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LET’S SMASH SKULLS

WARHAMMER is the long-awaited
dual system for fantasy gaming
written by Citadel Mimatures’
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 Lo
enjoy.

e

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 s disiributed by
Games Workshop (US), PO Box 2537, Gaithershurg, MD 20870

and available in your local game or hobby store.
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Welcame to the first CITADEL COMPENDILIWG Public demand
has encouraged us to attompt to illustrate our entife range l_ur
the first time. We have optod for ling {llustrations in the main,
as we find the printing of photogrepha in catalogues to be o
rather unpredictable process, and we believe that drawings are
the best way of letring you know what the models actually
ook like:. we welcome vour views on the subject! Of course,
we can anly show models avallable at the time of writing,
Citadel's policy of systematically re-muodelling the selection
available across our entire ronge means that even as you read
thiz the rumber of models available will have been changed
and extanded, Some codes will consist moatly of models from
our old stalwart Fiend factory and Fontasy Tribe ranges, but
wa are reworking our new codes at o rote of about three @
month, and you can be sure that in the near future you'll be
seaing exciting new models of which ever aubjects particularly
intersat you.

Qe plans for the near future include:=

W@&@@% TO THE MKCITHDEL cgmm

This brings us to the concept of the Citadel Compendium. The
Compendiuvm will alflow ws to fegularly bring you wp to date
with our latest developements, it will take the form of an
ireegular journal; featuring complete current listings with
illustrations. We will also take the opportunity to run articles
on our maodals and related topics, snd to publish scenarios,
rules and additional material for WARHAMMER role-plaving
rules. Our staff are busy writihg material for the next (ssus,
bt we hope that you, our custormers, will be contributing too.
We alse hopo Lo eontinue. with our letters page, Eldriteh
Eplstles, in the pext lssue, so please feel free to write with
your commants, gquastions and suggestions, articles will also be
vory welcome. To avold confusion, please address vour
correspondance to ¢ Bryan  Ansell, THE CITADEL
COMPEMDILIM, 10 Victorla St Mewark, MNotts. FPlease be
sune to use @ separate sheet of paper fram any mail orders ete.

More Runequest models, bath individual models and boxed sets, Including Runepriests complote with
thair familiars, Fe-made Dragonewte and individual monsters.

Some splendidly ferocious BUCBEARS.

Malor re-working and additions to COL:Fighters, cur most popular code.

mew Diorama sets, Including Engines of War with Fantasy Crews.

A new range of Dungeon accessorles featurlng chirats, urns and ather itams.

Our first WARHAMMER supplements featuring army lists amongst other things, We're really excited
about Warhammer, having been playing with them for pver a year now, and have plans for printing
several supplements, o well as running additional material in the COMPEMNDILIM,

ROGUE TRADER: ocur Science Fiction Role Playing Rules, We'll be re-making and re-titling our
Spacefarers models to coinclde with the release of these.

Same, hopefully most, of these should bi roady to appear in the next lssue of the CITADEL

COMPENDIUM, together with s few surprises!

Best Wishos

Bryan Ansall

The Drowings and Fhotographs in this catalogue are not to scale.

Oetobar 1983
Citadel Miniaturas
10, Vietoria Strect
MNewark

Motts
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Unlike |ust about every other fantasy game on the markel ,
Warhammer has been built firmly from the models up. From
the onset Citade] simed Lo produce a set of playabls rules thal
wiild enable. gameérs to wse their full collections of models;
thus facillitating gaming on the grand scale, with whole armies
of strange and heraie fantasy soldlery. Meedless to say, this
turned up a number of unique problems of design. How, for
example, could combat be quickly resolved without losing any
of the character of established role-playing systems? How olso
could maogie be sccomodated onto the battlefield? wnd what
about the 'all too obvious' effects on morele caused by huge
maongters and tercifying spells?

In meeting these unusunl requirements the wsuthore of
Warhammer have prosonted the qomer with some novel idens.
The gama rules ore contained in o three volume format, within
o sturdy box. The firsl volume i callod Toblotop Battles, and
provides all of the basic rules for movement, sheoting and
combat. The remaining two volumos expand the scope of the
rules to include Wizards, spells and magical items in the Magic
volume, and charocter development and creating sdventures in
the Characters book, Whilst different sorts of dice are ubilised
for most of the gencration gystems, the mainstay of the
combat rulea is the traditional D&. This gives Warbommer
games a solid and comprehensible 'game-flow', so much a0 that
mast of the rules can be committed to memory within o fairly
ghort space of Lime,

The Tabletop Battles volume hag some quite innovative
material contained within o almple playirg mechanizsm. Ench
of the players takes 8 turn in rotatlon - perfarming all of the
usual actions, movement, shooting and combat. There,is also
an extra movement phase after shooting snd combat, this
allows unengaged troops and skirmishers a chance to move
again, although vou may not uge thls extra movémont to
initiate combat. This added move makes troops more mobile,
g0 units don't got stronded all over the place. Two movermont
Tohnaes* also allows claver players to use their misslle men to
full advantage. Movement itself is falely standocd, with fixed
move rates nnd penolties for the wvarious types.  Aeriol
movamont is practical and effective, permitting flying troope
a high degree of mobility and flexibility.

