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				NEW RELEASES

				It’s a bumper week this week as the Bonesplitterz get their own battletome stuffed with art, stories and a huge wealth of cracking new rules. But that’s not all, as there’s loads of other Warhammer Age of Sigmar releases, including:

				–	Storm of Sigmar. A wallet-friendly way in to battles in the Mortal Realms, sporting 13 Citadel miniatures, four battleplans and rules.

				– Getting Started With Warhammer Age of Sigmar. A chunky magazine with a free Stormcast Eternal Liberator on the cover!

				– The General’s Handbook. This is the big one… loads of material for games in the Age of Sigmar, with three new ways to play (yes, including points values, if you want them)

				READERS’ MODELS

				We always want to know what you, our readers, are up to in your own hobby – and Readers’ Models is the place where we can show it. Feast your eyes on your latest painted miniatures!

				THE WEEK IN WHITE DWARF

				Comment, opinion and trivia in reaction to this week’s releases and happenings. 
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				Warhammer Age of Sigmar enters a thrilling new epoch this week, and not least because the Bonesplitterz get a brilliant new battletome stuffed full of fabulous background, art and tonnes of new rules. These savage greenskins have all been knocked on the head one too many times and as a result feel the Waaagh! constantly – and believing the spirit of it to live in the bones of giant beasts, they are constantly on the hunt for monsters to slay. They’re an eccentric (and deadly!) bunch, to say the least.

				But that’s not all, as this week also brings whole swathes of new ways to get into Warhammer Age of Sigmar, chief among them the General’s Handbook. This essential resource details three ways to play the game: open play (the way we’ve been playing Warhammer Age of Sigmar up to now, basically), the story-led narrative play, and the more balanced matched play. There’s loads more in the book, too. We urge you to click here and read all about it now – a glorious new dawn of gaming options awaits! 

				
					[image: ]
				

			

		

		
			
				FEEL THE WAAAGH!

			

		

	
		
			[image: ]
		

		
			[image: ]
		

		
			[image: ]
		

		
			
				He ranted about the tree creature until, tired of his babbling, his warclan threw him through a Realmgate. As Gork had predicted, Urgronk awoke to find himself in the Jade Kingdoms, and set off in search of the mythical tree monster with his god’s face. In his journeys and battles, other orruks, entranced by his vision, joined his quest. These savage greenskins started bringing Urgronk gifts, including an especially magical bone to use as a staff, and a beast mask carved of heartwood to help him see the signs of Gorkamorka.

				The orruks called Urgronk ‘Splinterfoot’ because he followed in the path of the tree spirit, and soon, his growing army became known as the Splinterfoot Warclan. His quest led the warclan to one bloody battle after another across Ghyran, the vision of the tree beast filling Urgronk’s mind. No matter how many sylvaneth they killed and cut open, he never seemed to find the spirit he was looking for. Each night, Gork sent Urgronk fresh visions, and his boys started calling him a Wurrgog Prophet. All Urgronk wants is to find the tree beast and scoop out its soul. 
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				Urgronk Wurrteef had a powerful vision from Gork after being hit on the head by a drunken gargant. In it, the greenskin followed a great tree beast walking across the Realm of Life, its savage spirit taking on the shape of Gorkamorka as it smashed apart sylvaneth armies.
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				Thundering ahead of the warclan’s footsloggers, the Savage Boarboys are crude, savage beasts riding on the back of other crude, savage beasts. Armed with chompas (like a choppa but made from bone or flint) or stikkas (a sharp bit on the end of a stick), they slam into the ranks of the foe like the angry fist of Gorkamorka, the very pointy tusks of their war boar mounts adding to the carnage. Even more insane than ‘mere’ Savage Boarboys are the Savage Boarboy Maniaks, the craziest and surliest Boarboys on the backs of the 

			

		

		
			
				craziest and surliest war boars a warclan can get hold of, rendered more than a little unhinged by repeated possession by raging, otherworldly animal spirits. 

				This box allows you to build a mob of 10 Savage Boarboys armed with your choice of chompas or stikkas, or 10 Savage Boarboy Maniaks armed with a pair of chompas. There’s also bits in the box to upgrade one mob member to a Savage Boar Boss (or Savage Boar Boss Maniak), Boar Thumper and Boar Totem. 
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				The horn-tips of any Bonesplitterz attack, Savage Boarboys ride atop huge feral war boars, eager to be the first to lay into the enemy. Even more insane are the Savage Boarboy Maniaks, who forgo even the protection of a bone shield in favour of more chompas. 

