARHAMMER 40,000

We’re running games of Warhammer Fantasy
Battle and Warhammer 40,000 every
Saturday in all of our stores.* To take part,
just come along with a regiment or squad of
painted miniatures and join forces with the
other players.

We’ll be running these games with the
beginner in mind, so it doesn’t matter if
you’ve never played before — we’ll have an
expert player on hand to show you how the
game works, explain the rules and give you useful tips on tactics. If you’re new to the hobby and
haven’t got a small force of painted models, don’t worry — you’ll be able to play using part of
the store’s own miniature collection.

As well as these regular games, there will be other speical events at each store including
demonstration and participation games, tournaments, painting workshops and competitions.
Check the store noticeboard for details — if you can’t get in to the store, give them a ring and ask
what’s going on over the coming weeks. There’ll be games to join in whether you’re a novice or
an expert player.

You're more than welcome to play these games at the store —
if you have any trouble finding opponents, talk to your local
store manager and he’ll be able to help.

BEGINNERS’ MINIATURE PAINTING

Every Games Workshop store has an area permanently set
aside for you to learn the basic techniques for painting your
units of Citadel and Marauder Miniatures. We supply the
paints and brushes — all you need to bring along are some
models to paint.

GAMES CLUBS

Every store runs a Games Club on one or more evenings a

If you’ve never painted miniatures before or you've only just
started, we’ll be happy to show you how it’s done. There’ll
always be a member of the store staff or a local expert painter
on hand to show you what you need to know and give you
helpful advice.

GAMING LEAGUES

The Games Workshop Gaming Leagues are being contested
right across the country. Each store has its own Leagues for
Warhammer Fantasy Battle, Warhammer 40,000, Space
Marine, Space Hulk and Blood Bowl. The winners of the local
Leagues earn a place in the League Championships at Games
Day with a chance to become National Champion.

To enter the Leagues, call in to your local Games Workshop
store and ask for an entry form. Once you’ve joined the
League, you play 12 games to establish your League position.
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week where you can fight your battles — just have a word with
the store manager to check there’s a table free. And if you
haven’'t got any opponents, your local Games Club is the
perfect place to find other players — if you bring along a unit of
painted miniatures, there’ll usually be a battle you can join in.

* Games Workshop York is holding its introductory games during its Friday evening Games Club rather than on Saturdays



UK RETAIL STORES

WHERE TO FIND YOUR LOCAL GAMES
WORKSHOP STORE AT A GLANCE

SCOTLAND

EDINBURGH
136 HIGH ST,
EDINBURGH, EH1 108
OPEN 9.30-5.30 MON TO SAT

11.00-5.00 SUN

CLUB NIGHT: THURS TILL 8.00

CONTACT: MARC
TEL: 031 220 6540

GLASGOW
66 QUEEN ST,
GLASGOW, G1 3DS
OPEN 9.30-5.30 MON TO SAT

CLUB NIGHT: THURS TILL 8.00

CONTACT: ALISDAIR
TEL: 041 226 3762

THE NORTH
LEEDS YORK
12-16 CENTRAL RD, 26 GOODRAMGATE,
LEEDS, LS1 6DE YORK, YO1 2L.G
OPEN 9.30-5.30 MON TO SAT OPEN 9.30-5.30 MON TO SAT
CLUB NIGHT: WED TILL 8.00 CLUB NIGHT: FRI TILL 8.00
CONTACT: TIM CONTACT: EVAN
TEL: 0532 420834 TEL: 0904 653575
SHEFFIELD PRESTON
16 FITZWILLIAM GATE, 15 MILLER ARCADE,
SHEFFIELD PRESTON, PR1 20A
OPEN 9.30-5.30 MON TO SAT OPEN 9.30-5.30 MON TO SAT
CLUB NIGHT: THURS TILL8.00  CLUB NIGHT: THURS TILL 8.00
CONTACT: RICK CONTACT: SPENCER
TEL: 0742 750114 TEL: 0772 821855
NEWCASTLE LIVERPOOL
63 CLAYTON ST, 23 BOLD ST,
NEWCASTLE-UPON-TYNE LIVERPOOL, L1 4DJ
OPEN 9.30-5.30 MON TO SAT OPEN 9.30-5.30 MON TO SAT
CLUB NIGHT: THURS TILL8.00  CLUB NIGHT: THURS TILL 8.00
CONTACT: IAN TEL: 051 708 6087
TEL: 091 232 2418
MANCHESTER
HULL UNIT 1, 3 BROWN ST,

30 PARAGON STREET, HULL
OPEN 11.00-8.00 MON TO FRI
9.30-5.30 SAT
CLUB NIGHT: MON TO FRI
CONTACT: ALAN
TEL: 0482 589576

MANCHESTER, M4 3AB
OPEN 9.30-5.30 MON TO FRI
9.00-5.30 SAT
CLUB NIGHT: THURS TILL 8.00
CONTACT: KARL
TEL: 061 832 6863

THE SOUTH

TORQUAY
12 MARKET ST,
TORQUAY, TQ 1AQ
OPEN 90.30-5.30 MON TO SAT
CLUB NIGHT: TUES AND

THURS TILL 8.00
CONTACT: ROB
TEL: 0803 201036

LUTON
12 PARK ST,
LUTON, LU1 3EP
OPEN 11.00-8.00 MON TO FRiI
9.30-5.30 SAT
CLUB NIGHTS: MON TO FRI
CONTACT: LANCE
TEL: 0582 417474

BRIGHTON
7 NILE PAVILIONS, NILE ST,
BRIGHTON, BN1 1HW
NOW OPEN 11.00-8.00
MON TO FRI
9.30-5.30 SAT
CLUB NIGHTS: MON TO FRI
CONTACT: CHRIS
TEL: 0273 203333

SOUTHAMPTON
23 EAST ST,
SOUTHAMPTON, SO1 1HG
OPEN 9.30-5.30 MON TO SAT
CLUB NIGHT: THURS TILL 8.00
CONTACT: REES
TEL: 0703 331962

BRISTOL
13 BROAD WEIR,
BRISTOL
OPEN 9©.30-5.30 MON TO SAT
CLUB NIGHT: THURSDAY

TILL 8.00

CONTACT: SHANE

TEL: 0272 251533

MAIDSTONE

UNIT 6, 1-9 PUDDING LANE

MAIDSTONE
OPEN 11.00-8.00 MON TO FRI
9.30-5.30 SAT

CLUB NIGHTS: MON TO FRI

CONTACT: GUY
TEL: 0622 677435

READING
UNIT 3, CHEAPSIDE,
READING
OPEN 9.30-5.30 MON TO SAT
CLUB NIGHTS: WED AND
THURS TILL 8.00
TEL: 0734 598693

OXFORD
1A BUSH HOUSE,
NEW INN HALL STREET,
OXFORD
OPEN 11.00-8.00 MON TO FRI
9.30-5.30 SAT
CLUB NIGHTS: MON TO FRI
TEL: 0865 242182

J

PRESTON

\

LEEDS @

@ MANCHESTER
LIVERPOOL

0 GLASGOW @ EDINBURGH

NEWCASTLE

® YORK
HULL

® SHEFFIELD

DERBY @ ® NOTTINGHAM

DUDLEY @ o BIRMINGHAM

BRISTOL @

SOUTHAMPTON

O

TORQUAY

LONDON

CENTRAL LONDON
UNIT F10, THE PLAZA,
116-128 OXFORD ST,
LONDON, W1R 1PA
OPEN 10.00-8.00 MON TO FRI
10.00-7.00 SAT
CLUB NIGHTS: MON TO SAT
CONTACT: CHRIS
TEL: 071 436 0839