Shooting and combat both use o 1 model/] dice system, rolling
o D6 for each modal firing or fighting to determine hits. Your
chances of hitting depond on your Bowskill, for missile-fire,
and Weapon Skill for combat. Each varies fram ! upwards,
with gobling and most moengters down the low eand, and heroes
having levels of up to 10, Any hits caused are resolved, agnin
with. s D6 , and the results depend on the Strength of thi
attacker and Toughness of the defender, This two-level system
allows monsters to be clumsy and awkward, so they don't hit
often, but powerful, so they can take more damage ond ony
hits they score tond to be devastating. MMoat of the common
‘massed ranks' creatures, such as mon, alves, goblins and
dworfs, can take only o single sucesssful strike - ealled a
Wound - and are dead, Bigqer critters get more Wounds,
whilit heavily armoured Individualz receive a saving roll.

a playcr’s guidc fo
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Parhaps the most intaresting and original perts of the game
mechanism aro the Psyehological Factors, These represant the
various effects of magical attack, large monsters and
frightening things in general, Each of the effects is described,
with an Appropriste charl to determine troops reactions,
Testing Iz dene on @ wunit basia, although heross  and
persenalities may be immune to certain of the effects. The
tedts are simple D6 rolls, end do not inhibit the flow of the
gome at all. Factors covered are Fear, Terror, Frenzy, Hatrod
and Stupidity. Fear and Terror are, [n effect, twa levels of a
similar factor. Teoops failing to make saving throws tum and
flee when presented by somathing they Feoar, or else refuse to
engage thoir onddry, Franzy allows some of the more mentally
unitable troops to oo Into berserk killlng frenzies, very
worrying It Is too. Hatred simulates nnimosity batweon certain
roces, compelling some Lroops to ottack others despits the
ecantracy Intentions of their commander. Stupldity s just that -
o creature subject to Stupidity hoas a chance of occasionally
dogongrating Into o slack |owed and inoflfective wvegetable
whon foced by saome pressing problem.

Further mules cope with flying ecredtures, Lhe effects of
paisons, regenerating crestures and the differemt kinds of
monsters. Thare i slse a eomplete introductory seonario, The
Ziggurat of Doom, which is intended to familiarise the players
with the basic mechanisms.

aerral ocover art for the Werhammoer gams. These |lHenrations, snd

theao imaide the bools weie all deasn by slall artist Tany Acklind,
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Wo've all been spmozed by the response ond enthusiosm which
has greeted the laupch of our own Games System -
Warhammer, the rules that alloew you to fight fantasy battles
on the tabletop. The letters and idess have been, guite
fiterally at times, overwhelming, Groups of players all round
the countiy have bean using and adapling our rules to theic
own onds - and judging by your lottors with same interssting
results. Ourselves, wall we are very happy to seo our ideas
gxpanded and madified; its all very encouraging and bodes wall
for the future. Keep the idess coming. Meanwhile we hove
arcnnged  this  selection of  rules  ammendments  snd
moadifications which should clear up 8 few mistakes which
crept inta the rules. Occasionally we've found that what we
wrote was not 8% clear as we intended - so 8 few wards af
explanation on vital points are included too.

THE TLIRN SEQUENCE

Val 1 p5 says that both players may shoot in the Shooting
Phase - this s & Toul lie! in fect only the Active Player may
shaot. The only exception s 'Return Fire - goe noxt ssction,

RETURN FIRE

In & players Shooting Phase other players may sttempt to
ghoot with Tigures whose Bow Skill is 6 or mare, Throw a D6,
add 1 for each point of Initintive. If the result is 10 ar more
that unit or individual may shoot. This doos not prevent them
firing ngaln in their own Active Tum.

FIGHTING DEFENSIVELY

Thiz is on advonced alternative rule designed for goames
invalving only a few (less than 10} modals a side, although it s
applicable o any sized game. Any choracter model - a Haro,
Wizard, ete, = may choose to fight defentively in cormbal. This
means he forgets about trying to kill his apporont and just
concentrates on parrying and trying to stay olive. This is
particulorly useful if you find youself totally sutelassed in
cambat. You must declare ot the beginning of cambat that you
intend to Fight Defensively. Having done so you roll to hit ps
narmal but with a +2 dice meadifier - you will rall first even if
your epponents Initiative ks higher and he would nacmally have
the first blow. I you succeed in hitting your opponent then you
cauge no damane - but your opponent may not attompt to hit
you; you have ‘blacked® his blow. You may fight denfinsively
at_i:\iml a8 many individuals as you have attaciks,
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WEAPONS DIFFERENTIATION AND OTHER BONUSES

ThHere are same of these linted on p 23 of Vol 1. Maore dotall
can be included In your games by introducing more bonuses Lo
caver oxotic weapons and situations. The following  list
summarises tha facters given in Warkammer and (ncledes 5
few new ones developed by purselves and other players. You
can cul this chart out ard paste it Into your ecopy of
Warhommer pver the axisting chart. ’

i Initintive ToHit To Kill
|
ICHARGE /COUNTERCHARGE il - -
(FIGHTING ROUTING ENEMY . ] +]
ILANEERS sl - #1
JARMED MONSTER 544 i : sl
LONGER WEAPOMN +! - .
ILIGHT WEAPON va SKIRMISH #l o] .
ILIGHT WEAPORM va SHOCK, - . . |
|CROSS DEFEMNDED QBSTACLE -1 -1 -
|HEAVY WEAPON va SIKIRMISH -1 -l o
JHEAVY WEAPON va SHOCK - ol -
JHEAVY WEAPON vs ALL . . ol

Mew ltemz which won't be familiar are Crossing Defended
Obstocles and Heavy Weapon ve Shock. If you are attacking
troopds wha are behind some sort of cover - goch @8 @
barricade, hodge or wall = thes you will suffer o penalty af -1
"To Hit' and =1 'Initiative’. Once you have pushed bock the
defenders you have ‘sorambled' over the obitacle and thero is
na penalty. If the defenders pugh you back thon they don't have
to follow over the chatscle - but Ehe unit pushed bock still
ratreats 2® a8 normal.