			

		

		
			
				NEW RELEASES: BONESPLITTERZ

			

		

		
			
				SAVAGE BOARBOYS

			

		

		
			
				Savage Boarboys

				10 Citadel miniatures 

				£30, €40, 300dkr, 360skr, 330nkr, 150zł, USA $50, Can $60, AU $85, NZ $100, ¥7,000, 300rmb, HK$400, RM185, SG$70

			

		

		
			
				Pre-order:Now

				Released:23/07/16
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				1 A great green tide of orruk muscle and porcine flesh slams into a Khorne Bloodbound battleline. 

				2 Bonesplitterz charge into battle clad in naught but a hide loincloth.

				3 Maniaks carry as many chompas as they can. 

				4 Like all Bonesplitter totems, Boar Totems are crafted from remains of the mob’s kills. 

				5 Savage Boarboy Boss Maniaks are considered unhinged, even by other Bonesplitterz.

				6 Boar Thumpers pound out plenty of noise on their skull drums to rile their mates up for a scrap.
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				Despite having craftsmanship that’s abysmal even by orruk standards, Savage Orruks are armed with a surprising variety of weapons. The bulk of a warclan are burly Savage Orruks, each armed with chompas or stikkas and a bone shield. Some enterprising Savage Orruks have worked out how to make stinga bows, and despite (or maybe because of) the arrows being made from the bones of mighty beasts, in the hands of a Savage Orruk Arrowboy they can even penetrate a Varanguard’s breastplate. Morboys appear 

			

		

		
			
				insane even to other Bonesplitterz, and wield chompas and bone shivs, fighting anything foolish enough to cross their path. Finally, there are the Big Stabbas, wielding massive Gork Toof spears that require two Savage Orruks to carry them. 

				This box makes them all, giving you 20 Savage Orruks, Savage Orruk Arrowboys or Savage Orruk Morboys and options for a Savage Boss, Skull Thumper and Bone Totem, and up to two massive Big Stabbas for hunting the biggest of beasties. 

				
					[image: ]
				

			

		

		
			
				From the rampaging Morboys, dead kunnin’ Arrowboys, or just proppa ’ard Savage Orruks, a Bonesplitterz warclan is made up of great seething mobs of green-skinned bruisers, driven by a burning need to seek out and slay the biggest beasts in all the Mortal Realms. 

			

		

		
			
				NEW RELEASES: BONESPLITTERZ

			

		

		
			
				SAVAGE ORRUKS

			

		

		
			
				Savage Orruks

				20 Citadel miniatures 

				£30, €40, 300dkr, 360skr, 330nkr, 150zł, USA $50, Can $60, AU $85, NZ $100, ¥7,000, 300rmb, HK$400, RM185, SG$70

			

		

		
			
				Pre-order:Now

				Released:23/07/16
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				1 With the power of the Waaagh! in full flow, Savage Orruks clash with the Khorne Bloodbound. 

				2-4	Bone shields are crafted from wood, hide or bone. They are typically the only concession to personal protection Bonesplitterz will bother with.

				5 Savage Orruk Morboys lack even the slender shred of sanity that other Bonesplitterz possess.

				6 A Gork Toof is a huge spear whose point is fashioned from a special bone or stone. 

				7 Savage Orruk Bosses are, as is the greenskin tradition, the biggest, ’ardest orruk in the mob. 

				8 Stikkas are sticks with a pointy bit made of beast tooth, carved bone or knapped flint. 
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				WURRGOG PROPHET
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				1 Wurrgog Prophets are typically clad in the scaly hides of the mighty beasts their Bonesplitter followers have slain.

			

		

		
			
				NEW RELEASES: BONESPLITTERZ

			

		

		
			
				The holy leaders of the Bonesplitterz, the Wurrgog Prophets wield wild magic.

			

		

		
			
				As a bunch, Bonesplitterz aren’t quite right in the head, but the Wurrgog Prophets are the most touched of all – or the most blessed. They see great Gorkamorka everywhere they look, and they hum with magical power, carrying the most magical bones of their clan. In battle, they bend Waaagh! energy into its most destructive forms, calling down great green fists from the sky to pulverise the enemy.

				This resin Wurrgog Prophet miniature therefore makes a fittingly lunatic war leader for your Bonesplitterz, his pose caught in the middle of a wardance, his body festooned with the tools of his trade and tributes to great Gorkamorka – not least his baleful wooden mask.  
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				wurrgog prophet

				1 Citadel Finecast miniature

				£11, €15.50, 120dkr, 140skr, 140nkr, 60zł, USA $19.25, Can $25, AU $28, NZ $33, ¥2,370, 120rmb, HK165, RM75, SG$30

			

		

		
			
				Pre-order:Now

				Released:23/07/2016
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				WARDOKK

			

		

		
			
				1 With a mask made of bestial bone, the Wardokk draws arcane power from the skull’s original owner, fuelling the orruk’s feral magics. 