HAMMERSMITH
1 DALLING RD, HAMMERSMITH,
LONDON, W6 0JD
OPEN 9.30-5.30 MON TO SAT
CLUB NIGHT: THURS TILL 8.00
CONTACT: JOE
TEL: 081 741 3445

HARROW
296 STATION RD, HARROW,
MIDDLESEX, HA1 2DX
OPEN 9.30-5.30 MON TO SAT
CLUB NIGHT: MON TILL 8.00
CONTACT: DAVE
TEL: 081 861 2350

BECKENHAM
262-294 HIGH ST, BECKENHAM,
KENT, BR3 1DY
OPEN 9.30-5.30 MON TO FRI
9.00-5.30 SAT
CLUB NIGHT: THURS TILL 8.00
CONTACT: KEITH
TEL: 081 658 8102

CROYDON
UNIT35, DRUMMOND CENTRE,
KEELEY ROAD, CROYDON
OPEN 11.00-8.00 MON TO FRI
9.00-5.30 SAT
CLUB NIGHTS: MON TO FRI
CONTACT: ED
TEL: 081 680 4600

@ LUTON

OXFORD @
READING @

BRIGHTON

HARROW @

S

» \/Lr’\/
CROYDON @

MIDLANDS

NOTTINGHAM
34A FRIAR LANE,
NOTTINGHAM, NG1 30U
OPEN 9.30-5.30 MON TO SAT
CLUB NIGHT: THURS TILL 8.00

CONTACT: CHRIS
TEL: 0602 480651

BIRMINGHAM
519 BRIDGELINK,
BULL RING CENTRE,
BIRMINGHAM
OPEN 9.30-5.30 MON TO SAT
CONTACT: TED
TEL: 021 632 4804

DERBY
42 SADLER GATE
DERBY, DE1 3NL
OPEN 9.30-5.30 MON TO FRI
9.00-5.30 SAT
CLUB NIGHT: THURS TILL 8.00
CONTACT: DOMINIC
TEL: 0332 371657

DUDLEY
KIOSK U, UPPER LEVEL,
MERRY HILL CENTRE,
BRIERLEY HILL, DUDLEY
OPEN 10.00-8.00 MON TO FRI
10.00-9.00 THURS
9.00-7.00 SAT
CLUB NIGHTS: MON TO SAT
CONTACT: SIMON
TEL: 0384 481818

MAIDSTONE
-

® CENTRAL LONDON

R
HAMMERSMITH @ ® BECKENHAM
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USA & CANADA
EVENTS FOR JUNE

CALIFORNIA

Sunday June 2nd - Painting and Modelling
Come in and paint your miniatures at the store.
We'll be concentrating on making the Warhammer
Fantasy and Warhammer 40,000 buildings shown
in recent White Dwarfs but you can bring along
any miniatures for expert hands-on advice.

Saturday June 22nd - Warhammer 40,000

[t’s time for the final assault on Gino IV. Inquisitor
Kingston, furious with previous failures, blasted
off in the shuttle muttering about a virus bomb.
Hopefully the teleporter in the Governor’s Palace
1s still working. Bring along 500 points of painted
Imperial troops to take part in this Warhammer
40,000 game.

Sunday June 23rd - Warhammer Fantasy Battle

The evil Necromancer is raising an army to destroy
the town of Thornward. Bring along 1500 points of
painted models chosen from Warhammer Armies
to join in this game of Warhammer Fantasy Battle.

Saturday June 29th - Warhammer 40,000

Two Rapiers were stolen during the night - this
moming your ship was shot down from orbit by
what seemed to be a defence laser — then your
forward scouts reported a band of aliens on a
tracked vehicle heading towards the ship. What
else could go wrong? Bring a painted squad of
Space Marines or 3 painted squads of Imperial
Guard to fight in this battle.

LAUREL

Saturday June Ist — Space Marine Introduction
Come in and learn how to pick your forces and
build an Epic scale army. Frank will be going over
the basic rules with loads of helpful tips and intro
games throughout the day.

Saturday June 8th — Space Marine Painting
Kent, our local painting expert, shows you how to
paint your Epic scale miniatures. We'll be starting
from basics, so complete novices are welcome.

Saturday June 15th - Space Marine

An Imperial force has landed on Alvord VI to
crush a rebel army. Lying in wait is a vast Slaanesh
Chaos horde. We'll supply all the models so just
come along to join in. If you haven’t played Space
Marine before, this is a perfect opportunity to have
a game - we'll be happy to explain the rules to
beginners and give you tactical advice.

Saturday June 22nd - Space Marine
A participation game for those of you who've
already got Space Marine forces. Bring along 1500
points of any race. Who will stand and fight for the
Imperium? Who will represent the Eldar or the
Powers of Chaos. The choice is yours!

Saturday June 29th - Terrain Modelling

Lee, our master builder, shows you how to make
various buildings and terrain features for
Warhammer Fantasy Battle, Warhammer 40,000
and Space Marine.

PHILADELPHIA

Saturday June 1st - Warhammer 40,000

A raid 1s planned on Dr Otto’s Robot Factory.
Bring 500 points of painted Warhammer 40,000
miniatures to attack the Doc’s hi-tech defences.

Saturday June 15th - Space Marine

We're going to be recreating part of the Siege of
Mars from the Horus Heresy with Epic scale Space
Marine and Titan forces. Call the store for details
and points values.

Saturday June 29th — Miniature Painting
Just bring your own brushes, miniatures and
imagination - we'll supply the paints and advice.

VANCOUVER

Saturday June 1st - Warhammer 40,000

Bring 500 points of your favorite force to capture
an Ork weapons factory - rival Ork clans are
welcome. Register at the store by May 25th.

Saturday June 8th — Space Marine

An introductory game which will familiarise
complete novices with the rules and stll provide a
challenge for experienced players. For more
details, call the store.

Saturday June 15th - Warhammer Fantasy Battle
Bring along your favorite painted unit to engage in
a day of village skirmishing — any unit chosen
from Warhammer Armies is allowed. We’ll be
giving a prize for the best painted unit as well as
for the unit that does the best on the day. Please
register at the store by June 8th.

Saturday June 22nd - Space Hulk

Survival of the Fittest — test your skill against the
Genestealer hordes played by the store staff. For
more details call the store — register by June 15th.

GAMES WORKSHOP STORES

Saturday June 29th — Miniature Painting

For hands-on help with painting, just bring in your
Citadel or Marauder Miniatures and pick up some
new techniques.

TORONTO

Saturday June 1st - Warhammer 40,000
Bring 500 points of painted miniatures and battle

for a big prize. Register your force at the store by
May 25th - call David for more details.

Saturday June 8th - Warhammer Fantasy Battle
Bring 500 points of painted miniatures to join
forces in the siege of the Wall of Pleasure and
Pain. Call Greg for details.

Saturday June 15th - Space Hulk
None Shall Leave - a killer Space Hulk mission
from Logan Lubera. Call the store for more details.

Saturday June 22nd - Painting and Modelling
If you want to learn about painting Citadel and
Marauder Miniatures, come along for some tips
and expert advice. Call Tom for more details.

Saturday June 29th - Realm of Chaos
Warhammer Fantasy Battle Chaos warbands meet
in a battle to end all battles. Who will prevail? Call
Tony at the store for the arrangements.

FAIRFAX

Saturday June 1st - Space Marine

House Beaumaris, aided by Titans of the Imperial
Fists, face down the Eldar Night Fury clan on the
feral world Arian VI. This battle between Epic
Knights and Titans begins at 3.00pm - we’re
supplying the forces, so just come along and play.

Saturday June 15th - Warhammer 40,000

Da Boyz is 'aving growing pains and the planet
ain’t big enough for all da tnbes. The Warbosses
are leading their Boyz into battle against da other
Clanz to become Warlord. Bring a 1000 point
painted Ork warband and join in Da Big Party.