Feavy Cutting and Thrusting Weapans - basically two-handed
weapons ond heavy pole-arma - receive a =1 'To Hit' bonus
when fighting troops in Close Order. This is because troops in
close opder hove little room to duck or dodge.

An pdditional borus which we have intreduced into aur own
garmos |¢ the «2 'To Hit' ond + 1 "To KIIL' if you are Fighting
Routed Lroops.



PERSOMAL CHARACTERISTICS « ADVANCED RULES

In the bagic Warhammer game we [eft it pretty
mueh up to the Games Master to determine a
characters ability te handle special situstions
ardd perform extra-ordinary feats. We said that
the Games Mastor should use the Personal
Characteristics to judge any situation, giving &
character @n arbitary chance of aschioving an action and
madifylng according to his 'Cool', 'Intelligence’, "Willpower" or
‘Leadership' depending on which seemed appropriate.

Well now we'd like to pazs on same of the advanced rules we
have devised to utilise these 'Characteristics’s. Thess are only
used |n conjunction with the 'Personal Characteristics' of
individual heroes, officers, champions ate, "other ranks' are all
considered to have average characteristics,

CooL

A echaracter's '"Coal' determines his temperameont and ability to
keep himaelf undar control in stressful situations.

Characters with @ Cool of 2 or less are always subject to
Frenzy, and must make n compulsory throw when within
charge range of enemy or when they are fired at. Rules for
disgarding of armeur while in Frenzy are waived for these
unstable characters.

Characters with a Col of eleven or more are NEVER subject
to Frenzy, even if caused by magic.

Charasters with o Cool of 12 are immune to Terror and Fear,
aven if cauged by magic. They are also immune to 'Aura of
Command' and "Mind Control' Spells,

WILL POWER

A sharscter's Will Power reflocts his personal determination
and solf possession. Accordingly characters with very high
Wil Power' levels (of ten or more) can be very resistanl to
magle. Such choracters are termed 'magically resistant’s

Add the "WIII Power' of the magician casting a spell to his
“astery Lovel' (Magical weapons are mostly considered to
have 8 Wil Power of 10). If this total is less than the Will
Power of the magleally resistant character then he in entitled
to o D6 Saving Throw. This will be 1 pip' on the dice for each
polnt advantage - 1 ‘pip' is 6, 2 'pips' 5,6 and so on. If he
makes his Saving Throw then the character takes no damage or
effect from that spell. Of course, this rule will only apply to
you H. you have a Will Power of 10 or mare.

Characters with a Will Power of 1 or 2 always take double
damage or effect from magle.

Far examplei- A magically resistant character, with a Will
Pawer af 12, is attacked by a Fire Sall from a wizard with Will
Pawer B and Mostery 2. Subtroct the wizard's Will Power and
Mastery (842 = 10}, from the character's Will Power (12}, This
works cut ae 12 minug 10 = 2. Thia gives him a Saving Throw of
2 ‘pips’ - or 5,6 on a D&, If the same character were to be
gttacked by a goblin wielding & magie seimitar with a +2 'Ta
Hit* and 2 "To Kill', then this weapon would ecunt as having a
Will Power if 10, Our character must again make his Saving
Throw to be Immune to the weapen's magic powers, if he
makes the throw succesafully the weapon will count as a
narmal seimitar for that round of combat, More powerful
magical weapons will have extra plus factors for 'mastery’s

If you use this rule then Dwarves will be particularily resistant
to magic, becouse of this Dwarves with a Will Power over ten
will be 30 out of tune with the ways of magic that they will
not be abile to become Wizards, Dwarves never were over Keen
on things mystical anyway. Dwarves with a Will Power of 16
whll then be totally immune te the effects of magic, they may
not use magic items and cause Fear in any Wizard they
osppraach within 12" of.

11

LEADERSHIP

A character's 'Leadership’ determines his ability to lead mnd
organise other people. In units of troops the "Captaln’ of the
unit may add 1 to the Saving Throw againat Fesr and Terror
for the whole unit if his Leadership Factor is 3. He may add an
additional 1 for each Fector 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,

'Captaing' with & Leadership of 3 or more can try to stop units
reacting to Hated Enemy = Rall a D6, you will need to score o
& to stop the unit reacting for that turn. Add 1 for each point
af Leadership ahove 3,

When Throwing for Morale a unit "Captain’ moy add 1 to the
dice if his "Leadership' is 3 ar mora,

In combat the leader of a unit may ehallenge his counterpart
in the opposing wnit to A man-te-man combat. If you refuse a
challenge then your Leadership value is reduced to 1. If the
pcombat is accepted then the two models must fight each other
= until combat is over or ane of them is killed,

INTELLIGEMNCE

Character's with a high Intelligence rective a percentage
bonus on the Experience Paints thet they earn. Characters
with a really low Intelligence suffer cartain penaltion.