				2	The Wardokk’s bonebeast stikk is the focus of his power, made from shiny stones and bits of old foes. The bonebeast stikk is an integral part of the Wardokk’s ritual dances, as well as being great at smashing in the faces of the Wardokk’s foes. 

			

		

		
			
				NEW RELEASES: BONESPLITTERZ

			

		

		
			
				The Wardokks are the lunatic advisors and seconds to the great Wurrgog Prophets.

			

		

		
			
				Every great leader needs his lieutenants, and for the Wurrgog Prophets, the Wardokks fulfil that role. These raving acolytes lead great mobs of Morboyz and enact great rituals to channel the Waaagh! spirit and thus magnify the Wurrgog Prophet’s energy. On the not-too-rare occasion that a Wurrgog Prophet explodes from too much Waaagh! energy, the Wardokks stand ready to take his place.

				This resin Wardokk, armed with a mighty bonebeast stikk, stands ready to lend his Ritual Dance to your Bonesplitterz force, posed in mid-caper – although said caper is not a cause for mirth, as it is very dangerous indeed to his foes. Woe betide those who witness it.  
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				WARDOKK

				1 Citadel Finecast miniature

				£8, €11.50, 85dkr, 100skr, 100nkr, 40zł, USA $13, Can $16, AU $22, NZ $26, ¥1,550, 65rmb, HK$90, RM40, SG$15

			

		

		
			
				Pre-order:Now

				Released:23/07/16
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				MANIAK WEIRDNOB

			

		

		
			
				savage orruk boss
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				1 The warpaint that all Bonesplitterz are daubed with provides almost supernatural protection against the weapons of their foes.

			

		

		
			
				1 A loincloth is one of the rare trappings of civilisation that Savage Orruks bother with, a fact that the other inhabitants of the Mortal Realms are eternally grateful for!

				2 Savage Big Bosses are absolute frothing lunatics, always eager to get into the fight. Their tiny orruk minds are focused solely on violence, and usually leave any heavy thinking to the Wurrgog Prophet in charge of the warclan.

			

		

		
			
				BONESPLITTERZ

			

		

		
			
				BONESPLITTERZ

			

		

		
			
				The Savage Big Bosses are chosen by the Wurrgog Prophets to keep the boys in line – and they do!

			

		

		
			
				Consumed by the spirit of a furious beast, the Maniak Weirdnob rides a mighty war boar.

			

		

		
			
				This brilliant single-frame plastic miniature positively radiates the bestial character of the Savage Big Boss; wielding his massive Boss Cleava, he’s a brutal force of nature posed in mid axe-swing.

				Wurrgog Prophets usually choose two Savage Big Bosses to be their Gorka-Boss and Morka-Boss. One, naturally, is brutal and cunning, while the other is a smidgeon more cunning and brutal. However, while these two individuals lead the fighting, there is no upper limit on the amount of Savage Big Bosses in a Bonesplitterz clan, and so mobs of Savage Orruks and Arrowboyz may find themselves blessed with the attentions of several of these mighty warriors.  
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				Even by the standards of other Bonesplitterz, Maniak Weirdnobz are utterly, utterly mad. More than most, they are possessed by the spirits of particularly ferocious (and large and dangerous) monsters. The bonebeast staff each wields is taken from just such a beast, which has been killed by his clan’s Wurrgog Prophet or Wardokk, and roils with furious magic and bestial savagery. The Maniak Weirdnob uses this to drive nearby Bonesplitterz into even more of a fury.

				The Maniak Weirdnob rides into battle on a mighty war boar, a snarling beast that, while not as deadly as a full-grown grunta, is not something any sane individual would want to see coming.  
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				MANIAK WEIRDNOB

				1 Citadel Finecast miniature

				£16, €22, 170dkr, 210skr, 200nkr, 78zł, USA $26.75, Can $33, AU $41, NZ $48, ¥2,990, 180rmb, HK$245, RM110, SG$45

			

		

		
			
				Pre-order:Now

				Released:23/07/16

			

		

		
			
				An explanatory note: Savage Big Bosses are represented by the miniature shown here, called the Savage Orruk Boss on the Games Workshop webstore. It comes on a sculpted square base so some conversion work may be needed to get it to work on a round base.
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				The wildest of all the orruks found in the Mortal Realms, the Bonesplitterz are constantly in tune with the roiling, violent madness of the Waaagh! Believing the energy of the Waaagh! to reside in the souls of monsters, they hunt great beasts across the realms.