Saturday June 29th - Painting and Modelling
Bring along your brushes and Citadel and
Marauder Miniatures for advice on techniques
from Owen, Sean and Bob. We’ll also be looking
at how to make and paint terrain for Warhammer
Fantasy Battle, Warhammer 40,000 and Space
Marine. All paints and modelling tools supplied -
begins at 3.00pm.

CALIFORNIA COLLEGE PARK LLAUREL
313 SANTA MONICA BLVD UNIVERSITY LAUREL CENTER MALL, 14858 NEW CANADIAN STORE
SANTA MONICA. CA 90404 OF MARYLAND BALTIMORE-WASHINGTON BLVD
CLUB NIGHT: WED TO SUN LEHIGH ROAD LAUREL. MD 20707 VANCOUVER

CONTACT: DAVID
TEL: (213) 395 6711

COLLEGE PARK, MD 20740
CLUB NIGHT: FRI TO SUN

CLUB NIGHT: EVERY NIGHT
CONTACT: FRANK

205 CARRALL STREET

VANCOUVER

TEL: (301) 864 5668 TEL: (301) 490 8853
FAIRFAX s BRITISH COLUMBIA
FAIR CITY MALL PHILADELPHIA TORONTO V6B 1A5
9600G MAIN STREET 424 SOUTH STREET 331 QUEEN STREET WEST _ i
FAIRFAX. VA 22031 PHILADELPHIA, PA 19147 TORONTO, ONTARIO M5V 2A4 CLUB NIGHT: EVERY

CLUB NIGHT: EVERY NIGHT
CONTACT: OWEN
TEL: (703) 503 9284

CONTACT: MIKE
TEL: (604) 685 8823

CLUB NIGHT: WED TO SUN
CONTACT: JEREMY
TEL: (215) 829 0554

CLUB NIGHT: EVERY NIGHT
CONTACT: MIKE
TEL: (416) 595-1159
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RETAIL CAREER OPPORTUNITIES

Are you working in a retail store, | [jiWS L gENTIEE o e
0) : 'F-J' " ’ Sl on S Tw '
selling something you find boring? 7 § Sl L

Wouldn’t you rather sell your ; "“
hobby to gamers like yourself? @
There could be a career for you

with Games Workshop as a

RETAIL STORE MANAGER

You need boundless energy and enthusiasm for Games’Workshop games and Citadel Miniatures, and you must be an
experienced Warhammer player, keen to involve as many people as possible in your hobby.

You should be 21 or over, with an outgoing, bright and friendly personality, and a mature, professional attitude to retailing.
You must be able to take your enthusiasm for the Games Workshop and Citadel Miniatures hobby and pass it on to

cutomers of all ages. As a Retail Store Manager, you'd be the key person in building up the hobby in your area, organising
Games Clubs, Gaming Leagues, painting and gaming demonstrations and events of all kinds.

So if you're a keen Games Workshop hobby gamer with retail experience and you’re looking for a challenging and exciting
career, phone Clive Thompson on 0773 769731 today.

wD5



P
PSS |
Si»™  Make sure you don’t miss
a single issue of
WHITE DWARF magazine.
Subscribe now
and have the
next 12 issues delivered

straight to you. (B

Every month WHITE DWARF - Games Workshop’s hobb
magazine - provides rules expansions and new material for our
growing range of games. We keep you up to date on the
developments of Warhammer Fantasy Battle, Warhammer 40,000,
Warhammer Fantasy Roleplay, Blood Bowl, Mighty Empires, Space
Marine, Space Hulk, Advanced Space Crusade
and Advanced Heroquest.

WHITE DWAREF provides you with news on the latest releases from
Citadel Miniatures.
In every issue you’ll find articles on painting and converting
Citadel Miniatures for use in your games.

You cannot afford to miss out every month. Recent issues of
WHITE DWARF have completely sold out - so subscribe now to
make sure of your copy.

A year’s subscription to White Dwarf (12 issues) is just

£20 for UK residents and $35 for US residents.
(Rest of the world £40 — write to or phone the UK)

N L
Z | 1S

WHITE DWARF MAGAZINE SUBSCRIPTIONS, WHITE DWARF MAGAZINE SUBSCRIPTIONS,
Games Workshop, Chewton Street, Games Workshop Inc., 3431 Benson Ave,
Hilltop, Eastwood, Notts NG16 3HY Baltimore, Maryland 21227

(0773) 713213 or (301) 644 5699
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GOLDEN DEMON AWARDS
GRAND FINALS

THE 4TH INTERNATIONAL CITADEL MINIATURES PAINTING CHAMPIONSHIPS
ASSEMBLY ROOMS DERBY, 10am - 6pm SAT 25TH MAY

PROGRAMME

Golden Demon ’91 is the International Citadel Miniatures Painting event of the year.
The world’s best miniature painters, along with thousands of their beautifully-painted miniatures, are at
The Assembly Rooms, Derby, on Saturday the 26th May to compete for the Golden Demon Slayer Sword.

There are fantastic demonstration and participation games, stunning displays of the finest fantasy art and the
enormous Games Workshop, Citadel Miniatures, Marauder Miniatures and Flame Publications retail stands.

For those of you who are new to the Games Workshop hobby, or veterans who’ve got questions on a particular
rule, there are stands manned by the Games Workshop’s games’s designers. They will be ready to answer all your
questions: what you need to start playing, how to paint your forces, or even chat about future developments.
Games Workshop authors, including Brian Craig, William King, David Pringle, Ian Watson and Jack Yeovil will
be also be on hand, ready and willing to answer your questions and talk about their work.

This programme gives you the details of just some of the events at Golden Demon ’91 - keep your
eyes open for extra displays and games arranged on the day. Golden Demon ’91 is an event you can’t afford to
miss, S0 why not come along and experience the very best in fantasy gaming.

GOLDEN DEMON PAINTING COMPETITION

The Golden Demon Awards are now in their fourth year, and
this year's event looks set to be the best display of miniature
painting yet.

The Golden Demon Awards feature miniatures by the best
painters in the UK. Each entrant has qualified in one of over

30 regional heats in order to reach the Grand Finals at Derby.

The seven categories this year are:

Single Miniature Mounted Miniature
Monster Command Group

Epic Battleforce Vehicle
Diorama

Within each category there are three prizes:

First Prize:  Golden Demon Trophy
Second Prize: Silver Demon Trophy
Third Prize: Bronze Demon Trophy

The overall Champion, the entrant who is judged to have the
best painted miniatures or miniature, will receive the
prestigious Golden Demon Slayer Sword - a finely-crafted
mighty two-handed sword made especially for the Golden
Demon Awards by The Raven Armoury.

Presentation of the awards commences at 5.00pm in the Main
Hall. John Blanche will be there to present the Golden Demon
Slayer Sword to the lucky winner.

The Golden Demon Slayer Sword
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THE GOLDEN DEMON AWARDS 91

GAMING STANDS

This year we’ve set aside a large area of the Assembly Rooms
to display the very best of the Games Workshop world of
Hobby Games. Each of our major games systems will have its
own stand where you will find displays of the game itself,

stunning artwork from the game, and samples of painted
forces.

Each stand is manned by the game'’s designers, developers and
artists. They're on hand to answer all your questions; whether
you want to know how to start playing a particular game, or
want a clarnification of a particular rule, they’re able to help.
And if you want to chat about future developments, they can
let you 1n on our plans and give you an insight into how we
produce our games.

Our expert Citadel Miniature painters will also be there,
showing you all aspects of painting miniatures for your
favourite game — from how to quickly and effectively paint
your forces so you get them on the tabletop and start playing
immediately, to how to paint that very special personality
figure to lead them into battle.

