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From Start To Finish Insist On The Best

RAL PARTHA Miniatures... PARTHA PAINTS
$2.00



- The figures plciured are but a sat‘nplmg of the many excellent lines from

RAL PARTHA 5933 Carthage Court Clncmnatl Ohio 45212

Toll Free (800) 543-0272 e In Ohio (513) 631-7335
'.Gail or wnte-today f-::r current producf Instmg and pramotmna! matenal

4 ﬂ1-047 Annorect Centaur 01 -002 Super Hero and 01-025 SupEr Hero in Plate Armor
g Naoble Paladin of Mythical Equestrian Race. “High Chivalry” :

01-057 Frost Giant
Extraordinary Creature
Stalking The Snowy Wastes.

* RAL'S BATTLE STATS
Armor Prowess Vitality Magick Move Cost
3 2/6 (i raoeesl | i

01-068 Dragon

The Dread Winged Reptile
Is Again Loose Upon

The Land.

USE PARTHA PAINTS

01-045 Earth Daemon
Terrestial Elemental
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01-132 The Chaotic Ones

* These Statistics Are For Use With The Acclaimed “Rules According To Ral For Fantasy Battles” (99-001).
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Ral Partha often reworks existing figures. This is an ongeing
process of improving the figures tn our lines, and (n_fact, some
of the figures pictured here might be remade during 1988. We
reserve the right to make these necessary changes.

Ral Partha figures are generally scaled to 25 m.m., and are
pictured smaller than actual size.

Although some figures pictured are painted with Partha
Paints, all Ral Partha figures are sold as unfinished castings.

Some figures may require assembly.*

Catalog prices are subject to change.

Ral Partha figures contain LEAD and should not be chewed
or swallowed. Not suitable for children under 10 years of age.

Ral Partha Enterprises, Inc.
5938 Carthage Court » Cincinnati, Ohio 45212
Toll Free 1 (800) 543-0272 « In Ohio 1 (513) 631-7335

Namnn Eers

Thrcme of

BATTLETECH"and MECHWARRIOR"™
tered trademarks of FASA Corporation. Enter the
Juturistic galactic war zones of the Succession Wars
armed to the teeth. Ral Partha offers the elite
Mechwarriors and the Battletech dreadnought’s
they command (pg. 19).

Ral Partha offers numerous quality licensed figure
lines. Watch for more exciting licensed lines in 1988.

The following trademarks are used under exclusive
license:

are regis-

BUSHIDO" is atrademark of Fantasy Games Unlim-
ited. Inc. Relive the legends of medieval Japan with
Bob Charrette’s array of personalities and creatures
of myth. The pieces are designed for Bushido, but
are perfect for any Oriental adventures or battles (pg.
27).

ELFQUEST™ is a registered trademark of Warp
Graphies, Ine. The distinctive personalities of your
Javorite Elfguest characters are captured in these
25m.m. sculptures by Julie Guthrie (pg. 29).

LOST WORLDS™ is a registered trademark of Nova
Games, Inc. Now you can collect the combatants of
Nova Game's award winning Lost Worlds boolcs. Ral
Partha offers the figures used in character design.

Lost World's Code No. = Ral Partha Code No.
#1001 = 02-915 #1008 = 02-917 #1015 = D2-927
#1002 = 02-402 #1009 = 01-030 #1016 = 01-005

#1003 = 02-233 #1010 = 01-072 #1301 = 02-909
#1004 = 02-275 #1011 = 02-228 #1401 = 53-902
#1005 = 01-023 #1012 = 02-920 #1402 = 10-200
#1006 = 01-010 #1013 = 02-946 #1501 = 32-016
#1007 = 02-306 #1014 = 32-011 #1502 = 32-016

RUNEQUEST" is a trademark of the Avalon Hill
Game Company. The worlds of Runequest (ake on
new dimensions with the
sculptures by Bob Charretie (pgs. 15 & 17).

intriguing 25m.m.

Ral Partha boxed sets are great gift items . . . to give and receive!



. BE PREPARED = -
(a complete dlscertation on the preparatlon of Ral Partha
Miniaturesl : : :

By our master ﬁgure cleaner and tnnovatc-r of the Atomm

: Clean rnethod 4 5

“I'm sorry. I tried and tried, but coul_dn't verballze myself
You dun t know how hard I trled ———-I'm sorr}'

A ﬁller artxcle by the catalog staff

The ﬂgure painters who believe ﬂgu.re preparatton 1s a
~ waste of time often end up wasting their time slapping
- on the paint. Here are several common questions crmcem-
ing ﬁgure preparatien and their answers o

What Tools do I need?

Your initial purchase of tools wlll be small. Yeu will need
a Stra1ght edged hobby knife, a few needle files (flat and

- semi-round), an old tooth brush, and glues | for afﬁxing :

metal sections to each other, and to basee i
 What Ellle is best for metal figum?

'.'We recommend that you use a super glue with fiiler, a ftve
i rnjnute epoxy or Duco cement on yeur metal fi gu:es

:--_:_fWhat s the best way to prcp my ﬁg‘um for painﬂng'?

First, study the ﬂgure carefully You will see a flash line
_ running vertically around the figure. All figures have
- some flash because of the casting methods used in man-

ufacturlng although better quality figures have very small
~amounts. Check under the chin, arms and between the
legs. Gently remove flash using needle files or a hobby

knife. Always cut away from yourself. Take care not to
: destm}r ﬂgure cletail or your ﬂngers - i

' (Should you: notice a chalk—llke dust residue on the figUre

don’t be alarmed. This is Talc used for separation and
metal flow. Use that old tooth brush dampened wlth
Wwaler, (o serub it away} :

After v you have removed the ﬂaeh at fach the_ figure

to:a
strip of cardboard with a dab of white glue. This will make
it easier to handle while painting. After the figure is done
‘and has been sealed, you can pop it off the cardboard
_"stnp You may wish to paint a group of ﬁgures at the
same time. ‘That way you can paint a figure while the last

,-._colar dries on another figure. Caution! Don't start so

‘many figures that you become bewitched or bewildered

~ For simple figure conversion start by artlculating the cast-
ing beyond it's two dimensional pose. Use the needle-nose.

i pliers spanngly Avo:d putting too much pressure (stress)

be In trouble

I Remember that limbs have joints. Instead of bowing the_
- arm unnatura]ly cut a V notch at the appropriate jei" t;

- at any one point If you are leaving nick rnarks you may

.:-g_bend shghtijr then tedeflne by flllmg in with fillerputty.

" To reinforce a metal section, or replace a spear, use a
] hohb;,r pin vise. First drﬂl a hole. then seta piece of steel

; fany craeks to conceal the Joixit.:'-'

The care used in ﬂgure preparatlun wi]l pay off when the
=--;flgure is _painted

01-001 01-002 01-003 01-004

01-012 01-013 01-015 01-017 01-018 01-019

01-028 01-030 01-032

01-041 01-042 01-043 01-045 01-047 01-050

01-066 01-067 01-068

01-083 01-084



RAI PARTHA

Personalities

Reap the harvest of Tom Meiers

fertile imagination as you
choose from among high
priests, witches, wizards, dra-
gons, champions — all the
creatures of your fantasies.

01-001 EvilWizard,

casting spell ... . .... 1.25
01-002 Super Hero, on Super Heavy

Horse, with'axe . ..... 3.50
01-D03'Balpg .0 oo 3.50
01-004 Cleric, cloaked, with

TR T] bt PR e 1.25
01-005 Winged Gremlin . . ... 1.25
01-007 Winged Serpent . ... .. 2.50
O01-010 HIl Trell ... ........ 2.0
Q10 TEARgel e i e 2.50
01-012 Archangel .......... 2.50
01-013 Assassin ........... 1.25
01-015 Super hero, with axe

{dismounted 002) ... 1.25
01-017 Pegasus, with rider ... 4.50
01-018 Adventuress ........ 1.25
01-019 Angel of Death ... .. 3.00
01-021 Elf Princess ... .:... 1.25
1022 EfLord ;... 00 - 1.25
01-023 Shield Maiden ....... 1.25
01-024 "Foregum”™ Super Hero,

barechested ........ 1.25

01-025 Super Hero, in plate armor,
on Super Heavy Horse . 3.50
01-027 Ranger, mounted and

(Wie b [0 ] e 4.50
01-028 Gremlin War Party (3] . 3.50
01-030 Wraith . ........... 1.25
01-032 Centaur, with spear ... 2.50
01-035 Land Dragon. with

Lancer or Captain . . .. 3.50
O1-037Monk: .- . o 2 k)
01-038 Winged Panther ... .. 3.50
01-040 Were Bear . ......... 2,50

01-041 Wind Lord  ......... 1.25
01-042 Paladin (dismounted] . 1.25

01-043 Armored Knight ... .. 1.25
01-045 Earth Daemon
[Elemental) .......-. 4.50

01-047 Armored Centaur ... 3.00
01-050Wyvern ........... 400
01-051 Griffon . .......... 2.50
01-052 Hill Glant . . ... .... 4.50
01-057 Frost Glant . ....... 4.50
01-059 Fire Glant . ......... 3.50
01-060 Dungeon Lady, with

petdragon ......... 1.25
01-066 Necromancers (3] .. .. 3.50
01-067 Hecatron .. ........ 3.50
01-068 Dragon . ... ........ 7.00
01-069 Djinn (2] ... ........ 3.50
01-071 Unicorn., with

Princess Rider .. ..... 3.50
01-072 Cold Drake (Dragon) .. 7.00
01-073 Clerles (3) . ... 0.t 3.50
01-081 Armored Balrog ... ... 4.50
01-082 Black Prince, mounted on

armored horse ... .. 3.50
01-083 War Dragon with

Enight e iae ey 9.00
01-084 Evil Lordon litter

with bearers . ....... 9.00
01-086 Winged Beast with

pider i e n R 4.50
01-089 Witch Kingon

Flying Charger ...... 4.50
01-090 Storm Glant . . .. . ... 4.50
01-091 Elf Hero, mounted

andonfoot ......... 4.50
01-093 Anti-Paladin. mounted

andonfoot ......... 4.50

01-010
Hill
Troll

01-091

01-082

01-093



01-099




01-094 The Golden Dragon . . 2 01-138 Black Dragon
01-095 Jabberwock . .. i 01-1389 Blue Dragon (dark blue
01-096 Hippogriff ! Dragonscale™ creme
01-099 Armored Giant mounted included)
on War Elephant g 01-140 Undead Dragon
01-101 Mechanical Knight, 01-141 TheBlack Prince’s Orc
mounted and on foot .. 4.0 Guard (2] ...
01-102 Highwayman, mounted 01-142 The Black Prince’s Elite
andonfeot ......... Guardsmen (2)
01-103 Bugbears (3) 01-143 Malkotian
01-105 Three-Headed Troll . .. Spearmen (2)
01-106 Halfl Elves (4) 01-144 Black Falmyrian Guard
01-107 Briarose Knight mounted Cavalry (1)
on Bumblebee, Knight 01-145 Black Falmyrian
on foot Champion
01-108 Titan 01-146 Forest Dragon
01-109 Cloud Giant 01-147 Boarak. mtd. Death
01-112 Paladin, mounted and Rider of Chaos
01-148 Perfidon, mtd. Knight
01-114 Thieves (4) of the Chaos Lords
01-115 Half Orcs (4) . rreh 01-149 Mounted Chaos
01-120 Cutthroats (4) ....... AV e e e
01-124 Warriors of Chaos (4) . . 01-150 Mounted Chaos
01-125 Champion of Chaos, Knight (b}
mounted and on foot .. 4. 01-151 Sea Dragon
01-126 Lord of Chaos. mounted 01-152 Amazon Temple
and on foot : Guard (2)
01-127 The Black Prince’s 01-153 Amazon Guard
Chariot of Fear 00 Cavalry (1)
01-128 Brigands' Treasure 01-154 Amazon Slave
Caravan . Chariot
01-129 Celestial Dragon (red copper 01-155 Giant Griffin
Dragonscale™ creme 01-156 The Black Prince's
included) s Black Knight
01-130 Guardlan Knights (2) . 01-157 Black Prince’s
01-131 Lawful Brothers of Dark Elves and
Eaglesborne (2) ...... 250 Black Dwarves
01-132 The Chaotic Ones (2) .. 2. 01-158 Black Prince Allies—
01-133 Guardiansof Warrlors of
Doom (2) : Sutherkrein . .
01-134 Lawful Fighting 01-159 Elite Armored
Companions (2) ..... 2.50 Dwarf{ Guards
01-135 Lawful 01-160 Ore War Chieftains (2)
Swordmasters (2) .... 2.50 01-161 Hellspawns—Demon
01-136 Chaotic Knights Of Creatures of Chaos (2}
The Doom Legion (2] . 01-250 Medium Hex Bases (6)
01-137 Chaotic Knights Of 01-251 Small Bases (9)
The Skull(2) ... . .







