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box and say something along the lires

{ ol “this box represents this vehicle

whal | cama up wiv' last night.” So,
e most important rule of all is that a

¢ vahicle a player has desighed himse!!

musl b reprasented by & painiod,

| WYSIVWYG modal {wysayg’ = whal

WL &0 0% whal wou get), o il eanno

be used at all?
WY SN G means that tha medel

must be of the right type and Siza, and
hawe thi coffect numser of weapons
on i1, Wizapoans thatl are of a new
dosign or appearance (ig, are not GW
woagon models) can ‘count as'
analiver typa, but yéu must tall your
apponanl aboul this afl e star of tho

o battle, and yow st Be onsasient

about it. For axample, if you say, This
qun counts as & lascannan®, than

| anoiher weapon that is idantice] must

alko count as a lascannon. Basically. if

¢ you think to yourseld “Will this conluse
4 another player?” and the answer is

Tes" than your showldin®l do !

| One last point — in nérmal gameas of
 Warhammeer A0.000 75 quite comman
| 1o use ‘stand-in’ models to 1ry out a
| e broop type and Sl il you want 1o

| you have in @ game, rot o provide E;: ;:Ti L”A:E o o
you with a way of designing a new E;Jrrl'“u. o .‘ X
‘ubar-maching” tor your anmy. |1 you e e

imziude them in an army. This is
paractly acceptabla for units that are
imncluded in a Codex, but not for a 'do
i yoursed” vehichy, Thase niles are
chsinred 10 alkow you b use a model

vaant to test samathing out, you have
to Build it!
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VEHICLE DESIGN STEPS
Baslcaly there are eight staps you
meed 10 follow in order 1o add a naw
wvahicle to a game of Warhammear
40,000, which are ligied below, The
rest of the amicle takes each of thesa
stops and describes them in detail,
ard explains what you noed io do,
“ou should follow aach step in turm,
going back b adjust prévicus entrias i
the reed arisas. Record the detals on
the Wehicle Design Datafax sheet that
wa've inclyded with the article. Please
note that wou will need the completed
vehicle maodal hafore wou can start
wiwking cal the rules tor i, 85 I Some
o the slops wou'l nesd o ok at the
rricecbe| [0 weork out {hee rule thiat
agplies. The eight steps ara:

1. Pick Type

2. Pick Size

3, Pick Armour

4. Waork Cut Speed

5 Pick \Weapons

G Waork oul characterstics
7. Pick Spocial Options

8. Wark Gl Painls Value

1. PICK TYPE

The first stap in working out &

th ruless Far war moe
vehicle modal is bo

.

survivaldily of a Land
Hivichor — [fairk I FIATRAGE
Wars Darn

Tho twin holls of two
Raldors lied Jegothor gives I

Nick Dandis
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Ernvelowcd of the Paddon graw bank and tired of warching
miy gracalul Brkdora gpod abod down By balter e, I
deckdod rial ! noeded veae somathing (haf packed the

punch of a Ravager sut had the

el

orgareEly
Efaipid

& AT S

wwhiple de wolid Inok whilgl fho open
top and stabllising wings hoip fo feop
that afpok, menscing Dk Ekdar

'z importast wiren you

are buniiding powr droant
watlchy that youw koo

i fho clharacter aof

W army — after At yow
weoekawm ' fing Ovis
rigdng arovnd in

-

SEARRRARNR S

diffarant types of vohice is printed
right. All you nesd 10 3B 5 assign Tha
vehiche 10 the apprognale category!

All vhichos in Warharmemar 40,000
have a type; for exampls a Land
Raider is & tank, a Dragdnought s a
wiaker, and 22 on. Each of thgsa
calegories Is descrbed in the
Warhammer 40,000 rulebook, and you
shaudd reler to that for a fuller
description of them. In addition 've
added in Peo now CAlERINES YOU Can
usd Thears and mamdbie,