Characters  with
STUPIDITY.

an  Intelligence of 1 are subjoct to

Characters with an Intelligence of 2 or less are unable to
aquire more than 1 skill - they will not be able to learn to read
or write and suffer s minus 25% Experience Paints penalty.

Characters with an Intelligence of 4 or less may not become
Wizards.

Characters with a  [Intelligence of 10 receive a «10%
Experience Points bonus.

Characters with high Intelligonee may lesrn neve Skille quite
quickly, and Games Master may wish to take this into account
in eertaln altuations. For example a character with an
Intelligence of 10 could have o 10% chance of being made
aupervisar of a workshop if he is working there, or a character
working sz a Sailor could have a 10% chance of being
promoted to Mate and so on.

"OTHER RAMKS'

Ordinary ‘rank ond file' members of e unit do not have to roll
for their Porsonal Characteristics, They are considered to
have average values - which are.

Cool  [ntelligence  Will Power
tagically
Dwarves 5 9 10 Resistant
Elves T 9 7
Ben ¥ 5 -]
thost others 7 5 5
Lt
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THE LLEGEMND

Kremlo was an orphan Slenn, washed up on the shores of
Saouthern Lugtrin, Here he was found and adopted by the
Chieften of the Morse village of Skeggl. Despite the vile and
rather sickening appearonce of the [nfant Kremnlo, Harold
Stoutback, who was o fine man ond an oulstending foster-
parent, Lreated him exoctly as ore of his own sord, Although
quite why he did this 1s less than clear.

Mow, befors this tale can be fully understood, it most be
exploined that each of the many tribes of the Slann were
distinguished by unigue markings along thelr spines. Kremlo
was a reptile Slann, his spine was bright blue, he was of the
BlueSpineSpick tribe.

Anyway, lIfe went on in the Stoutback household in 8 more or
less normal fashion for twenty or so yveoars, until one fateful
spring day. Harold Stoutback and Ven, his sldest natural son,
were gut hunting in the mountains. Actually they had been
ambushed and killed by bandits, but as yet no one in Skeggi
knew of this. This left Kremlo a3 the technichal leader of a
Marse Tharpe; a unlque position for o reptile.

He was going to regret this day - badly - but little did he
realise the sort of grardioss hassle currently speeding his way
through the cool oceanic streams. His tribe were in their
spawning cycle. This sporadic phenomenen was marked by the
youmng adult malos painting their skin, forming warrior cliques
and infusing sacred borbal preparations. Then, frenzied and
nalpleasly manic as a result of these religious narcotics, they
would take to the open sea for weeks, sometimes saven months,
and couse trouble all along the comsts of Lustria,

Kremlo was at home when about three dozen hall-crazed Slann
hoaliguns [umbered out of the water and butchered a group of
fishwives wha had been contentedly mending nets on the ses
shore. Immediately oll hell broke loose. Most aof the village's

A \WARHAMMER 86
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warriors wore with Stoutbeck in the mountains. Kremlo, a fow
fishermen and the local berserkers, who had been drinking at
the time, became involved in a bloody frocas with the Slann
braves. Eventually after tremendous numbers of teeth, bonea
and limbs had been smashed or cracked, Kremio and the
sottlers boot off the Slann.

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

That evening;, while Kremlo was still floundering in a sea of
rage and terminal anger, word arrived of Stoutback's recent
demise. Kremlo wes now Chieftain. This had always been
Sroutboek's wish and most of the village reluctantly sceepted.
Somae, Mremlo's two younger step-brothers imainly, wera Inss
than happy about Lhe whole thing, But they kept quiet shoot it.

By the time dawn broke things wera fairly tense in Skeggl. The
berserkers, steeped In claggy gore, hed been up drinking all
night. Ghod thoy were in 8 bad way. Kremlo was already
beginning te crack, Could it be that he too was suffering the
subtly disturbing effects of the Slann spawning cycle? Mobiody
had got much sleep.

Some time around midday Kremlo and the berserkers had
ecided that revenge was necessary, retribution became the
ardor af the day. 50 they decided to hail out the warboat and
croga the Gull ta Central Lustria. HKremlo's instincts would
lead him to his tribal home's spawning grounds, there the
blogd-letting would really start. Talk of gerwcide was
rampant, the wounded from the previows day still wailed
pith fully.

They set sall by evening. Thoughout the voyage Kremlo
bahaved nervously, pacing up and down, taliking to himseif,
The berserkers refused to stop drinking. Heroically they drank,
keeping themaelves awake by singing berserker songs. Sven and
Ben, Kramlo's two younger stepsbrothers secrotly plotted to
kill Kroemlo ond get themselves out of the whole moss, The



ALCOHOLISM

Certain groups or characters can be subject to ALCOHOLISM,
Evary time any kind of action or fighting begins roll 206 for
each group of sleaholics.

Result

2.5  Only just started the days drinking - no effect

) Rosy Glow - Initiotive <2,

7 Intoxicated - Initlative -2, Weaponaklils and Bowskills
both minws 2.

8 Drrunk - Ag Intoxicated but the figure has already loat
most af his or her ability ta feel pain and so may Lake
an extra Wound paint.

