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LET’S SMASH SKULLS
AGAIN!

WARHAMMER
FANTASY BATTLE
RULES enable you to
re-create fantastic
battles on the table
top. Players take
command of power-
ful armies, cunning
wizards and mighty
heroes in a world
where magic works
and the nightmare
creatures of legend
are deadly real.

The box contains
three rules books —
COMBAT, BATTLE

MAGIC and
RATTI R

BESTIARY : charac-
ter cards. a playsheet

and an introductory

scenario - The
Magnificent Sven.

THE NEW SECOND
EDITION FEATURES A
COMPLETELY REVISED

AND EAFPANDED KULED

WARHAMMER is published by CITADEL MINIATURES, Chewton St., Eastwood, Nottingham and is

available in better shops everywhere. In the USA, please contact GAMES WORKSHOP (1)S), 9110F
Red Branch Road, Columbia, MD 21045,



.-II-

'-L.

WELCOME TO 'EkllE THIRD WADE’L C@ME"E‘MDIJUM

Yot again the never-resting entrails of the Citadel Beast have
heaved forth a new edition of The Citadel Compendium. This
edition is our most heavily Ilustrated yet, simply brimming with
new and redesigned models. Citadel miniatures are made for
gamers and collectors, each and every model is hand-crafted by our
infamous design zombles and brought to you via the machinations
of our dedicated, hard-working and hardly-maltreated-at-all staff.
The Compendium is published once a vear, forming a ecatalogue of
Citadel minfatures that will remain available throughout that year.
This edition will remain good for the whole of 1986 - ar until we
decide to publish a new edition (probably around the back-end of
the year). This Compendiumn replaces the previous edition, and
models illustrated in the ald catalogue, but not in this one, may no
longer be available: unfortunately, our moulds have enly a short
life span, and it iz not possible to keep models in production
forever.

In additinon to the models illustrated hepelin = we eall them the

Compendium Selection - Citadel produce many more for each
individual eade. You can find oul sbout additional models only by
keeping a close watch on your retailer's stock, and by keeping up to
date via the Citade! Journal magazine.. The Journal is published
irrequlary, approximately four times a year; and contains a host of
articles on gaming, modelling and all aspects of fantasy models.
The Journal also illustrates a selection of new models for the
Compendium  Selection, enabling you to keep abreast of new
developments in the fantasy field.

We hope that you'll enjoy the Citadel Compendium. [If you have
any ideas for new models, games or articles why not drop us a line?
Sadly, we are unable to reply to every single letter we receive, hut
wa'll dooour best: an 5.50.E. helps. 5o, don't delay - your ideas may
help shape the future of fantasy maodels and games. Similarly, let
us have your letters and artwork for publication - if we like your
contribution we'll print it in a future Journal er Compendium for
everyone to see.

LBITED STATES CITADEL FRAMCE
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Overseas customers will be pleased to know that Cikadel
Modals are available feom all these enlighting world spanning
autlets. Thase shown in toned boases are the sale distributors
for Citadel Models in their respective countries.
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A1l Beer and Shittles

HOW TO BUILD A FANTASY INN
By Gary Chalk

THE REASOMN WHY

Fantasy litarature is full of inng and taverns. The Prancing Pony at
Hree, Lankmar's Silver Eel and the Vulgar Unicorn in Santuary's
Maze are all unigue and yet all resemble esch other in one respect
= thair clientele. Thieves go s a tavern to plot, wizards to seel
out information, and adventurers to hang about, look macho and,
hopefully, get hired. Anyone who |3 anyone will, at some time or
another, tie up his horse putside and swagger in ta the taproom
calling for ale,

As the fantasy inn secs g much traffic, it's quite a useful model
for @ role-player or tabletop general to possess. As well aa
providing a venue for the ever popular bar-room bhrawl, it can
provide a (relatively) safe haven during the Black-Rider season and
give an encumbered adventurer a chance to part with some of his
cash. As virtually any tabletop town or village will contain an Inn,
the Warhammer genoral con use auch a bollding many times to
pravide a varied range of battle scenarios.

Alcohelic troops will find a tavern's well-stocked bar far mare
attractive than fighting the enemy. Whether, as o general, you
would regard this as an anmoyance or a welcome distraction will
depend on the Eroops under your cammand. . Who in the Northlands
will ever forget the chaos at the Battle of Bugman's Brewery.

A neutral Inn, stuck in the middle of a hotly-contested battlefield
can make for an interesting and unsual three-cornered game, with
the inn-keeper and his guests taking on troops from the opposing
armict.  Thiz would he especially true of an inn whose cellars {use
floorplans and & map) extended in all directions under the tahle.
Blood-crazed tapsters and guests coold pop wp from concealed
entrances all over the place, while intruders entering the little-
uged tunnals and waults might find all =sorts of strange beasts
lurking there,

PLANMNING

Before you rush to your work-benches, the light of creativity
burnming brightly in your eys, it is best to do a little planning. Jot
down a few notes under the following headings:

I--l. ..
s et Bl A ,-’_.,,__

Size. Work out the overall size of the model first. The Lavern In
the phatographs 15 approximately 23 inches sguars, the size of one
of my terrain modules. Someone making their first bullding would
be well advised ta try something a little more modest., Once you
have decided the overall size, vou can then work out the number of
roams. that can be accommaodatéd within the space. 1L iz bettar to
have a few relatively large rooms rather than a lot of small ones as
a figure's base can take up an awful lot of space. A small tavern
could have as few as three rooms: the bar itsell, a kitchen and the
owner's living reom - plus, perhaps, a privy out the back. One last
thing to remember about the size of your model is that when ik is
finished you have to have somewhers to put it. Don't make a
madel larger than your storage space.

The Base. The baze of your model should fit in with the rest of
YOUr warqames acenery, both from the point of view of colour and
general texture. Hy inn was based on 13" chipboord se are my
aother terrain modules. Smaller models could use plygood or
hardboard, [Don't use card for the base of any model of this size, as
it will warp and curl up at the edges. The stranger the base, the
stronger the whole model will be.

Time. The larger the model, the longer it will take to complete. 17
yvou don't have a lot of time, make a small building. You can't use
an unfinished model and the longer it Is left unfinished the more
likely you are to lose interest in it

Style. As you can see from the photographs, "The Man in the Moon
is built in a western-european madieval style, using stone, tiles and
half=timbering. An inn built ina desert land or in a Tforest hall way
up a8 mountain would be built in & different style using locally

abtained materials. A desert tavern would probably be built of
rmud brick, while ans in a forest would be constructed solidly of
timber. [f you feel a bit lost when deciding on the style of your
building, try the junior reference section of your local library.
These genarally have lotz of highly |Hustrated books on history or
life in ather countries which can be very useful.



MATERIALS
biaterial Llae

Chiphoard/plywood/hardboard The base

Mounting card Walls and roof
{avallable at art shops)

Thin card {available at art shops) Roof tiles

Paolystyrene ceiling tiles Exterior walls, where the
thickness of the wall can be
EEEM. Irregularities and
hillacks an the base,

Balsa strip and rad Reams and door and window

frames
Balsa block Chimney stacks
Plasticard Paving stones

Stanmwork texture on walls

Tetrion ready-mixed plaster Texturs for walls and base

Bostik/Uhu Gluing together wood and
card

Wood Glue (Resin W, ete) Gluing ceiling tiles (other
alues melt them)

Emulsion paints Bullding walls and base.
Cefiling tiles (other painta
may melt them}

Citadel acrylic paint or Beams and other details
Humbrol enamel paind

Grass mat Lawn/grass on base

Ready made treasfbushes Base decoration

Ready made fencing Base decoration

CONSTRUCTION

The first step in constructing the model [% bo draw dut a rough plan
gn g piece of paper, with all the dimensions and door and windaw
positions marked. This can save you lots of confusion and wasted
time later. Take your sheet of mounting cord and, wusing a ruler
and a set-square, trangler the dimensions from your roegh and draw
up the wall ond roof pieces. Draw the windows and doorways in
position. It I3 vital that you use a set-squara for this slage of the
operation or the pieces will be so inaccurate that none af them will
fit together properly.

Liging & ruler and a sharp eraft-knife or scalpel, eut the various
pirces. Cut out the windowa and any of the doors you wish to havo
apen on the finished model. | left all of mine ghut, using the hasic
mounting card to represent wood, outlining the doors with frames
cut from strip balss glued into position round the edge.

The next stage of construction is the woodwork on the models. Use
balza strip for the door and window framag ond thicker balsa rod
for the edges of the beams with a scalpel rounding off the sharp
edgas and making them slightly irregular. This will give them a far
more realistic appesrance than if they are left with a 'fectory
finished' loak. Real timber framing often employed whole tree
trunks with considerable Lwists and turns. These were then shaped
roughly with an adze {a mattock-like carpenter’s tool} hefore being
placed in pogition. Only In the houses of the rich were heams
finiched and squared off properly.

Lising Bostik or Uhu the finished beams sre glued into position. As
"The Man In the Moon' was rather large and involved, | decided to
apply beama only to the gutside of the building, the interior wood-
work being confined to doorframes and a raised gallery In the main
bar-roam. The number of beams yvou put on is up to you. Window
and door framas are also glued into position at this stage.

The building walls are then glued into position on the base, again
using impact adhesive. The thickness of the mounting card allows
the corners to be simply butted and glued. As the whole structure
is being mounted on a firm base, this will prove te be quite strong
enough.

The plasticard should now be cut into a number of rectangles of
differant sizes, the maximum being sbout hall an inch square.

These ean then be glusd in ircegular groups on the bage of the
moadal, both inside and cut, ta represent paving stones. Any parts
of the building with stone walls should also be treated [n the same
way. In addition, the corners of any stane walls should be carafully

baullt over with plasticard rectangles to give the appearance of the
heavy stonework found an the corners of real buildings. Mot only
does this make the huillding look more realistic, it also neatly hides
the |aln whare eard is glued together.

Any ather structures, such as fences, inn yard walls, privies and 5o
on shauld now be stuck in position on the basge.

Thin dewn some Tetelon plaster with water and, asing an old brash,
paint the interior walls, covering any plasticard stonework and
painting up to the edges of the beams. The floor should also he
painted over, the plaster being used not anly Lo create texture, but
to fill any gaps Detween the walls and boase. The exterior base
should now be painted with Tetrion, using a thicker mix than was
used on the walls.

While the plaster is drying, it con be quite a good idea to get on
with the roafs. The mounting card roof pieces must be tiled using
thin card, thiz is the most horing bit of the entire model - but it
does give o very realistic effect. First cut the thin card into strips
about 3 long by 38" wide., You will need enpugh of these to cover
the roaf area of your maodel about 1} times. These strips should
then be nicked every 1" or so, with a pair of sclssors to represant
strips of tiles. These should then he glued te the mounting card
ronf sectiong, starting from the bottom edge and working up,
overlapping each suceessive row. The crown of the rool should be
finished off with a folded piece of thin card, The whole structure
can then be painted with thinned down Teteion in the sarme mannge
as the walls,

The model can now be painted, For the large areas of walls, roofs
and base, | would recommend using houzsehald emulsion paints. Nat
only can thay be used straight from the tin, but they can alsa he
mixed with powder paint to give a large range of colours and
shades at a low price. Small amounts af emulsion painl are
avaitable in the form of Crown Matchpots, samples of paint which
contain engugh for several huildings. Peams and other delails are
best painted using Citadel or Humbrol paints, after the main oreas
have boen painted and dry-brushed to pick out the texture.