RAL PARTHA

01-301 Greater Troglodytes in

chitin armor (2) ..... 3.00
01-302 Greater Troglodytes

with swordstars (2) . 3.00
01-303 Greater Troglodytes

Guardians w/

halberds (2] ..... ... 3.00
01-304 Troglodyle War

Party [ (3] .. . 3.00
01-305 Troglodyte War

Party 11 (3) . 3.00
01-306 Troglodyle War

Party N3] . = v v eis 3.00
01-307 Staridrim, the Drow

EIf Lord mtd. & ft. . 3.50
01-308 Artlyn, the Sylvan

Thief mtd, & ft. ... ... 3.50
01-309 Esgalduln, the Sea EIf

Guardian with magic

swan shield mtd. & ft. . 3.50
01-310 Fealor. the Grey

Elf Warrior mtd. & ft. . 3.50
01-311 Dwyndolyn, the Sylvan

EIf Warrior mtd. & ft. . 3.50
01-312 Ardriel. in three guises:

Thief. Mage, Warrior (3) . 3.50
01-313 Troll Giant  ......... 3.50
01-314 Brass Dragon ....... 5.00
O1=515 e ., 3.50
01-316 Ranger ............ 3.50
01-317 Magic User ......... 3.50
01-318 Hobbit Thiel ........ 3.50
O1-319 ElfFThief . ..... .00, 3.50
01-320Paladin <\ .. ... ... 3.50

01-338

01-321 Human Assassin .. . .. 3.50
01-322 Barbarian Fighter .. .. 3.50
01-323 Dwarl Fighter . ...... 3.50
01-324 EIf Fighter . ........ 3.50
01-325Drmid- G o e 3.50
01-326 Clerie . o vc s as 3.50
01-327 Rearing Fire Drake 8.00
01-328 Anti-Paladin . ... .... 3.50
01-329 EIf Fighter Mage . .. .. 3.50
01-330 Fighter with Axe . .... 3.50
01-331 Musionist . ......... 3.50
01-332 Female Fighter .. .... 3.50
01-333 Wizard (Mage) ....... 3.60
0D1-334 Gnome [llusionist 3.50
01-335 Anti-Hero 45.50
D1-336 NInja" & e 3.50
01-337 Female Magic User 3.50
01-338 Evil Shaman (Priest) 3.50
01-339 DrowEll . ..o oieen s 3.50
01-401 TheWhite Wizard

(Ft=8oMida ) e, 4.50
01-402 Carn, Warrior-Mage of Chaos

(P8 MY s 4.50
01-403 Cymboril, High Elven Warlord

(EL D& M e e, 4.50

01-404 Leonara, Warrior-Champion of
the Pure (Ft. & Mtd.] .. 4.50
01-405 Czarchon, Witch King of Chaos

IR e ) e 4.50
01-601 Dwarfl Champion ... .. 1.25
01-602 Orc King . .......... 1.25
D1-6D3 Necromancer ... ..... 1.25
01-604 Chaos Deathmaster _ .. 1.25
01-605 Gnome Master Thief . . . 1.25

Ral Partha figures are generally
scaled to 25 m.m., and are pic-
tured smaller than actual size.

SOME FIGURES MAY
REQUIRE ASSEMBLY.

AR




02-015 02-016 02-017 02-018
VARIATIONS VARIATIONS

D2-034 02-035
VARIATIONS VARIATIONS

02-046
VARIATIONS

T “’-ﬁ
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”;r‘-‘f e o 531\.%‘55?

e X

02-201 02-208 02-210 02-211 02-212 02-214 02-219 02-227 02-228

02-301 02-302 02-303 02-304 02-305 02-306  02-307 D2-308 02-309 02-310 02-331 02-332 02-333 02-334 02-335




Fantasy

Collector Series
Elfs, Dwarves, Skeletons,
Beastmen, Ores, and Humans
—all of the major races needed
Jor exotic fantasy units!
Select the perfect playing piece
Jor your character! Be it magic
user, fighter, or specialist;
within these pages Ral Partha
offers you figures deserving of
your character’s reputation.

i bl FANTASY ARMIES
02-002 Wood EIf, with bow
and sword (6] . ...... 4.50
02-003 Wood EIf, firing
oW B e 4.50

02-004 Wood EIf, with pike (6] . 4.50
02-005 Wood EIf Cavalry,

with spear(3) ....... 4.50
02-006 Sea EIlL upright

pikeNG)= s e 4.50
02-007 Sea EIf, advancing

with ptke (6) ........ 4.50

02-009 Sea EIf, striking

with axe (6) .o 4
02-014 High EIl. firing bow (6) . 4.50
02-015 High Elf Cavalry, with

great sword (3) . ..... 4.60
02-016 Elf Horse Archer (3) ... 4.50
02-017 Starbrow's Select [6) .. 4.50
02-018 Starbrow's Command . 4,50
02-019 EIf Command Group . . 4.50
02-021 DeepElf, firing

oG e s A
02-023 Deep EIf, with

halberd (8) . ........ 4.50
02-025 Deep Elf Cavalry,

with lance [3) ....... 4,50
02-0289 Mounted Halflings,

clubs.axes (4) ....... 4.50
02-031 Dwarf Axemen (6} . ... 4.50
02-032 Elite Dwarf

Axemen:(8) ... 4.50
02-033 Dwarf, with two-

handed axe (6) ...... 4.50
02-034 Brotherhood of

the Axe () ......... 4 .50

02-035 Brotherhood of
the Axe Command (4] . 4.50
02-036 Dwarf, striking

with hammer (6) ..... 450
02-038 Dwarl, with

crossbow (6) ........ 4.50
02-039 Dwarf Command

Groupi—= S o 4.50
02-040 Skeleton Command

Groop: (4) e 4.50
02-041 Mounted Skeletal

Knight {3) . oo vae .. 4.50
02-042 Skeletal Knights (6) ... 4.50
02-043 Skeletal Archers [(6) ... 4.50
02-044 Assorted Skeletal Melee

Troops(B) .........: 4.50
02-045 Dealers of

Devastatlon (6] ...... 4.50
02-046 Dealers of

Devastation

Command (4] ....... 4.50
02-060 Goblin -

Imp Skirmishers (8) .. 4.50
02-058 Fangs of Fury (6] ..... 4.50
02-059 Fangs ol Fury

Command (4] ....... 4.50
02-062 Lesser Ore

Archers (6) ......... 4.50
02-065 Lesser Ore

Melee Troops (B) .. ... 4.50
02-070 Ore Spearmen (6) . ... 4.50

02-233 02-234 02-235 02-239 02-272 02-275 02-278 02-279 02-072 Ore SLfordsmen B). ... 480

02-351 02-352 02-353 02-354 02-355 02-371 02-372

02-073 Korg's Killers (8) . ... . 4.50
02-074 Korg's Killers

Command (4) ....... 4.50
02-077 Orc Archers (6) . ... .. 4.50

02-079 Ore Command Group . 4.50
02-093 Woll Riders, mixed

weapons (4] ........ 4.50
02-094 Woll Riders, with

bows (4} ..:.uwass o 4.50
02-095 Centaur

Skirmishers (3) ...... 4.50
02-096 Winged

Demoneids (6] . ..... 4.50
02-097 The Steel Wind (3) . ... 4.50
02-098 The Steel Wind

Command (2] ....... 4.50
02-101 Lizard Riders (3) .. ... 4.50
02-102 Hexatrix Riders (3] ... 4.50

VEHICLES AND ENGINES OF WAR

02-020 The EIf Chariot . ... . 10.00
02-078 The War Machine ... 20.00

PLAYER CHARACTERS

02-201 Wood EIf. bow ....... 1.25
02-208 Sea EIf. sword . ... ... 1.25
02-210 High EIf, sword ...... 1.25
02-211 High EIf, sword . ..... 1.25
02-212 High EIf. spear ...... 1.25
02-214 High EIf, bow ....... 1.25
02219 EIf Mage . .......... 1.25
02-227 Halflings. bow,

sling(2) ........... L.25
02-228 Halflings. axe,

ahield [2) SR a1 25
02-233 Dwarf.axe ......... 1.25
02-234 Dwarf, sword . ...... 1.25
02-235 Dwarf, axe ......... 1.25
02-239 Dwarf Leader ....... 1.25
02-272 Orc,sword .. ....... 1.25
02-275 Orc, mace . ........ . 1.26
02-278 Orc Archer .., ....... 1.25
02-279 Orc Leader ... ...... 1.25
02-301 Fighter, with platemail.

runesword and shield . 1.25
02-302 Paladin, with great

SR OTT G e 1.25
02-303 Rangerin mail, with

T e e e e 1525
02-304 Chaotic Warrior,

with greatsword ... .. 1.25
02-305 Fighter, charging

(assorted weapons) ... 1.25
02-306 Barbarian, swinging with

two-handed sword ... .. 1.25
02-307 Heroic Knight . . ... .. 1.25
02-308 Fighter with Longbow . 1.25
02-309 Anti-Hero . .. ....... 1.25
02-310 Female Fighter ... ... 1.25
02-311 Cavalier Knight . ... .. 1.25
02-312 Warrfor Lord ........ 1.25
02-331 Master Thief ........ 1.25
02-332 Brigand Thief ....... 1.25
02-333 Acrobatic Thief ...... 1205
02-334 Cloaked Assassin . ... 1.25
02-335 Ninja Assassin . ..... 1.25
02-336 Rogue Thief .-........ .25
02-351 Wizard with Staff .... 1.25
02-352 Adventurer Wizard . ... 1.25
02-353 Musionist .. ........ 1.25
02-354 Evil Wizard ......... 1.25
02-355 Wizard with

Runesword ......... 1.25
02-356 Female Magic User . ... 1.25
PR B o [ o S 1.25
02-372 Armored Cleric . ..... 1.25 -
Q=073 Druldae e e 1.25
02-374 Evil High Priest ...... 1.25
02-375 Inquisitor with

Sword of Justice ..... 1.25
02-376 Female Cleric . .. ..... 1.25
e A e e 1.25




02-403 02-404 02-405 02-406




02-908 02-909 02-910 02-911

02-928 02-929

10-210

RAL PARTHA

MONSTERS
02-401 Great Fire Dragon . ... 800
02-402 Skeletons (2) .. ...... 2,50
02-403 Weretiger .......... 1.25
02-404 Gargoyle ........... 150
02-405 Demon . -« -, .5 .. - 1.50
02-406 Armored Minotaur . .. 2.00
02-407 Hellhounds (3) ... ... 3.50
02-408 Lion-Centaurs (2) .... 4.00
02-409 Lumbering Hulk ... .. 3.50
02-410 Gorgonian Brass

Bull? oot ot 3.00

All Things

Dark and Dangerous

...Monsters and personalities
that reflect Julie Guthrie’s
unique, masterful imagina-
tion and sculpting style.

02-901 Hydra, . o.0 -vpvones 4.00
02-902 Female Giant . ... ... 4.00
02-903 Armored Centaurs

(male and female) . ... 4.00
02-90608re . ............. 3.00
02-908 Manticore .......... 3.50
02-909 Unicorn . .......... 2.50
02-910 Lions (male & female) . 3.00
02-911 Attack Dogs . ....... 2.50
02-912 Giant Rals (5) ... .. .. 2.50
02-914 Rhino Rider. mounted

andonfoot ......... 4.00
02-915 Knight. mounted and

aniinetir s e 4.00
02-916 Fighters (3) ......... 3.60
02-917 Fighter Mages (3) .... 3.50
02-818 Thieves (3) ......... 3.50
02-919 Wandering

Adventurers (3] ...... 3.50
02-920 Lizard Men (4) ...... 4.50
02-921 Non-Human Warrior

Thieves (4) ......... 4.00
02-922 Gnomes (4) ......... 3.50
02923 Chimera .. .....v..- 3.50
02-925 Rangers (3) ......... 3.50
02-926 Cleries (3) . ......... 3.50
02-927 Female Warriors (3) ... 3.50
D2-928 Wyvern ... ... oo 4.50
02-929 Gnoles (4] .......... 4.50
02-930 Bison Rider, mounted

andonfoot ......... 4.00
02-931 Fighting Paladin ... .. 1.25
02-932 Antl-Hero . ......... 1.256
02-833 Half EIf Champion . ... 1.25
02-934 Barbarian Giant ... .. 4.50
02-935 Dark Hagon

Nightmare ....,.... 2.50
02-936 Armored Minotaur . .. 3.00
02-937 Fighting Pegasus . .. _. 4.00

02-938 Skeleton Warriors (4) . . 4.50
02-939 Gnole Champion with Hench
Beasts (3) .......... 3.50

02-940 Skeletal Giant . . .. ... 4.50
02-941 Chaotic War Dragon &
|34 [ [ g e 7.00
02-942 Barbarians (3) . ...... 3.50
02-943 Armored Ogre ....... 3.00
02-944 Dragonmen . ........ 4.00
02-945 Sabertooth Tiger .. ... 2.00
02-946 Champions (3) .. .... 3.50
02-947 Hero on Warhorse . ... 3.00
02.948 Archers (3) ......... 3.50
02-949 Grey Wizard .. ... .. 1.25
02-950 Undead Ninja ....... 1.25
02951 KI-RIn® - . ... ..., 2.50
02-952 Skeletal Beastmen . ... 4.50
02-953 Warcal w/Gnole Rider .. 3.00
02-954 Demon Lord , .. ....., 4,00
02-955 Evil Dragon . . ....... 7.00
Boxed Sets

...The best from Ral Partha’s
original releases, along with
the hottest new additions, all
boxed for special release.