9 Roaring Drunk - As Drunk, also the figure bocomes
subject to "Stupidity’,

10 Senseloss. As Roaring Drunk but the Initiative ponalty
in incressed to -3, as are the Weaponskill and Bowskill
pennlties, Throw D6 for each blow:s

1,2,3
4,5,6

Blind Drunk. As 'Sonseless’ but the figure also becames
subject to the Tollowing rilea:-

+2 "To Kill'
<2 '"To Kilp

11-12

o,  May only see things within 12"

b, Is subject to Drurken Frenzy. Must
make o roll fer Frenzy each turn
anemy are in sight,

e Roll 204 at the end of your Active
Turn. A Score of 2 and the figuro has
deunk himsel! sober and suffers no
further aleohlic effects. [f, however,
the score on the two dice is 11 or 12
then the figure passss out for 206
Turns, Rell again for alcoholism whon
hir comes round.

Same types wre more or less alcobolie than others - this s
exprossed as @ plus or minus modifier In the same way s
STUPIDITY (see Warhammer val, 1), The Skegqi berserkers are

always vory drunk o are subject to Alcoholism <2, (ther
Warhammer types subject te Alcohalism ares-

10% of Halflings
15% of Dwarves

Hill Giants are ALL subject to ALCOHOLISM +3, Elves, of
coarse, are all committed temperance workers and never
touch a deap lexeopt for strictly medicinal purposes),

Of course as the poor aleghalic becomes gradually more
inebriated his wsual persanal characteristics may become
altered. For example a character normally sophisticated and
charming may find it hard to be charismatic whilst staggering
thraugh & missma of bpown ale, cheap whisky and chesse and
onion crisps.

Accordingly the personal cherancteristics con be altered by the
Games Maater as drinking proceeds,

Cool Intelligance Willpower Fumble
Rosy Glow - - -1 ol
Intoxicated -1 -1 -2 «2
Dirunk -2 -2 -3 *3
Roaring Dk -5 -3 il i
Senseless -4 -4 #2 *3
Blind Drunk -3 -5 vl L]

Wizards who like to tipple can be o porticular hozard - through
the babblings of alesholle stupor a magical aceidant is almost
inevitoble. Accordingly incrense the Fumble Factor by +1 for
Alcohalle Wizards (even when soher) and by the sdditionsl
penalties indicated for Fumbles when drinking, Alcohalic
Wizards always roll for Fumbles everytima they cast a spell,

Players and Gameos Mastera are invited to elaborate and
turther expand the rules on Aleohallsm - who knows sne day
we may well see the emergence of Alcoholics a8 o character
class, and then......Anti-Aleoholins,

RICHARD HALLIWELL

SAFETY AND YOUR CITADEL MODELS

Ciltodel models are designed and manufectured to the highest
stondards, they are intendod for collectors ond a3 playing
pieces for gamers - THEY ARE NOT TOYS.

Citadel miniatures are made from & teaditional type of alloy

than contains lead, Lead can be harmful if ingested, however
there is no danger il you are sensible,

PLEASE

DO MOT PUT THEM IN YOUR MOUTH
DO NOT BUY THEM FOR SMALL CHILDREN

Citadel models should never be given to children under Len
years old, antd nol to alder ehildron who you eannot Lrust not
to suck thwm,

The alloy we now use, which we find idenl In teems of
durability ard fine detail reproduction, is somotimes sulb ject to
A certain amount of dis-colouration. You will accagianally find
that castings are coloured In shados of blue, bronze or nald.
This in fo way effects the rmadal, ather than in giving it an
urwsual finish, and thoy take paint entirely normally. We
recamimend that all models are ‘primed” with an cellulose
bazed imatt white paint before painting.

17
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WARLIAMMER,
A everyhody knows, gobling are an extromely quoerelsome jot.
They grgue amongst themselves, fight and sven kill each other
without much provocation. The only thing that keeps these
crontures from their own throota ia the prospect of killing
something elso. The Inter-goblinoid Animosity Chart provides
fulas for goblin troops gaing out of control and attacking thair
own traops, abuaing thelr officors and behaving in a genorally
delinguent. manner. The idea for @ chart of this kind was born
out of playing large scale Warhammer battles, with entire
units of models rather than individual gobling, However, the
iden is alsoopplicable to individual gobling and can be adopted
into any role-playlng game system.

IMTER-GOBLIMNOID ANIMOSITY

A 'gablinoid” is & ereature of general gablin stoek, and here |
would include all goblins, bobgobline and ores ss well os cross
bregds, All of these types may be subject to Anlmosity - that
la; they don't like each other very much!

At the baginming of his turm a player whose armies includes
gotlins or goblinoids must makes o check for each Regiment
that is not alrendy engaged in combiat. Roll a D6 = if a 6 s
thrown then the Regiment becomes subject to Animosity for
this turn, and may possibly lose contral. [f o ecore of from 1 tn
5 ig thrown then the Regimaent is under contral and behaves as
required foar Lhis Lurm.

Regiments which have scored 6 must test immediately for
Animosity. Friendly gobline wha find themselves in combat
with each other, duo to the sffects of a previous turns dice
roll, are always subject to animosity ond Lest sutomatically. In
such & combat both Regiments must be brought under contral
before the fighting con cease. If two squabbling goblinaid units
are attmeled by enomy troops then they will instantly forget
about each ather and fight the newcarmers.

Raoll a D6 and modify os follows

AL The Leaders Leadership value. (Varies from 1 -
ineffectual, ta & or mare for heroes.)
AL One (1) for each enemy Regiment within 207,

Add three (3) instead if the Regiment is of
dwarfs - gobling hate dwarls,

DEDLCT One ({1} for each ‘friendly’ Regimont of
goblinoids within 20", Deduct twa (2} if the
Regiment s of & different goblin or goblinoid
raci.