They can also show you how to make terrain and buildings for
your gaming table, starting with the simple but effective
basics, right through to some of the more difficult techniques

they use for those big projects that can become the centrepiece
of your display.

Personalities on the stands will include:

John Blanche, Andy Chambers, Richard Halliwell, Jervis
Johnson, Rick Priestley, Nigel Stillman, Mike McVey and

many more.

o 8 e
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DISPLAY GAMES

Representatives from each of the Games Workshop stores are
staging what promise to be the most impressive display games
you’ve ever seen at a gaming event.

The terrain for each display has been specially built for

Golden Demon 91 and the armies and forces taking part have
been painted by some of the best painters in the country.

The generals and commanders on the day are all experienced
gamers, and they are more than happy to answer your
questions regarding the game itself, how their force 1s
progressing, why they’ve chosen the troops they have, and
what tactics they 're using.

The display games include:

Warhammer Fantasy Battle

The High Elves from Harrow ally with the Dwarfs from
Hammersmith and Torquay’s Bretonnian army to try and
vanquish the rampaging hordes of Dark Elves, Goblins and

Orcs from Reading, Manchester and Liverpool as they cut a
swathe through the forests of the Old World.

Warhammer 40,000

The Marines from Edinburgh, the Imperial Guard from
Glasgow with the Eldar from London join forces to defend the

Imperium from Da Orks of Birmingham, Bristol and Oxford.

Space Marine

The Traitor forces of Brighton, Nottingham, and Leeds
besiege an Imperial Fortress under control of the Loyalist

forces of Luton, Hull and Derby.

Space Hulk

Terminators teleport in from Preston, Maidstone and Croydon
to battle through a vast three-dimensional Space Hulk infested
by Genestealers spawned in York and Beckenham.

Realm of Chaos

The blood-lusting armies of Khorne ride in from Sheffield and
Newcastle to meet their arch enemies the hosts of Slaanesh
from Southampton and Derby on the field of battle.

~ SPEED PAINTING COMPETITION

How fast can you paint a miniature? Test your skill at the
Citadel Miniatures Speed Painting Competition. We provide
the paints and miniatures — all you have to bring 1s a keen eye,
a steady hand and nerves of steel.

You'll have under 30 minutes to paint your miniature. If it’s
the best of your group, you win all the miniatures painted 1n
that session. Just go along to the table to register.



PARTICIPATION GAMES

As well as display games, there will also be participation
games running. This is your chance to play that brand new
Games Workshop game that has just been published, or get a

sneak preview of games that are still in development.

Space Fleet i1s Games Workshop’s new spaceship game set in
the 41st millennium, and its designers, Jervis Johnson and
Andy Jones, will be running a participation game. If you fancy
your chances commanding an Imperial Battlecruiser or an
Eldar raider as they clash on the edges of Imperial space, just
come along and see Jervis and Andy at their stand.

Nigel Stillman will be running a playtest of the new Chivalry
game, a medieval games system where you pit your knights
and retainers against the noble houses of your opponents. The
game is still under development, and we’d like as much
feedback as possible. If you’d like to help then simply sign up
at the table to play.

SEMINARS

Throughout the day there will be a series of presentations

covering all of our major games systems in the seminar room.
The Games Workshop studio staff will be talking about all

aspects of the hobby, from future developments to answering
the most common rules queries.

Seminars will be announced over the PA fifteen minutes
before they begin. Demand for the seminars is bound to be
high, and spaces will be limited, so entry is on a first come,
first served basis.

THE GOLDEN DEMON AWARDS 91

RETAIL STANDS

The retail stands can provide you with everything you need
for gaming — from rulebooks and miniatures to paints and T-
shirts. If you want to get your hands on the very latest releases,
this 1s where they are.

Warhammer 40,000

Rulebooks, boxed sets, metal and plastic miniatures for
Warhammer 40,000, Space Marine, Space Hulk, Adeptus
Titanicus and Advanced Space Crusadeare available here.

Warhammer Fantasy , Boardgames and Flame

You can get everything you want for Warhammer Fantasy
Battle, Advanced Heroquest, Blood Bowl, Talisman and
Dungeonquest here. This is also where the Flame Publications
retail stand will be, so if you need anything for Warhammer
Fantasy Roleplay come along and have a look at what they’ve
got.

White Dwarf

This is the place to pick up the latest issue of White Dwarf,

and to complete your collection with those back issues you
missed.

GW Books

The GW Books stand 1s where some of the country’s top
Science Fiction and Fantasy Writers are signing Games
Workshop novels and anthologies. If you want to know
anything about our books, this 1s the place to be.

T-shirts

Games Workshop’s wide range of colour and black-and-white
fantasy and 40K T-shirts are available here.

Paints and Brushes

Citadel’s fantastic range of specially formulated paints, high-
quality brushes and tools are available at this stand. If you feel
inspired by the Golden Demon entries on show, this stand 1s
where you can get all the tools you need to have a go yourself.

Marauder Miniatures

Marauder Miniatures are perfect for building up your
Warhammer Fantasy Battle armies, and this is where the full
range is on sale. Designers Aly and Trish Morrison will be on
hand to answer your questions.

The Raven Armoury

The Raven Armoury are Britain’s foremost armourers of
reproduction weapons and the only 20th century armourers
with weapons on display at the Tower of London. If you are
impresssed by the splendid Golden Demon Slayer Sword that
Raven have made for this year’s Golden Demon Champion,
then come along to this stand where they will be displaying a
lot more of their historical and fantasy weapons.
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ADRIAN SMITH

l WARHAMMER FANTASY BATTLE RETAIL l

l RAVEN ARMOURY .

SPEED PAINTING

REGIONAL GAMES OF

WARHAMMER
~ FANTASY —
ROLEPLAY

WARHAMMER FANTASY BATTLE,

WARHAMMER 40,000, REALM OF CHAQS,
STAGE SPACE MARINE AND SPACE HULK

ADVANCED

WARHAMMER 40,000 RETAIL

WARHAMMER

| 40,000 ‘

WARHAMMER

TO BAR & BALCONY

TO BAR & BALCONY

ADVANCEDD

 SPACE - —

. ;  —FANTASY —
HEROQUEST I BATTLE | SPACEMARINE SPACEHULK CRUSADE

SEREERSY

10:00

10:30

11:00

12:00
2:00
4:30
5:00

6:00

TIMETABLE

DOORS OPEN
Golden Demon entrants register at Enquiries Desk
Restaurant opens for coffee and snacks

Golden Demon Display open

Space Fleet participation game starts
Chivalry participation game starts
Morming Seminars start

The Bar opens to over 18’s

Restaurant opens for hot and cold food

Afternoon Seminars start
Golden Demon Awards Display closed for judging

Presentation of Prizes on the Stage:
Golden Demon Award Winners
Golden Demon Champion

The Bar and Restaurant close

DOORS CLOSE

poser] BTkl L




TO MAIN ENTRANCE

ENQUIRES

GAMES WORKSHOP NOVELS

WHITE DWARF

T-SHIRTS

WARHAMMER 40,000

TO RESTAURANT

mns MARAUDEF! STAND

SEMINARS

DERBY CITY CENTRE

, PAINTS & BRUSHES |

THE GOLDEN DEMON AWARDS 91

ENTRANCE EXIT

SPACE FLEET

KEY

ONE-WAY STREET
PEDESTRIANS ONLY T
CAR PARK

THERE WILL BE A FREE
COACH SERVICE RUNNING
FROM DERBY MIDLAND
RAILWAY STATION TO THE
ASSEMBLY ROOMS
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THE GOLDEN DEMON AWARDS 91

FOOD AND DRINK

The restaurant 1s open from 10.00am for coffee and snacks,
with hot and cold food available from noon to 5.00pm.