Thi modal Is now ready for any little details that you feel would
give the ploce character, | added some miniature brewery postors,
but anything from a pot plant to a portrait of the |andlord's mother
will make the place look lived in, Citadel produce a beautiful
range of furniture, beds, chairs, tables and so on to get the building
ready for opening time, and many suitable figues for scullions,
serving maids and the inevitable awkward customers,
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BY RICK PRIESTLEY

In the past, the Citadel Compendium has always Teatured at least
one painting article, and the same s true of our gquarterly
magazing the Journal, However, theze articlex have always
concerntd themselves with the art of painting individual models -
often to & viry high standard indeaed. Painting models in this way,
one st a time, can take forever. This is fine if vou're painting up
an adventurer for a role-play eampaign, or an arimy gencral or
wizard, bul when it comes to painting whole regiments different
techniques are needed, In thia article I'm going to discuss
techniques that lend theinzelves to painting whale regirnents
fquickly and effectively.

PAINTIMNG REGIMENTS

Before putting hrush to paint, think sbout what you're trying to do,
You alinost certainly intend to use your painted regiment as part of
a Warhammer gamea, or o tabletop battle game of dome kind. As
such remember the following pointa:

1. Most of the Lime your modeis will be seen from over twe feet
away. Ajm o make the models look good from a disfance not
from a few inches. Supor-dotall i3 not needed and may even
detract from the overall appearanca.

2.  Your models will be geen inoa large regimental block,. The
models vou choose will create & sort of wisusl rhythm,
asperially 1 they ore all the same = a3 with a Regiment of
Renown. That overall rhythm iz an added dimension thakt you
miust congider. Don't break that chythom by using too many
diffarent colours or subdued shading,

¥ Regimenta of models never stand alone. They will appear
anainst other reqiments, scenery and the tabletop itaelf. Dull
or subtle coloors will simply vamiah in sitations like this, as
will subtle shading and minor detail. Even a bright colour will
appear subduad when viewed fram a distance and amongst the
vaual mass of tabletop green: so don't be afraid of using bright;
strong colours. For the samo reason avold pastels and other
light shades; a primary colour or o shade of eguivalent
strangth will give a-¢clearar; cleaner result.

PREPARING TO PAIMT

For the benefit of the beginner about to embark upon the task of
painting up his Warhammer regiment Il run through the basic
materiala needed.

Knife and files. These are needed to trim flash and other bits of
unwanted moetal from the model. Moulding lines, a thin line of
metal all the way round a model, can be remaved easily with a file.
Vents, runs in the mould that let air out, may appear as strands of
metal or nipples on points of dotail and require filing or cutting
flat. A hobby knife is sharp, so remember, make cuts away from
yoursell just in case you ship. Similarly don't put too much pressure
on the blade, ag IL may snap. Always exercise the utmost care
when using sharp knives aa they are dangerous if not used properly.

Undercoat. All mestal maodels must be undercoated before painting.
This is essential; otherwiss the palnt woan't stick to the model, and
will appear thin and maottled. The most sensible way of
undercoating models is to use a car type undercoat; available in
spray cans Trom any motorist shop, garage and some habby shops.
Most painters use o white undercoat; which takes colour very well.
For mass painting technigues, however, 1 prefer to use a black
undercaat. Buy yourself a can of each.

Brmbes are o must. Good brushes are a warthwhile investment,
Most model shops sell decent brushes, as do art shops. You'll need
al;aDand a0 You can got away with fower brushes, it depends
on what you're comfortable with. As long as the brush has a good
point it will suffice. Brushes do wear out - 50 be prepared to Erim
of f stray bristles and buy a new brush every =0 often.

Water-based paints are used by almost all serious model painters
these days. AL this point 1 have to stap in and plug our own water-
baged range of paint, Citadel Colour. We hove gong to a ot of
trouble tn ensure that our paint is ideally suited to our models and |
can thoroughly recommend it. Maving said that any water-hased
paint will do the job. They all Intermix in any case.

Soing modellers prefer enamels, oils and other exotic mediums.
fhe advantages of these plder methods: are dubious, even when
applied to individual models. It iz agsumed that water-based paints
are bo be gzed.

Pot - n pot (jam-jar, cup, beaker, etc) is needed for water so that
vou canm thin paint, clean brushes, ote. Many people say that
separate pots are needed for metallic paints, for light colours and
for dark calours. If you fesl happy surrounded by jars of water
then that's fine. In ony case, clean out yvour water when it gets
dirty. This ensures that your paint stays elean, and lessens the
chances of breeding deadly mosquitoss in the living room.

Palette - samething to daub paint onto. An old plate, saucer, tile
or anything similar will do. Paper iz D.K. so long as it isn't too
POroUs.

space - not the Final frontier, bub just somewhore (6 work; a
tablotop is fine. Caover this with a good thick layer of newspapar
because, believe me, everyone spills paint now and sgain, and
getting the stuff off carpets, tablecloths and family pets [sn't
always wasy.

Light - the more the better. Daylight is best; hut a strong spot-
lamp. or reading lamp will provide adequate Hlumination.
Remember dﬂ}'ilght and artificial light aren't the same at all, a
model painted in one will look quite different in apother.

PREPARING THE MODELS

Line up the regiment to be painted. Working through them one at a
time, clean off any flash, mould lines or other unwanted bits of
metal. There is nothing more annoying than finding a huge patch
of metalllc crud once you've started painting. When you're through
the models are ready for undercoating.

LIMNDERCOATING

For the technique described you'll need a black undercoat. Make
sure that the models get a thorough covoring. It is best to touch up
thin ar silvery patches with black paint just to make sure. When
apraying remember paint will go everywhere - so best do it out of
doors, and use a box or newspaper ta cut down on overspray. Spray
as many moddls at once as you can. Two light coats may be
I'I'EI'_'E‘EISHT'?.



BASING

If modelz are slottabased then attach the models to their bases
now. Bostik, or similar, is ag qood ag anythinmg.

PAINTING

Onee the undercoat is dry you ean start to paint. [ leave undercoat
for at least a couple of hours. It is best to leave it overnight if
possible. Before painting have n good look ot the models and plan
your colours. You probably have an idea of what vou want the
regiment to look like already.

The easinst method of painting quickly and neatly is to paint
several models at a time, 10 being a convenient number. Begin by
painting the skin ond work out: inner-clothing, ootar-clothing,
armour, belts, etc. So, start by mixing a batch of vour skin colour.
Carefully apply the paint onto the areas of exposad flesh, leaving a
little of the black undercoat showing at the edges and In deep
creases in the flesh {zuch as between fingers). This line of black
bocornes your shading, and will help to deliniate the different parts
of the model when ssen from a distance. How much black you
leave is up to you. The amount of black will create an overall
atyle, or look, so It is worth experimenting a little at first.
Similarly the density of your flesh paint will slter the foal of the
overall model. Two coats applied one after the other may be
required for o really solid appeoarance.

Once you have done the flesh on the 10 models, work through again
painting the next colour; once more leaving a line of black to
deliniate the colour areas. You will notice that paint applied over
black always looks fairly dull. You must compensate for this by
ugsing @& brighter colour thon you actually wenl, %0 an orange
becomnas hrown, and yallow becomes a buff coloyr. To get a really
bright colour you must either use Lwo coals of paint, or paint the
area while before applying the gctual colour. Thia is more true of
some colours than others, especially red and yellow.

UNIFORMS AND MNOT

If painting unifarma give afl of the models the same colour cloak,
the same colour jerking ete. If you don't wanl a uniform, but are
going for an assorted cag-tag effect, then vary the bits you paint as
you go through, This way the first warrior receives a brown cloalk,
the next a brown jerking the next brown trousers, and so on.
Remember, if you're peinting n Regiment of Renown all of the
models will be in the same basic position. 1t is best to paint such
troops uniformly, 80 as nol to detract from the strong, reqular
visual rhythm. 1 you don't want a uniform appearance in such a
regiment, them it [s best to usa colours of a similar intensity
throughout, especially browns, greys and other drab colours. In this
way the eoloors will sit happily with pach other, and won't make
the regiment look like a discordant kaleidoscope. Colour sense s
something vay will pick up - if in doubt have a look around at other
plaver's models.

METALLICS

The pigment in all motallic paint s relatively ¢rude = comprising e
suspension. of ground metal powder. For this reason (B must be
handled carefully, and you may find it easiest to leave until 1ast, If
handled too much it will tend to rub off. 1f placed onto or near wet
paint it will seep, and the same is true if you attempt to paint over
it. For many years | avoided the stuff altogether, prefering to use
shades of grey and brown, Then [ discovored Windsor and Mewton
poster paint metallics, which are simply the best paint af this kind
and are thoroughly recommended, The Citadel metallics are pretty
qoad too and stand comparizan, All thige are water-hased,

CETAIL

Onee all of the colours are on your models you are finished. The
regiment s ready for fimal basing and varmishing before baeing
bloodied in battle, If you have besn carsful the ovérall appearance
is ane of neatness and clarity - a few little touches may be
necessary o correct the odd mistake here and there, or to add in
additional black shading on amall features,

If you have the time you might like to odd a little detail to such
details 4z ayes, claws, teeth and so on. Remember - your regiment
has ta look good from several Teet distance, not from on inch or
two. [f you paint on too much detail you will break up the solid
potches of colour, and detract from the overall oppearance.
Knowing when and where to apply detail is something you'll pick

LI

Eyes - look effective painted solidly black, with a Liny dot of white
In #ach corner. Alternatively, leave plain black. For a really evil
ook paint 8 bright red or yellaw dot right in the middle of the
bleck. For a staréy, manic, look, ideally suited to Morsa
Berserkers, Mobgobling and mad magieians, paint a8 small white dot
In the centre of the black. Thege methads won't win you individual
fiqgure prizes at Games Day = but they will leok gooml! on the
Labletop,

Tecth. [f the model has an open yelling mouth leave the inside
black. Paint tongue, throat, etc red, orange, vellow or a similar
calour, leaving plenty of black for shadow. Pick out the teeth with
white, or off-white. Lse a small brush, and try to leave very thin,
but solid, lines of black betwoen the teeth, Where this is difficult,
wipe most of the paint from your brush untll it is 'dry’, now run the
Lip ovar the teeth the pick oul the detail, This tends to laak 3 bit
iﬂ;d'l:lr:.iﬂﬂt, hut is sametimes the only way of detailing really Liny
2 &

Claws. Claws start off ap hasic black. They will loalk best it you
colour aver only the most accessible portion; leaving &8 qgood deal of
black at the rool of the claw amd underneath, White, vellow or
grey are all rqood claw colours.