10-200 Ninja Hit Squad (6) ... 7.00
10-210 Guardian Dragon . ... 9.00
10-211 Silver Dragon .. ... .. 9.00
10-212 Régon,

Balrog-Dragon ....... 9.00

SOME FIGURES MAY
REQUIRE ASSEMBLY.

13
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RAL PARTHA

BEST OF RAL PARTHA
10-301 Demons, Trolls, Orcs

and Goblins ........ 9.00
10-302 Angel, Elves and

Eilllopds -, 0 et 9.00
10-303 "Children of the

I e 9.00
10-304 Dungeon Fiends .. ... 9.00
10-305 Adventure Fellowship . 9.00
10-306 Fantasy Champions ... 9.00
10-307 Mystic Masters ... ... 9.00
MASTERPIECE COLLECTIONS
10-308 High Chivalry . ...... 9.00
10-309 Skeletal Legions Ol The

Liche King .. ... ... 9.00

Runequest ™
10-350 Viking

Adventurers (6) ...... 7.00
10-351 DenizensofltheViking

Underworld (6) ...... 7.00
10-400 Monster Coliseum (9) . 9.00
10-401 Rune Questers (10) ... 9.00
10-402 Creatures of

Glorantha (9) . ...... 9.00

Collector Sets

.. Ral Partha’s most ambitious
projects — large, complex
sculptures of heroic propor-
tions and heroic subjects! The
best large pieces for your
25mm _fantasy campaigns can
be found here.

10-410 Bear Chariot of

the Icelands . .. .. .. 15.00
10-411 Wastelands Raider ... 15.00
10-412 “Ral” Lord Of The

Balrogs =Lt T 15.00
10-414 Warlords (10) ....... 9.00
10-415 Throne of Bone .. ... 20.00
10-416 Dueling Dragons . ... 20.00
10-4F Hydra® = ot = - 16.00
10-418 The Great Griffon Chariot

of the Windlords . . .. 20,00

Although some catalog
figures pictured
painted with Partha
Paints, Ral Partha
Figures are sold as
unfinished casting.

“Give your figures the
finish they deserve.”
Partha Paints
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13-002 13-003

20-001 20-002 20-003 20-004 20-005 20-006 20-007 20-008 20-009

20-110 20-112

13-020 13-033 13-039

20-405

20-401 20-402 20-403

PAINTED FIGURES GET EXTRA MILEAGE....
(Out of cold storage and into hot competition)

Gamers often inquire about the tools needed o l‘lmh. and ‘the bwt way to paint Ral
Patha figures. Here are the most common questions and the answers to those quesilons.

HOW DO I KNOW WHICH TYPE OF PAINT TO BUY?

There are many hobby paints avallable to the gamer. but they can be grouped into two
baslc categories: solvent based paints and water based or acryiic paints. Solvent based
paints require a special thinner for cleaning brushes or thinning paint. Water based

paints such as PARTHA PAINTS™ clean up with tap water, which can also be used to

thin the paints. Thl:}' are less toxic, dry fairly fast and are exoe]]ent. for mos.t hnbby-
applications. i
CAN I MIX SOLVENT AND WATER BASED PAINT?

Ne. Their different chemical composition prevents mixing them. However, paints with the
same base can be missed so that you can blend colors and experiment with new colors.

Also, if you permit a layer of palr!t to l:ir} :,rou CAl [rtqucnl.ly paint over it with: pﬁ.!.ﬂt of

a different fype.

WHAT COLORS DO I NEED TO START?

We recommend that you start with the following Partha Paints: Dark Blue (77- ?21].
(77-718). Yellow (77-716), White (77-708), Shamrock Green (77-709), Black (77-708). Flesh
(77-705). Silver (¥7-702), and Gold (77-701).

SHOULD 1 BUY QUALITY BRUSHES?

The better your brushes. the better your painting will be. You only need a few brushes
to obtain good results and you can use a large cheap brush to prime your figures.
Partha’s Golden Takalon Brush Kit (77-728] is designed for use with Partha Paints and
other acrylic painis. If you use a solvent based paint, we recommend pure Red Sable
brushes.

HOW DO I TAKE CARE OF MY BRUSHES?

Remember two points when painting, Dip only the point of the brush in the paint. If you
saturate the brush with paint. the bristles will clog and separate. ruining the brush.

After using each color. wash vour brush completely in the proper thinner. Change your
thinner if it gets cloudy or dirty. After each painting session wash your brushes by

running some warm tap water over them, Next, take come soap and shape the point of
the brush. Better brushes come with a plastic cover for the top of the brush. Use tlie
cover because it protects the bristles from bending or breaking,

SHOULD I PRIME A FIGURE?
Yes. The primer will provide a binding surface for yuur paints. A light color pﬂmﬂ' malies

‘the best base because il will intensify bright colors such as yellow or red. It also makes

an excellent base for washes (thinned paints). We recommend the Spray White Primer
(77-725) available from Partha Paints. On large. defailed pieces some painters use a black
primer or base coat which is covered with a series of dry-brush coats of paint ranging
from medium to light.

Omnee primed. look at the figure onee more before painilng Choose your colors before
starting and make sure that a bare arm doesn’t get painted as a sleeve by accident.

;mmmrwa!mmmmpmmu? :

There are several ways of applving paint with a brush; straight application, wash (stain),
or dry-brushing (highlighting). Putiing paint on straight from the bottle Is fine for
straps, sword blades and other narrow or small spaces. Washes are an easy way to do
basic shading. Dry—brushing 1s great for highlighting ralsed detail,

To apply a wash of paint, first thin a small amount, usually 3 parts 1hinncr to 1 pari
paint]. then brush it onto the area desired. Gravity will collect the concentrations of
pigmenl in the low areas of the figure. The high spots will retain a thin coating of the

wash with the undercoat showing through. If the mixture leaves no color trace as it runs

off. It is too thin. Brush in a dab of paint to thicken the wash. If the wash is too thick

* and hardly running anyhere, thin it out a bit more, Washes ana a great way to bring up

the detail on a Ral Partha figure.

To dry-brush, first dip your brush in the paint. then wipe the paint tip against a towel
or paper to remove the excess painl and liquid. The paint remaining on the brush should
be pigment heavy and should not flow if applied. Apply the paint over the surface to he

“highlighted using light dusting strokes. The paint will adhere 1o the raised surfaces and

texturize the finish of the prior coats of paint. A wide tip is fine for dry-brushing since
it covers a larger area than a pointed tip.




Children of the Night

13-002 Hill Giant .......... 4.50
13-003 Trolls (2) ........... 4.50
13-017 Giant in mail armor 4.50
13-020 Cyclops . ... .o o eae 4.50
13-033 Gilant Doom Wurm 7.00

13-039 Japanese Ogre with
nagihatas - 00 4.00

13-045 Ninja Assassins (3] 3.50
13-100 War Eagle ......... 15.00
Runequest™

18-001 Shamans (3) ... . 3.50
18-002 Browil3) i e 3.50
18-003 Fachan L
18-004 Spirits & {Jl]UH[h [Jl . 3.50
18-005 Headhanger ceen 4200
18-006 Lunar Troopers (3] 2350
IR-00F Wy oo o o 4.00
18-008 Orlanth Cultists (3) ... 3.50

20-101 20-102 20-103

Ral Partha figures are
generally scaled to 25 m.m.,
and are pictured smaller
than actual size.

20-407
A VARIATION

20-406

(Painted Figures Get Extra Mileage cont.)

Combine the three techniques of straight ap-piicaum, washes and dr)j—brushin.g to your advantage. Always paint a figure from the skin out as
if you were dressing it

DOES SHADING REALLY IMPROVE A FIGURE?

Shading adds depth to a figure and makes it ook more natural. Washes help to achieve shading. Several darker shades of the same color can
also be brushed on to ereate line shading. Black (77-708) can be used to darken cool colors such as blue or green. Dark Brown (77-714] is best
for warm colors such as yellow or red. To inerease the depth of a figure. dry-brush with a lighter shade of the base color after the shaded wash-coat
dries. Ral Partha figures are especially good for these techniques because of their deep, crisp detail.

HOW DO I PAINT THE FACE?

Painting the face is easler that most peaple think, A good face brings out the personality of the figure, First. paint the face with Flesh (77-705)
and allow it to dry. Next apply a light wash of red brown to the face, Remember that you can always add a second wash to the face if the flrst
isn'l dark enough.

Once the wash has drled, It is time to paint the eyes. Begin by painting the eye sockets white. Don't worry if they are too large because they will

be trimmed and shaped later. When the white is dry, paint a thin vertical strip of Blue (77-720} or Green (77-708) from the top to the bottom

of the while, slightly inside the center point of the eye. When dry, paint balanced curved horizontal lids across the lower edge of the whites with
Flesh (77-7085), then paint curved horizontal upper lids with Leather (77-712).

WHAT COLORS SHOULD I USE? =

Observe the world around you. Use contrasts and complementary colors to the best advantage. Many books contain color illustrations which
can be used as guides. Fur can be colored Black (77-708) and dry-brushed Gray (77-707). or colored brown and dry-brushed Dun (77-111). or
colored Gray (77-707) and dry-brushed Ivory (77-715). Steel can be colored Black (77-708) or Steel(77-704) and dry-brushed with Silver (77-702).

HOW CAN I PROTECT THE PAINTED FINISH DHII'F’_[GIJ“G?

Lock them away in a vaull. However, if like most adventure gamers, you paint your figures to use them In your games, may | suggest Partha
Paint™ Clear Matte Sealing Spray (77-726). This protective sealing spray finishes the figure with a clear light sheen. It does not dull a metallic
gleam or cause flesh tones to glisten with polish. Try a light dusting on your next painted figure,

FOR MORE INFORMATION ABOUT PARTHA PAINTS " CHECE WITH YOUR LOCAL STORE. RAL PARTHA SPONSORS MANY PAINT-
ING SEMINARS AND COIIPE‘[‘IT!ONS DURING THE YEAR AT GAMING CONVENTIONS AND LOCAL HOBBY STORES. WE HOPE TO
SEE YOU AT ONE SOON.