			

		

		
			
				NEW RELEASES: destruction BATTLETOME

			

		

		
			
				BONESPLITTERZ
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				Sometimes, Gorkamorka gets into an orruk’s head and doesn’t leave – the feral, crazed Bonesplitterz are the result. This new battletome is the ultimate guide to these crazed warriors, stuffed full of all-new background, stories and art that detail the Bonesplitterz’ (incredibly violent and crazed) culture.

				The rules content in the book is ocean-deep, too, incorporating three new battleplans, new Battle and Command Traits, the unique Lore of the Savage Waaagh! (consisting of six riotous spells for Bonesplitterz only), magical artefacts and arcane treasures, and nine warscroll battalions, three of which detail the Bonesplitterz’ main warclans. (Here’s a hint – if you want to collect a Drakkfoot Warclan, you’re defintely going to want to give ’em red Waaagh! paint…) In short, this is a riotous resource for the wildest of the forces of Destruction. Waaagh! Ahem.

			

		

		
			
				1	As ever, a glorious colour section showcasing Citadel miniatures forms the centrepiece of the book; the Bonesplitterz going to war is a stirring sight indeed!

				2	Check out the new allegiance abilities of the Bonesplitterz – just one of the raft of fun new rules this faction can play around with. There’s a new spell lore, too.

				3	Warscroll battalions let you theme your collection like never before – the various warclans of the Bonesplitterz are detailed in depth, and get their own character and feel.

			

		

		
			
				Following in the footsteps of the recent Sylvaneth battletome, Bonesplitterz contains lots of rules and exclusive gaming content which you won’t get just from the free warscrolls.
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				destruction battletome: bonesplitterz

				112 pages

				£20, €26, 200dkr, 240skr, 220nkr, 100zł, USA $33, Can $40, AU $55, NZ $65, ¥4,600, 200rmb, HK$270, RM125, SG$50

			

		

		
			
				Pre-order: NowReleased: 23/07/16
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				Heard all about Warhammer Age of Sigmar and want to get stuck in, but don’t quite have the funds for the starter set? Don’t worry, we’ve got you covered – Storm of Sigmar is the perfect gateway into a brilliant hobby experience in the Mortal Realms.

			

		

		
			
				NEW RELEASES: boxed game

			

		

		
			
				STORM OF SIGMAR
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				STORM OF SIGMAR

				13 miniatures 

				£20, €26, 200dkr, 240skr, 220nkr, 100zł, USA $33, Can $40, AU $55, NZ $65, ¥4,600, 200rmb, HK$270, RM125, SG$50

			

		

		
			
				Pre-order:Now

				Released:23/07/16

			

		

		
			
				The Warhammer Age of Sigmar starter set is a remarkable boxed set and a brilliant introduction to war in the Mortal Realms, sporting two fully-fledged armies and a glorious full-colour book overflowing with background, painting tips and rules.

				But perhaps you’re after a more modest entry into battles in the Age of Sigmar – which is where Storm of Sigmar comes in. It’s the perfect gateway into new realms of war and offers both a contained hobby challenge and some exciting and meaningful tabletop gaming action. 

				Inside the box you’ll find, first and foremost, 13 magnificent Citadel miniatures representing both Sigmar’s Stormcast Eternals and the ravening evil of the Khorne Bloodbound. For the former there’s three Liberators, mighty footsoldiers of the God-King, and two Retributors – shock troops of Sigmar capable of felling foes many times their size with their mighty lightning hammers. For the latter you’ll find three Blood Warriors, amongst the most powerful of 

			

		

		
			
				Khorne’s mortal servants, and five Bloodreavers, frenzied killers who care for nothing but the spilling of blood. Their rules – usually presented as warscrolls – are here printed on handy small-format reference cards with gorgeous art of the warriors themselves on the reverse

				The actual rules for playing Warhammer Age of Sigmar are re-presented in a smart 32-page booklet, along with scene-setting background and four exclusive, linked battleplans for the included forces (Stop the Ritual, Hold the Pass, The Gauntlet and Lord of Blood) that, when played through sequentially, tell a story of Sigmar’s finest making their first strike against the forces of Chaos. The final helpful detail is a six-inch rangefinder printed on the back cover!