Studs, Studs, rivet heads and tha like are 3 but fiddly to paint
around, The easiest thing to do iz simply to paint right over them
in the surrounding colour. For example, if you're painting a brown
shield, paint the whole shield brown, including any studs. Once the
bage coat is dry, paint each rivet with a blob of black, including s
small area about $mm wide round tho rivet. Onece the black iz dry
you can paint the rivet itself either silver, gunmetal or bronze. In
thiz way each rivet iz surrounded by a black shadow, and will really
stand out. This method can be usod to pick out any small detall,
such a8 a wart on an Ogre's noge, or the draw-strings on o pouch.



Textures. 5o far we've only considered solid colours - a brown
eloak, red trousers, ste. But you can add detail and interest by
painting @ tarten, cheques, parti-coloured clothing {lite & jester's
motley), stripes, hoops, ete. Remember, designs of this kind create
a definate texture which must nol go against the underlying shape
of the model, A very fine pattern will tend to break up the form of
the model, and i3 vory difficult to paint, especially over folds and
eroases. A bold pattern painted onto a large area, repeated
throughoul o regiment can look very effective. When painting o
texture think about how the colours appaar next to each other, and
consider painting in a darker edge to broaden the contrast. For
exampla, if & garment is red and white striped, first point the
whole garment white, then apply the stripes in red. Now mix a
darker shade of the red and thin it dawn with water, Take your

finest brush and very earcfully paint a fine line on the edge of the
red where it mosts the white. If you have a spare, clean, moist
brush you ean quickly remove stray dark red if it gets onto the
white. The effect is to highen the contrast, reproducing the effect
that life-size areas of contragsting eolour would give.

SHADIMNG

Thia tehnigque does nob require shading, the hard shading provided
by the undercoat iz sufficient. “Whon painting indivldual models for
display, whading jn asaential, ot oo tha. tablatop it can make the
models look drab by reducing the visual impact of ths colours
However, if corefully and selectively apolied, shading ean h=lp to
iinprove the appearance of a regiment.

Line shading, strake shading o, whatevere you want ta eall it, is the
method 1 prefer for shading regiments. 1T & model has o
conapicuous erease In ity clothing then this will tend to lneok odd if
nol shaded. Mix a darker ghade of the hase coloyr, almast hingk
far dark colours, and gray or brownish far light colours.  Now,
sirnply, paint the crease with o solid line = a single stroke of the
brush will 2uffice, The sffect is to give a hard shadow. Although
this may look add close up, once on the table it will appear far
morie affeative than any amount af faney, finely-gradated shading.

Wash. To make a wash mix up a dark shade of tho colour to be
shaidmd ond thin b dvwn with o little water, Paint it on to the ores
to hie shaded, and immediately wipe off the bulk of )t { tigsun, ran,
finqur, ete),  The paint will be left in the crack andd creasas,
producing instont shading. You must be careful when using this
mothod as tas mucli shading will break up the colour accas. The
most gseful application of this technique is ta paint fases and
fleah. Facoes are naturally cragdy. w0 need shading i they are ta
book right.

HIGHLIGHTS

An with shodineg, highligiks are not ahsnlutely assential, hat if done
carefully can he affoctive.

Line Highlights. This inethod is used fo emphiasize & proninant
crease I clothing, or 3 raised lime that would naturally catch the
liat, Mix @ lighter shade of your hase calour, That usually means
whiter, although you can lighten greens, browns and reds with
yollow. Paint o pateh of this colour onto the ratsed area, giving
wirid @ snlid line, It {3 i nportant nobl to overdo thig, nor Lo aviet-
emphasiae the contrast. The result el ook credibla from a8
distance of soveral feet, This imethod can Be vaed to highlight
flesh tonea on faces, by painting a pale stiipe across the fapshend,
miy the tip of the chin and down the bridge of thi noge,
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Dry-brushing. This method 15 more time consuming ond nol =0
useful for maszs painting. Make up a light shade of your hase
enlour.  Wipe most of the paint from the brush leaving it 'dry’.
Mow brush over the area to be highlighted, small amounts of paint
will eateh in the raised areas producing a highlight affect. This
method tends to wash out the colours slightly, which is alright it
that's the effect you want., Dry-brushing looks good on 'scrulfy’
traaps, especially Gobling and their kind,

BASING THE COMPLETED MODELS

The models are now painted and it enly remaina to complete the
hases hefore applying varnish, Make sure all of the radels are
firmly attached to their siottabases, and reglue any that appear
wobbly. Before covering the base with scenic flock it is best to
paint a black area around the model's feet, This 1§ laft clear, and
makes the figure stand out off the ground, instead of looking as if
he's buried i it. Now paint the rest of the base green - the edges
of the slottabase can be painted green to match your tabletop, or
black to make them stand out, Dur own medels are often left with
black edges, As we take photos for cur games and magazines they
must appear clear. If your troops aren't slottabased then you will
Hawa to make card bases and glue the models to them,

Ones paint is dry, hlob small amounts of glue to the lop af the basa
and apply scenic flock, Flock can be bought from railway hobby
gtivres. Tea leaves will do if you paint them firéen oncea dry, and
dry brush over with yellow to ereate depth. Remamber to leave a
little black around the model's feet.

VARMNISHING

Varnish is needed te protect your finished models, especially if
they are to see a lot of hard fighting, travelling and handling.
Painl will invariabley chip, wear, or flake off if you don't varnish.
Vormish comet in spray cana just like undercoal {try not to confuss
the twall, It ean be bought from almost any model shop or art shop
and comes in two kinds matt and gloss. Which you use is 8 matter
of taste. Matl varnish looks more natursl, but gloss varnish is far
tougher, and many people find the glossy appearance mare
attractive. Matt varnish also seems to he more absorbant, and will
attract dirt and grease, whereas gloss varnish can be cleaned or
dusted more easily. If you want a matt finish it is best to varnish
with gloss first (for toughness) and then agrin lightly with matt.
Mast of our own collections are glossy (having spent hours on
painting and converting we try to prolect our modela 53 bast we
can). However, qlossy models are difficult to photograph because
of the way bright Hght reflects from them, showing up as white
patches. For this regson most of the models youlll ses in aur
iagazines are matt varnished, COften they receivie a coat af matt
varnish just for the photo, and are re-glossed afllarwards.

AL ANCHE! ita-slright for kim, he dos™nt have to
earey thit coeses things.

STANDARDS

The focul point of any regiment is its standard - and you will find it
worth spending time an this, The easiest way to learn how to paint
a standard ls to copy one. The work of master standard painters;
such ng David Andrews and Joha Blanche are well worth copying.
Jotn has even painte:d o gpecial set of Warhammer standards for
this Compendium, and you con cut these out and use them for your
own regiments |T you like. Alternatively copy them out, or alter
them slightly to produce a new and ariginal design.
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NEW rnney MONSTERS
NEW DEMON

MIGHTY A-ANGOR THE GIGANTIC BALROG - SLAYER OF GDDS

Most foul and deadly of all his kind {3 the Qalrog Aangar, Slaver of
Gods, Graat Demon of the Despest Plts of Hell. Before him evan
Balrogs and Demons quail in terror, squealing pitifully like
squashed infants. His body is black beneath a cake of running sores
and blood-crusted fur, Hizs skin sweats sickly scanted blood, his
foaming jaws spit rotting gore, and dark blood pours constantly
from his ears, nostrils and eyes. Every inch of his body is slimy and
slippery with vilaness: The stench of decay and putrescent flesh
that he exudes is alone sufficient to tear apart the oind of &
mortal. This i the least of Aangar's powers, for he is also o patent
wizard, with dark and unfathomable secrets; magics far bevond the
soope of living creatures.
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Special Rules. Aanqor can fly as a lander. As 2 Greater Demon he
causes fear and terror in all living creatures. He 3 inmune bo
psychological effects, unless cauwsed by pgods. He i3 immune Lo
normal weapons: Az s Balrog he is immune to all fire attacks and
fire based magic. He attacks in combat with & claws, 3 stompa and
a tail-lazh.

Aangor can breathe fire in the same way ag a Dragon, causing 2006
strength 10 hitz at a range of 12". He cannob breathe fire in
combat,

Aangor ls a mighty wizard as woll as a creature of brute force and
unfathomable energies. He iz the equivalent to a level & wizard
with a Magic Constution Level of 100 and the fallawing spells.

Lvel 1 Fire Ball

l.evel 2 Aura of Protection
Lightning Bolt
Srnash

Level 3 Arrow Invulnerabifity
Cause Stupidity
Dispel Aura

Level & Bilost

Stand Still
In addition Aangor has a special spell of hiz own Burst Flesh.

Spell Level 4

Enargy 13

Description  This spell may be used against an individual or unit of
living creatures within 12" If used against a unit it
will effect up bo D6 individuals. Targets have their
usual magical saving throws, If they fail these then
their living tissues will swell, brains expanding to
divide skulls, bowels heaving and crawling fram
splitting stamachs; internal organs exploding into a
mass of tangled;, writhing gore: This causes the
instant death of its victims - and surviving
members of the unlt must take an immediate roul
tesk.

BELLICOSE

NEW ELEMENTALS

These new Elemental types are further manlfestations of natural
forces, skin to the basie eloments of earth. air, fire and watar.
They hive an affinity with one of the & elements, and will nat
attacki, and cannot harm, other Elepentals of that type. All the
general rules that apply ta Elementalz hold true Tor these new shes
rif_'l_'. pRgE 57 of the Warhaminar Anltle rﬁliﬁli.'l-.':.r 1
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Bazic Points Value 1133

LIFE ELEMENTAL

Life Elementals are allied o the Elementilas of the Carth,  Unlike
other Carth Elamentals, howeyver, thay are tnall and graceful, as a
young tred or oa besutiful woaman. They are . creatures of the
growing egrth, the motbeating force that gives life Eo plants and
plant spirits. Asg guch Lthey are revered éspecially by the Elves -
who, mara thah any other race, are preoccupied with living things,
usaful plants, stimulating herbs and  other vegelable derived
subatanees.  Ruyles aere bhe same as for Earth Elementals, escopt
that Life Elementals of size S or greater can cast a Hedge of
Thorns soell rather than the wsunl Assault of Stone.




DEATH ELEMENTAL

The Death Elemental iz alsa allied to the ELementals of the Earth,
but represents the negative side of the foree - thal which reclaims
all living things into the busom of the earth, enabling continual
rebirth from the soil. The balance between life and death is
obviously a delicate one, for each feeds the otherin a continuous
arwl harmonious cycle. Rules are the same as for other Earth
Clementals, except thot a Death Elemental cannot use an Assault
of Stene gpell. Instead, any Elemental of strength 5 ar more may
use & unique power called the Squeeze of Death. The Elemental
simply paoints at any individual living model causing an automatic
06 woundg, irrespective of toughness and without recourse to
saving throws of any kind. Range equals the Elemental's size in
inches [ size 5 = 3", size 10 = 10", ete ). This pawer can be used in
combat az well as normal attacks.

PLAGLE ELEMENTAL

This is a Elemental of the air. lta arrival can easily be fortold by a
foul strench on the breeze, as of rotting flesh or garbage. Rules
apply as for other Air Elementals. Plague Elementals can cast a
Wind Blast spell, like other Air Elementals, but note that this is a
rank, disgusting wind. This causes the equivalent of 1 strength 3
hit on each living target effected by the blast. Elves, because they
are naturally fastidious if not obgessive about persenal hygene,
suffer strength & hits instead. Victiime turn black, their tongues
swell harribley, skin blisters and great, vellow boils burst out all
over their dylng bodies.