See Partha Paint Listing on Page 27,

20th Century Plus

SPIES
20-001 Criminal Mastermind . 1.25
20-002 Dangerous

Henchman ......... 1.25
20-003 Seductive Woman . ... 1.25
20-004 Clandestine Agent 1.25

20-005 Clandestine
Female Agent . ...... 1.25
20-006 Elegant Female

Secret Agent .. ..... 1.25
20-007 Debonnaire

Secret Agent ..o 1.25
20-008 KGB Agent . ........ 1.25
20-009 CIAAgent . ........:. 1.25
20-010 Bureau Chiefl ....... 1.25

20-011 Paramilitary
Operations (3) . ...... 3.50

20-012 Terrorisis (3) ....... 3.50
20°S AND 30'S ADVENTURERS
20-101 Adventurer . ........ 1.25

20-102 Advenluress ........ L.25

20-103 Aviator . ... .... o 1.25
20-104 Private Investigator . L.25
20-105 Detective . ......... 1.25
20-106 G-Mari . ... eesaa 1.25
20-107 Ace Reporter ........ 1.25
20-108 Gang Boss .. ....... 1.25
SU=LISMION R e e 1.25
20-110 Professor .......... 1.25
20-111 Gangsters(3) ....... 3.50
20-112 Police (3)° o0 st 3.50

SURVIVORS AND SOLDIERS

20-401 Commando, NBC gear . 1.50
20-402 Tanker/Vehicle

Crdtriianyat m s e 1.50
20-403 Female Trooper/Medic 1.50
20-404 U.5. Combat

Group:(3) v et 3h0
20-405 Soviet Bloc Combat

Group (3} SnonE 3.50
20-406 Civilian Survivors/

Irregulars (3] ....... 3.50
20-407 Pack Mule. weapons and

B et e e A )
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20-807 20-808




“BATTLETECH BOXED SETS" 20-851 VLK-QA Valkyrie ..... 3,00
20-852 CPLT-CI Catapult . . ... 4.00
:g:gg; Ef;::‘::::l‘;f e }:‘gg 20-853 PNT-9R Panther . .... 3.00
e s 20-854 HBK-4G Hunchback .. 3.50
s ) R 20-855 OTL-4D Ostsol ... .. 4.00
10-805 Heavy e SO o 20-856 ZEU-65 Zeus . ...... 4.50
10-806 Assault Cance . = 16'00 20-857 UMR-60 Urbanmech .. 2.50
A ! featiilanels : 20-858 CDA-2A Cicada ., ..... 3.00
20-859 SCP-1N Scorpion ... .. 4.00
“AEROSPACE FIGHTERS" 20-860 VTR-9B Victor ... .... 4.50
20-701 SPR-H5 Sparrowhawk . 3.00 20-861 JM6-5 Jager Mech .. .. 4.00
20-702 CSR-V12 Corsair .. ... 3.50 20-862 STK-3F Stalker ...... 4.50
20-703 STU-K5 Stuka ... .... 4.50 20-863 CP10-Z Cyclops ...... 5.00
20-710 SL-25 Samural . ... ... 3.50 20-864 HCT-3F Hatchetman .. 3.50
20-865 COM-2D Commando .. 3.00
“MECHS" 20-866 JYN-10N Javelin . . ... 3.00
S 20-867 ENF-4R Enforcer . . . . . 3.50
20-800 Hex Bases (4) ....... 3.00 20-868 DRG-1N Dragon . .... 4.00
20-802 FLC-4N Faleon ...... 2.50 20-869 JR7-D Jenner ....... 3.00
20-805 FLE-15Flea: A. Bor C 20-870 WTH-1 Whitworth . ... 3.50
l varant ...l 2.50 20-871 VND-1R Vindicator ... 3.50
' 20-806 Hunter. 35 Ton 20-872 QKD-4G Quickdraw . .. 4.00
Missile Tank (2) ...... 3.50 20-873 SDR-5V Spider ... ... 3.00
20-807 Striker Armored 20-874 OTT-7J Ostscout . . ... 3.00
Car(2) ............ 3.50 20-875 ASN-21 Assassin .. ... 3.50
20-808 Pegasus Lt. Hover 20-876 DV-6M Dervish . . . .. ! 3.50
Tank(2) ........... 4.50 20-877 OSR-2C Ostroc . ... .. 4.00
20-811 BTX-7K Battleax ... .. 3,00 20-878 STG-A5 Stinger Lam .. . 3.50
20-814 CST-35 Cestus ... ... 3.00 20-879 CLNT -2 - 3T Clint . . . . 3.50
20-815 ARC-4R Archer ...... 4.00 20-880 BJ - 1 Blackjack .. .. .. “3.50
20-816 Vedelte, 50Ton 20-881 CGR - 1Al Charger . . . . 4.50
Tanki{2) s 4.50 20-882 BNC - 3E
20-822 Demolisher, Supéer (BNC - S) Banshee .... 5.00
Heavy Tank ........ 4.00 20-883 WSP - 105 Wasp Lam .. 3.50
20-823 Kuritalnfantry 20-884 PHX - HK2 Phoenix
(8 MM) 84 pieces ..... 8.00 Hawklam ....,..... 4.00
20-524 Davion Infantry 20-885 HER-2S Hermes Il . ... 3.50
(8 MM) 84 pieces ..... 8.00 20-886 VL2T Vulean . ....... 3.50
20-831 STG-3R Stinger ...... 2.50 20-887 THT-5N Trebuchet . ... 3.50
20-832 WSP-1AWasp ....... 2.50 20-888 GHR-5H Grasshopper . . 4.00
20-833 PXH-1 Phoenix Hawk .. 3.50 20-889 LGB-OW Longbow . ... 4.50
20-834 CRD-3R Crusader .... 3.50
*20-835 GRF-1N Griffin . .. ... 3.50 “BATTLETECH MECHWARRIORS"
2(-836 SHD-2H Shadow 20-900 Mechwarriors:
Hawk: o o s b e 3.50 Stimer(3): —on . eeies 3.50
20-837 WVR-6R Wolverine . ... 3.50 20-901 Ground Troopers:
20-838 BLR-1G BattleMaster . . 4.00 Stlener (3] ...cvsnwe 3.50
20-841 20-842 20-843 20-844 20-839 TDR-5S Thunderbolt .. 3.50 20-902 Afrnspace Pilot:
20-840 WHM-6R Warhammer . 4.00 s b [ o 1o e s Sl L 1.25
20-841 RFL-3N Rifleman .. ... 4.00 20-903 Security Guard:
20-842 ARC-3R Archer ...... 4.00 SHETOT S o 2 1.25
20-843 MAD-3R Marauder .... 5.00 20-920 Mechwarriors:
20-844 LCT-1V Locust . ... ... 3,00 Kurita3) .. .veees . 3.50
20-845 AS-TD Atlas ........ 5.00 20-921 Ground Troopers:
20-846 GOL-1H Goliath . . ... 4.00 Kurtta(3)= s 3.50
20-847 AWS-8Q Awesome ... . 4.00 20-922 Special Forces —
20-848 ON1-K Orlon . ....... 4.00 Death Squad Assassin:
20-849 CN9-A Centurion ,.... 3.00 14Ty | W e S e 1.25
20-850 FS9-H Firestarter . ... 3.00 20-923 Mech Tech: Kurita . ... 1.25

20-854

20-867 20-868 20-870 20-871 20-872




Set 25-036 contains: mounted C in C, 24 phalangiies, 11 Companion cavalry,
11 Thessalian cavalry, 6 Prodromoi cavalry, 12 Hypaspists, 12 javelinmen. 6 Cretan
archers, and bonus command figures and standards.

Set 25-500 contains: 84 battle hardened infantry. 6 heavy shock cavalry. one of
the Black Prince’s personal armored Balrogs. and the great Black Prince himsell,

Set 25-501 contains: Leonaran’s Golden Horde ol 72 unblemished foot warriors,
12 stalwart knights, Tar-ak the guardian Minotaur, and Leonaran mounted on
Goldancer.

31-012 31-013 31-014

32-003 32-004 32-005 32-006 32-007 32-008

34-002 34-003  34-004 34-005 34-006 34-007 34-008 34-009 34-010 34-011

Command packs shown below. A complete listing of the 35 line (The Hoplites) appears on page 23.

35-040/060




RAI, PARTHA
Army Core Packs

25-036 Macedonian .............. 50,00
25-127 Japanese (1050AD to

LS4Z AD) e, 40.00
25-134 Anglo Norman (1072 AD o

17 S AN e v 36.00
25-500 Black Prince's Chaolic

Army ... 100000
25-501 Leonaran’s Golden

Horde gy 100.00
31-007 Zombie ............ 1.25
31-008 Medusa  ........... 1.25
31009 Mummy . ... ....... 1.25
31-010 Mindslaver . ........ 1.25
31-011 Bruise Brothers ... .. 3.50
31-012 Giant Half-Troll

Champion ........ . 5.00
31-013 Chaotic Monk blessing

withMace . .. ....... 1.25

31-014 Carak, The Evil Prince . 1.25
31-015 Slayai, Evil High

35.501 Sorceress ., .eee s 1 .257
31-016 Druid and Bear ...... 2,50
FIEND FACTORY 31-017 Demon Beast . ...... 4.50
31-018 Screaming Ogre with
31-001 Lord of Darkness . .. .. 1.75 Tree StUmp . .- -« cas 3.00
31-002 Wraith Rider on Winged 31-019 Horned Cyclops ... ... 3.00
Mount (3 pes.] .. .... 5.00 31-020 Wererat . ........... 1.25
31-003 Ghost: ..., .n0-0ivess 1.25 A1-021 Eaple e 2.50
31-004 Ghoul ............. 1.25 21-022 Wraith ............ 1.25
31-005 Minotaur  .......... 1.75 31-023 Lizardmen
31-006 Werewoll .. ......... 1.25 (3 Dilferent Figures] .. 3.50
FANTASY SPECIALS
31-015 31-016 31-017 31-018 31-019 31-020
32-001 Necromancer with Female 32-009 Magic Items (7 pes.) .. 2.00
Sacrifice on altar 32-010 Treasure ltems
fopos. ) e L+e.. 400 [8: pest) s e 2.00
32-003 Robin Hood . ....... 1.25 32-011 Sinbad .. ........ .. 1.25
32-004 Soothsayer . ........ 1.25 32-012 Palace Guard ....... 1.25
32-005 The White Kmght . ... 1.25 32-013 Assassin Of The
42-006 Black Knight . . ... .. . 1.256 Brotherhood ........ 1.25
32-007 Kor, The Barbarian 32-014 Warrior Monks (3) .... 3.50
R ot e 1.25 32-015 Caravan Guard ...... 1.25
32-008 Princess Dar. 32-016 Gladiators
32009 32-010 Sorceress of Light .... 1.25 (2 Different Figures) .. 2.50

33-035 32-036 33-032 33-037
VARIATIONS VARIATIONS

DENIZEN IMPORTS

33-030 Dwarf, Scale Armor, with 33-034 Dwarf, Scale Armor, with
Maltlock or Axe ...... 1.25 Sword or Halbard . ... 1.25
33-031 Dwarf, Leather Armor, with 33-035 Dwarf, Leather Armor, with
Maitock or Axe ...... 1.25 Sword or Club . ...... 1.25
33-032 Dwar{, Chainmail, 33-036 Dwarf, Chainmail, with
with Crossbow . ..... 1.25 Sword or Morning
o B i L ; 33-033 Dwarf, Chainmail, Slung SHAD ,, fra S 1.25
34-014 34-015 34.016 34.017 ai0i8 Shield and Spear . .. .. 1.25 33-037 Dwarl, Chainmail,
with Boswr . e e 1.25
ORCS
34-001 Orcadvancing with
mace and shield ... .. 1.25 34-011 Ore Bodyguard with
34-002 Orcattacking with sword batileaxe o0 Sheaa 1.25
and'shield .. .. .... 1i26 34-012 Ogron Foulbreath, Ore
34-003 Orcadvancing with sword, Champion (2 pes.) .... 1.75
spear and shield . .. .. 1.25 34-013 Orc Bodyguard with Mace of
34-004 Orccharging with Thunder and shield ... 1.25
e e e T 1.25 34-014 OrcBerserker with
34-005 Ore advancing with TwoSwords . ....... 1.25
171 [ Tl e e e s 1.25 34-015 Sly Half Ore
34-006 Ore swinging axe .... L.25 o (b e R A 1.25
34-007 Ore firingbow ....... 125 34-016 Sty the Synister High
34-008 Orccharging with Chieltan with Runic
polearm. ... . . ::.--. Li25 Scimitar - co oL 12h
34-009 Ore firing crossbo o A P 34-017 Darco—Orc Lord . . ... 1.25
34-010 Ore chielwith sword 34-018 Ore Herowith Mace
and flail .. .vinren s 1.25 of ' Souls” ..\ .7 e 1.25
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35-100 35-101 35-102 35-110 35-111 35-150 35-151 35-160 35-161 35-170 35-171 35-172 35-173
35-179 35-180 35-181 35-190 35-200 35-201 35-202

35-300 35-301 35-305 35-306 35-307 35-310 35-320 35-321 35-341 35-360 35-360

35-400 35-401 35-410 35-420 35-421  35-430 35-431 35-440 35-451  35-460 35-470

35-650 35-661 a5-662 35-653 36-031  36-032 36-033 36-034 36-035 36-036

36-037 36-038 36-101  36-102 36-103




The Hoplites

35-010 Command Group ........ 4.50
35-100 Elite Hoplite. thrusting with
SPEAT .voonen- e e R
35-101 Elite Hoplite, wir.h spear,
IN PEBEEVE  cacerinrirrssnnenee 400
35-102 Hoplite, crouching Lo receive
CANVAIDY, oo i b e A0
35-110 Lal:edaemoman anhl.f:
(Spartan), in reserve ... 4.50

35-111 Lacedaemonian Hoplite.
draped shield. in

TeServe ..... ... 4.50
35-120 Thchaanphle naked

qthrank ..........oveee. 4.50
35-130 [llyrian Hoplite.,

3rdrank .......ooeense. 450
45-140 Corinthian Hoplite, spear

across chest ................ 4.50
35-150 Attic Hoplite. marching

aeder ol .. 4.80
35-151 Attic Hoplite, thlust tng

with spear _.............. 4.50
35-160 Cretan Archer _............ 4.50
356-161 Greek Slinger .............. 4.50
35-170 Peltast, lhmwmg

gavelin s e e
35-171 Thracian Pellaet

advancing ........ . 4.50
35-172 T'hun:uphuruswuhjaw.lm

and long spear ............ 4.50
35-173 Thraclan Heavy

Peltast: ..i..uoei. . 4.50
35-179 Thracian Light Cavalr_vwlth

Jawelin 4RO
35-180 Heavy Cavalry. scale

cuirass ........ reevamana &.D0
35-181 Thessalian Hta\r_v

CAVEILY . ovonsenssspinarsnsans 20

35-190 Medium Cavalry .......... 4.50
35-020 Command Group ........ 4.50
35-200 Immortal Spearman. in line,

attacking ..........coceeee... 4.50
35-201 Royal Guard, wnth

N e e S T 4.50
35-202 Immaortal Archer ... 4.50
35-205 Persian Swordsman.

swinging sword ........... 4.50
35-210 Elite Phyrigian Axeman,

T 4 e e 4.50
35-215 Median Spearman.