The Gallery Bar is open to over 18’s from 11.00am to 5.00pm.

ENQUIRIES DESK

If you have any problems, ask at the Enquiries Desk and
someone will help you out.

In the unfortunate event of anyone needing first aid, the
Enquires Desk will be able to help.

...AND MORE PERSONALITIES

As well as those people already mentioned, a whole host of
other personalities are wandering around the Assembly
Rooms, and are available for you to hound with your
questions.

All the Games Workshop and Citadel writers, artists,
designers and painters that we‘ve not been able to squeeze
into the programme are out and about just waiting to have a
chat.

Bob Avery, a regular at Golden Demon, is once again Master
of Ceremonies. Bob is charging around the building with his
radio mike looking for people to talk to and embarrass over
the PA system. And he’ll be popping up when you least expec
him. -
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TICKETS

To help reduce congestion and waiting in queues,
priority of entry is given to ticket holders.

Tickets are available at £2.50 each from Games
Workshop stores, Independent Specialist Stockists and
Games Workshop Mail Order (0773 760462 or 0773
713213).

Entry on the day for non-ticket holders is £3.50 but to
be sure of getting in quickly buy a ticket.

COACHES

There are coaches running to Games Day from all the
Games Workshop stores around the country. See your
local manager as soon as possible for details of how to

book a place.

If you’re coming by train, there’s also a free coach
service running between Derby Midland Railway
Station and the Assembly Rooms.

All the entrants for the Golden Demon Painting Competition
have been selected in advance. You won’t be able to enter any
of these events on the day. If you missed out this year, keep
your eyes on White Dwarf and your local Games Workshop
Store noticboard and make sure you enter in time for 1992.




From the designer of

® £300 in Prizes to be
won every month!

¢ Lots of Free Telephone
Time to be won!

¢ 3 Character Types!
Play as a Hero, Thief
or Guard!

¢ Caller Interaction!
Make friends or '
enemies of other
callers!

®* New Combat System!
* New Sound Effects!
® New Monsters!

®* New Puzzles!

* No-Delay Play!
Faststarts! Fastsaves!
® Rules fed out

only as you
need them!

-the original telephone adventure game

Steve Jackson's Ma‘strpiece of the Macabre

YOU can star in your own personal fantasy audio adventure. Tricks, traps
and treachery await you in this, the ultimate telephone adventure game
from GamesMaster Steve Jackson.

Heroes must try to escape from The Slaughterhouse in the
fastest time possible. Hint - Talk to other players; they will ,"'{?
help you to find the escape route.
Thieves must steal as much gold as possible from the game
characters - and from other callers! Hint - Don't kill other
callers unless absolutely necessary.

Guards earn money by extortion from game characters and by arrestmg
other callers. Hint - Only arrest Thieves who have killed another caller
or Heroes.

Live Encounters!
You will regularly come across other callers.
Is he Hero, Thief or Guard? Will you risk
talking to him? Can you trust what he says?
Or if you don't trust him, will you strike the

first blow? Heroes need escape information from
other callers.Thieves need to appear friendly to get
close enough to pick pockets. Guards must find out
about any strangers they meet - a wrongful arrest
carries a heavy penalty.

New Combat System!
Outguess your opponent each Attack
Round by dialling a number between |

and 3. A 3 (Savage Attack) beats a 2 (Lunge) which
beats a | (Guarded Attack) which beats a 3. Work
out what happens when you both choose the same
number! Monsters fight to the death - but in
recognisable patterns. But with LIVE opponents,
you can opt to either Plead For Mercy (dial a 9) or
Spare his Life (dial a 0).

Cash Prizes to be Won!
And Free Game Time!

The best Hero, Thief and Guard each

month wins a prize of £100. Heroes must
escape quickly; Thieves and Guards must collect
Gold. In addition to these prizes, the computer will
award free play time to characters who collect more
than a certain number of Gold Pieces (the Gold
required will vary from month to month and
character to character).

0898 10 10 50

Calls cost 33p per minute cheap, 44p per minute all other times. The Slaughterhouse can be played on ALL TYPES of telephone.Some callers may find that dialling
a "1" will exit from the game and suspend the call. This occurs at BT exchanges and is not a fault of the game system. If you experience a problem, please call again with a touch-tone telephone.
If you need more information send a stamped, self-addressed envelope to Computerdial, 7 Leapale Road, Guildford, Surrey GU1 4JU, marked "Slaughterhouse”.



ARCHERS DU BREST

This spectacular unit has been painted in the very simple but striking livery of the Duc du Brest. Note how the livery
colours of White and Enchanted Blue are repeated on the headgear and leggings of many of the miniatures to produce
a very colourful effect. The livery badge is the lion design which we have limited to use on the flag only. Simple
devices could be painted onto miniatures’ surcoats but this isn’t always practical. All the miniatures illustrated are
painted in flat colours with a minimum of ink washes with edges and details black lined.

ARBLASTIERS DE LYONS

These are similarly painted to the archer unit and demonstrate further variations of the ‘halved’ livery. Again, the
livery colours of Black and Blood Angel Orange are used for the unit’s banner which also displays the Comte de
Lyons’ white star badge. '

| v | >
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Permission to photocopy for personal use.
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BARON D'’ANGON

The Baron leads his retinues into
battle. His own heraldry is flown
as the unit banner and this, along
with the Baron himself,
contrasts well with the yellow
surcoats of his followers. The
retinue’s livery is simply
Sunburst Yellow with an
Enchanted Blue eagle head
motif on the shield.
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.~ | TheKing’s own liveried cannons
ar¢ a prominent feature of many
Bretonnian armies even though
the King himself rarely takes the
Ve L ¥ e A o ficld. The striking Go Fasta Red
SRS s Rl and Space Marine Blue livery
. — 2 " 2 P9 | combined with the royal badge is
used to good effect on the pavaise
screen as well as the crew and

cannon itself. Note the royal
badge repeated on the crewman’s

shield.
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FEUDAL LEVY

Most Bretonnian armies will include a
levy of peasants. Huddled together in a
frightened mob, these unwilling troops
are merely fulfilling their feudal
obligations. They have little stomach
for the fight, and their Lords and
Masters are not likely to make any
effort to dress them in expensive
liveried coats. The peasants have to
make do with what they’ve got. We’ve
given most of the miniatures similar
clothing to give a feel of uniformity and
keep the colour scheme as bright as
possible.

™ E
"
.

W

DU RENAULT

Wearing a quartered
livery coat of
Striking Scorpion
Green and White.
Again notice the
variation between

models.
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BRETONNIAN FOOT TROOPS

With the introduction of the new Bretonnian model range ‘we’ve decided to restructure the Bretonnian Army List in
Warhammer Armies to accommodate the new infantry types. The following page therefore replaces p65 of Warhammer
Armies and can be pasted over the top of it if you wish.

0-20 FOOT KNIGHTS

Foot Knights | M | WS | BS T L

+1 Shock Elites | 4 | 4 | 3 3 7
Models per Unit  5-20
Points per Model 9

Weapons Hand Am
Armour Heavy Amour

OPTIONS

The nobility of Bretonnia is notoriously inflexible in its attitude to warfare -
preferning to fight on horseback wherever and whenever possible. However, there

are obviously circumstances when this is impossible, and even the flower of
chivalry is obliged to fight on foot. Never comfortable in this role, the Knights do
not fight so well as when mounted, but none-the-less they are easily the best foot
soldiers in the Bretonnian army.