NEW MONSTERS

DRAGON TURTLE

The Oragon Turtle is an agquatic reptile which spends very little of
its time on shore. The only occasion these creatures leave the sea
iz to lay their eggs, which they do along sandy beaches, burying
them before disappearing back into the ocean. At such times they
are dangerous and aggressive, and willing attack other creatures
that disturb them,

Physique. Dragon Turtles look like turtles, with the head of a
Eragon; and o hord, spiky shell. They are over 10 long, and may be
much larger. The very largest of these crestures will attack boats
ar swimmers.

World Distribution. World-wide in the oceans and coastal regions.
Alignment., MNeatral,

Special Rules. The Dragon Turtle causes fear in all living

creatures under 10' tall, [ts shell gives it a basic saving rall of a 5
ar 6 on a D4, The cresture has 1 bite and 1 stomp attack.

Basic Profile
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Rasic Points Value 56,

CULCHAN

The Culchan is a hugfe, flightless; carniverous bird that lives on
the pampas grasslands of Lustria. It is prized by Pygmies and Slann
for itz multi-coloured plumes and for itz flesh, consldered a
delicacy by Pygmies and Slann alike. The creatures are extremesly
fierce, but can be used as riding beasts if hand reared.
Consequently eggs or hatchlings are very valuable.

Physique. These unusual birds have strong legs and necks, whilat
their head is zimilar to that of & parrot. Their beaks are
exceptionally strong, and can easily erack a man's skull. Plumage
is ugually brown, but males in good condition grow a completely
new set of colourful red and blue plumage, as well as long tails and
cresks, They reach B - 9% in helght.

World Distribution. The grasslands of Southern Lustria.

Alignment. MNeutral.
Special Rules. 1 bite from the heak and 1 stomp from the legs.
Subject to stupidity.
Basic Profile.
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Basic Points Yalue 18.

The Coatl, or flying serpent, is a strange Lustrian creature than
flgures strangly in the legends af the Slann. The Slann assoclate
the creatures with their God Quetzscostl, treating it as a sacred
animal. Ceatl are intelligent creatures and may even be magical.
they speak their own rather sibilanl tongue.

Physique. Adults can reach 20' in lengthe.  They resemble large
snakes, with a head similar to that of a Dragon and large, feathered
winge. Sometimes their whole body can be covered in feathers.
The Coat! can shed and regrow plumage in any colour it chooses,
leaving a cast of its old skin rather like that of an ordinary snake.
These are prized by the Slann, and used by them to make
ceremonial cloaks and banners.

World Distribution. Tropical rain forests of Lustria.
Alignment. Good.

Special Rules. Bite attacks. Costl are venomous. Fly asz
swoopers. Coause fear in living creatures under 10° tall, Coatl can
be wizards [ 5% chance of any one Individual being a wizard ).
Work out profiles as points 8s normal for wizards.

Basic Profile
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FAMTASY BATTLE RULES
BY BRYAMN ANSELL,
RICHARD HALLIWELL & RICHARD PRIESTLEY

Within the WARHAMMER Fantasy Battle Rules, you will find all
the Infogmation needed to enable you to re-create fantastic battles
on the tahletop. Players take command of powerful armies, cunning
wizards and mighty heraes in a world where magic warks and the
nightmare creatures of legend are deadly real.

Ta play WARHAMMER battles, you will need the rulebooks in this
set, a selection of maodels, and dice. This box also contains & small
salection of full-colour card models to enable you to fight out the
introdustory seenario. Dice and three-dimensional models are not

SRS .AHIII"IE By
GARY CHALE . JOE IEVER

A
1AM P

BLOOD BATH AT DRC'S DRIFT
BY lan PAGE, GARY CHALIK & JOE DEVER

King F'yvar - Orc chieftain of the Morth - plans a swift eampaign of
devastation upon hiz enemiez of old, Elves, dwarfls and men of the
coloninl state of Ramalia unite to stop him - but ia it already too
late? Find out with Orc's Drift, = specially designad WARHAMMER
sconario pack featuring four seperate battles with complete battle
maps and dispasitions, eardboard armies, & full ot of command
ghoots for combatants, a selection of attrective card buildings: and
o comprehensive victory points schedule for each side. A major
WARMAMMER campaign in one paclage.

NWF 0 THE FTRERTS

_:|. T aIJF'J ot L1

BLODD OM THE STREETS
VILLAGE PACK ONE

This village pack contains a selection of card models ideal for use
in any role-playing adventure game or tabletep batlle. A special
descriptive booklet - The Riding - introduces three villages created
uging the models from this box, Logether with suggested inhabitants
and campaign ideas.

Village Pack Two will be available from January '86
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THE

C.IT \DEL

The Citadel Journal is the first of our guarterly magazine featuring
One Step Bayond - expert tips in painting and converting from John
Blanche, Regiment: of Benown - up to dote deseriptions and full
Warhammer stats, Archale Abodes - cut out and assemble card
buildings ideal scenery for Warhammaor battles; Plus whn's wha at
Citadel, Compendium Selection, Readers Art Gallery and much
morel

The Second Citadel Journal features The Daolgan Raiders - n
Warhammer scenario with card models and counters, Pigpen
Muckyfoot's Gulde to Paintlng - first paint work in aceylics,
Reqments of Renown = mome op to date descriptions with full
Waorhammer stats. Plus The Known World, Glantks, Titans and Giant
Demans on a budgoet plus the vaual articles.

The Third Citadel Journal will be available from Spring ‘864
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THEY'RE HERE - Cutting there way out from Steve Jackson's anid lan Livingstone®s best selling book; the FIGHTIMNG FANTASY models
from CITADEL MINIATURES. Mighty thewed barbarians and awsome wizards battle in mortal struggle against the evi] denjzens of
darkness and the Black legions of chaos. Fach finely detailed figure is moulded in grey plastic and stands ipproximately 60mm tall
{ogres BOmm) and comas supplied wWith an sssartment of wieapons  and eguipment, iru:luc'.inq ona af & zelection &f differes:

interchangeable Beads or helme s

Lollest theen all, snd mustar your own armmes of goodly heroes or foul hordes of hestial mansiers,

MONSTERS
F SKELETONS __

GOBLINS -+,

ALL FIGURES 65p
EXCEPT OGRES £1.25
CITADEL

I i . . A N o -
?J';':Ef R*'. ﬁa‘ ;ﬁ" ] "ﬁ O_E-l'"' y ,é'.g TH denotes trade mark of Pengiun Books Ltd, MINIATLIRES
A T iy , - FIGHTING FANTASY©1982 Steve Jackson and lan Livinastons.
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Presenting the all new Citadel Compendium Selection of models, replacing  Lhe
selection in prior Compendiums and Journals. The models illustrated within these
hallowed pages do not represent the entire range of Citadel Miniatures - the sum
total of which would fill a tome of insanely large proportions - but, rather,
comprise a limited selection from each range. The complete range of Citadel
models changes all of the time - with a half-dozen new models made every single
working day. Although we would like to provide you with a catalogue of all of our
hundreds and hundreds of miodels this simply isn't possible! Models are continually
going out of production, moulds are perpetually wearing out and new ones being
made. Given this state of flux, industrial anarchy and managerial indeclsion we
find it impaossible to pramise that any given model will or won't be available at any
given time. The models illustrated in this catalogue, however, will remain in
production for the life of this compendium (throughout 1988). We will make a
heraoic effort to keep these models available. QOur gallant mould-makers will be
beaten into producing however many moulds sre necessary to ensure that these
models remain available. Some of our workers will fall by the wayside, bloodied,
redundant carcases littering our otherwise unsullied corridors. However, the
sacrifice will be worth it.

WARNING - Please remember Citadel models are intended for serious and
responsible collectors and gamers - they are not toys. Models contain lead which
may be harmful if chewed or swallowed. Citade! miniatures are not recommended
for children under 12 years of age.

Most Citadel models now come with a separate styrene Slotta-base for.gaming and
display. Each baze hag sither a pre-cut groove to take the model, or & series of
weakened grooves underneath. Use a serewdriver to push out weakened grooves
where required (do not use the model tab itself or it will break). Apply glue to the
tab on your model and fix to the slotta-base as shown. Slotta-bases provide a
stable base for your models and are ideal for displaying your models at their best.
Each model comes with an appropriately sized and shaped base, additional slotta-
bases can be purchased separately should you wish, for a3 mere 2p for hexagonal,
20mm & 25mm bases, 3p for horse/manster oblong bases and 6p for 40mm bases,
and 5p for flying bases.,

= /1=

Models indicated come complete with a separate, moulded, hard-styrene shield;
allowing, for the first time ever, realistic shield thicknesses and enhanced three-
dimensional effect. Each metal model is cast with a separate shield stud., Attach
the shiels to the stud using super-glue or similar adhesive. The studs are cunningly
moulded so that they can be painted to represent a metal shield boss. By 1986 we
will be making special shield design transfers avallable to fit these clever little
devils. You can purchase extra shields for 1lp each.

i .-".r..-"'..i""..u"".-""ff.r'-' o

Requires Assembly - this symbol indicates that the model or models are cast in two
or mote parts. Such models will need to be assembled by you, A degree of
modelling compentence is necessary to construet any multi-part kit, and we do nol
recommend them for inexperienced or very young modellers. s
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FIGHTERS

Wolfhead Hercule Throb  5ir Bryan Anwan of Ivan Nozski
of linby Middlemarth

Hengist Achmed Beowulf the Berzerk
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Ivory Temple Inner Sight

Ancient Word
Female

therhood -Afhﬂnte Forestal
‘:?: Female
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Word Power Sacred Bull
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Gautsnort

Ruickfoot
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=/] CHAOS RATMEN (SKAVEN)

CAT sty s @' |

WAR THRALL SPIE SLINCER

PACKLORD LAIR WARDEN BACKSTABBER ROM WIELDER  PLAGLIF MONMK  CLAN RFTAINER 3 i
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Very upﬁetﬁérserker sureshot Retainer ~ Maoble Warrior Bandit
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Clan Chief Axe Dwarf Veteran
RANGERS | —
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Forester Long Bow Royal Bounty Hunter Far Sight
Gamekeeper
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Guard Maiden

Guard Manfriend .