AttACKInE i i 4.50

35-220 Anatolian Swordsman. with
pointed hat, swinging

swords L s A )
35-250 Heavy Pcrslan

EEVET T e e e 4.50
35-270 Light Persian

Cavalrpein i L 4.50
35-275 Sythian Horse Archer.

firingbow ..., 4.50
35-030 Command Group ........ 4.50
35-300 Triaria. with spear ...... 4.50
35-301 Triaria thrusting with

short sword ............our. 4.50
45-305 Hastatl/Principes, throwing

PAIMETE Y csnaresarisennensasmare ZAi)
35-306 Ha%tatlﬂ-’nncipea slashing

with short sword ......... 4.50
35-307 Hastati/Principes,

advancing ...........co.eeee. 450
35-310 Velites, throwing

JaveH R ... 4.50
35-320 Italian Ally, lhrusting

SPEAT - sucileriizasssomasnatais 2200
35-321 Elruscan nghi Infamry with

Javelins s sy 450

35-322 Etruscan Heavy Infantry with
pllum and long spear ... 4.50

35-601 35-5602 35-503 35-504 35-5006 35-506 35-507 36-650

VARIATIONS

DENIZEN IMPORTS, 36-037 Legion Pikeman . .... 1.25
“LEGION OF THE DAMNED" 36-038 Swordsmen wishield .. 1.25
36-030 Mounted Warlord . . . . . 3.00 36039 E:li:; Swinging Halberd =
36-0‘?[ i wlth. sﬁiuld ok l.?E 46-040 Caplain of the Guard
36-032 Standard Bearer . .. .. 1.25 i
36033 Axeman in Scale with Mace or Sword ... 1.25

ANIIOL, e s e, 1.25 SKELETONS
36-034 Skeleton wielding 36-101 Shogun Skeleton Lord . 1.25

"Mancleaver™ ......-« 1.25 36-102 Grim Reaper ........ 1.25
36-035 Legionaire with Mace 36-103 Legion of Hell

In Scale Armor . ..... 1.2B Standard Bearer ..... 1.25
36-036 Bowman in 36-104 Skeleton Rider on

Leather Armor ...... 1.25 Horseof Hell . ....... 2.00

37-021 37-022

37-023 37-024

VARIATIONS

39-001 39-002 39-003 39-004 39-005 39-008 39-007 39-008 39-009

35-340 Auxiliary Slinger ......... 4.50
35-341 Asian Archer, firing ..... 4.50
35-350 Roman Cavalry ........... 4.50
35-360 Allied Light Cavalry ..... 4.50
35-361 Efruscan Heavy

Cavalry .......... ... 4.50
354060 Hellenistic (‘mnm.m-:l

Giroup. G LT A6 0
35-400 Citizen Spl_arman

advancing ................... 4.50
35-401 Citizen Spearman.

attacking .................... 4.50
35-410 African Ally, mlvmu ing

with spear ......... 4.50
35-420 Spanish [nfantry. lhmwmg

(ViR T St s e 4.50
35-421 Epa.nishSpcarman.

attacking . T & )
35-430 Lybian bpe'lrm-m

advancing . 5 e 4,50
35-431 valanlnt'dnln wlth

javelinm i e 450

35-440 Baleric Slinger

- 4.50
35-450 Citizen Cavalry, lhrusting

SPEAT ...rv.s 4.50
35-451 (‘m?en{,avaln hnldtn,.,

SPEAT ....cvve e )
35-460 Spanish Ca\ra]n A et )
35-470 Numidian Cavalry ....... 4.50
35-480 War Elephant .............. 6.00
35-050 Command Group . 4.50
35-501 Swordsman, striking

v e e b 4.50
35-502 Swordsman,

advancing . wee 4.50
35-503 Swordsman, thmwlng

javelin ........... seen 4250
35-504 Swordsman, stnkinf_.

overhead ....icearsrerisennee 4.50
35-800 Archer ... a 4250

35-600 35-601 35-602 35-610

“"SHOGUN HARD GUYS,"
THE NEW SAMURAI

37-021 Mounted Samurai . ... 2.50
37-022 Armored Samurai

with Sword (1 of 2) . . .. 1.25
37-023 Armored Samurai

with Naginata ....... 1.25
37-024 Armored Samurai

with: Bowaias i 1.25
37-025 Light Samurai

with Polearm (1 of 3) .. 1.25
37-026 Samurai/Ronin

with Polearm ....... 1.25
37-027 Samurai/Ronin

withSword ......... 1.25
37-028 Samurai/Ronin

with Two Swords . . ... 1.25
37-029 Samurai/Ronin

with No-Dachi

(Great Sword) ....... 1.25

DENIZEN FANTASTIC ADVENTURERS

39-001 Thief, pointing ...... 1.25
39-002 Headman with Axe ... 1.25
39003 Elf Malden . ........ 1.25

39-010 39-011 39-012

35-506 Naked Gaulwith sword and

shield [Gaesati] ........... 4.50
35-507 Armored Gaul with spear and

A v s e et S
35-550 Mounted arnmred

Genal i ... 4,50
35-060 Hellenistic {‘nmmdud

GIOUR  ccccccineiiiimisnsasess .50
35-061 Guzcral:.l2]and

Standards (6) .............. 4.50
35-600 Phalangite [Alexandrian],

pike raised .. visr 2480
45-601 Phalangite (Su

plke raised ............c...... 4.50
a5-602 l’halanglteﬂ-}actlianl

pike raised .................. 4.50
35-610 Hypaspist .........ccveeeeeee 4.00
35-620 Staff Slinger ............... 4.50
358-621 Archer ......... 4,50

a5-630 II]»:‘LJ::Ii;_hllnl':nnlrvwl!h
javelin and light spear . 4.50
35-631 Greek Mercenary
| b T A e R e e T B
35-650 Companion Cavalry ... 4.50
35-651 Arachosian Light Cavalry with
javelin and light spear . 4.50
35-652 Bactrian Light Cavalry with
javelin and light spear . 4.50
35-653 Prodromoi Light Cavalry
with Jance .....cccoseemmass 4.50
35-654 Paionian Light Cavalry with
javelinand light thrusting
B s evesstrannsiiryssamns e piict i)

Packages of infaniry contain six
figures. Packages of cavalry contain
three figures and three horses,

35-620 35-621 35-630 356-631

39-004 Dwarf carrying sack .. 1.25
38-005 Orcwith billhook

e [ e e e 1.25
39-006 Orewith Club &

ahieldigis. Sonl 1.25
39-007 Herocharging with

2 ] ) G e Lo i 1.25
39-008 Fighter with

Mace and shield ..... 1.25
39-009 Mage casting Spell . ... 1.25
39-010 Cleric with Flail . ... .. 1.25
39-011 Female Assassin .. ... 1.25
39-012 Dwarl with Hammer .. 1.25
39-014 Fighterwith

Two Handed Sword ... 1.25
39-015 Enchantress . ....... 1.25
39-016 Goblin with Axe . . ... 1.25
39-017 Wraith' .. ....:.2.. . 1,25
39-018 Orc with Mace ... .. .. 1.25
39019 Reptile ... ......... 1.25
39-022 Heroine with Sword ... 1.25
39-023 Herowith

Sword and Shield .... 1.25
39-024 Paladin,

drawing Sword ...... 1.25

39-014 39-015



42-103 42-106  42-107  42-108 42-111

42-115 42-116 42-121 42-122 42-123

42-125 42-128 42-129 42-131 42-132 42-133 42-134  42-135 42-142 42-143
VARIATIONS

42-158 42-157 42-160 42-161 42-165 42-166 42-168 42-171 42-172 42-175 42-176 42-177
VARIATIONS

42-202 42-203 42-204 42-205 42-206 42-209 42-210 42-211 42-213 42-214 42-215 42-216 42-217 42-218

53-767 53-768 53-772
VARIATIONS VARIATIONS




1200 A.D.

42-080 Norman Commancl
42-081 Frankish Commanl

L e abia Y . . 4.50
42-082 Norman Hea\"_l,r 111I':mtr3.r

with spear ....... ... 4.50
42-083 Italian Heavy {nfanlry

with spear ........ e 4.50
42-084 Norman Light Archer ... 4.50
42-085 Heavy Crossbhowman ... 4.50
42-086 Ma.rcnltc.’Syrian

Archer . ... 4.50
42-115 MNorman l{nlght on chargmg

horse . . 1
42-090 Early Nnrman Knlghl with

mace, on horse ........... 4.50
42-091 Anglo Norman Knight with

lance, on horse ........... 4.50
42-092 Mounted Sergeant with

lanece, on horse ........... 4.50
42-093 Knight Templar,

on horse. ,.....as. .. 4.50
42-094 Knight of St. John on

ROTSE .iiireeisnraninrsionanas .50

42.095 Breton Light Cmralrj-r ... 4.50
42-096 Norman Heavy Cavalry Knight

in hauberk. on horse ... 4.50
42-097 Turcopole with lance,

on horse ..........ccoveeeeene 4.50
42-101 Viking bwingmq axe ... 4.50
42-102 Viking, with axe .......... 4.50
42-103 Viking, thmwing

AL e e D)
42-106 Viking Archtr e e A L)
42-107 Viking, swinging

o e e i L S 4.50
42-108 Viking, striking

with axe ........ 4.50
42-111 Viking, striklngwith twu

handed sword ............. 4.50

42-114 Saxon Command Ett e 4,50
42-116 Saxon Housecarle
Cavalry ........coceviirvisenns 4.60

RAL PARTHA

42.117 Saxon Housecarle

I e 220l
42-118 Saxon Fyrdmen

(assortment of 3] ......... 4.50
42-119 Armed Peasant Levy

(assortment of 3) ......... 4.50
42-121 English

Longbowman .............. 4.50
42-122 English Foot Knight ... 4.50
42-123 English Pikeman ......... 4.50
42-125 English Knight, with qwmu:l

an galloping horse ......, 4.50
42-128 English Man-At-Arms,

with sword ..... .. 4.50
42-129 English Man-At- Arms.

with axe ...........ccmeeenne. 4250

42-131 ScottishWarrior, in
hooded cloak, with

AXE iirisensasiairnstnase . 4.50
42-132 Scottish ManaAt F\rms*

£ i g B b el I )
42-133 Scottish P{keman

advancing ..........ceseeeee. 4,50
42-134 Sr.ntLishArchen

TUNDUNE  oovnnnnirsssssnn, 450
42-135 Scottish Knight, with axe,

on-horseatedr T it 4.50
42-142 German Foot Knight.

swinging mace ............ .50

42-143 Teutonic Knightlnfantry

{with variable

heads) .............. . 4.50
42-145 Teutonic Knight l::av.-'.'-_ﬂr_!,-r

{with variable

heads) ......... e 4.50
42-151 French Foot

Kuight' oeeiiiissiiites AiGD
42-152 French Man-At-Arms., with

sword’ Ll b0
42-153 French Man-At-Arms. with

SpERT L L e L
42-154 French

Crossbowman ............. 4.50

42-1565 French Knight, with
lanece., ongallupmg
| IRE[E A e T S A e L)

42-156 Crossbowman. on

horseback ... 4.50
42-157 French Man-At-Arms,

with spear ....... 4.50
42-160 Spanish Armored Infanlrv.

with sword ... Y- b T

42-161 SpanishArmoredlnfantry.
with hand-and-a hall

Sword: i s 250
42-165 Catalian An:her i a0
42-166 Spanish Cavalry,

with lance .. e 4,50

42-167 Spanish Lav.llrv. qll Ikln;.

with sword ........ 4,50
42-168 Spanish Cavalry,

with sword .......cc..e.i... 4,50
42-171 Moorish Archers .......... 4.50
42-172 Moor, with spear and

shield, advancing ........ 4.50
42-175 Moorish Cavalry.

with scimitar .............. 4.50
42-176 Moorish Cavalry.

with spear .................. 4.50
42-177 Moorish Horse

Archer ......... e 450
42-180 szanllncl;umnmnd

Group e ceee 4.50
42-181 Byzantlnei_Scutal i}

Infantry. with

S E T S e s e et
42-182 Varangian Gua.rd in battle

dress, with axe ............ 4.50
42-183 Byzantine Infantry.

with spear ...... iienee .50
42-184 Pslio L:ghr.lnrantry

with bow .......... . 4.50
42-185 Rus Mercenary Infantry

with axe ......... . 4.50
42-186 i!yzamimHme‘mllry

Archer i S 4 B0
42-187 Byzanline Lnghl

Cavalry ....... 4.50
42-188 Byzantine Heavy Cavalrvv

with spear ...........cco.... 4.50

42-189 Kiblanophros Extra Heavy
Cavalry on Extra
Armored Horse ............ 4.50

42.200 Mongol Horse Archer ... 4,50
42-201 Mongol Medium Cavalry,

with spear ...... SenTIeie 4.50
42-202 Mongol Medium Cavalry,

-with spear .......... . 4.50
42-203 Mongol Medium C av.tlrv

with spear ....... . 4.50
42-204 Mongol Medium Cavalry

with mace ...........cce..... 4.50
42-205 Mongol Hmvy{,avalrv

with spear ....... v B0

42-206 Mongol Horse Archer + 4.50
42-209 Mongol Auxiliary

Atcher oo 480
42-210 Mongol Auxiliary Infantry,

with spear .................. 4.50
42-211 SungChmcseHeavy

Cavalry. with spear ...... 4.50
42-213 Sung Chinese Light

Cavalry. with bow ........ 4.50
42-214 Sung Chinese Light

Cavalry. with spear ...... 4.50
42-215 Sung Chinese Heavy Infantry,

with spear ....c....coreeeen. 450
42-216 SungChinese Heavy Infantry,

with sword .........c.ccc0o.. 4,50
42.217 Sung Chinese Light Infantry,

with spear ..........ccoeee.. 4.50
42-218 SungChinese

Crossbowman ............. 4.50

Packages of infantry contain six
Jigures. Packages of cavalry contain
three figures and three horses.