Flpers: A fher 15 basically an aicraft —
e, something that can fly along vary
fast in pratty much a Steaight ling - as
opposed o a skimmes which IS o
ke a rmodam day helisapior, Tha
mules for lliers are included in & special
gaction at the very end of the vehichs
design rules, to avold cluttéring up the
core mules with speciual axteptions that
will onky apply to a vory few models,

fmmebife; Immobile vehicles are, as
their nama implies, a vehlcla that can't
maee, for example an anti-aincraft
batiery, or a dafance lasear site, They
can have tumals and have a craw 1o
operate ther, bl unlike other
viphiples thay can't maove from thair
starting location.
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VEHICLE TYPE SUMMARY

: ::f"“':‘“ TANK | LIGHT VEHICLE | FLYER | IMMOBILE

= 1an - a =

= Vighicle SMALL 46(12)]  40{10) 40(10) |  46(12)

* Flyar NORMAL 44(12) |  56(14)

= Immobilo WAR MACHINE | 54{14) [ 44(12) | ser14)
Mole: Cownd side armour fedoa when working ol the Iofal value ibath valuss
must be tha samal.

2. PICK SIZE Chimarm' ammead with an unfeasibly

The naxt stap in designing the miles
for your new vohicle is to assign it &
Size. A vehicle's size has a numbar of
effects on the rest of the nles that

ol lover, Tor eocarnpde datarmining how
many weapans It can canmy.

Vehicles must be allocated one of thae
following sizes:

* 3mall (ie, buggées, Land Speedears,
Vypars, atc)

« Mormal (le, Rhinos, Leman FHuss,
Land Raiders, abc)

« War Machirnes

War Machines: Anyihing larger than
‘normal’ sized is & special ype of
vahicla known as a8 War Machina (.e.
Banablade sized and upp. A number of
special rules apaly 10 war machirses.
Rather than clufler up the main
viehicle design rules with kots of 'ifs
and buts' about war machines 've
incieded all of the special rules thal
apply o tham in a separale section
Laber ¢n,

Size Guidelimes: Playlesting has
shown that soma playars can ba a bit,
B, “creative’ in alocating sizes 10
thair modets, Tor example calling a
small model a super-hoavy vehicle,
Piease remember that the size you
allccate should be raflectad in thea
physical siza of 1he madel itsall — in
other words a small vehicle should be
gmall, whils supaer-hanvy vohicos and
larger should be really big! To help,
hera are some guidelings for you to
user

Sl wahiches: Should e smaller
tharn a Hhing maded, aboul 34 inchaes
sOuane oF less,

VWar Machines: Should & larger than
a Land Raider, in other words larger
than 546 incheas squara.

Vehicles that are converted from an
existing Citadel model should be the
sEme size as the profolype, unless
you glue sevaral models together.

For axample, i you convered a
Chimera inlo the ‘Super Zappy

Weapons:

large gun, then it should remain &
‘nenmeal sized vehichs, On he other
hand, # you glued four Ghirmera hlls
Tegotherin ordor 10 make a wahicla,
Trvien yous could couni it &5 & war
machine.

3. PICK ARMOUR

All wehicles in Warhammeer 40,000
have a sel of armour values, even il
they arg nol actually ‘armoured
vehiches' as such. In this slep you
musat docido how much Grocur your
wvardche has on addh Of iS5 lacings.
Cross melerence M size and Iypa
Ao 10 find cul how much ansour
the vehicle can have. The combined
total of the Vehicle's frant, left, right
ard rear armour may not excasd this
value. The numbar in brackats is the
highest value a single facing may
hawve, The minimem value a facing
gy have s 9, For excample, a mormmal
tank can koo an amrour valuo of up
L 14, bart the botal of all s ameaur
A s Can't axcisd B,

Twin-linkl Splinder ¢anasns
Gatling Dark Lanct (03 shot)

Fawrdy Fid 4i JoaT o
Froaf o sidle armdeal,
i ! }l: ~ Il;:

erl!ﬂlr"ﬂ [

! made fhe Rampage o of fwg Raider kils ghned fogather, with adaitions] Nropower i the
shapd oF aplinier spanant Fom apang Dark ETdler Winrrioe kile,

AT the time thad the Ramypage was boing construciod, ovenyone in White Dwarf was having a
g Buiiiding @ volulolo, so plonly of ofber volrloky LiF bifs were avallablo = honce i thirg
engine [donated by a Faloan grav fani).
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