HIGH ELVES

Captain
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Female
,.HE Champion
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Swordsman

Witeh EIf

Swiftfoot Goblincleaver Bowman ~
DARK ELVES
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Legion
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M"\IK IRES
HALF-ORCS

One Tooth She Devil Two Sword  Mercenary

Smallfoot Mattock the Hari the Hammer
Plump

Big Waist Proud Foot Bill Benno Lando the Cecil

l_arge Ogre Slayer

22




GNOMES
C1l Gonlgsed by Trivs Marsbonn

Dird Stammerly Orlok Ashstave

Hillbreath

MNorris
Sureshot

Syreswain Evilsdune

GOBLINS ,‘
Cl2  pesigned by Alan & Michael Perry & Kev Adams (fi'%al't‘ :
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Slug Slinger

Clubber Bowman
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Gashcog
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Ranlac Azul-z-ini Zolbob Finrum
Blackcowl

Lord Krell

CGazrus Zugsteer MNyre-rim Orlak

UNDEAD SAMURAI
C18
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LIZARD MEN
C 19 Erectigrnd By Trish Moer i

Zchh-nvar

TROLLS
[‘-'2[] Drrnigned by Allan & Migmapl Perry

Shakined Bone
Bender
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CREACLURES -

- T J o k
Weasells) Werefox(s) at Pack(s)

Each pack contains a random selection of 1 small, 1 medium and 1 large creature

Rats(s)
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Deman(m} Mud Elemental(m) Carniverous Snapper{m)

el - et
Giant Snailll) Jf

Werewol f{I) Amphishena(l)
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Chaos Ogre

i L

Gladiator

Bounty Hunter Mercenary

TROGLODYTES ?
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High Lord Club Warrior,

Archer

Spearman

Warlord 15 Lees
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MINIXTURES \g

MEN AT ARMS

| Bw ALws L Btiemanl et

Knight

Billman F?;El:ainer with
Attacking Crossbow

3 ‘,’,ﬁ Retainer Firing Bow Retainer B Urna Crossbowman Man-at-arms
CHAOQOS BEASTMEN
C27 o

Guznjag Ruttrot Gizilgig

| Bendle

o) -

Shearmone

Khornag Hardhoof

253



s CHAOS GOBLIN MUTAN
C27 Dozt sy Alan & Mics

It‘ ¥ I.._‘- .
.-'Eq% Il-
m’ ¥ bl !

Plauge Spiky Shaman

TS

r

% .
e

Wingback Beast Three

_Mace Tail

Chieftain Standard Shaman
Bearer

30
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4 =CHAOS SNAKEMEN
2T Dot e Enecier Dt

5'l|:rn Life Srnasher S'lararet Slintered Fang .

GOBLIN FANATICS
27 Jowdgrend? by Alwn & Michas] Perry

MNosh tuf Dugga

HOBHOUNDS WITH HOBGOBLIN HANDLER ===
Cc27 esbiid iy Al Mlatrian
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MINIATURES

GIANT DEMONS

N
P y

Dematt Ghoulchewer

LARGE MONSTERS

Designed by Nick Bibby

g

'

x Coatl
(Supplied with clear plastic base)




ng [ingdieid by MLl Nifile

Mauling Young Dragon Scorpion Tailed Young Dragon

T
i e s

Steathy ‘r"nuﬁg Dragon

Cave D-raqun
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Tribes Women  Mother Koka-Kalim Koka-Kalim  Berzerker The Godess Rigg
Samantha Clubber

o : - . - o e =
Tribes Body Guard  Koka-Kalim Body Guard  Sisterhood Body Guard
. Women § Blade Woman Mage

& " ‘5
Sisterhood
MNovice

4
GIANT HILL TROLIL:
C31
: : \ b s }Designﬂd by Kev Adams
N \

> £ /ﬁ_

"o,

Giant Hill Troll
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Brave Brave Warrior Palace (Guard
Leader Officer

m— A ) VENTURE PACKS
C33
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ADVENTURE PACKS

¥ I'
¥
#

Ahkensdah

i ) W,
Znt'Raht

& o i, N
Gotalot sld'Eth
Each figure comes supplied with a random set of wings
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ELEMENTALS & DEMONS
C34

bl v Blck Slikks & The Perrs T

Supplied with clear plastic stands

Deamon

Pit Fiend

Fire Elemental




Udkar MNud Spinespittle Fenris Bone Racker Panedal Daethskar

Count Metalrnane Jagglespur Be zzlehnuﬁ_d.

Od Angror  Gruil Swiftfoot€
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Penotnrane

Purithane
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TOM MEIER'S ELVES
C37

Mileam )
¢ Syndil Starsynne lLoctite

Quickfinger

Delvindun Philphane :

TREASURE CHESTS
C39

[l mpitee] By T e ol e PEIT FRES SALE P4 L850,

King Gol-Garath




Citadel Guard  Bandit Guardf"aptam ‘Unnatsr Thaumaturist Lune Helghast Vorda

—_— BA'I'TI.EBMIS —

C42




==TOWNSFOLK & VILLAGERS
C46 sl by Trish Mdceeios

S8 Y
e
-Idler Poacher Gypsy Alchemist Militia Militia

Clubman Axeman

Y &
'4-' s % & - A J _ ' 4 I‘ [:} £
Bishop Lawyer Coachman Druid Charlatan Herdsman




,__Adva%cedw
ragons

Dungeonsgs)

Miniatures

ADD 2 FIGHTER WITH LONGSWORD
player character pack

ADD 3 CLERIC WITH MACE ADD 4 THIEF WITH SWORD

player character pack player character pack
¥ 4

L8 Jlly g% W WL .
ADD 5 ILLUSIONIST ADD 6 PALADIN WITH LONGSWORD
plﬂ}rg]‘ Ehapaﬂter pﬂck Pia’fﬂr t:hElI‘EI.EtEF PEC[{
\

R -
ADD 7

RANGER WITH SWORD & BOW

player character pack player character pack

A new concept In role-play models! Each Player Character Pack comprises thres
versions of the same character, representing the adventurer as a starter character,
as an experienced adventurer and, finally, as a fully developed high-level character.




ADD 9 DRUID ADD 10 FIGHTER IN PLATEMAIL ﬁ'ﬁ
player character pack adventure pack

ADD 11 FEMALE MAGIC USER ADD 12 FEMALE FIGHTER
player character pack player character pack d
]
»

ADD 13 FEMALE CLERIC " ADD 18 BARD

player character pack adventure pack @

“ADD 48 CAVALIER
adventure pack

a7
@ adventure pack

=T TS

43




_—Advance

Dungeons{;p) '

ragons*

M:matures

ADD 31 DWARF FIGHTER WITH AXE
player character pack

ADD 52 GOBLINS*

ADD 54 HOBGOBLINS*

ADD 57 OGRE*




. NVOUTH iy
RESAIE ADD 63 BUGBEAR TRIBAL. PACK RARY
Each pack contains either the female bugbear & youth and baby or the shaman &

youth and baby. Please specify which one you prefer.

SHAMAN

= . - A # Eﬁ
ADD &7 SAHUACGIN (SEA DEVILS)*

ADD 62 SHAMBLING MOUND
SHRIEKER

ADD 69 GYTHYANKI*

ADD 65 DUERGAR (EVIL DWARVES)*

N\
45

Supplied with randaom heads *



—Advapced—7—_——
Dungeonsoragons’

Miniatures

ADD 76 STIRGES
supplied with clear plastic stands

SR "“’mf? \ A AT
ps Ry p3 FAW. )

ADD 83 CENTALIR & SATYR %

ADD 81 DWLEEAR *



ADD 84 BEHOLDER

SHADOW ZOMBIE*

Supplied with a
clanr plastic stand

ADD 86 MINOTAUR *

ADD91 RUST MONSTERS

GHOUL * GHAST*

ADD 93 THE UNDEAD 1 ADD 94 THE UNDEAD 2

LR DA e AN RN DB S CRAFETL Gt S Lk ik e o’ 1 W =g o i a0 0 i

TSR laf e prindaop P wrier o Rin®ie =

5
AL S TR T S RS BT AR LTI A
EE i A ds et O alds dadtor i oes & P peEs B | Rl 2T el e TR L 0 s ma s s sams i

i dor il
s me telaee P e e e e Lo S e b new DR R SRS A R

S—} e
P e ™
Perahinlimnl { cmpmenrn gf FLS f e ke TN el [
ey Demleir bbbl o P e et b U e P e P, e Ty, S D BIEF A A
P S’ wm e el by F U8 e i palf e e Ve O F e e B e e U e s i pmeaas AR R A TR PR

AP AT T PG T i (T ATl
L Fos wo o Bares 8 ssadone

Supplied with random heads *

oy

™
WIGHT*




jrRR. tolkien's

ME 11 GANDALF

ME 14 LEGOLAS:ELF HERO (igk)

-
ME 21 BOROMIR:MAN OF (igi)
GONDOR

';‘I;Ew. .
ROND: HALF ELF LORD

ME 22 EL ME 23 ROHIRRIM



Pippin Bilbo Merry Samwise  Frodo

ME 34 HOBBITS OF THE SHIRE

ME 42 ORCS OF THE WHITE HAND ME 43 HALF ORCS OF Saﬂ:HlJMﬁH

ofeprihd 1S Talkbeh Enler e, THE Ill__.'!'IiI:'T:H.ruI LR O THC G I|I,l'-'!
il chafactier rivrers B0l plades Thorein Sbg [Fedimail {ifaheFliai 61 Tallies
Eriarpsiisd, & dividdon oF Cam Warchanday e bng flerkosey Loalbi o M

ks Lharied wns perndd Lad,




jrRr. tolkien's

ME 52 OLOG-HAI TROLL

ME 55 MOUTH OF SAURON:
EVIL WARRIOR MAGE




ME 61 SAURON:
THE DARK LORD

ME 64 BLACK RIDER:RINGWRAITH @

ME 74 SNAGGA:GOBLINS
ME 75 KNIGHT OF DOL AMROTH

Lapytight 1085 Talkion Erterptives THE ORNIT ™ ass LOWO ffF Tl BRast o
ol charscier femes and places herein afe Enstdemark properlies of Talkiss
Catgrpaines, a thyisenn of Llan bMerchsndining b Berkebey Pl asrfi, b

wndifTEE AR e sy itad,
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ME 81 ARAGORN:KING OF GONDOR QG9) Bilbo  Gandalf Thorin Oakenshield Gollum

ME 82 'THE HDE!ESIT'TM PERSOMNALITIES PACK

L - b

p o

Citadel's new Lord of the Rings miniatures are especially designed to complement
games based on the works of J.R.R. Tolkien. They are ideal for use with role-
playing games, such as LC.E's Middle Earth Role Playing Game,or mass battle
games such as WARHAMMER.

52
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BDDI1

TREASURE CHEST = JNARMOURED FIGHTER

CLERIC MAGIC - USER ELF

DUNGEON MONSTERS
_.._BDD2
S];FRGE : GIANT

Sumpbad wath Ch pagutar AF gy FrRE EEE ﬂ. ES.