THE RULES ACCORDING TO RAL
FOR MEDIEVALS 5e¢

Alsolook for 99-001 *Chaos Wars,
Rules According to Ral for Fantasy
Battles” on page 31.

42-180

53-745

53-781

42-181 42-182 42-183 42-184 42-185

53-751 53-T52

53-786

53-789 53-791

42.186 42-187 42-188
SAMURAIT
53-745 Ninja, with sword ........ 4.50
53-746 Ninja Raiders .............. 4.50
53-751 Ronin, with sword ....... 4.50
53-752 Ronin. with spear

or naginata ............... 4.5¢
53-755 Ashigaru, Archer ......... 4.50
53-756 Ashigaru, with

sword s cee 450
53-757 Ashigaru, wl[h qpmr

or naginata ....... .. 4.50
53-760 Ashigaru Arquc-husicr. wi th

gun shield .................. 4.50
53-763 Chugen Auxilary ......... 4.50

53-767 Samurai, with sword ... 4.50
53-768 Samurai, with spear
or naginala ..o 4850

..... Bsles RRREN AR S

42-189

42-200 42-201

53-772 Samurai, with bow ...... 4.50
53-775 Mounted Samurai, with

spear or naginata ........ 4.50
53-776 Mountled Samurai, with

SWOH e st 4.50
53-777 Mounted Samurai. with
53-780 Samurai

Commanders .............. 4.50
53-781 Generaland Lummand

Group: ... aeaaas 2200
53-786 Infaniry Starldards a0
53-789 Yamabushi. with spear

or naginata ................. 4.50
53-791 Yamabushi. inarmor wlth

spear or naginata ........ 4.50

T
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54-496 54-488

54-508 54-509 54-510 54-511 54-512 54-513 54-514 54-5156 54-518 54-520 54-522 54-524

88-001 88-002 88-0
VARIATIONS

your
figures

the 88-012 88-013 88-014 88-015 88-016 88-017 88-018

finish
they
deserve...
Partha
Paints!




88-008

88-019

BB-033

53-907

54-501

54-572 54-578

88-007

88-008

88-020

53-917

54-578

88-009
VARIATION

88-021

88-022

53-909

RAL PARTHA

Bushido"
53-901 Samurai and

Ronin, (3) .......... 3.00
53-902 Samural Bushi {'H . 3.50
53903 Ninja (3) ........... 3.50
53-904 BudokaandYakuza

(B e T e 3.50
53-905 Female Adventurers - 350
53-906 Gakusho Priest and 2

Shugenja Magicians .. 3,50
53-907 Tengu (3] . ......... 4.00
53-908 Oni Demons (2] .. .... 3.00
53-909 Kappa (3) . ......... 3.50
53-910 Shikome (3) ........ 3.50
53-911 Dai-Bakemono .. .. .. 4.00
53912 Dal-Oni .. .- 4.50
53-913 Armored Ninja (3) .... 3,50
53-914 Ninjawith

Gimmick Weapons . ... 3.50
53-915 Armored Samurai (3] .. 3.50
53-916 Samurai

Adventurers (3] .. .... 3.50
53-917 Tatsu Dragon ....... 7.00
53-018 Mukade Centipede . ... 500
The Condottieri
54-490 Swiss Command .. 4.50
54-491 Swiss Pikeman ............ 4.50
54-494 Swiss Halberdier . 4.50
54-496 Swiss Crossbowman ... 4.50
54-498 Swiss Arquebusier ... 4.50
54-499 Swiss Mounted

Arquebusier ................ 4.50
54-500 Imperialist Omcera e 450
54-501 Standards and

Musicians .. . 4.50
54-502 Arquebusier, llriug . 4.50
54-508 Pikeman. armored,

leveled pike ................. 4.50
54-509 Pikeman, half- armnred,

leveled pike ................. 4.50
54-510 Pikeman, unarmored,

leveled pike ................. 4.50
54-511 Pikeman, unarmored,

raised pike .................. 4.50
54-512 Pikeman, armored,

raised pike .........c.ccc.... 4.50
54-513 Pikeman, half- 'lrmnrrd

raised pike .................. 4.50
54-514 Halberdier, half-

armored, attacking ...... 4.50
54-515 Halberdier, armored,

attacking .......... .. 4.50
54-518 Swordsman, withgreat

sword, attacking 4.50
54-520 Reiter, firing pistol ...... 4.50
54-522 Mounted Arquebusier .. 4.50
54-523 Lancer, firing pistols 4.50
54-524 Mounted Gendarme,

with plume ................. 4.50
54-525 Mounted Gt‘nd'lrmt' ..... 4.50
54-526 Imperial Stradio .......... 4.50
54-572 Polish Arquebusier ...... 4.50
54-576 Polish Halberdier ......... 4.50
54-578 Polish Winged Hussar,

with lance ................... 4.50
54-600 Household Spahl e BT
54-601 Turkish Spahi ............. 4.50
54-803 Dellis ........cccocinveiienne. 4.50
54-606 Jannissary

Arquebusier ................ 4.50
54-607 Jannissary Spearman . 450
54-608 Turkish Archer ............ 4.50
54-609 Turkish Spearman 4.50
54-610 Turk. with scimitar

and buckler ................ 4.50
54-611 lavalar, with sword ... 4.50
54-619 Turkish Mounted

Command ................... 4.50
Partha Paint
77-700 Ral Partha Paint Rack -

Completely Stocked 326.40
77-701 Gold Metallic ........ 1.10
77-702 Silver Metallic ....... 1.10
77-703 Bronze Metallic . ..., . 1.10

T-T0& Steel . s Sas e, 1.10
T=rs Fleshis . e 1.10
T e WHITE =i St e 1.10
i G A e e 1.10
77-708 Black it ] ] O
¥7-709 Shamrock Green ... .. 1.10
77-710 Forest Green . ....... 1.10
FASrAR B BT e e e 1.10
¥7-712Leather ............ 1.10
77-713 Red Browm ......... 1.10
77-714 Dark Brown ........ 1.10
R b e R e B 1.10
FT=T16: Wellow w0 o STy 1.10
77-717 Orange .. .......... L.10
= fLBERed S e e e 1.10
F7-719 SkyBlue ... .o 1.10
77-720 TrueBlue .......... 1.10
Tr-721 DarlcBlue .. 000l o 1.10
77-722 Copper Metallic ...... 1.10
R ST e e R 1.10
reriar i) B L e s et S 1.10
77-725 Spray Partha Primer™

(Boz.) .. 3.50
77-726 Spray Clear Matte Sealer

(B5:75.02.) i 3.50
77-728 Brush Kit (sizes

20-50) oo s 7.00
77-729 Sponge Applicator

Brushes(3) ......... 1.10
F7-730 Paint Kit (8) . . ... ... 10.95
77-740 Baltlelech

Autumn Colors (6) . ... 650
77-741 Battletech

Summer Colors [6) . ... 6.50
77-750 Chaos

War Colors (B) ....... 6.50
Colonials
ZULU WAR
88-001 British Infantry,

firing ......... e B
B88-002 British Infantry.

advancing .............oceeee.. 5,00
88-003 British Command

Group . e e
88-004 Naval Bng,ade.

advancing . im0 )
88-005 Naval Br‘ugade{)ff icers

and Gunners ... 5,00
88-006 British Lancer ............. 5.00
88-007 British Regular

CavalTY S E e i ey 5.00
88-008 Frontier Light Horse 5.00
88-009 British Artillery Crew 5.00
88-010 Gatling Gun (2] ........... 5.00
BH-011 Fleld Gun (2) 5.00
88-012 Natal Native Infantry,

advaneing .............c..... 5.00
88-013 Natal Native Cavalry 5.00
88-014 ZuluuThulwana

Regt., advancing 5.00
BE-015 ZuluuVe Regt.,

advaneing ..o . 5.00
88-016 ZuluumCljo Regt.,

advancing ................... 5.00
88-017 ZuluinGobamakhosi Regt.,

advancing ..........c.cee.... 5.00
88-018 ZuluumBonambi Regt..

advancing ... 5.00
88-019 ZuluuNokhenke Regt..

advancing ................... 5.00
88-020 induna, signaling

(2 cavalry, 5 Infantry) .. 5.00
88-021 Mounted Zulu . 5.00
88-022 91st Highlanderin

R it s e pun e anrumri s LI
88-024 Natal Mounted Police ... 5.00
88-025 Mounted [rregulars ... 5.00
88-026 Dismounted British

Cavalfy .-caeioisivs-smarasaa. .00
88-031 British Infantry -

Post 1897 . 5.00
BR-032 British Cavalry -

Post 1897 e RHL,
88-033 Dismounted Brilish

Cavalcy=. . o s 5O
£8-034 Command Grnup .. 5.00
88-035 British Artillery Crew .. 5.00
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88-114* 88-115* 88-116*
VARIATIONS

o Fuaites i H

88-201 B88-202 88-203 88-204 88-205 88-206 88-207
. A VARTATION

B88-224 88-225 88-226 86-001

96-003 96-004

98-006 . 98-009



88-105

88-106

88-107 88-108
A VARIATION

88-214
VARIATIONS

88-223

98-004

RAYXT, PARTHA

HE-036 Boers ﬂdvanclngun

[ R S wasevn 200
88-037 Boers I'iring on I'nol veevs 5,00
88-038 Mounted Boers ............ 5.00
88-039 Boer Artillery Crew and

Mounied Officier ......... 5.00

NORTHWEST FRONTIER
H#8-101 Indian Infantry,

advancing ...........ceeeeens 5,00
88-102 Indian Infantry,

firing . . 5.00
H5-103 Indian Cummand (.-mup

(1 mted.. 6 fool) .......... 5.00
88-104 Bengal Lancer ............. 5.00
88-105 Indian Artillery Crew ... 5.00
88-106 Screw Gun (2) ............. 5.00
88-107 Artillery Pack Mules

(B) iiciisrsaciniiaig S 5.00
88-108 Highlander.

advancing ................... 5.00
88-109 nghlanderCummandGmup

(1.mted.. 6 foot) .......... B.00
88-110 Gurkhas ......... o]
88-111 Pathan I'Irlngjuall tessubDLO0
88-112 Pathan firing rifle ........ 5.00
B8-113 Pathan advancing with

plfless o nis i halnns 5.00
88-114 Pathan advancing with melee

weapons (left footl) ....... 5.00

88115 Pathan advancing with melee
weapons (right foot) .... 5.00
88-116 Pathan Chieftains

({1 mted., 6 foot) .......... 5.00
88-117 Mounted Tribesmen ... 5.00
88-119 Dismounted Benf.fal

Lancers i a5y 00

THE SUDAN CAMPAIGN

88-201 Egyplian Infantry in

summer uniform ......... 5.00
88-202 Egyptian Infantry. early

Sudan Campaign

UNIOTML cicaivisrainssrnnaness 000
H8-203 Sudaneselnfautry blue

Jersey il R0
88-204 Bashi Bazouk

Infantry ......... anmni 00
8E8-205 Egyptian Command wies 0200
8E-206 Egyptian

Artilleryman ............... 5.00
88-207 Gordon's Sudanese ...... 5.00
88-208 Egyptian Cavalry ......... 5.00
88-209 Bashi Bazouk

Cavalry . ceens .00
BE-210 EgyptlanCulrassier

DT P8 oot uerasasnzensntnssensts O: D0
88-211 F‘gypl‘.dn(:.amel

Corps ...... . 5.00
88-212 Egyptian Camel Corps

dismounted ............... 500
88-213 nnsarswllhswordsand

BPCATE . wrarassasinsransnsninn s D00

84-214 Ansars with rifles ........ 5.00
88-215 Ansar Command ......... 5.00
88-216 Beja Tribesmen ........... 5.00
88-217 Ansar Cavalry ............. 5.00
88-218 Ansar Camel Riders ..... 5.00
88-219 Beja Camel Riders ....... 5.00
88-220 Ansar Artillerymen ...... 5.00

88-221 Gardner Machinegun ... 5.00
88-222 6.5cm Krupp

Eleld:Gun s & . bl
85-223 Small Brass Maumaln

Gy venen 200
88-224 British Guar r.‘l Camel

(el el v e SR e Rl )
88-225 British Guard Camel Corps,

dismounted ................ 5.00
88-226 Dismounted Egyptian

LR e e S L)

Unless otherwise indicated the 88 line
[Colonials) contain: Ten figures in
Infantry Packages; Four riders and _four
horses in Cavalry Packages: Three riders
and three camels in Camel Packages.