Mow wee your score on Lthe animosity chart to find out what
thot Regiment decides Lo da.

Score Result
Balow 1 The Regiment loses all asll control and
attacks the nearest goblineid unlt, charging
ard giving missile fire where possible.

1-2 The Reqiment will charge and fight any other
unit of gobling within chorge reach, taking any
opportunity to fire missiles. [f there are no
goblins within charge reach then the Regimant
will halt for the duration of the turn and fight
amangat itaelf. Fight hall the unit againat the
other hall.

3 Some internal sgquabble develops Inta an open
brawl within the Regiment. You may not mave
at all this turn, D6 members of the Regiment
docide ta fight amongst thameelves.

4 ar more The Regiment ia still wnder contral and

bohaves as normal, swoaring, cursing, spitting

nnd gestjculating but not sctually fighting.

Reactions apgly only for the rest of that turn. A character
madel, such 38 8 hero or wizard, may interject himself into o
qablinaid Regiment that is out of eantral and try to “ort ‘em
out', He may then add his Leadership levels to the Regimonts
dice throw instead of the ordinary unit leador,

Advanced players may add character to their goblin units by
taking into account the past record of esch Regiment. If, far
example Borg the Red% ‘Red Gobling' were to  attack
Dagmutt's "ight Goblinag' them it iz Lo be expected that
Dagmutt would be ‘out for revenge'.

Every time a3 goblinoid Reglment fights anathér 1t receives 1
'Amimasity Point® {AP) against that unit. Record Animosity
Points, 1f you have AP's agolnst any unlt within charge reach
you are more likely to loses control snd become subjoct to
Animagity, add any AP's you have against ome such unit ta your
initial 06 dice rall, This will be the hlghest posaible, If two
units are within charge reach you will ignore the one you
dislike least, If you go out of control then you must try ta
attack tho Rogiment you dislike most.

After & few battles goblin Reglments will all dislike each
other so much that they become to all intents and purposes
useless,  This may be realistic, but |t e bit impractical.
Therefore, as goon as your AP reaches 5 the Regiment can
decide to ‘bury the hatchot'. This is done in one of two ways.
In the first way the Regimental Leaders got together over o
fow beors and ogree Lhat fighting is o bit silly and It would be
a good ides to stop it. There is a 10% chance of this mathod
warking = if succosaful reduce AP to zera. If the first
method falls then the second methed will be wsed, This
involves the Regimental Leaders fighting to the death, Fight
the combat in a spare mament, 1t will make a good baala for a
mini-game. Winning leaders can install a rnow loader over the
defoatod unit, Bow leaders con be genarated, or may be minor
herons bs appropriate.  Losing leaders get saten. AP's are
reduced Lo zoro.
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SPECIAL

Specinlity Set 1t Warriors of Chooo

L. Ulvar Wileblonad

2, Skathor Skullsmasher
3. Kardos Bloodhelm

4, Behmoth Blacksward
5. Athgul Evilhand

6. Drakar Deathbringer
7. Ogroth Darksoul

8, Marthog Doomaxe
9. Uthmog Elventans
10 Mekris Demonblade

Specinlity Set 4 - Coblin Raiding Party

L. Warlord Uber Earbiter - Goblin Chiaften
2, Ubar's lisutemant - Dglish Sharpout

¥, Stmman Pogo Wildehant

4. Discipline Mastar Snurd Hideflayer

5. Gaoblin Champion - Targ Dwarfamaghor
6. Bulbug Oreleaver with Warhammar

7. Zurguah Wartplcker with Sling

8. Urag Legeatar attacking with warpick
2. Gugblad Childsplatter with marning star
10.Morgus the Flatulant with spear

Speciality Sot Sa: Warrior Knights of Law

1. 5ir Lamorak de Gales

2. Sir Blamor de Lanis

Y. Sir Villlars the Vallant

4. Sir Melias de L|sle

¥ 5ir Melian of the Mountain
&

T.

8.

Sir Baudw in the Yirtuous

Sir Aliduke Dregonbane

Sir Codor Colestor -
9. Sie Palomides Pursheart
1. Sir Lanceor de Lesl




CITADEL MINIATURES

Presents
BRY/ANFANSELIYS
HEROIC ADVENTURERS!

Skarlos: Half-EIf Hora 6. Phaidan Emiritus: Claric
?. Pereqgrine Redshirt: Wizard 7. Helen: Lawful Adventuroess
3. Odan Grimbeard: Dwarf Hero 8,  Gavin: Lawful Knight
4. Olaf Thorgimson: Dwarf Hero 9, Carlon: Lowful Knight

5,  Yamato-Taliahic Snmurai

CITADEL PRESEMTS - o sories of
boxed sets Teaturing the wark of
internationally famous maniatures
sculptors. Ench set Iy designed and
produced as @ unigque of fering from
goma af the major tolents throughaut
the modelling world,

CHAOS MARAUDERS

l.. Enkalan of Garusa: Wizard

Z. Guordaman Toyne: Chaos Warrior

3. Guardsman Heely: Chaos Warrior

4. Chorsheema the Impaler: Goablin Champion
% Cormantl of Khorne: Evil High Priest

f.  MNum-tin: Giant Hobgoblin Champion

7. Arralrock: Ogre Champion

The Monstrous Orc War machine ls
the first In o series of giant engines
of war. Models planned for future
rolense include on B whooled-
Juggernaut with a erew of Dwarfs, a
Bambard and moee atane and balt
throwers: All of the crows will be
lorgely interchangabla.