CROM’S G(;E}‘IN GUARD

Trooper Musician

MENGIL MANHIDE'’S DARK ELVES
RR4 f

Dhe sl e By (Dbl i @l

Standard Champion Witch EIf Trooper l_eader Musician

OREON’S WDE{?J ELF ARCHER

standard Champion Trooper Musician

54




- V8 WAR. HM\W R

p) REGIMENTS ( Q
I‘-NO“?‘Q @

+5tandar{i Drummer Chieftain

Champion Trooper

ELWING’S ELF CAVALRY
RR10

Degapreddd By Ay Matrihon

Leader Trooper Musician General Standard

FLYING GARGER'%}ES OF BARDA

Dhisigond by Alan & Michanl [Mgir oy

Standard Musician

(Supplied with clear plastic flying stands)




e ] 1'

i WARHAMMER

3 R }"Glhifm"’r::

LOTHERN Elﬁ,EIEITY GUARD

Standard Champion Musician Leacder Trooper

NOTLOB’S ORC ARTILLERY
RR14 ....onn

@ % —— DISCIPLES OF THE RED REDEMPTION

Disciple Musician Champion
,#..f
%’E DESPOILING HOBGOBLINS OF THE DARKLANDS—
- RR15 s biuln

Champion Musician




k-

i WARHAMMER AfS

! m CIME ITS

AVENGING KNIGHTS OF THE CLEANSING—-—-

FLAME
RR17

A

Champion

Sszandarcl Leader Musician
,il;-.‘

- 4 EEZA UGEZOD’S MOSTHER CRUSHERS
5 RR1

Standard Leader Trooper Champion Musician

GOBLIN WARIE;%FD’S CHARIOT

=nlopan |




i

STO3 KLINGON D-7 ST15 ROMULAN WINGED DEFENDER

(BATTLE CRUISER) (CRUISER)

STO1 LLS.5, ENTERPRISE
{NEW STYLE CRUISER)

Saar Brek wna Prademoei of Perseaunt Patures Corporation mnd 2 abed ondor $rar Tred Minlgtares nes denigned for uee wiyn S2ar Troe- Tre Mobe Moy g Game
entlimbye Iodmme copyrighl 1984 Parmvoast Pt L bepnrat (on sl pinfds il Slnr Teelk ) Covhigt Chives nn."'l.l..:-;lr-.'-.rrﬂ- FaTl ine 3AG,
eyl

AVAILARALE 1M THE LLS A, FROM TR FaSa COMPEELA TR

Cyberman Timelord ith L'Jnc tor

O e P aluie 8t (roduced Yhder (et 1 om0 FASA corporelion and nee i v_m {95 I.'J-u:r-l-.lt"lurn bimbinn 1
danigred] Tor use wiil b Dir Whe Fole Plavim Gars  FAGA Cabporation 1975

i DS

B Clive the Club  Spug Slatt Ramperpo Spit-gun Suzi Blocker Chester Zermac  Blaster Bellamy

[

hade Dhrwcdd, T Chroruciey of | sl Judge Dredd S48sthiy pubilinfod By Titen J:-"':* Lareid Mihiatutes ste fevlgned for vee wilh Sodge Dredd The Robs syl -5
Besta L FIOGAT and Judge Dredd are IPE Magarines Lia 1687 Lo, produded by Doimes Worlishap Lid under. liserss fram [PE Mugagines Lid,

S
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DRAGONS

Edeielsytaned By T Ll o

MOT PO SALE M LS AL

R

DG 1 Oriental Dragon

DG 4 Black Dragon ({d




TA1 MIGHTY A-ANGOR THE GIGANTIC BALLROG
SLAYER OF GODS

CREW OF THE JUGGERNAUT




TAS WAR EAGLE

L
=,

- R S i SN
P s . e e e T

TA6 EMPEROR DRAGOM

o Sl =t i

TA7 CHAQS BATTERING RAM

LAATUN CEAMT DEMOM UF EVR

wl 1 & "
It ee e iChe pegh® gl
L i nt e at |
)i T "y
s Naigk ki -
L wmgls il
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o wh TAB SA-ATOR-GIGANTIC DEMON LORD
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SPINED DRAGON
NEI i s i

KEGOX, THE KEVIN PEAT DRAGON
NB2  ceugea by i sisey

S ’
1 . N H ‘11 ""Iu

B> 50% of Citadel Miniatures profits from the sale of this model will be donated to <
the "ELECTRIC BED APPEAL" for the Cameron Ward of the Orpington General
Hospital.

Both these models require advanced modelling techniques and are even more
difficult to assemble than our usual multi-part models. [ e

1) | @ J
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" STEALTHY
DWARF THIEF

INDOMITABLE ' EXPEOITION YOLING FIGHTER
MNOME FliagHTE =t UL

STOUT GHONE P ¢ WIZARD WITH HERDIC KNIGHT
DWARF WARRIOR DEVOUT CLERIC MAGIC STAFF IN ARMOUR

STARTER SET: MONSTERS

MANIC HOBGOBLIN HERD D{'_—.HE GHA"-.I'IF‘l'DN

E'Fgﬂ}ﬁs CRC CHAMPION
DWARF LORDS OF LEGEND

BC3 Trepradiad by lam & Wii-hasl Parry

King Gorrin Thrubln Death Evye



Goblin Hero Ore Shaman Ore 'Pot Belly'

a_..‘h -._ .

- s TR TUNETOR
Hobgoblin Mighty Ugezod (Giant Ore) Mutant Goblin
Warrior

. P

')

=
3
‘.'-'-'a* o

I-
I .

F

MICHAEL MOORCOCK’S ‘ETERNAL CHAMPION’
= BCS h e frr s Eaadin

]

This boxed set contains eight models
1)Elric Kinslayer*
2) Moonglum *

3) Corum *

4) Erekose

5) Ulrie

6) Jerry Cornelius
7) Elric White Wolf
8) Hawkmoon

* Models illustrated

Moonglum

We are proud to present the first official 25mm scale models of Michael

Moorcock's famous hero in some of his many quises.
h ; p—
-‘i" $a- I

All characters copyright Michael Moorcock® 1985
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LONE WOLF: GIAK ATTACK
LWL Dosigead by dlan s Michant Pain

Sir Pelethor

Manic Giak Bow Giak Angry Giak Attacking Giak Spear

Gial
' THE FELLOWSHIP OF THE RING ~

Samwise FPippin




bOXED SET

CHAOS CHIMERA™

Supplied with a random selection of 3 heads and a tail.

GARGANTUAN FIRE GIANT LORD
CM2

Didi=rpestedl B Mg fibSy

GARGANTLIAN FIRE GIANT LOAD

Tre Garganiuan Fire Goane Lord lx surely smanagst the geadlient . nf
1l Toe, Toua™ 53 & dransn and revilient an 8 demen « vl cunming &
Ay Paengn, St oA s Tepy and red. Wie #ym inflamed w01k
slercing yallow bighie, wnd S w0uhd cracalirg asd spitling like »
gaalcron.  Hls armou® @ S brosed, and ell o his ercameniy el
eosmes.  Hie wespon e T Lriple apdedd dsebiE-fato, b mghly asd
fraraa=e devips b5 his capahis Banas,

MIWSiAS (S | T W | T | & [La]f ]l ]w

E R AL AR A R

Cpecinl Rubss. The Fire Letd causetd Tesr and Berror Im all Qlvites
croaluted, He it B b atveRbioglea] @ Techy, unless o aused by
srpatar demond 6 sodi. (R oa2dthen b pan Breathe floe mnde per
tulh SORinIL $y whil ar smdividesl walhon 07 and il effect s to
6 trooos. Toroefs mant make o osaving theow of @ & % ar f.0n 8
Dk or mre |eatantly alal.




Nick Lund’s

ckhropicle

MINIATURES
C
BLACK ORCS {
N1

Glaive Killer

HOBGOBLINS

LY

oo
-y

Thruster Dwarf Maimer

Slaver




Nick Lund's

chropicle

MINIATURES

KOBOLDS

Maniac Stomach Slitter Chest Poker

GIANT OGRES

Spike Kicker Groin Ripper

2 5., g
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Nick Lund’s

chropicle

MINIATURES

ORC WOLF RIDERS

Elf Catcher Death Mane Grc Carrier

CAVE GOBLINS
N16

Ed Smasher Dwarf Flend E]f Hater

Straight Arm  Black Mane Foot Chopper Sfde Spiker

69
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Chaos Battle Banner Competition

The insane ravings of a million tortured souls can but compars palely to the
glbbaring enthesiasm with which you responded to our previous competitions. This
time we oxpect even greater things! Owr fortunate Halfling friend hore has
coptured a mighty Choos Battle Banner = all you have to do ls rack your mutated
brains and come up with a suitable design. The infamoua Citadel staff artists will
Judge voor effarts. They have baen freshly [obotomiszed so that they can survive
the excltemnant of opening all of vour enteles. Due to this sensible precautlon we
will not be able to road letters or pass on mail erders = 0o please send your enkries
separately from any other stulf (mail orders, enquiries, denth-threats, stc). Please
remember, we are unable to return entries (the post office refuse to touch anything
onca our staflf have had thair paws on itk

Send your entries {and no treacle under any circumatonces) Lot

Chaos Battle Banner Competition

Citade] Miniatures

Chewton St

ADDRESS Hilttap

Eastwood

Mottingham
Motts (UK) s

MAME
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BAMEFUL BAMIMERS retiaqe e oo j S
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. THEQUESTOF™ "7

EBDAARK

SORIPTAWAGNERIGRONT - | | ART-EWINSIIMCCARTIY .. ) . LETTERS:S.POTTER

oy
i T ——

~N

FoUL
FIEMDS OF CHAOQS!
YOUR BREED WILL
MEVER TAIMT THIS
LAKMD WHILE OME
MAN OF PRAAG
STILL LIVES !

]V THE THIRTEENTH YEAR OF THE
REIGN OF KING ZOLTAN OF
PRAAG THE VILE FORCES OF
CHAOS SWEPT SOUTH THROLGH
AMORSFCA TO THE BORDERS OF

KISLEY /7SELF. AND THERE, ON = O
THE GREEN BANKE OF THE LYNZEI, e
ZOLTAN'S ARAY ENGAGCED THEIR A
HELL-SPAWNED FOE...

WATH ZOLTAMN, THE LOYAL STALERAD
MILITTA AND THE %5‘&.::5 AAOLIN TAIN
AMEMN OF KNEZ, W/ THEIR SLINGS
AND STONE FLAILS —

I |




N Y
AND THEN — $
ARCHERS —
FORAMATION
FIRE!
RN o et :

AR/ANICA
PRESERVE US!
we

RIGERS Y

N PALACE
PRAAG,ZOLTAN'S

SREAMND AT AR D
AL PUR G § RO

e THEY

hin i o AALIST THINK
CERE e | ME BED-RID
o Sl | AMD WITLESS
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UT ONE THERE IWWAS WHO
FEARED NEITHER FLAAE NOR
SFORCERY., FOR DID HE NoT

WEAR THE AMULET OF BRASS-

THRONED KHORNE ?

HMis NAME WAS
SLEBAN FOULHEART—

WALPURGIS'
OVER THE FRAY, THE
SKIES OPENED — F‘EH".'EE.-&TR‘G"FS
AN

AR

\
\
\

5,
"
s

\ G\ Y
Iy W

HIE BLADE A48 A AR LMWIAND THAT CLEAVED
A SPVATHE OF DEATH BEFORE Hidd—

1

AND EVEN THE BATTLE-
MARDEMNED ROVAL SLARD
TURMNED ToO FLEE—




YOoU FIGHT

LIKE A POXY
HALFLING 4

SLERANM .

IT WILL BE
LITTLE PLEASURE

4 TO TAKE YOUR




HE I3 A 220MED

ONE— A EOLLOWER. OF
MALAL, THE RENEGADE
EOD AEE

Y
]

II| JI

)
Tk
.'I: I'1 .
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" o - iy

MHEY DROVE THE DISHEARTENED FOE IW
BACK INTO THE LYNSK; AND
_ THOSE SPARKLING WATERS RAN

RED WITH DEMON o BLOOD. AND
FOREAMOST MIPST LA
FLAUGHTER WAS @'
r KALEB

PAARK!