				Also in the box is a transfer sheet for the Stormcast Eternals, seven dice and bases for the miniatures – in short, everything you need in one compact box for a great hobby experience that encompasses modelling, painting and gaming. 
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				1	The two forces in Storm of Sigmar arrayed for battle. The four batteplans in the included booklet use all 13 miniatures in various combinations – and are all new battleplans, to boot. We think that brings the total of published battleplans for Warhammer Age of Sigmar to around 80! There is quite literally something for everyone, no matter what army you collect or the type of game you like to play.
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				Are you enticed by the untold wonders and unending war of the Mortal Realms but unsure where to begin? Be unsure no longer, as Getting Started with Warhammer Age of Sigmar is here to give you everything you need to get stuck in…

			

		

		
			
				NEW RELEASES: GETTING STARTED WITH…

			

		

		
			
				WARHAMMER AGE OF SIGMAR
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				A lot has happened since Warhammer Age of Sigmar launched a year ago. An epic tale has unfolded through the Realmgate Wars books and various battletomes, as Sigmar and his Stormcast Eternals fight to overturn the rule of Chaos from the Mortal Realms – and a brand-new game has evolved, with new rules and ways of playing, and a host of stunning new Citadel miniatures to collect, paint and battle with. 

				This 98-page magazine is your entry point to all of this, and kicks off with an eye-popping history of the epic events of the Realmgate Wars, illustrated with glorious art of the heroes, villains, monsters and battles involved. Following that you’ll find features on the hobby of collecting Citadel miniatures, a massive battle report, an exhaustive guide to the Citadel painting system – including full guides to painting a variety of Stormcast Eternals and Khorne Bloodbound miniatures – an ‘Eavy Metal section, showcases of army collections, illustrated Warhammer Age of Sigmar rules, and much, much more – including a FREE covermounted plastic Stormcast Eternals Liberator! If you’ve ever been tempted by Warhammer Age of Sigmar, this is your definitive introduction. 
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				1	Every aspect of the Warhammer Age of Sigmar hobby is covered, kicking off with collecting; it’s swiftly followed by an epic battle report. 

				2	The background is thoroughly explored, detailing the grand alliances and key characters and factions.

				3	This Stormcast Eternal Liberator Citadel miniature comes free with the magazine – and there’s assembly instructions and a painting guide, too, so you can get him together and on the battlefield in double-quick time.

			

		

		
			
				What you will also find on the cover (above) is a magnificent plastic Stormcast Eternal Liberator. Not bad, eh?

			

		

		
			
				GETTING STARTED WITH warhammer AGE OF SIGMAR

				98-page magazine

				£5, €6.50, 50dkr, 60skr, 55nkr, 25zł, USA $8, Can $10, AU $14, NZ $17, ¥1,200, 50rmb, HK$70, RM30, SG$10

			

		

		
			
				Pre-order:Now

				Released:23/07/16
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				It’s here – the biggest thing to happen to Warhammer since the Age of Sigmar itself! The General’s Handbook brings you new ways to play, new ways of organising games and choosing your armies – 160 pages of all-out inspiration for gaming in the Age of Sigmar. 

			

		

		
			
				NEW RELEASES: WARHAMMER AGE OF SIGMAR

			

		

		
			
				GENERAL’S HANDBOOK
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				1	The book kicks off with some key precepts and a simple philosophy: how you want to play is up to you. No matter your choice, one important rule unites them all…

				2	The middle of the book focuses on Narrative Play, of which recreating battles from the past is a prime example. Two example battleplans show you how to do it.

				3	They’re here – points values in the Age of Sigmar! The vehicle for them is Pitched Battles – games of agreed sizes with limits on what units you can choose. 
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				Maybe you’ve been playing Warhammer Age of Sigmar since the day it came out. Maybe you’ve yet to play a game, unsure where to start. Maybe you’ve dabbled but have yet to find the style of play that quite suits you and your gaming buddies. Well, the General’s Handbook is here, bringing such a wealth of new rules, suggestions and advice that with it Warhammer Age of Sigmar can be anything you want it to be.

				Let’s be clear about one thing up front: yes, the book includes points values. You can use them if you want. If you’ve been playing without them this whole time, you certainly don’t have to, and that’s the essential point of this book. It offers you guidelines for three new styles of play – Open Play, Narrative Play and Matched Play – each with their own specially tailored new rules and advice. Each style of play has much to commend it; the difference is just that they’re suited to different situations (Narrative Play is ideal for a campaign amongst your regular gaming club, for example, while Matched Play might be a better fit for tournaments). 