ElfQuest '

...You can see your favorite
ELFQUEST"™ characters and
sense their distinctive per-
sonalities in these 25mm
sculptures by dJulie Guthrie.
WaRP Graphics' thrilling story
comes alive in this series of
metal figures!

96-001 Wollriders 1 (8) .. .... 9.00
96-002 Journey to

Sorrow’s End (9) ..... 9.00
96-003 Persomalities (B) ... .. 9.00
96-004 Wolfriders 11 (8) ...... 9.00
96-005 Quest to Blue

Mountain (10) . ...... 9.00

96-006 End of the Quest (10) . 9.00

The Adventurers

...Boxed sets of six or more fi-
gures, each centered around a
basic theme. Whether you're
looking for clerics or goblins,
our Adventurers make it easy
to choose a balanced., exciting
selection.

98-002 Adventurers (8) ...... 8.00
98-004 Goblins (B8] ......... 8.00
98-006 Dungeon Party (8) .... 8.00
98-009 Witch's Lair (8) .. .... 8.00
98-013 Female

Adventures (8) ...... 8.00
98-014 Wizards’ Room (8) ...:. 8.00
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FA39 FA40 FA4l1 FA43 FA44 FA45 FA46 FA48 FA49 FAS0

20-822 DEMOLISHER TANK

10-418
GRIFFIN CHARIOT

Take to the Skies with the
GRIFFIN CHARIOT!




FA9

FTF34

FA10 FAll FAlZ2 FAl4

FASB1 FAG4

FTF35 FTF40 FTF41 FTF42 FTF43

FTF301

- 20-837 Wolverine

i 2{) 841 Rlﬂeman

! 20—543 Murauder
: 2&334 Cmu%aclm'

30831 Stinger i
Tiet Rucon Lanc; g

These Battletech™ unit organl?a- 3

tions are taken from modules of the
same name with the permission of
FASA Corp.

FA1S

FAlG6

FA17

RAJT. PARTHA

89-001 ChaosWars (Boxed Set)

Rules for Miniature Fantasy

Battles

FANTASY ADVENTURERS

FAl Fighter in platemail
with'sword . .. ......
FAZ Wizard with staff .. ...
FA3 Cleric with cross and
Mace
Faq Sneak Thief with
dagger
FAS  Druid with sickle’ .. ..
Fag Bard with sword and
L e
FAT Monk with staff ......
FAB Ranger with sword
and-how el S s
FAS Barbarian with
two-handed sword

FA10  Paladin with swortd
FALl Huslomist &0 5000000
FA12 Ninja(Assassin]

withsword .........
FAl4  Elven Hero with sword .
FAlS Dwarfwith two-handed

hammer -5 000
FAl6 FemaleWizard with

staff et
FAl7  Female Thiefwith dagger

andiaaske i el T
FAl8 FemaleClericwith

1T e e S
FAL9 FemaleFighter with

WO e s
FA20 Houri with dagger
FA21 EvilWizard .........
FA22 EwvilCleric ..........
FA23 Evil Princess ........
FAZ24 Anti-Hero .. .. ......
FA2Z5 Necromancer ........
FA26 Fighter in chainmail
FA27 Amazon with sword . . .
FA28 Amazon Priestess
FA29 Dwarl Champion .. ...
FA30 Female Ranger ......
FA31 Paladinin full

chalomafl ........._.
FA32 Half-Orcof Grim

Countenance .......
BASS ] | H e T
FA34 Gnome Warrior-Thiel
FA35 Mailed Half-Orc with

shield and scimitar
FA37 Quesling Ranger with

torch and sword . .. ..
FA38  Ninja personality lype

withsword .........
FA40 Dwarf Anti-Hero
FA4l Adventuring Rangerwith

Jomphoars o e e
FA42 Female Paladin in plate

armor with mace .....
FA43 Barbarian Herolne

with swordd o e o
FA44  Fighting Bard with

SWT, s e e
FA45 Adventurer Monk
FA46 Mailed Warrior ......
FAAT ~ SOrCETEBa . .. . u..eas
FA48 Swashbuckler Thiel . ..
FA50 Thiefwith Long Sword

in Ambush .. ... ...
FAS1  Female Duelist

with Two Swords . . . . .
FA52 Duelist with

TwoSwords ........
FA53 Torguemada,

Chaos Conguerar . . . ..
FAS4 Zora, Gypsy

Swordswoman . ... ...
FA55 Brin Mac—

King of the Picts . ....
FA56 Bal. Lord High

Executioner .........
FA57 Belinda—Enight of

theTight . o e
FAS8 Darleen —Warrioress of

the Light' .. . ... .
FAS9 Melorian —the Raldiant.

Adventuress . ........

11.95

1.25

1.25

BOXED SET

FA300 Adventurer Encounter
Selie e e A )

FANTASY TRIBE FIGHTERS

FTF2 UnarmouredFighter

with sword and

e e T e 1.25
FTF3 Fighterinplate

RO =it e, 1.25
FTF4 Barbarian Fighter with

two handed sword .... 1.25
FTFS Fighterin [ull helm

withierest St st o 1.25
FTF6 EasternFighterwith

acimitar ..o L0000 1.25
FIF7 The Cimmerian ...... 1.25
FTF8 Death Knight ....... 1.25
FTFS  Slaytor. Ranger

with sword and bow .. 1.25
FTF23 Paladinwith full

pack gear .. ........ 1.25
FTF24 Royal Paladin ....... 1.25
FTF30 Female Fighter with pack

and sword . ... .. iu 1.25
FTF32 Female Fighterin

plate armour . ... . ... 1.25
FTF34 Female Barbarianwith

sword and shield ..... 1.25
FTF35 Lilathe Swift with

Aeimitare e 1.25
FTF40 Dragon Knight of Chaos

in plate armour ...... 1.25
FTF41 Champion of Chaos ... 1.25

FTF42 Female ChaosWarriorwith
sword, shield and bow . 1.25
FIF43 Captainof Chaos

withimmane s o st 1.25
FTF45 Drok, Death Knight
O EDE S e s e} 1.25
FTF51 Cloaked Adventurer
WHthEmAeK ! ol e ot 1.25
FIF52 Adventurerin
cHsinimal] S s 1.25
FTF54 Adventurerinleather
TR iR o o L et 1.25
FTF55 TrukTheWell
Provided ........... 1.25
BOXED SETS
FTF300 Defendersof
EE 8 ) B et et o 9.00
FTF301 The Chaotic
Band (10)7 - covoinivi 9.00
FTF302 Warriors ol the
World (10) .. - ... 9.00

WEIRD FANTASY

WF1 “Kindly™ Old Wizard ... 1.25
WF2 Airlal Servant ....... 1.25
WF3 TheComplete

Adventurer .. . ..., 1.25
WF4 Spaced-Out Druid .... 1.25
WFS  Dwarfwith Inferiority

Complex - et 1.25
WF6  The Grateful Undead .. 4.50
WF7  Samurai Night Fever .. 1.25
WF11 TheDwar{wilth No Name

(Western Tribe) ... ... 1.25
WF12 Garg-5is-Tot,

All American Giant . ... 5.00
WF13 CowardlyPaladin

andSquire ........;, 2.50
WF14 Zoidthe Barbarian

S BT e e e 2.00
WF15 Rumblunderthe

Complete Warrior . . . .. 1.25
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Chronicles of Romanni The Wanderer

It began innocently, quietly and as a result of the dilligence of a well-intentioned priest. Brother Thaddeus unridiled the hiding place of

the long-lost Chalice of Lentagern from certain obscure pms]jrwgﬂs in Zentarch’s Great Book of Thaumatumgy. Desious of gaining the

beneficial powers of the artifact, Thaddeus umged his master the powerful bonfer princeling High Lont Roderick, to mount an expedition

to weover it. That lonf, seeing mu‘_i; ﬁooar to come of it, agreed. :

As is the way of the world, wond was spread. It soon came to the ears of Duke ‘Brin, Roderick’s chief rival and a greedy and conquest-fiungny

man. He desired the Chalice for hiimself and set out to beat Roderick to the site.

The gods were Kind at that time, for Torin did not outpace Roderick. Their fores met in the Wlley of Cumberind in pitched battle. With

the aid of the Chalice’s quanfians, Roderick defeated and scattered the Black Dukes twops. Torin himself escaped to plan furthier evil

although the battle cost him allies and the services of s henchman Sir Butkel, said to have been slain by Roderick in fiand to hand combat.

Afier the battle, the Chalice was carried to Lowd RodericK's castle. Jor months, Brother Thaddeus puzzled over the runes graven on its

}':;;vﬁuﬁ, He was unable to discover fow to utilize the Chalice’s wported powers. At lost, he asked Roderick to send the Chalice to the
ﬁz"y af Ca{diw? center of the Cherrionite Onler of the God of Knowledge, that its secrets might be unlocked. The High Lonf, fiis

s peaceful and bountiful these mary months, was content o agice.

lane
As it wns agreed, it was done. Still, the trip was not without its dangers and excitements. Lavited by the challenge of discovery the
Cherrionite priests set to their task with a right good will. Wnknown to them, ther stired a Ponver intriqued by the Chalicel reappeannce
in the world.
Deep whthiin his otherworld pﬂfiwﬂ, Ral Lond of the Balrogs sat ﬁmaa’r'rg;. Minor demons and air sprites .Tﬁ;l’pﬂﬂr between pillars of o”mfi‘e.rfmr_q
and lapis lazuli and flitted up the carved bone steps q{!‘ir'.s' thone to whisper in his ear They bought tales of battles and dark deeds from
the mundane world and the dark places undegmound. One spoke of a battle in the Willey of Cumberand. And so Ral learned of the gaining
of the Chalice. Another spoke of great excitement amonyg the Cherrionites and of swellings of mystical forces amund their holy place. And
s0 Ral learned of the Chalices whereabouts.
The Loni ;}/ the Balogs conceived a desire to possess the Chalice of Lentagern and add its power to fis own considemble store. He wse
from his thione, rﬁeﬂf{'ﬁrgy whip “Tangler” scattering servitors, and spread his wings. Kals mighty pinions beat and carried him up, out
of his palace, and into the glittering df:r&frms.s between the dimensions. As he flew, he sang a Song of Power to call air spirits to guide
him to the Abbey of Calthway.
At the Abbey the Cherrionite priests sensed a disturbance in the onfer of the world. Auguries and omens were dark, ominous, and
confusing. A lay brother went into a fit and prophesied a great doom to come before falling forever silent. Ibmnham, Gundmaster of the
Onter, called his followers t%qs:t&a-r He set the martial brothers to preparing for war and the mystic bothers to stengthening their magical
defenses. He onlered the Chalice of Lentagern carried to the deepest ceﬂ%?:s of the Abbey. ‘When all left to carry out his onders, he stood
ne with his fears for what was to come.
Resenting the msistance posed by the Onler’s prepamtions, the Lonf of the Balmvgs swept down upon the Abbey in full power and fury.
The physical defenses hie swept away. The magical defenses merely slowed him. #is laughter echioed through the Abbey’s halls as terrified
priests struggled to flee. Ibmnham walized u%ft only the Chalice could have attmcted Ral to the Abbey and feared its use in the demon’s
fands. He gothered his inner circle of wizant-priests and rushed to defend i,
The final confrontation occurred in the lowest clamber of the Abbey’s cellars. Ral, sensing victory neay, battered at the magical shields of
the last survivors of the inner circle. Ibmnham, watching fiis wizanl-priests crumble one by one, Knew defeat was soon to come. Hating
himself for rfe.s'eml';'ﬁg his chapges, he decided to use his own magic to teleport away with the Chalice to try to take it somewher safe
Jfwom the Lont of the Balwygs. !
As Ibrankam began to weave fiis spell, Ral sensed the swelling of magic and discerned the nature of the spell. Thinking it would be a
fine just to have the Gmndmaster teleport into his arms mtfier than to the intended destination, the Balwg Lond wached out with fiis
mqqfc—marpf?; gﬁr’!fty 7 .‘u enengies of demon’s power and priest’s spell began to twine about each other Both suddenly whirled into a
vortex as a thint source of magical eneppy joined them.
Wind swept the chamber, the sound of its passage drwned out by a clear ringing from the chalice. As the wind died the ringing wse
higher and higher in pitch until, with a sound as of a thousand windows shattering, the chalice vanished from sight. In its place was
a swelling spot of darkness shot through with lightnings and otherworldly colors.
lbmnham, lying battered and half-conscious against one wall, fiean the Lont of the Balrogs scram with mge and frustmtion. He saw
the demon gze into the darkness and lash fis terrible whip at it. Ral wared again but this time the sound carried what in a lesser being
might have been described as a tinge of fear The demon started to turn Jfom the growing blot and vanished in a wild crackle of enengy ;
The Gmndmaster stood and gazed into the darkness E:’m.se& What he samu there no man Knows; but he began his own spells to dispese
it. The blot moved qway from Ibmnkam. It passed semight through the ceiling, leaving a hole with edges rimed with ice. ering after
it, fie saw it disperse in the gathering gloom of the approaching night.
Ibmnham examined the spot where the thing had appeared. On the floor, damyp Jfmom the frost that had covered them, lay an odd collection '
of objects. Some he recognized altfough they seemed made of unkpown materials; others, while made of common substances, wer of
unknown use. The Gmndmaster began to understand the nature of what fad ﬁa/Pperrear. A rift to other dimensions and realities had been
created.....a rift which was growing. Tembling with fear for the world, Ibmnham cursed the Lonf of the Balrgs and swore to devote
himself to the destruction of that creature.