TIDE HAS

TURNMEDISEIZE

THE_MOMENT!
RO

WHO, MABTE
WALPURGIS T

3 o T T
g -\

¥
o o II‘-
Y.
'.-'
i
y
' i y il
i gL L AR,
j e ||
-.r..q-\._-‘. T
o ) ‘:-.'
g e ! =
S -
g .,
i -
' o
A o
b

B\

B

- Fi
b, ‘._p s
4= T &I - =
III\.I-.:-..E ) Wy Y -
- E""ﬁ SN
|-..II - = 5
2 P : e “

AME! THE
FPROPHECIES, !
VETCH— THE }7%

S0 IT WAS THAT
KALES DAAFR M
ENTERED THE
FPORTALS OF
GO FETCH HIAN! PALACE PRAAG—
I AMUIST SEE HIMN
IMAAEDIATELY!

EVEN OLD WALFPURENS WAL
CHILLED 8Y THE MENACE
OF MHiS PRESENCE—

A, CHAOS
WARRIOR !
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C=CERTAIMLY L
ER.... AS YOU KNOW,
PRAAS HAS WON A
VICTORY— LARGELY
THARKES TO YO,
OF COURSE!

THAT 12 7
E
PROPHECY |5

B, FULFILLED=—
PROPHECY? (

— A KD
FRAY YOUI ARE
MOT WASTING

MY TIAAE

BUT CHAOS
I5 STROMG. 500K
THERE WILL COME
THE FIMAL BATTLE
—ANMND THEN PRAAG
WiLL FALL.

WRITTER i
OQUR 800K 0F Lo |
ANCIENTS—

Ak
1M PRAAG'S
PARKEST HOUR
THE goLL&858

ARANKA SHALL RISE
ROM. THE DEAD, AND
HE SHALL SAA/TE THE
ORDPES OF CHAODS AND
DRIVE THEA FROM,
'I'I-'Iés LAME FOR

L m

YOUR, BOOK,
OF AMCIENTS!
MNAUGHT BUT
FAIRY TALES ! IFTHIS
15 WHAT YOouU HAVE
BROUGHT ME
HERE FOR —

WHAT IF
I TOLD YoUu
ARLA N A,

EXISTE?

IR A Y
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" BEHOLD

YOUR FAIRY-

TALE,; KALER

DA MR —

T™E
GOLLESS
ARSANKIA! I

. FOR THE
CRYSTAL AEVS
WHICH WILL
CONE Sice pASSEr
o, ]
INTO THE KEEPING

e ALAS, USELESS
TO'US ... v "\' .
= bt P a 1 5 ) |rl|} & ; ..
- o W ; ,
= = * b 4 X

OF EVIL HANDS— /<%
T+

SHE WAS

W FOUND BY MY N

SRAMNDFATHER,,
WALPURGIS THE
DIGGER. . A PRICE-
LESS GIFT TO US

FROAA THE |

ANCIENTS .BUT A

Y
7

WHY
BOTHER, ME

WITH THIS TALE, | (/7
WIZARD? // A

.

&

\Ejﬁo // N

A
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P Trere suaLL come
OF CHADS ., YET MROT OF
CHADS, 'I:}P-.%!.H'. HIs 'JEEDE.;.

LT PARKER HIS POOM!
MDD HE SHALL SEEK OUT
THE CRYSTAL KEYS AMD

WREST THEMN. FROM.
mE'f'.U:'I:t.U‘l:F-H oF

Py

WwHY SHOULD
/ HELP You=~
PRAAG 1S AMOTHING

c
15 FROTHES

3

ol

P T el

|
|

i

I AN HERE '

BECALS
METRUGTES ™ T

AAE

r i_ "I_

A,

57

| Fi
| o« THRETT TS )

2

THERE—YOU \ ; THINK, KALER
SEE ! HE HAS SENT FMRHL' YOUR,
¥YOouU TO Uus: QA GOoL HAS
CHOSEN YOU!

AAY BE TRUTH

IN YOUR WORDS,
WIZARD.




Their Life In Your Hands!

FOR ALL THE EXCITMENT OF FANTASY AND SCIENCE FICTION ADVENTURE, YOU NEED

WHITE £11 for 12 issues | one year | I +
VLI [ Veonclose £11 o start my subscription atisswe. [ | | o o MACAZINE TO:
WMB £5.50 for 6 issues { one year ) NAME
M ey lmhuﬁ.ﬁﬂmrMmrﬂhnipﬁannimn- ADDRESS

Teipd

eyl Mo, of copies,

"""‘1""1:%:,3 £1.25. Please sand me it hot off the press! -_. I

GAMES WORKSHOP MAIL ORDER,Chewton St,Eastwood Nottingham,NG16 3HY. Tel : (0773) 769731/ 769522
Please make all cheques payable to Games Workshop Ltd.Visa Access and charge cards welcome.




THE NEW CITADEL COMPENDIUM SELECTION
The current citadel range illustrated

BELLICOSE BESTIARY
Mew Warhammer monsters described
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The Citadel range of fine-cast metal ministures is available fram REGIMENTS OF RENOWN

mnn;:;uretaiiers the length and breadth of the country. However, if

you not hove a retailer near you, then you may be pleased Lo

know that we cen offer a fost and effective Maill Order service ik SR eoL N 4.0

direct from our factory. Why not write in for detsils, E;Jt.ﬁrg{t?pt:ri Srm mAnd RG]
*

We are also able to take orders over the phone by Access or Visa. R ?J:E,L{rﬂ;fag trﬂupﬂr::a‘ﬁﬂ
&
Tel MAIL ORDER (0773) 769522 e ?Eﬂn ELEESB t =1
DIMTnand + roopers
[ == m—ies = = = —a—————— | T
RREB DGRES £5.50

| command + 4 troopers
RR10 HIGH ELF CAVALRY £4.50
1 command = 3 troopers
RR12 GARGOYLES £4.50
1 command + 3 troopers
RR1? HIGH ELF INFAMNTRY E&.50
1 command +« 8 troopors
RR14 ORC ARTILLERY £4.50
£ bolt-throwers + 4 crew

SUBSCRIBE TO THE CITADEL CTOMPENDIUM AND JOURNALL

Herg 1 jour ohande b0 Ensure that yda meorive IPe nexl far
Citsdel msgniinss ii joon s thay wre saulehls!  hal fernd ug L4
e, el =] g your e rext Poul mbgla ined, sach wDrgho Al
it 1100, an 2%y appead wed shanlubely pout frés. Tha rawt
CompenSom M de oof demelime geaoed CRAlbmas, bod ERhE
Joornal b pubilishesd Ifroguistly sppedabradaly gurterip. Bus 1o
e wnhailewsbley dheslie neluee o the Cleeds] 1 Sspe, 10 L
enipoaible b0 aay Ter cerlale ensclly when magarine  wil] ba
potlailaged, B¢ indEed whabher 385  qleen magating will b &

e Rl ety Cloombi i i RRIS HOBGOELINS. £A50

mimistuens, a0 well 48 astitles on painting, rru-:l;l:rl;#\’.'l.rm;ar 1 command + 8 troopers
994 rusmacoun bpecial featutne.  Takt adeioisge of 11 i RR16  CHADS MONKS £4.50

' 1 command + 8 troopers
SUBCRIPTION DEAL RR17 AVENGING KNICHTS £4.50

. 1 rf & B¢

THE NEXT FOUR CITADEL MAGAZINES AS THEY APPEAR RRIE  GIAMT AL ACIK ORCS E4:50

{ APPROX. QUARTERLY ). £&.00POST FREE 1 command + 8 troopers
Bh1 GOBLIN WARLORD'S £6.50

CHARIOT

DICE AT ®

C Y CYTADEL ¢

A full range of Polyhedral Dice suitable for use with oll popular _‘.‘I.::.HEI..UE -

Role Playing Games and Wargamos, including WARHAMMER.. ?(‘ PAINTS _'?é
]

Dice are available in packs containing the complete range of six Skull White .60

different types (1 x Four sided, 1 x Six sided, 1 x Eight sided, | x 2 Lhaes Black .60

Ten sided, 1 x Twelve sided, and 1| Twenty sided Percentile’ die) 3 Blood Red .60

orfd alao in packs of bwo. 4 Bronred Flesh .60
5 Woodland Green 60
i Enchanted Blus q 18
7 Sunburst Yellow 60
a Mithril Silver 60
9 Shining Gold 60
10 FRotting Flesh +60
L1 Goblin Green &0
12 Elf Gray 60
13 Worm Purple 60
14 Hobgoblin QOrange B0
15 Ore Brown <6l
16 Spearstaff Brown 60
17 Swarmp Brown 60
18 Chainmail Al

DICE ol
Y CITADEL

FOUR SIDED +50 Por pack of 2 f_:l;“i':_.“_lﬂ_.,

S1X SIED .50 Per pack of 2 PAINT SETS

ETIGHT SIHIED « 2 Par pack of 2

TEM SIDED 20 Per pack of 2 SET ONE {Paints 1-9 ) £ 4.95

TWELVE SIDED .50 Por pack of 2 SET TwD (Paints 10-18 ) £ 4,95

TWENTY SIDED 30 Per pack of 2

SET OF SIX E L.25




Col

co?
Co3
Coa
CO6
o7
CoB
co9
Clo
1]

Cl1
C1z
Cla
C15
C17
(e
19
C20
c21

czz

c23
C24
C26
Cz7
C27
C27
C27

27

27
28
C29
C30
C31
C3z
C33
34

C35
C36
C37

c39
cal
a2

45
a4

a6

cag

M1l
M12
13
M14
MN15
] £

CITADEL

FIGHTERS 60p each
WIZARDS £1.50 for 3
CLERICS £1.50 for 3
THIEVES G0p each
DWARFS &p each
RAMNGERS EL.50 Tor 3
HIGH ELVES E1.50 far 3
DARK ELVES EL50 for 3
HALF-DRCS £1.50 for 3
HALFLIMGS 95p for 2
GHROMES 95p Tor 2
GOBLINS E1.50 for &
SROTLIMNGS EL.50 for 9
ORCS EL.20 for 3
SKELETOMNS 60p each
UNDEAD SAMURAL  60p each
LIZARDMEN &5p each
TROLLS £1.95 each
DARK ELF £1.25 rider and
LIZARD RIDERS Cold Oine mount
CREATURES £1.95 pack of 1 small,
1 medium and 1 large
GIANT OCRES £1.95 each
TROGLODYTES 25p
MEMN AT ARMS £1.95 for 5
CHADS BEASTMEN  £1.95 for &
CHADS SNAKEMEMN  £1.95 for 2
GOBLIN FANATICS £1.55 for &
CHADS GOBLIM £1.95 for 4
MIJTAMNTS
HOBHOUMDS WITH  £1.95 pack of 3
HAMNDLER Haunds with Handler
PYGMIES £1.95 for 4
GIANT DEMOMNS E3.9% aaeh
LARGE MOMNSTERS E1.95 each
AMAZOMS &0p each
GIANT HILLTROLL  £3.00 each
SLARN &lp each
ADVENTURE PACK  £1.95 per pack
ELEMEMNTALS & £2.500 sach
DEMOMS
CHADS WARRIORS EL.%5% for 3
HOBCGOBLING G0p each
TOM MEIER'S 95p for 2 infantry
ELVES or 1 cavalry
TREASLIRE CHEST &0p for 2
LONE WOLF £0p each
BATTLECARS E£1.50 for 3 large
and 1 small
SPACESHIPS 75p each
DREADMNOUGHT £1.9% sach
SPACESHIPS
TOWNSFOLK % £1.95 for 5
VILLACERS
CHAQS RATMEN £1.50 for 3
SAVEN
GARGOYLES E1.50 far 2
chroRicle
GIANT BLACK ORCS E1.50 for 3
HOBGOBLIMNS E£1.50 for 3
KOBOLDS 9%5p for 2
GIANT DGRES E1.25 each
ORC WOLF RIDER E1.25
CAVE GODBLINS &0p each

