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Might Goblin Warhammer Begiment boxed sel, these core
h regiments can be built up easily and cost-effectvely.

The pext amd most impomant thing your army needs is a gereral
to lead it, This is espesially imponant for Goblin armics. He's
i only mods] that st e included inihe army. Yo'l need o
buy a suitabde character model to represent your gencral, When
vou expand wour army o 2000 or even 3000 points vou can
keeg Wim as your general of use him as a hero and replace him
with anather claracter model as general,

Blemember when you are xsembling wour models, it 15 g poad
iden fo make sure thal all vour mindatenes are carrving the fght
weapois and equipment. as this belps to aveud conlusion during
gamess,

WHAT'S NEXT?

Once you have chesen your core wnils and peneral, wou ane
ready Lo begin lopking at other elements thas would make up 2
Goblin army, Luckily, oven though we bave limited ourselvies 1o
just Ciobins, we still bove an encrmous choice of roop Lypes,
Hawe Goblis alresdy have laads of options open to them you
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N\ The first 1,000 points of our army will form a core around which a larger force can be built. This is

Our army general i1s a Night Goblin Warlord, who we have
named Skaskul. He represents one of the many Orc & Goblin
chieftains that are scattered across the World’s Edge mountains,
, the Badlands and even the Massif Orcal in Bretonnia. He wears
the magical Armour of Fortune and carries a shield to protect him
during battle. Although Night Goblin Warlords are good fighters,
they are vulnerable to being picked off by hostile missile fire. To
protect him from archers and for extra support in combat he will
lead Da Stabbas into battle. With Da Stabbas to back him up, we
will give our Warlord a magical weapon, the Shrieking Blade. This
will give him a useful psychological edge in most combats, as
L opponents will have to take a Fear test to charge or when charged
by the unit.

The model we have chosen for our Night Goblin Warlord is the
plastic leader model out of the Night Goblin regiment box set. He

makes a fantastic Warlord miniature.

aaagh Skaskul has two Big Bosses in it. These are the

trusted lieutenants of the Warlord. Big Bosses are very
important for a Goblin army as they bolster the fighting strength
of the regiments they lead. Also their improved Leadership will
help pass any psychological tests the units have to make.

QOur first Big Boss is Skab — he is a Night Goblin Big Boss and
Skaskul's right hand Gobbo. He leads Da Stikkas into battle and
helps guard his Warlord’s flank from attack.

The second Big Boss is Skarp — he leads Da Fangs into battle. His
job is leading his Wolf Riders in flanking attacks against enemy
regiments. To aid him in battle Skarp carries a Sword of Might, a
magic weapen making it easier for him to wound his opponents.

a Fangs are Goblin Wolf Riders. They act as the army’s

scoults, scouring the surrounding countryside for any sign of
the enemy. Wolf Riders are the fastest and most mobile troops
available to any Orc & Goblin army. The Giant Wolf has a WS4
which is even better than the Goblin riders! So as long you make
sure you charge, your Wolf riders will put up a pretty good show
against most enemy units.

In battle this unit is lead by Skarp and will be deployed on the
army’s flank, where their rapid movement can be used to good
effect. They will be able intercept the enemy’s fast

moving cavalry or get behind the
enemy’s battleline and
deal with his war
machines. The Wolf
Riders will form up in
two ranks of five, and _
we will give the unit a » e AT
standard and musician DR o T e .

Sl o

- %

to aid them in combat. S=F ¢ BTN

We will also give the (. ﬂr’i
Wolf Riders spears so p o 4
they get a +1 Strength
bonus when they
charge.

a themed 1,000 point army that represents the different tribes of Goblins gathered under the
charismatic leadership of an Night Goblin Warlord.

DA WARLORD

Night Goblin Warlord Skaskul

BOSSES

"

Goblin
Big Boss Skarp

e ‘:..

Night Goblin Big Boss Skab

DA FANGS

Note: Although the rules state that every model in the
regiment has to be armed and armoured the same as his
fellows, some gamers like to arm a few models slightly
differently, to add a little variation to their units. For example,
mavbe swapping the spear for a hand weapon. This is
perfectly acceptable as long as about two-thirds of the unit are
armed correctly. During the
game it is assumed that
everybody is equipped the
same.

Da Fangs led by
Big Boss Skarp
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DA STABBAS & STIKKAS

'WARHAMMER |

e e e

The Night Goblin Warhammer Regiment plastic
boxed set is the best way to collect the huge
regiments needed for your army at a great price.

he core of every Goblin army 1s always

huge regiments of Goblins. Now &7
Goblins are very cheap, which means you can
have lots! The trick with Goblin infantry is to
keep the regiments big, with at least four ranks in
depth, always give the regiment a banner and if possible a
musician as well.
These next two regiments will form the backbone of our army.
Using the Night Goblin Warhammer Regiment we built a
regiment of twenty Night Goblins with spears, which we will
call Da Stabbas. The box also contains a complete command
group for the regiment — the musician and standard will help
give Da Stabbas an extra edge. I will also give Da Stabbas a
magical standard, the Bad Moon Banner, which will protect it
from hostile fire. Plus under the influence of this banner the
Goblins are able to strike first even when charged, giving
them a considerable advantage in combat. We will use the
leader model included in the set to represent our Night Goblin
Warlord Skaskul (because it looks great!).