The War-Machine assembled
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BY RICK PRIESTLEY
s

BRYAN AMSELL

THE FORCES OF FANTASY - Fighting Battalions, Army Lists
and Troops Typesshustering the Army, Shicld Patterns and
Uniform DetallssHeroes and Wizards, Mow Generation System
for Battlefield Heroeas Advanced Ruless

censeesannss. ThE Forces of Fantasy, Citadels new Warhammer
Supplemaent prasents players with o hoste of fantastie warriors
ond fighting characters, introduces varied ottock modes for
Glants, the [read MNight Goblin Fanatica, War Engines,
Chariots, Regimental Champions and mOrf...

By BRYAN ANSELL

THE REALM OF CHADOS - The Mark of Chaos, Chaotle
Attributess Chaos Champlons - Rele-Playing 8 Champion of
Choose Chaos Pantheon, Cheos Gods, Their Followers,
Dermons, and  CresturossRune  Weapons, the Power  and
Potency of the Magic RunesDemon Swords, Damonic Weapons
for Charasters«Demon Shialds

pasannee Thee Realm of Chaos, o Supplement for Citadel's
Warhammer Game, tokes you through the dominions of the
steange and terrible Choos Gods. As o follower of the Gods you
accept an essy rond to power - but will you survive the
puasage unchanged? or will fate warp your mind and body into
something na longer human....



il BN 0

clyaApELl’S SF Role Play System

. ROGUE TRADER
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ROGUE TRADER-Spacecrall Combat in Deep Space*S5pace Sectors *Space Lane Encounters®
Desp Space Encounters*Planetary Encounters® Journeying to Planeta*Role Playing the Ships
Crow *Baunty,Commaree and Piracy *Systams and Repairs®Alion Trade *Encounters and
Technalagy®....con you survive an encounter with Dr Gostalo's Amazing Inter-Galactioc Peycho
Clircus?,can you handle Fear and Loathing in Los Asteros?,Find out with ROGUE TRADER.
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THERE 15 NO SHORTAGE oOF
ARTICLES ON THE SUBTECT OF
PRINTING METRL MINIATURES.
HOWEVER THE VAsT MATQORITY
OF THESE ASSUME SOME
PREVIOUS EXPERIENCE ON THE
PART OF THE RERADER [NoT
ALWAYS BY INTENTJ.

SO FOR THOSE OF YOU, WHO
HAVE YET TO MAKE A START
AT THE ART OF BURYING FINE
CAST METAL MINIATURES UNDER

o e —
?ﬁ/’ LAYERS OF PAINT, HERE 1S

@ulds o Painting Minlatures

THIMGS YO WILL NEED,
Paint - of the wide variety ol types that may be used | would modalling knife = n modelling knife and some apors blades will
gecommend the humble tin of enamel, if only because of It ba essential. &
wwailability. Be sure to purchase {he mati type lalthough some
gloss black will prove usefull, Also, o spray can of matt white

witll e FaQuitred. e
HE 6 LE
T!|||-:"|r.r-r.r| -' the above paint may be diluted with white speril or '%E“ﬂ.ﬁv
turps subutitute, L]
;ﬁ".{.ﬂ 2]

Brushes - rather than Ltake oul a mortgage on the best guality
sablé. A& relatively inespensive synthetic-sable mix will do to
gtart with. Buy o brush with the |angest bristles you feel you
cion cope with, The less steady your hands, the sharter the
bristles should be.

;gi'm"r
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It has become a convention amongst gamers that Science
Fiction Gamas snd Fanteay Games are samehow  distinet and
mutually exelusive, An add situation, that in s hobby which
pramates the imagination an ircational and avoidable barrier
should exist, | have woen and particlpated in games in which
the two genres have beoen mized, and these hoeve worked
exceptionally well, keeping the players both amigsed and
caonfused at the same time,

If you own a copy of WARHAMMER, then you probably realise
that the rules are dedigned to be used - if you with change
rules, redraw charts, invent new Sreatures .... anyvehing should
be possible, after all most of the enjoyment from a game
comes Trom invention, And that - hopefully - is where | stop in
wielding a Laser Pistal ard shauting 'Beware of Greeks bearing
particle beam weapons'. Yes indeed, Science Fietion and
Futuristic elements in general meoke a superb cross-over into
any Fantasy Campaign. Thase con be worked very easily into
the usual Fantesy contexts « an old technical eivilisation could
have left behind sdvanced artifacts, wespons, transports,
gadgetry of strange and unknown kinds. Such artifacts cen
becoms  wvitally important to your adventurers, not gquite
understanding how they work - but being perfectly prepared to
take advantage of the fact that they dol

In the following descriptions when 've wsed the word "Tumn' 1
refer to that player's Turn - the Active Player Turn in
Warhammer, When P've used the ward ‘ove phooe® [ refer just
to that part of o Tuen in which the model is moved. S0 |1 an
action takes "A complete Turn® then the model may do nothing
pther than the action = he may not move, shoot ete. I an
action takes "A complete Move Phase' then the model may not
move - bul may shoot, combat and so an. With a bit of
ingenuity these weapons can easily be adapted into any gaming
tystem.