				What the General’s Handbook offers, therefore, is a huge raft of options from which to choose according to your own preferences and those of your opponents. The Open Play section provides rules for multiplayer games and several new battleplans to use with them. The Narrative Play section introduces several different ideas for organising campaigns, each supported by battleplans, new rules and further ideas. The Matched Play section provides both rules and ideas for tournament play, and several more focused battleplans – so-called Pitched Battles – perfectly suited to such events. Alongside these are the Battle Profiles, lists of the heroes and retinues available to your faction, with some additional restrictions on how many of them you can select, and points values to allow you to create forces of roughly equivalent potency. This won’t suit every situation or every style of play – the point, as with everything the General’s Handbook offers, is that you have the option to use them, if you want. There are simply tons of ideas. Turn to the page to see a few more…
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				FOCUS ON… GENERAL’S HANDBOOK

			

		

		
			
				The thing with the General’s Handbook is that it’s absolutely crammed with new rules and great ideas. If anything, when you first lay hands on it, you’ll probably be wondering where to start. There is no right or wrong answer to that, as Ben Johnson, who worked on the book, was keen to stress. “If you like this bit from this bit, and that bit from that bit – put them together. It’s completely up to you, and how you and your friends want to enjoy Age of Sigmar.” With that in mind, we asked Ben to give us a run-through the book…

				Forging a Narrative

				“Narrative play is all about telling that story,” says Ben, “whether it’s a story from a book you’ve already read, replaying a battleplan from a Realmgate Wars book or 

				a battletome, or something you’ve made up yourself. We’ve got an example of taking a battleplan from one of the Realmgate Wars books, taking the rules elements and adapting it to a different story entirely. You can play that however you see fit and add on to it however you want – add in some of the multiplayer Triumph & Treachery rules (from the Open Play section) if you like. It’s up to you!” 

				Themed Armies

				“One of the beautiful things about Age of Sigmar is that you can do what you want, so we’ve got a section about theming your armies, be that a story they’re based on, a colour scheme that unites them, a particular battleplan you’ve built them around – anything.” 

			

		

		
			
				1	“Open Play is, essentially, Age of Sigmar as we know it,” says Ben. “You need some miniatures, some warscrolls, somewhere to play, and off you go.”

				2	The Open Play section features multiplayer rules in two forms – Coalition of Death (where the players form into two teams) and Triumph & Treachery (where alliances are much more fleeting), with two new battleplans for the former and four for the latter. “It’s all intended to make games of Age of Sigmar with three, five, seven – however many! – people as fun as you can possibly make it.”

			

		

		
			
				The General’s Handook provides an incredible depth of gaming ideas – more than we could ever describe here. So, we asked the Design Studio’s Ben Johnson, who helped produce the book, for a whistlestop tour of all the incredible goodness within. 
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				GENERAL’S HANDBOOK

				160 pages, paperback

				£15, €20, 150dkr, 180skr, 170nkr, 75zł, USA $25, Can $30, AU $42, NZ $50, ¥3,500, 150rmb, HK$205, RM95, SG$35

			

		

		
			
				Pre-order:Now

				Released:23/07/16

			

		

		
			
				3	“There are six battleplans for Pitched Battles, the Ying to the Narrative Play section’s Yang – those are all about the story, outnumbered forces and impossible odds and that kind of thing. These are much more about competing with your opponent – you’ve got to take my objective while I try to take yours, that kind of thing.”

				4	Allegiance Abilities. “Battle Traits, Command Traits, Artefacts of Power – essentially army special rules and magic items. You get an allegiance if your entire army shares a keyword – Chaos, Death, Order, Destruction and so on. So, if your entire army is Chaos, your army gets a Battle Trait, your general gets a Command Trait, and you get some Artefacts of Power.”

			

		

		
			
				Recreating Battles of the Past

				“We talk about taking those cool little elements of narrative and expanding them out, and we do that with two examples: the Celestant-Prime and a Harbinger Chamber fighting off a load of Khorne Daemons, and the death of Nagash. (Spoiler!) We’ve talked about these things happening in the past, but it’s about expanding it out and making it into a really interesting little story, and creating some battleplans off the back of that you can play through.” 

				Matched Play & POINTS VALUES

				“One thing that’s been evident with Warhammer Age of Sigmar is that people are unsure about ‘How do I play a game of Age of Sigmar?’. So, this section is all about events, tournaments, pick-up games – you turn up somewhere, talk to someone you don’t really know, and if you want to play a game, you can choose what kind of battle you’re going to play – a Pitched Battle, say, with Vanguard forces – and you know how many points you need, what battleplan you’re going to play, and straight off the bat you’re ready to battle.” 

				Points. That’s right – if you choose to play this way, the book includes points values for you to use, for all the warscrolls and warscroll battalions in the game.

			

		

		
			
				PITCHED BATTLES

				“We’ve given players the option of playing Pitched Battles, which includes three fundamental changes to the game – we call them the Three Rules of One: each spell can be cast only once per turn, a roll of a 1 to hit, wound or save always fails, and any attack, hit or wound roll that gains another roll after the first one only does it once. Things that can be not that much fun if you’re playing someone you don’t really know. This just evens things up a bit and lets you just avoid that risk and get on with having some fun.