The Chaos Wars fiad bequn.
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CHAOS WARS RULES — CHARACTER CONVERSION AND SURVIVAL

CONVERSION OF ROLE PLAYING CHARACTERS

Ral's rules for the Chaos Wars are free wheeling, hack and slash action battle rules. There is little room for the subtleties
and finely detailed characters and magics of a typical role playing game. But don't despair: your favorite hero can still participate
personally and lead armies to glory!

Most role playing systems can be divided into two types. The first uses a "level” system to measure a character’s progress.
Such games also usually have a "character class™ system as well. Such role plaving systems are the easiest to translate into
Chaos Wars terms. The second type of role playing system has neither levels or character classes and uses values for skills to
measure success. Characters from such game systems are somewhat hard to translate.

Characters From “Level” Systems

To use a character from a “level” system use the chart below to determine the rank of an individual. The translated
character's point cost is the same as a normal individual of the appropriate type. Your side must “"pay” for your character from
its starting pool of fantasy points.

If the character has any kind of a magical weapon, staff, or wand, his attacks will count as magical attacks when fighting
beings vulnerable only to magical attacks. The “pluses” or special effects of such magical items normally have no effect in
Chaos Wars battles. You may, of course, work out specific rules {o allow special effects . . . be sure everyone playing knows
what they are and agrees that they are reasonable.

If your character has magical armor or magical items which are defensive in nature. add 1 to his Armor Rating.

A character’s "charisma” (or some such similar attribute) is usually a value between 3 and 18 (you should adjust values
to correspond to this range if you use another one). This value acts as a measure for the number of troops the character has
as a body guard of loyal followers. Double the character’s charisma value in troop points may be used to form a unit. Only
one unit may be formed and any extra points are lost. The unit of followers may be a partial unit. This does NOT count as
the one partial unit allowed to any army — it is an extra one. The character will always lunction as a leader for that unit for
no extra point cost. If you wish your character to be able to lead other troops, you must use points to purchase leadership
capability for him just as you would for any other individual.

LEVEL SYSTEM CHARACTER CONVERSION CHART

CWRank: 1 z 3 4 S 6 Tetc.
Character I | I I | | |
Type CWype Armor I | I | I | |
fighter champion 3 1-2 3-4 5-6 7-10 11-16 17-26 27-42
magical wizard 2 1-2 3-4 5-6 7-10 11-16 17-26 2742
clerical priest 3 1-2 3-4 5-6 7-10 11-16 17-26 27-42
other champion 2 1-3 4-6 7-9 10-15 16-24 25-39  40-61

Characters From “Skill" Systems

To use a character from a “skill” system you must decide which of the three classifications of individuals used in the
Chaos Wars rules is closest to the nature of your character. In other words your character must be classified as a champion,
wizard, or priest for the duration of the battle. Use the character’s best fighting skill (if a champion) or his ability to cast
magic (if a wizard) to determine his rank from the chart below. If your character is classed as a priest you may use whichever
skill is greater to determine his rank. The translated character's point cost is the same as a normal individual of the appropriate
type. Your side must “pay” for your character from its starting pool of fantasy points.

If the character has any kind of a magical weapon, staff, or wand, his attacks will count as magical attacks when fighting
beings vulnerable only to m.igwa] attacks. If the item increases the character's chance to hit with his principal skill, add the
percentage increase to his skill before determining his rank. The special effects of such magical items normally have no effect
in Chaos Wars battles. You may, of course, work out specific rules to allow special effects ... be sure everyone playing knows
what they are and agrees that they are reasonable.

If your charactEr has magical armor or magical items which are defensive in nature. add 1 to his Armor Rating.

A character’s “charisma” (or some such similar attribute) may be used in the same fashion as for a "level” system character.
If your system does not have such an attribute for characters, some form of leadership or strategy skill may be substituted.
Divide the percentile value or the skill by 2 for the number of troop points available for the character's bodyguard, All the
bodyguard/leadership rules for “level” system characters apply.

SKILL SYSTEM CHARACTER CONVERSION CHART
CW Ranlk: 1 2 3 4 5 B etc-

% value of skill 01-20 21-40 41-60 = 61-100 101-160 161-260
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A NOTE ON MAGIC IN CHAOS WARS

The battle spells used in Chaos Wars may be used by any character from any game system who qualifies as a spelicaster
under the Chaos Wars rules. These s;w}ls are from a special grimoire of tried and tested battle spells. Each is designed to have
minimal disruptive effects from the large quantities of iron (weapons and armor) and magical energy (all that blood, the
psychic pain of the wounded, dying, and those raging spirits ol the newly dead, you know) which fill battlefields and disrupt,
warp. or negate all of the normal spells an adventurer is used to using.

You may wish to develop “battle grimoire” versions of spells other than those found in the Chaos Wars rules. As always
make sure all the players agree on such new rules before the battle.

EXCERPTED FROM 99-001 “RULES ACCORDING TO RAL FOR MINIATURE FANTASY BATTLES” (pg. 31) 39
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#25-500
The Black Prince

Army Commander

Armored Balrog

Troops
Black Halbardiers**

Jyllaran Fast Heavy
Crossbows

Ores ofthe Red
Guard

Orc Commandos®****

2 Unitsof
Malkoshian Spearmen
Black Falmearian

Foot

Black Falmearian
Cavalry

Two Extraordi
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Chaos Wars Army Packs

Each With It's Own Special Flavor And Modifiers

THE BLACK PRINCE'S ARMY
Ratings for Rules According to Ral

Costs
Armor l!ngjut Prowess Vitality Move Fantasy Pts. Troop Pis.
4 & 10 5 14" 16 0
Special:  The demon axe counts as a + 2 enchanted weapon in the Black Prince’s hands. The Black Prince counts as a rank
1 wizard [or casting spells.
Armor Magick Prowess Vitality Move Costs
4 8 13 10 10 None*
*Special: This Ha]mﬁ was summoned by, and is controlled by the Black Prince. It has all special Demon powers and may not
be dispelled as long as the Prince is present. [f the Prince is removed. the Balrog is automatically removed.
Unit Melee Morale Missile
Type Size Armor Modifiers Modifiers Range Move Cost of Unit
Mitd. Knights 12 > s i 0 N/A 6 24 pls.
Ft. Knights 12 3 +1 ] 12" 6" B0 pis,
Ft. Knight 12 3 4 eP bl 0 N/A 8" 60 pls.
Fanalics
Ft. Yeomen 12 2 0 0 12" 8 48 pis.
Ft. Yeomen 12 2 0 +1 NiA s 36 pis. ea.
Fanatics
Ft. Knights 12 3 20 0 NIA 6" 60 pts,
Mid. Knight 6 3 ; gk b 0 N/A 1o 42 pis.

** The Black Halbardiers are so ferocious that even though they are on foot, they are treated as Mounted Knights in all respects except movement and unit size,

*** Units so marked have magical Runic Weapons. When characters and creatures are attacked by units armed with these weapons, divide the melee die by
the individuals armor rating minus one. This special ability is in addition to any other effects attributed to enchanted or magic weapons.

**** The Orc Commandos suffer no penalties in the woods and therefore use their normal movement and morale when in the woods. Also while in the woods
they will suffer no minus due to the effect of light on the Orcs.

#25-501 LEONARANS GOLDEN HORDE

Armor Magick Prowess Vitality Move Cost
Leonaran 3 5" 10 5 8" 6
Army Commander — Leonaran may lead any non-chaotic unit.

Armor Magick Prowess Vitality Move Cost
Dragon Goldancer 4 B 12 10 6/12°

Colonel of Dragon Knights

Tor-ak Guardian of Leonaran
Captain of the Rangers

Troops

Dragon Knights of
Leonaran

Brothers of the Pegasus
Keepers of the Phoenix

Blessed Cherubs

Troops
Sister Knights

The Sisters Keepers

Ranges of Tor-ak

Goldancers
Elven Protectors

Eas o

Note: Archery prowess of 4
Special Abilities: Flame does full damage no matter what type of protection iis target has.

Magick Prowess Move Cost
I* 5 8" 3

As Leonarans bodyguard, Tor-ak never checks morale if within 12" of Leonaran. If Leonaran falls, Tér-ak will move to recover
Leonarans body, then leave the field with it.

Armor Vitality
3 4

Unit Melee Missile
Type Size Armor Modifiers Range Move Cost Fantasy Pts.
Mtd. Knight 6 4 2 NiA 10" 48 1
Special: Dragon Knights never check morale if within 12" of Goldancer
Mtd. Knight ) 3 42 N/A 127 42 2
Ft. Knight 12 4* +1 ‘A 6" 60 1
*Dragon Knights and Keepers of the Phoenix are equipped with special Dwarven Dragonscale armor. This armor halves all "
damage Inflicted by magleal missles or dragon's breath, e
Ft. Knight 12 3 ] N/A 6" 48 1
The Blessed Cherubs treat their weapons as enchanted vs. undead. and force all undead types to break and run during post ;
melee morale.
o3
Unit Helee Missile !
Type Size Armor Modifiers Range Move Cost et
Ft. Knights 12 3 +1 N/A 8" 72 ey
Special Fanatics. +1 to morale checks
Fi. Yeoman 12 2 +1 N/A g’ 60 :
Special Fanatlics, +2 to morale checks 3
Must stay within 9” of the Sister Knights unless broken. If Sister Knights are destroved they will move to where the last one fell
and fight to the death with no morale checks. 3 : ;
Fi. Yeomen 12 2 0 12* L) 60 B
Fanatics +1 to morale checks

Ft. Knights 12 3 +1 13" 6" 72 il
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Available At Better Hobby Stores Nationwide.

01-133 Guardians Of Doom
Loathsome Champions Of Chaos

01-052 Hill Giant

* RAL'S BATTLE STATS
Armor Prowess Vitality Magick Move Cost
2 0/2 2 0 el

Figures From 01-028, 01-045 and 01-135
“Phantasm™ An Imaginary Vision

5

| Winged Steed

e B o

7 Pegasus Mythica

Figures From 02-933, 01-316, 01-314, and 01-326
Twilight Of Terror

01-024 and 01-010
Foregum Meets Troll



20-835 GRF-1N Griffin 20-839 TDR-5S Thunderbolt
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“Death of a City” 20-856 ZEU-65 Zeus and 20-847 AWS-8Q Awesome, Pause in Their Work. 20-834 CRD-3R Crusader

Available At Better Hobby Stores Nationwide.
Insist On The Best... RAL PARTHA

- Toll Free 1-800-543-0272
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