0-120 RETAINERS

/

Models per Unit  10-40
Points per Model 5+ PV for

chosen Weapon

(see below)
Weapons Hand Am +

chosen Weapon

(see below)
Armour None

All Units must have either one Close

Combat Weapon or one Missile
Weapon

Close Combat Weapons

SR oo visinsaorsisneievashreomsbainpuegsvas s ]
FURIETRE i v nitis ae bt e s abass sk 2
Double-Handed Weapons.............. 2

Missile Weapons

These are personal household troops brought along to the battle by the Knights
and other Nobles of Bretonnia. They wear the livery of their feudal Lord who may
well be one of the Knights fighting elsewhere in the army alongside his brother
Knights. Retainers are well trained and are properly equipped and led. This means
that they are amongst the best foot troops in the Bretonnian army. Armour and
weapons vary depending on their role and the wealth of their Lord.
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0-200 FEUDAL LEVY

Bretonnian

Models per Unit  10-40
Points per Model 3

Weapons Hand Am
Armour None

OPTIONS
Any Unit May Have

S AP SR (R ] 5 Sl g g e

Any Unit May Have One of the
Following
BRI o hes cotorinsibios she bhiavs sar RekPriass

All of a Lord’s subjects may be obliged to fight for him when times are hard. Even
the lowliest peasant can be pressed into military service. These civilians are

known as the levy, and they include craftsmen, faétmers and other relauvely well-
to-do individuals as well as less reputable souls. They have little real military

experience or training.

0-20 BRIGANDS

Models per Unit  10-20

Points per Model 7

Weapons Hand Am
Armour Light Amour

Any Unit May Have
Either one Close Combat Weapon or

one Missile Weapon

Close Combat Weapons

T A RN R AR W 1
Double-Handed Weapons............. 2
Missile Weapons

T R SN N L S SO
e e e e e 3
Arquebus 3
Any Unit May have

Brigands are former soldiers cast adrift by the death of their Lord or break-up of
his feudal holdings. Masterless and homeless, they have little option but to roam
Bretonnia, hiring out their skills to Lords who have need of reliable fighting

troops. In this way they take part in countless small wars between rival Lords,
sometimes gaining fame, riches or a fearsome reputation.
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SKAVEN ARMY

Andy Chambers Describes his New Skaven Army

A little before Christmas we kicked off a Mighty
Empires campaign here at the studio. When | was asked
what race I wanted to play I opted for Skaven. I was
rather pleased about this as it gave me a good excuse to
start collecting the Skaven army I'd been promising
myself ever since the first Skaven models appeared. It
was also the ideal opportunity to get back to painting
fantasy figures and play with a new and different army.

Did I say different? More like totally weird and
unashamedly Chaotic. We're talking about massed
hordes of bipedal man-sized rats here! So why did I like
them so much? Well, I just happen to love rats anyway
(those cute little beady eyes and long, fleshy, worm-like
tails) and the Skaven models nicely capture their racial
traits: quick, vicious, cunning, clothed in rags or scraps
of armour and armed with crude swords and spears.

Andy Chamber's Skaven army arrayed for battle.

The clan background of the Skaven appealed to me as
well, particularly the big four’ specialist clans - Clan
Pestilens, Clan Eshin, Clan Moulder and Clan Skryre. |
could see them in my mind’s eye - a massed horde of
chittering Clanrats darkening the horizon with their
numbers, interspersed with chanting neophytes of the
Clan Pestilens Plague Monks, the darting Assassins of
the Clan Eshin, the hulking mutant beasts of Clan
Moulder. And not forgetting the Warlock Engineers of
Clan Skryre with their weird and devastating weaponry
such as Warpfire Throwers, poison wind globes, and
Warplock Jezzails.

[ already had a few painted Skaven Sorcerers, Assassins
and Warriors which I used for roleplaying, so I figured |
could use what I already had for characters and
concentrate on painting the rank and file models. The
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SKAVEN

opportunity to include a lot of sorcerers suited me fine
as the Skaven are ruled by the Grey Seers, powerful
mages who dominate the Warlord Clans by means of
their strong magic. | wanted to reflect this in my army
by including a mage as the general and having lesser
sorcerers for regiment leaders.

The next thing I did was to work out the models |
would need for my army. I sat down with a copy of
Warhammer Armies and, over the course of a few
evenings, decided how I'd like my army to appear. It
was pretty difficult trying to guess what I would need
for my force to be effective since at the time I’'d not
played Warhammer with a Skaven force or even seen
one in action. However, a quick look at the minimum
numbers of Clanrats and Skavenslaves gave me a
starting point. Fifty Clanrats and twenty Skavenslaves
are compulsory minimum troops for a Skaven army -
seventy models to be going on with.

Once I'd bought these compulsory troops I could work
out what other regiments I wanted to collect by
studying the lists and roughly working out a 3000 point
Skaven army. Some people prefer to start by collecting a

1000 or 2000 point army first so they can develop their
collection of models more gradually. This has the

advantage of reducing the minimum number of
compulsory troops required so you can make your
initial purchases of models more interesting and varied.
Collecting a smaller army simply means that you
reduce all the compulsory minimums and maximums
of everything by two thirds for a 1000 point force or a
third for a 2000 point force. When reducing the army
size in this way minimum regiment sizes are also
reduced by two thirds or a third to a minimum unit size
of five models.

Of course, if you want to fight larger battles you can
always ally with a friend’s Chaos, Goblin or Dark Elf
army and smash the good guys together. These lean
1000 and 2000 point armies can be tremendously
attractive and fun to use as well as forming a perfect
base to expand from. By collecting more troops or allied
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contingents an army builds up surprisingly quickly
while the experience gained in battle helps you to
decide what extra troops you want. | had a good idea of
what | wanted from the outset - | was quite keen to
make up my force of purely Skaven and other
appropriately rat-like monsters without resorting to
using allied contingents. Now that I’ve used my new
army a few times I'm seriously thinking about having a
small contingent of Chaos allies. Painted up in the right
way | think some Chaos allies would look quite
splendid without detracting from the overall ‘ratty’
flavour of the army at all.

But to start off with I decided to stick to Skaven and so
eagerly bought up a heap of metal miniatures and also
used quite a few ones from my copies of Advanced
Heroquest and Warhammer Regiments boxed set. | split
the cost of the latter with a few other people, just
keeping the Skaven from the box while they took the
Elves, Orcs etc for their own armies. These plastic
models are rather nice to paint and certainly made the
compulsory troops a lot more affordable!

| started painting my first fifty Clanrat models as a
complete block. This proved to be a bit of a mistake as |
later had to go back and paint some standard bearers
and musicians for their regiments. Worse still, painting
such a huge block of figures seemed to take years! With
subsequent painting I"ve stuck to doing groups of about
twenty models at a time. If | paint quickly I can get that
number finished over the course of maybe four or five
evenings just putting on a couple of colours a night.

This system of gradually building up colours on a large
group of models rather than trying to complete several
smaller groups does tend to make your army appear
visually uniform and is more satisfying as the army
progresses in perceptible leaps and bounds. Character
figures are best painted separately so that you can
lavish your full artistic attentions on them. Ideally
regiments should be painted as complete blocks. |
wasn’t too sure exactly how big my regiments were
going to be so I just painted with a view to having a
consistent looking group of figures that could be
organised into different regiments as necessary.

As our Mighty Empires campaign progressed | read up
on the army list and with the help of Mark Watts (who's
already got a Skaven army) formed an idea of what
kind of a force | wanted to assemble. The lack of Elite
troops in the army worried me at first so | recruited
them as much as possible for a time. However, looking
at other army lists convinced me that it would be
foolish to try and match the Elite troops of other races
with my own - they were generally better equipped and
of a higher standard. Instead | switched to recruiting
more Clanrats to give me numerical superiority and
buying Clan Skryre weapons to give me the edge. The
Clan Skryre weapons looked quite devastating and
could be used by individuals or teams and so
manoecuvred around the large Clanrat regiments where
they could shelter from missile fire.