The Laser Pistal

Laser pistols make wonderful side arms for Heroes. A laser
pisto! can be flred once per Tum without effecting the
weapons ‘regenerating batteries'. If the firer has sufficient
attacks the weapon may be fired upto 3 times a Turn, &t

different targets if you wish. After firing this ‘rapld fire' the
weapon won't work for the following 2 Turna whilst the
batteries regensrate. A Laser can be fired with one hand - like
any pistal weapon, A Laser Rifle is a similar But larger weapon
which requires twa handa to use.

The Needler

The Meedler is & powerful alrgun which lires a steel needle,
often polsoned or drugged in some way. The needles are
corriod in @ magazine, each with up to 100 necdles (D100 on
finds), It takes an entire Turn to it a now magazine. After
each shat the weapon noods ta be roprossurised - this takes a
complete Mave Phase to complete. Every shot fires one needie
perfectly, silently and very sccurately, making this an jdeal
weapon for an assassln, Meedlers can be built into ball-point
pens, wizard's staffs, swords or almost anything.
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Thase are the rules we use Tor Choos creaturas in our
Warhammer Games, they are quite simple to adjust for use in
other role-playing or fontasy battle systema.

outeedt, but Coblins, Orcs and the like regard it a3 an honour
and & blessing.

Evil ereatures tread a path very close to Lhat of Chaos, and all
evil or unpleasant belngs (including umans) have a particular
chance of boaring Choos Attributes.,

Chaotic Attelbutes sre the strange powers, disfigurations and
mutations thal mork the bodies ond souls of many creaturcs
whose lives have been touched by Chaos. Merely dwelling in s

portion of the Multivorse whare Chaog lurks elose by will bring Chaotic  Attributes may take a charactera fighting

the curse of the Mark of Chags upen a section of Lho
populntion, In human society to bear the Mark is to be an

Craature

ki 4
Carniverous Bird 1% ol glﬂ-ll :::;I:: hien -‘;,:
Centour Creature of Chaos -10%  02-02 S::Wrttn of Chaos 3%
Chimaora Croature of Chaos -Z0%  04-05 Manfish 708 BG-6T
Domons Domona may have Chaeotie 0607 H;nti.rurt,» Creature of Chocs -10%  68-59
Attribules at théta own : ) ¥
i : Binatnur 5% 70-71
will or that of their 3% 75.77
maskers, About half of See E?;H by 1603
demons encountered will  Demaon . Ba
have Attributes; sither Sub-table gf;:::m Crwwlor ;:: A5-A4
run-d?*r.nj:.r f’hus‘lﬂ o Treamen 1%, except in evil
specifcally selected o enchonied oo -10% 87
n ;;: ol 08 Tralls Creaturs of Chaos -5% 0E-93
u]: ot A s S Undead Where Undead are
E .':r . i A 3 tho spirits of
F#—l o 'I:.l;'a':nnwn ]E.z 17 deceased beings who
Dark Elfs 2% 18-20 bore "f'-}";“”‘“- :
Clants 5o, 21_29 tha spirit form will Soo
Giant Frog 1% 23.24 usually corry ot Undend
Ciant Insects 2%, 7524 least the shope of Sub-table
Giant Rat 294 37.24 those Attributes,
Giant Roptile 1% 29.30 thoy "'"‘" often have
Gohlins e 31.35 na p;rtlmlurc:‘fl&c:.
Griffon Creature of chaos -10%  37-38 Ses REALM AOS. —
Halflings Linknown 39-40 Werecreatures 2% __99:35
Harpy Creature of Choos -10% 4142 Sen Wercereature
Hobgobling 20% 4349 : Sub=table
Hippogriff Creatura of Choos -5% 50-51 Winged Panther 3% L
Lizardmen i £3.53 Winged Serpents 2% 6
MEMN 5455 Wolt % 94
Followers of Law  Maver - Giant Walf 1% 99
Goodly/fSaintly Men Very Rore Wyveen 5% 00

Chaps Attribule

chaoractorlotics boyond the norial lirmits for his race.

CREATURE LIST
RANMDOM GENERATION AND CHAQTIC ATTRIBUTES

% Generation Creatuce

Tl

Chaos Attribute

% Generation



_ When it comes to dungeon design,
we think we have a lot to offer

SANDS
o AND LEVEL 4
THELORE L L JADUD Seenarie

DATE N:?Elm toavelien AP

WHY ISMN'TIT
CALLED
"WHITE GOBLIN'?

Place an order today at your local game or hobby store,
or write for subscription details to:
Games Workshop (US), PO Box 2537, Gaithersburg, MID 20870




Featuring:
ILLUSTH#TAIENS OF THE ENTIRE

CITADEL RANGE OF MINIATURE

IGURES

THE ABSOLUTE BEGINNERS GUIDE
TO PAINTING FIGURES

ELDRITCH EPISTLES
LETTERS FROM THE CITADEL
MAILBAG

T
WARHAMMER E
THE CONTINUING SAGA =
ADDITIONAL RULES FOR USE WITH gl
OUR MASS COMBAT ROLE-PLAYING i
GAME Iﬁ
LiTa
WARHAMMER SCIENCE FICTION e~ 2
¥ |

5%

FUTURISTIC DEVICES AND WEAPONS
FOR THE WORLDS OF WARHAMMER

THE MARK OF CHAQS
THE GENERATION OF CHAQTIC
ATTRIBUTES FOR ROLE-PLAYING
CHARACTERS

THE LEGEND OF KREMLO THE SLANN
A COMPLETE WARHAMMER
SCENARIO