				”We’ve also got stuff on different sizes of game – Vanguard, Battlehost and Warhost. We’ve introduced battlefield roles, and we’ve got some restrictions you can use, if you want, on each of those roles in the different sizes of game.”

				With the General’s Handbook, though, and with Warhammer Age of Sigmar more broadly, that’s just one option you have. “If you start off with Matched Play,” says Ben, “maybe because you’re new to a club, after a couple of games and when you’ve gotten to know people, it’s really easy to just turn all of that off and play some narrative stuff. It’s not about always doing one thing or the other.” Exactly so. 
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				CAMPAIGNS 

				The Narrative Play section of the book introduces four types of campaign gaming. “Quite an important part of Age of Sigmar, I think, is playing campaigns,” says Ben. “Lots of players really enjoy that.” The book includes rules for Path to Glory campaigns, where you lead a small warband, map campaigns (can you guess how they work?), tree campaigns – “Ideal for two players,” says Ben, “as campaign outcomes tell you where you go next: Player A wins, X happens, Player B wins, Y happens” – and matrix campaigns where, as Ben explains “Each player picks what they’re going to do, what their strategy’s going to be, and that determines what happens in the game, which battleplan you’ll use, any special rules that apply, and so on.”

			

		

		
			
				Top: Path to Glory Campaigns. “You might remember this from Advent last year. You start with a Warlord – you – and you build up a warband and go off and fight some battles. We’ve got all the Chaos stuff that was in the Advent version, but then we’ve also got some of the big factions from the Age of Sigmar – Stormcast Eternals, Fyreslayers, Skaven, Ironjawz, Sylvaneth and the forces of Death – with their own warband tables and rewards. And then we’ve got a couple of battleplans.”

				Bottom: Map Campaigns. “You can draw your own map, you can take your map out of a book – we show a map that Chris Peach actually made on a Realm of Battle tile!”
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				Whether you’re a grey-bearded veteran or a callow newcomer to Warhammer Age of Sigmar, the Easy To Build boxes are a great new addition to the Warhammer Age of Sigmar range. Using the same great push-fit miniatures you get in the Warhammer Age of Sigmar Starter Set, each box contains rules for using the contents in Warhammer Age of Sigmar, an assembly guide, and even a painting reference sheet to help get your models off the sprues and onto the battlefield as quickly as possible. 

				The quartet of Easy To Build Boxes are equally split between the Khorne Bloodbound and the Stormcast Eternals. The Bloodreavers box contains four Bloodreavers and a Chieftain to lead them. The Blood Warriors box contains two Blood Warriors with goreaxes and gorefists, alongside a Chaos Champion. The Liberators box contains two Stormcast Eternals with warhammers and sigmarite shields, led by a Liberator Prime. And finally, the Retributors box contains a Retributor and a Retributor Prime equipped with Lightning Hammers. Whichever one you choose, they’re a cracking way to expand your army or try something new. 
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				From your first tentative steps onto the path to hobby glory to adding reinforcements to your mighty hordes, the Easy To Build boxes provide a great-value way to get your hands on brilliant push-fit models for Khorne Bloodbound and Stormcast Eternals. 

			

		

		
			
				WARHAMMER AGE OF SIGMAR

			

		

		
			
				EASY TO BUILD BOXES

			

		

		
			
				EASY TO BUILD BOXES

				Prices are for each box; see text for contents.

				£10, €12, 100dkr, 120skr, 110nkr, 50zł, USA $15, Can $20, AU $28, NZ $33, ¥2,300, 100rmb, HK$135, RM60, SG$25

			

		

		
			
				Pre-order: NowReleased: 23/07/16
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				blacklibrary.com | forgeworld.co.uk

			

		

		
			
				The following releases (and many more) are available to buy right now! Go to your local store or visit www.games-workshop.com for prices and details.

			

		

		
			
				AVAILABLE THIS WEEK

			

		

		
			
				For all this week’s new releases go to games-workshop.com
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				Warhammer Age of Sigmar Starter Set

			

		

		
			
				WARHAMMER AGE OF SIGMAR

			

		

		
			
				WARHAMMER AGE OF SIGMAR

				47 Citadel miniatures (18 Stormcast Eternals and 29 Khorne Bloodbound), 96-page rulebook, 4-page rules sheet, 12 dice, 2 range rulers and a transfer sheet. 

				£75, €100, 750dkr, 900skr, 830nkr, 375zł, USA $125, Can $150, AU $200, NZ $250, 750rmb, ¥17,500

				Available in English, French, German, Italian and Spanish languages.

			

		

		
			
				With all the paths into Warhammer Age of Sigmar opening up this week, there is still one way beyond all others to dive into the game of mighty battles in an age of unending war… the Starter Set!