Finally, as Da Stabbas are a regiment of Night Goeblins. I could
not pass up the chance of having Fanatics in the unit. These
ball wielding loonies are automatically released when your
opponent gets within 8", forcing him to charge through them
(causing considerable casualties on his regiment) to get at
your Night Goblins. Fanatics are a lot fun to use and can be
very destructive, so [ will go for the maximum allowed in a
regiment which is three. Da Stabbas will be deployed in the
centre of the army. The regiment will deploy five wide and
four ranks deep, so they will have an excellent rank bonus and
be much harder to beat in combat.

Our second regiment will be used to support Da Stabbas.
Using a second Night Goblin Warhammer Regiment we built
a unit of Night Goblin Archers, which we will call
Da Stikkas. The unused spears went straight into our bits box
for future use. This unit’s role is to guard the flank of Da

Dq Stikkas led by Big Boss Skab

gt

T Lo

Da Nuttas — Night Goblin Fanatics

Stabbas as both units advance towards the enemy battleline.
Again we have given this unit the full command group of
musician and standard. The leader model will be used to represent
our Night Goblin Big Boss Skab.

We can add more Goblins to both these units if we wish, using
additional boxes of Night Goblins. There is no reason why we
could not split a box between these two regiments. Say
fifteen Night Goblins in Da Stabbas and five in Da

Stikkas. .

[y

Stikkaz are called Stikkage
co2 dey fiPe afferz2 which
eTick in ,e,f‘. Stabbagz gfe
called Stabbage c02 dey 'ave
long 2ticke wiv 2tdbbi bite
which dey 21gb :.uef‘ wiV,
Ded E.if'lple.
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e Nertar = Night Goblin Nefters & Clwbbers
| Nigm Ceobilim Metters amd Clubbers normally hunt Cave Squigs

in the sublerrancan depths of the moumaizs. They woeek
ll.1p:lh|:r in ordier 0 imoepdilise and capune ihess dangenos
creatures, On the botileficld they vse their skills agaimss tse
eneny, enlangling the foz in their nets while the clubbers swarm
all over them, bashing them senseless.

Meters excel at picking on single characiers or even smeal] elite
wnits of cavalry, This regimens: will work best deployed near to Do
Stabbas, =0 they can support them incombat. [t is imponant when
using the Netiers to get the charge ard to pick on small units. If
fheey fake on anyihing that i w0 big, they will need the support of
oler mnits,

DA HUNTAS

ight Geblin Squig Hunters bunt Cave Squigs wsing loag
proshders wo goad Squigs frem their hiding ploces and o keep
those cnrmged beads ab bave Squig Hunters also herd these
ferocioms craalunss inbo batthe, dirceting them towards the cnemy
where they can gnash, bite and chew throwgh the enemy’s ranks.

DRy Flanfoar — Nigk! Cieddie Souig Muriees

DA HOPPAS

We have o unit of two Sguig Hunters, cach with the maximuem of
three Cave Squigs. This small but very powerful unit is quite
capable of wkang o the toughest troops amd winning. The uni
will b deploved on Da Siabbas’ tdher flank (the other onc is
protected by [ Stikkas) aed when Da Stabbas charge the
Hungers will engnge that same wnit in 8ts Manks. The combined
atacks of Da Stabbas and Dra Huntas will make short work of all

bl the toaghost of troops,

quig Hoppers an: perhaps e
mast  oraved of the Squig
Hunters. As their nans suggests tey
rrde into bande on the back of a hopping
rikad Bouncing Squig.

Squig Hoppers fight indepeedently of cach
palser. althouph they work best if you try 10

P Fivsppis —
Nighr froblin
Sy Moppers

keop them in o loose group. With their random nesevement they
can b a linle unpredictable, but their patential for pear unlimited
GF e are very lucky) Strength 5 hits moee than makes up for
this. Try to get them in conlat with vour opponent’s bizgest unil
and then just bounce all over it, Sguig Hoppers can cven ke on
arge momsters awl win — 1 have witnessed two Squig Hoppers
kill a Griffon in 2 single furm of frencied bouncing.