My biggest worry about the Skaven was, and still is,
their low cool value (only five). This means they are
extremely vulnerable to panic and fear tests - even
decent leaders don’t help too much. The Elite troops in
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SKAVEN

the Skaven army can be given magic banners, a quick
look at the list showed me that relic banners made the
regiment carrying them immune to panic, thus going
some way toward preventing my troops being scared
off quite as easily. These Elite regiments could be
interspersed with the Clanrats to prevent one rout
carrying away the whole line. Looking at the stats for
wizards showed that they indeed made better leaders
by boosting the leadership and cool of their underlings.
The wizards would also have magic to partially make
up for the general lack of missile troops in the Skaven
army.

Until recently I’d only fought a few battles in the
Mighty Empires campaign, only one of which was a
battle of any great size - about 2000 points worth of
Skaven against 1500 points worth of Undead. I thought
the Undead would be bound to beat me since they
nearly all cause fear, forcing opponents to test against
their cool before they can charge and, worse still, to
avoid routing when charged. To make things worse
many of my regiments were Skavenslaves who are even
less keen about fighting walking corpses than Clanrats.

In the event the large number of wizards in my force
and our use of a new and as yet undeveloped magic

system combined to decimate the Undead. The new
magic system is based on using randomly dealt power
cards to cast very potent spell cards. You have to rely on
your wizards to dispel or countermand much of the
magic thrown against you or suffer the consequences.
The Undead only had a single Necromancer in their
rotting ranks whereas I had four wizards of varying
power, so the Undead were playing with a very serious
handicap. Mind you, I think they would have been
trounced anyway under the old magic system - Undead
certainly benefit from a strong supporting cast of
magicians.

As it was the forces of Undeath were almost completely
destroyed by magic before they even reached my brave
Skaven warriors and in the end fled the field, leaving
their slain Necromancer behind. Subsequently they
disappeared off the face of the Mighty Empires map as
instability took its toll. Though most gratifying, this
glorious victory taught me even less than the previous
small raids and skirmishes I’d fought on the tabletop.

The other week | had the chance to hone my skills
against Rick Grant from Sheffield Games Workshop
store. Rick brought down a large High Elf army with
him to the studio, over 3000 points worth of the pointy
eared ones. We fought a series of Warhammer battles

over the course of the week Rick was here - a golden
opportunity for me to try out a variety of tactics against
him.

| was glad for the opportunity to learn more about the
strengths and weaknesses of my army without the
pressures of fighting in a campaign environment. In
Mighty Empires, because you can only recruit new
troops at the end of each year’s campaign season it
makes your troops seem very precious. This makes it
difficult to learn anything when you’re fighting a
campaign battle, because you’re too busy worrying
about your casualties and how to win without doing
anything too dangerous. Saying “Please stop killing my
elite troops - they take years to replace” doesn’t usually
work, just as “OK you’ve beaten me, now if you'll just
let me retreat we'll be on our way” doesn’t cut any ice
either. One of the other races playing in the Mighty
Empires campaign is High Elves so I also have a good
opportunity to observe their performance and measure
up my chances against them in the campaign.

TROOP CHOICE

Now I've played a good few battles with the Skaven
I've managed to get a good idea of what to do with
them to get good results. Of course, as with any army,
the key to success lies in picking the right combination
of forces in the first place. When choosing forces |
always try to pick them with a certain role in mind -
sometimes it’s quite useful to actually make a sketch of
your intended battle line to see how it all falls into
place. Bear in mind that I’ve reached these conclusions
from fighting High Elves and Undead in the main,
though they should remain applicable to a greater or
lesser extent against other foes. So here’s the low-down
on how I think you can get the best out of the Skaven.



CHARACTERS

Because the point values of the Skaven rank and file are
quite low I always concentrate on buying characters
first and put aside a full third of my points for them. I
spend the bulk of the points on a single powerful
wizard and the rest on several other lesser sorcerers

drawn from the Clan Skryre - usually up to three of
these in a 3000 point force.

Next comes the army standard. This can have up to two
magic abilities and I normally take Amuletic Standard
to guard against any unpleasant magic, and Relic
Banner to help the morale of the rank and file. The
army standard is normally carried by one of the lesser
Sorcerers.

I used to only ever take one other hero, just in order to
comply with the minimum number you must have, but
experiences in battles I've fought recently have shown
me that | possibly need more. Unfortunately, a Skaven
hero’s chances of survival aren’t enhanced by the lack
of riding beasts and the low availability of magic
armour in the Skaven army. Though these might seem
to be minor points they can make all the difference
between your hero lying in a pool of blood or
rampaging through enemy forces at will. On the bright
side, Skaven heroes do have quite low point values and
are therefore expendable in the furtherance of the cause.

Assassins from the Clan Eshin are also available to the
Skaven. These are quite worthwhile both for the nasty
surprise they can give people and their poisonous
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Clan Eshin Gutter Runners prepare a surprise attack on the Bretonnians.
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attacks. It’s generally best to equip them as well as
possible - nets, slings and pistols are all quite handy
and pretty cheap in points. Personally I'm inclined to
buy assassins at Lvl 10 or below as a Lvl 15 hero is just
about good enough to lead a unit competently.

As regards magic items I generally spend too much on
actual characters to worry excessively about buying
magic swords and stuff, though I am quite keen on
things which are useful defensively. A few magic blades
here and there to enhance heroes or assassins don’t go
amiss but some things like Warpstone charms and
Warpscrolls are normally too expensive to be
worthwhile. To partially make up for this I do like to
equip my character models with pistols or even the odd
warplock arquebus where I have appropriately armed
models for the characters in question.

[ usually keep all my characters leading the larger or
more expensive regiments all the time because with the
poor Skaven leadership and cool they need all the help
they can get. As | mentioned above I used to hold with
only buying one hero purely because I had to, but this
practice gives you distinct problems once you start
running into enemy heroes who can rampage at will
through your forces. To counter this I’ve started buying
more low level heroes instead of some of the lesser
sorcerers to act as champions in units. This tends to
give a more balanced force overall and I may even
switch to using a higher proportion of heroes as actual
regiment leaders at a later date.
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RANK AND FILE

Clanrats Of The Warlord Clans

In every major battle I've
fought my army has been
based around a large block
of Clanrats accompanied
by a hero or wizard
carrying the army
standard, the general
(invariably the most
powerful wizard in the
force) and an assassin. This
regiment has acted as the
army centre, relying on
sheer mass and the army
standard to keep it going. |
started off having the block thirty two models strong
but after a few battles I've pushed this number up to
thirty six.

Deployed in six ranks and six files this Clanrat
regiment can normally expect to receive the full +3 rank
bonus for combat resolution, +1 for the regimental
standard and +1 for the army standard. This gives a
massive +5 bonus on the number of wounds it causes
for the purposes of combat resolution, meaning that it
can beat most opposing regiments in close combat even

if they are made up of superior troops.

Main Clanrat unit with army and unit standards.