MWE&HS‘
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ADD1

ADD2

ADDS
ADDG
ADDS
ADDE
ADDT
ADDE
ADDY
ADDID

ADD1]

ADDIZ
ADD13
ADDI18
ADD21
A3

ADDSS

ADDS1
ADDS2
ADD 54
ADDSS
ADDSE
ADDST
ADDSY
ADD60
ADD6A2

ALDGS
ADDES
ADD&T
ADDGSE

ADDES
ADDT2

ADDTS
ADDTE
ADDTT
ADDaO
ADDAI
ADDE3
ADDB%
ADDBA
ADDY91
ADDT3

ADDRY

Miniatures

MAGIC USER

Plaver Character Pack
FIGHTER WITH
LOMNGSWORD

Player Character Pack
CLERIC WITH MACE £1.95
Player Charaster Pack
THIEF

Player Choaraster Pack
ILLUSIOMNIST

Player Choracter Pack
PALADIN

Plaver Character Pack
RAMGER

Player Character Pack
ASSASSIM

Player Character Pack
DRLHD

Rlayer Character Pack

£1.9%

£1.9%

£1.95
E1-95
£1.90
£1.95
£1.95

£1.95

FIGHTER IM £1.95
PLATEMAIL

Adventure pack

FEMALE MAGIC E1.95

LISER,

Player Character Pack
FEMALE FIGHTER
Player Charactor Pack
FEMALE CLERIC
Player Character Pack

£1.9%
E1.95

BARD £1.95
Adventure Pack
BARHARLANM E1.95
Adventure Pack
DWARF FICHTER £).95%

WITH AXE
Player Character Pack

CAVALIER £1.95
Adventure Pack

KOBOLDS (4} E1.5%
GOBLING (&) E1.9%
HOBGOBLINS (3) £1.95
GMNOLLS (3) kl.9%
BLCREARS (2) E1.95%
NGRE E1.95
TROLL £1.9%
MORKERS (3) £1.95

SHAMBLING MOUND £1.25
& SHRIEKER

BLUCBEAR TRIBAL E1.95
PACH,

DUERCAR -EVIL E1.95
DWARFS (3)

SAHUGIN - 5EA £1.95
DEVILS (3)

DROW - DARK £1.9%
ELVES (3)

GITHY AR (3 E1.95

CARRIOMN CRAWLER E1.9%

GORGOMN £1.95
STIRGES (4) £1.95
UMBER HUL K £1.95
BLInNK DOGS {4) £1,95
OWL BEAR £1.95
CENTAUR & SATYR L1.95%
BEHOLDER £1.95
MINOTAUR El1.93
RUST MOMSTERS (2} £1.9%
FOMBIE, SHADOW, E1.95

ARND CHOUL
GHAST, WIGHT AMD E1.95
LICH
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ADVENTURE PACKS
MELl GANDALF THE E1.95
WIZARD
ME1Z STRIDER-ARAGORN E1.9%
THE RANGER
ME13 FRODOD THE HOBBIT £1.95
ME14 LEGOLAS ELF HERO E1.9%
ME1S GIMLI DWARF HERD E1.9%
MEZL BOROMIR £1.95
MEZ2Z2 ELROND £1.95
MEZT ROHIRRIM NOBLE £1.95
KMIGHT
MAE 24 GCOMDOR CITADEL E£1.95
GUARD
MEZ5 RAMNGERS OF £1.95
ITHILIEM
MEFL  SILVAN ELVES OF E1.95
MIRKWOOD
ME 32 NOLDOR THE DEEP £1.95
ELVES
ME34  SHIRE HOBBITS E1.95
MEIS BEORN BEARMAMN  £1.95
ME4] GOBLIN WARG £1.95
RIDER
MEGZ ORCSOF THE WHITE £1.95
HAMND
MEGT HALF=-ORCS OF E1.75
SARLIMAMN
MEAG URLUK-HAI ORC £1.95
GUARDS
MEAS DUNLENDINGS(2) EL.95
MES] E-&EE OF THE RED  E1.95
MESZ OLOG-HAI TROLL  £1.75
MES3  SOUTHROM EVIL L£1.95
HARADRIM
MERM EASTERLIMG EVIL  £1.9%
RAIDER
MESS  MOUTH OF SAURON £1.95
EVIL WARRIOR
MAGE
MESL  SAUROH THE DARK E1.95
LORD
MESZ SARLIMAMN THE E1.9%
WHITE
MESI LORD OF NAZGUL  £1.95
MESE BLACK RIDER £1.95
RINGWRAITH
MET1 CORSAIRS OF £1.95
LUnMBAR PIRATES
MET2 DEADMERN OF £1.95
DUNHARROW
ME?S BARROW WIGHTS £1.95
VILE UNMDEAD
METE  SMAGGA GOBLINS  £1.95
METS  KMNIGHT OF £1.95
DOL AMROTH
MES1 ARAGORM KING OF L1.99
GCOMDOR
MIERZ THE HOBOBIT T £1.9%
PERSOMALITY PACK
MEBS TOM BOMBADIL £1.95
MEBS TREEBEARD MIGHTY E£1.95
EMT
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PACHO/TIRENE!

Jo1 JUDGE DREDD £1.95 pack
JD2 JUDGE AMDERSOMN £1.95 pack
JOF FERPS E1.95 for 3

SERTREC

5TO1 LSS ENTERPRISE £1.95

Mewstyle
STO3 KLIMGOMN D=7 £1.95

Battlecrulser
aT1s ROMULARN WINGED £1.9%

DEFENDER.

FIGHTIOG FARIRSY - | oo
; an packLimg real Bimifed edition from Cltedel, Our firl siyvens - 1

Eﬂmm Pln:t ic F Imrga 'i-z-:::'ﬂ.rrl Vogarey @ Tivwm Lall Crarafd wibh & variely of e spons ‘ |
FF 1 M‘fﬁ"r IC WIE ARD ] ﬁjp Emch paci baa wafl Frcisnt parta Eo ln-ll-::l 3 dwnrts wndd wleg i jusdes 1
FF2  MYSTIC WIZARD 2 65p e L a vyl i oo L e
FF3 MYSTIC WIZARD 3 &0p P
FF4  MIGHTY THEWED  65p 1 DWAREED e

BARBARIAN 1

FF 3 MIGHTY THEWED G5p SPECIAL (FFER |[REGIMENT OF 30 DWARFS

BARBARIARN 2
FF& MIGHTY THEWED 63p
BARBARIAN 3
FF7 HEROIC KNICHT 1  65p
FF& HEROQIC KNIGHT 2 A5p
FF% HEROIC KNIGHT 3 65p

FF10 WARRIOR OF 65p
CHADS 1

FF11 WARRIOR OF 630
CHAQS 2

FF12 WARRIOR OF 65p
CHAQDS 3

FF13  FEARLESS DWARF 1 65p
FFl4 FEARLESS DWARF 2 &£5p
FF15 FEARLESS DWARF } &5p

FF16 DEADLY £5p
SHKELETON 1
FF17 DEADLY &5p
SKELETON 2
FF18 DEADLY 550
SKELETON 3
FF19  EVIL COBLIM 1 £5p GEONS
FF20  EVIL COBLIN 2 65p ﬂﬁ EO
FF21 EVIL COBLIN 3 £5p G
FF22  VILE ORC 1 €5p &%m&&& DRAGON
FFE23 VILE ORC 2 £5p iniatures DGl DRIEMNTAL DRAGON E£4.95
FF24 VILE ORC ¥ £5p M -y o DG2  RED DRAGON £6.50
FF?5 FEROCIOUS OGRE 1 £1.25 AR uni"ns £4, DG?  BLUE DRAGON £4,95
FF26 FEROCIOUS QGRE 7 £1.25 ey R ARTEE S - DG4 BLACK DRAGOM £6.50
FF27 FERDCIOUS DGRE 3 £1.25 Wt . ggg ;gﬁﬁggﬁgm ﬁ.gg
FF28  PAINT & PAINTING £1.25 : 9
GUIDE BODID RED DRAGOM £4.95 DGT  GREEN DRAGON 4,95
FF29 RULES AND DICE El.25 MEL SPINED RDRAGOMN £15.00
% T} AEN S Tf’ MBZ KEVIN PEAT £15.00
WEAPONS SPRUE  10p = i‘ DRAGOM
INDIVIDUAL HEADS 5p DIORAMASETS
GH1 GOLOEN HEROES  £5.50
AL £3.50 DS1 DWARF CANNON £ 4.50

Wm - D52 DUNGCGEON EGLIPMEMT £ 4.50
Arcane INnsTrosii; mﬁ*-,ﬁm D51 GRAVEYARD £ 4.50

| WXRHADINER
TAl AANGOR GICANTIC L9.9% LW LONE WOLF £5.50 .

BALROG GIAK ATTACK

TAZ DWARF £25,9% WARMAMMER BATTLE RULESE9.9%
JUGGERNAUT R Eas TRAVELLER 15mm BLOODBATH AT ORCS DRIFT £5.95
TA3Z ORC WAR WY £h, Warhammer Battle Scenario
TAL ORC WAR MACHINE £6,95 TRAVELLER 15mm  é0p for & BLOOD ON THE STREETS £5.95
TAS WAR EAGLE £7,50 Village Pacle 1 '
12? Eﬂ%@%ﬁﬁ%ﬁg Eﬂi Bozed Gets CITADEL JOURMAL 1 £1.50
CL . ", oy Ex it CITADEL JOURMNAL 2 £1.50
TAB SAATOR GIANT £6.95 ADVENTURERS BASES
DEMON OF EVIL BC2 STARTER SET £4.95
MONSTERS 2Mmm  (SAUARE) &tz p
MONSTER BOXES BE3  DWARF LORDS £4.95 2Smm  (SALUARE) 02 p
Ml CHADS CHIMER A E395 0OF LECEND HE X AGOMNAL A2 p
Cmz2 FIRE GIANT LORD  £3.95 BCH CHRONICLE DEATH [4.9% HORSE MONSTER (ORLONG)
CM3 DRAGON TOAD £3,95 COMMANDOS { D5 % 505 ) .03p
BATTLETRUCK s o FLVINGBAgES
ETERNAL CHAMPION 40mm (SQUARE) 06 P
BTl BATTLETRUCK SET L 2.50 BMEL  FELLOWSHIP OF £4.95 PLASTIC SHIELD a1 p

THE RING