WARHAMMER [

EXPANDING YOUR ARMY

DA LOONIES e

Tlh-_e Goblins crented the Doom Diver catapult to fire bat-winged Gobling inbo the air so they
coull reconnoitee the surrounding area for enemics. At some paint the Goblins discoverned
the damnge o plummeting Goblin could do 1o an enamy anit and stamed 10 ke this fomm of
warfare guibe seriously,
This catapult is one of deadlicst war machines available i a Goblin commasder. A Doom
Driver con make o very big mess when he his an enemy unit (D9 Strengih 10 impact buts?),
Plas if you over-cstimate the distance the bat-winged loony can atempt wo oormect his flight
path, This makes the catapult ene of the mast pocurnie in the Warhammer gans,
Ie barde 1 will deploy Da Loenies on a hill and if my oppasent has any powerful charscles
an bz monsters, | will bombaed them with Doom Divers, IF he hase't,

1 will pick on the largest wnit be felds, whittling
if down in siee before they make comact with my
Croblins.

Ba Loonies — Gabifs Boam Biver Cmbapinlt

Tx Goblin anmy we have formed from our fiest 1000
ponts will be very effective against an army of the same
s, amddl alsn gives us a nice solad cone to build a larger army
around. Belooe you expand vour anmy any further it is a good
ides fo play n fewe pames with it This will give vou a fimer
idea of what you want nest akl vou can then start 1o expand
it. The next step is o build onother 20 points of Goblins. This
will bring your fonce to a sizeable | 500 points,

A pond plece to slart is 10 dd 3 couple more charaslers W0 yoar
armmy, Cair Goblin nomyy Incks magical support =0 0oe of 1o
Migt Goblin Shamans would be our next chodce, [ woull also
give car nomy o Battle Standand Bearer, as Leadership tests are
the fane of every Goblin commander, 5o the ability 1o re-roll
Break tests is o must, Like every army the Gobling have the
shilty o mount their charactizrs on monsiers. Alilough your
opponent will scoff ot your Goblin Big Boss or Warlord
mognted on the back of a Whyvern, you will soon put the fear
af Gork inte him when you dop behind his lises.

Oine thing all Goblin armics peed is lols of Gobline, Ealarging
23 Seabhas with another boxed sef is a good option. bul Might
Crabling are mid s only Goblin treops available, The Goblin
race is split roughly between three Lypes, tee Night CGoblins
who live i the mantains, the Gobline who are mostly
poumadic and the Forest Goblins who live in gl foseated
wildemesses of the Okl workd, Ahhough the differences
Between the Goblins are mainly cosmetic, panting a wnit of
twenly Forest CGobling with spears does makes a nice change
from units of black cowled Night Goblins., Plus, sach different
race vpe allows ecess W oop opliens available anly w
them. Taking Might Goblins has alleowed ws pocess tiv thor
deadly Fanatics aml ferocious Cave Squigs. Alematively
taking a unit of Forest Goblins allows us access to the fast
moning Spider Biders and Forest Goblin Shamans whve are
mmund 10 i Eadbangers resalt on the Wanngh tnble,

To reinforce Da Fangs [would cliose a couple of Goblin wlf
charios. These well-drewn charieds con keep up wath ibe Da
Fungs so [ would recommend that they fight tegether. Alinch
sovthies 10 sides of the chariots for guaramesd impact his. Have
the Chariols charge the same unit as Da Fangs and you have a
fighting fosoe that is more thon capable of foking on your
opponen’s wughest units and winning in the first round of
combat!

Owres & Cobling are the only Warhammer amay able to fickd
Crinnts, Thess big, brutal mansters have loads of different special
attacks which are absolutely bethal for the unit on the peceiving
e, Just iy the jumping up and down attnck on your Cppoment’s
prized elite unit = it™s very hard oot w gen carried away by ike
poaver of these frightening crenturnes,

Altlspugh they ane not as big, Trolls ane as dongerous as a Gianl.
They ane stoong crough o make a nomsense of the beaviest of
armyaar, but what makes them really dangerous i their ability o
fegeneate the most komendows of wounds, They can even oome
basck froom the aad? This makes Teolls the hardest unit te Kill in
worr army. Just like Goblins, Trolls come in different gypes, the
most commen being the Stone Troll asd the Biver Troll. Each one
heas a1 natural abilicy, from dispelling magéce, to being hand to hil in
combat, Unfortunately Trolls suffer from stupidity and have a
very low leslership, To dop them storing blankly inla space fior
lealf the gane you will have to bead them inte bantbe with a Big
B, o keep them near your YWarlond so they can benefit from
his irereased leadership,

Crodling have loads ard losds of troop tvpes amd optiens ovailable
Lo Lherm, 50 paeking oun a good themead ammy is really very easy.
This means YOI quil: -Eﬂ.-:“:.' d-&s.ign VOLur Ceodlam armny b it
wour own fighting style. Over the page is an example of Wanagh!
Skaskul™s amiy, which s been expamsded by an additional 500
Perins.
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A& Ciobitin Wolf Riders fed By Brg Bozs Skarp

A D Svikkas, fed by Big Boge Skab A Celilin Do LXver caraprd