With all the leadership bonuses it gets for the general
and the reroll on rout tests that the army standard gives
(not to mention the army standard’s ability as a Relic
Banner) this large block of Clanrats is very hard to rout.
Also, the large size of this regiment means it can take
nine casualties before it has to test for rout even if it
does get pushed back in close combat. ;

A second, smaller regiment of Clanrats completes my
compulsory allocation. This regiment is armed with
spears and led by a level 15 hero. These spear-armed
Clanrats protect one flank of the large block of Clanrats
as it moves into combat. The spears are intended to give
them a slight edge against cavalry. Working on the
same ideas of getting a big rank bonus and being able
to take a lot of casualties as I did for the main Clanrat
regiment the spear-armed Clanrats usually deploy five
wide and and four ranks deep.
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Black Skaven And Stormvermin

I’ve included two regiments of Elites to try and balance
other races’ super troops. I haven’t finished painting
enough models yet to field a full twenty-strong
regiment of Black Skaven, and | suspect that even
twenty-strong units of these or Stormvermin won’t be
big enough to survive missile casualties and still make
a dent in the enemy. | have been suffering at the “sharp
end’ of Elven missile fire lately, but this will less of a
problem against different foes. Missile fire always
means trouble for Skaven because of their lack of
heavily armoured troops, skirmishers or missile troops
with which to counter it.

Stormvermin Unit.

['ve armed my best troops with the best weapons they
can have: double-handed weapons for the
Stormvermin, and halberds for the Black Skaven. I've
also bought the Stormvermin shields to protect their
expensive little lives after having suffered from heavy
missile casualties in the past (very nasty on small units).
Both regiments have Relic Banners to help their morale
and stop the whole army melting away in one
continuous rout.

My Black Skaven did manage to disgrace themselves
once while acting as part of a scouting force to cover
against cavalry. When they met some cavalry
(admittedly accompanied by the opposing High EIlf
general and army standard bearer) they routed on the
first round without causing a single casualty. Their rout
took them and their level 15 wizard leader right off the
edge of the board. Had the cavalry been human rather
than EIf the rats might have been more effective, so I
don’t think this particular incident reflects too badly on
the Black Skaven, though it is a cautionary tale.

Unit of Black Skaven based on a camouflaged movement tray.



Clan Pestilens

I've managed to raise a unit of fifteen Plague Menks so
far. I like them a lot and being able to field the unit with

a powerful 100 point magic standard goes a long way to
raise them in my esteem. | generally take a Bane Banner
and keep the Plague Monks lurking around behind the
first wave of Clanrats to try and rout enemy units
without becoming exposed to missile fire. There’s
always the option for placing a champion with the unit
and giving him a Warpscroll or two to decimate
opposing units with, though as I stated previously, 100
points for a Warpscroll makes it a prohibitively
expensive one-use item.

Plague Monks with Bane Banner.

To date I haven’t used any plague censer bearers. In the
Mighty Empires campaign one-shot suicide troops
don’t really pay off in an economic sense, and such
randomly destructive types don’t really fit in with my
overall battle plan as they are more likely to get in my
own way than my opponent’s.

On review | think plague censer bearers may be pretty
useful for tipping the balance when two battlelines
clash so I’ve now included some in my force to
experiment with. Like the Clan Eshin troops, Plague
Monks and censer bearers are characterful and the
models are nice, reason enough to have them in my
army.

SKAVEN

Skavenslaves

[ initially took the minimum number of Skavenslaves
with no extra equipment, musicians, standard bearers
or leaders. | gave them shields after I'd seen how much
a bit of armour helped other regiments against
withering bowfire (spending half a point each to protect
their miserable two and half point carcases is just about
worth it). I've also tried using them in a thirty-strong
regiment instead of twenty but they’re still appalling.
[’ve been unable to even get them into a combat yet, let
alone win one!

Even though I’'m acutely conscious of my lack of missile
troops I don’t arm the Skavenslaves with slings.
Initially I did, but found the results so ineffective that I
decided to abandon the option. Skavenslaves can, of

course, be driven ahead of the main body of troops as a
missile screen but the dangers of routing slaves causing

panic tests 1s too great.

After much deliberation on slaves I have thought of a
few things they can do to be useful. The main thing to
remember is that though you are aware of how poor
they are your opponent won’t necessarily recognise
them for what they are. Thus slave units can be left at
the rear both to guard it (after a fashion) and to give the
impression of uncommitted hordes of troops. A
flanking force consisting of a single decent unit and a
character can be made to look like an entire army with
the addition of a couple of 50 point slave units. Both of
these tactics can be particularly effective against an
opponent who doesn’t know his stuff!

Clan Eshin

[ selected a unit of the rather expensive Clan Eshin
Gutter Runners because I lack anything which carries
missile weapons or can act as skirmishers. Armed with
slings and throwing stars as well as light armour and
shields the Gutter Runners come to 15 points each!
Hence it will probably come as no surprise that I only
ever field one unit of them.

The Night Runners were tempting but I figured that as |
already had two units of Elites an expensive,
undersized third one would be a waste.

[ really like the Clan Eshin troops, though it’s rather a
shame that they’re not better trained for war. Still, they
have plenty of character, nice models and can prove
very useful in games where the objective is the death,
theft or capture of a particular individual or item. The
Gutter Runners seem to be particularly useful for
occupying rough ground on the flanks and chasing off
enemy skirmishers.
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Clan Skryre

| habitually use all the Clan Skryre specialist weapons
that I can, given the number of models I've painted up.
The Jezzailachis and the Poison Wind Globadiers are
definitely worth their weight in gold, being relatively
cheap but very potent.

Poison wind globadiers can wander around
individually and use their globes to great effect as the
battlelines clash together. Buying globadiers light
armour and not letting them get stuck out on their own
helps to keep them alive. Remember that if a line of fire
goes within 2” of another Skaven regiment they can’t be
singled out for attack. The best thing about poison wind
globes is the fact that the victims receive no armour
saving throw so they are a particularly good way of
dealing with cavalry and other well armoured troops.

I’ve found that the Jezzailachis are best kept together in
a static position where they have good lines of fire and
can afford decent support to the rest of the army - the
top of a hill, a building or similar location. If possible,
Jezzailachis should be placed towards the flanks to
open up the opportunity to get raking shots into the
sides of units and cause maximum damage from a hit.
Also look out for (and shoot at) regiments in several
ranks and/or behind each other. Unfortunately you're
never assured of a hit with Jezzails (the crews only
having a BS of 3) and when you’re most desperate they
invariably miss so don’t rely on them to win the battle
for you, though they can help a great deal.

Jezzail team in action.

Occasionally Jezzails will cause a particularly telling
piece of devastation, such as happened in one game I
played when an entire regiment of High Elf Shore
Riders was wiped out by a single hit from a Jezzail
team. These little incidents put the wind up your
opponent so badly that he expends a serious amount of
effort trying to silence the Jezzailachis.

Jezzail teams are vulnerable to both missile fire and
direct attack and I think the best way to protect them is
to associate them with a Skavenslave regiment and
place a decent leader in command of them. This way

wD24

any casualties you suffer can come off the slaves first.
This does run the risk of the low morale slaves breaking

and carrying away the Jezzails but you could always
pull the same stunt using Clanrats or even Black
Skaven. Just remember that Jezzails can’t move and fire
so you could hamstring your efforts severely by tying
up valuable troops.

I was initially unsure about using Warpfire Throwers
because of their high cost, 81 points per team, and their
range of just 12”. However, recent experience has
taught me that they can be just as worthwhile as other
weapons, if not more so. A Warpfire Thrower will turn
the most powerful hero or monster into a pile of
bubbling goo if it inflicts just one wound on them. They
are also handy for mindless acts of destruction like
setting fire to buildings, bridges etc, if you're prepared
to take the risk of them blowing up (which I am).

The 1” move penalty on the Warpfire teams does tend
to mean they get left behind so it is a good idea to place
them guarding the flanks or following up in the centre.
Just like the poison wind globadiers, Warpfire Thrower
teams can lurk around the edges of regiments to avoid
missile fire. Teams could be placed within regiments so
that they can stand and fire if the regiment gets charged
and gain any leadership bonuses from the regimental
commander, but the risk of an explosion destroying half
the regiment is a bit grim. Cost prohibits fielding too
many Warpfire teams<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>