			

		

		
			
				With everything you need to get you started in the Age of Sigmar, including a whopping 47 brilliant Citadel miniatures making up two full armies of Khorne Bloodbound and Stormcast Eternals, dice, transfers, range rulers, and full rules for the box contents and Warhammer Age of Sigmar, the Warhammer Age of Sigmar Starter Set is an absolute steal. 

				Should you have picked up the brilliant new Getting Started with Warhammer Age of Sigmar magazine, or dipped your toe in with the Storm of Sigmar, the Warhammer Age of Sigmar Starter Set is the next great step into the exciting Age of Sigmar! 
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				While we’re slaving away in the White Dwarf bunker, out there in the real world you’re all painting new miniatures to add to your collections. Here are a few of our favourites that you’ve sent in to us.

			

		

		
			
				READERS’ MODELS

			

		

		
			
				1	Thilo Engels is a regular contributor to the pages of White Dwarf and his latest work is this Saurus Scar-Veteran on Carnosaur. Thilo used spare leaves from the Citadel Wood to give the base a jungle-like feel.

			

		

		
			
				2

			

		

		
			
				1
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				2	This Ultramarines Predator was painted by Aurélie Schick and features some exceptional battle damage on the hull, especially on the tank’s front glacis. Not only that, but Aurélie also added some impressive dirt around the tracks and object source lighting around the headlights and the heat sink coils on the lascannon barrels.

				3	Another Ultramarines tank also painted by Aurélie, but this time it’s a Land Raider Redeemer. 

				4	When he’s not painting Seraphon, Thilo Engels is working on Tyranids, including this Tyranid Maleceptor that he painted in the colours of Hive Fleet Kraken. Thilo used spare flooring from a Manufactorum kit to make it look like the Maleceptor is stalking through an industrial wasteland. He built the Tyranid monstrosity crouching over, its scything talons impaling the fallen Terminator that comes in the kit.

			

		

		
			
				4

			

		

		
			
				3
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				2

			

		

		
			
				1	This entire spread of miniatures was painted by Peter Zuidgeest, showcasing both his Craftworld Eldar and his Harlequins. This unit 

				represents his Seer Council, which includes a Farseer on Skyrunner jetbike and four Warlocks. Peter painted his Eldar in dark blue with 

				harmonious grey armour and robes, giving them the appearance of a stormy sky. Peter used two spot colours on his Eldar – purple for the 

				spirit stones and yellow for unit markings.

				2	The unit markings are clearly visible on these Windriders, which are 

				split into three squadrons as indicated by the bright yellow stripes on the jetbike carapaces.

			

		

		
			
				1
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				4

			

		

		
			
				3
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				3	A pair of Harlequin Voidweavers. Peter painted most of his Harlequins in blue and yellow to match the colour scheme of his Eldar force, but these two 

				are painted black and white to match the Masque’s Death Jesters.

				4	A trio of Death Jesters ready to bring misery to many. The Death Jester 

				on the left was built straight out of the box, while the other two were converted by Peter into new poses to make each of them look different.
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				3

			

		

		
			
				4

			

		

		
			
				1

			

		

		
			
				2

			

		

		
			
				1	These Spirit Hosts were painted by Sam James, who washed them with Nihilakh Oxide to give them a suitable ghostly, ethereal quality.

				2	Daniel Jackson painted his Necromancer in dark, sombre colours, but with a hint of regality to them. Could he once have been a noble lord?

				3	Terry Pike’s Grey Seer has been based standing over a pit full of slimy purple worms that match the colours of his robes. Perhaps they’re a conjuration of his warpstone-addled brain. 
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				6

			

		

		
			
				5

			

		

		
			
				7

			

		

		
			
				4	Tau Riptide painted by Simon Elsen. Wearing deep red armour and wielding a sword (taken from the Eldar Wraithknight), could it be that this Riptide has embraced the tenets of Commander Farsight? We think it likely! Simon, who favours gritty, realistic colour schemes, has added a lot of weathering to his Riptide, including rust and paint scuffs around the areas most likely to suffer damage, such as the reactor intakes, the jetpack and the shield.

				5	This Auric Runesmiter on Magmadroth was painted by Tomasz Przewiezlikowski, who opted to paint it a bright, fiery red as if it’s just emerged from a pool of molten lava. Like the Magmadroth painted by ’Eavy Metal, Tomasz chose a glistening obsidian black for its claws and horns. Not content with painting one model, Tomasz also painted the Auric Runeson that you get in the same kit.

				6	More Seraphon from Thilo Engels, but this time it’s a banner bearer for his unit of Saurus Cavalry. Thilo painted the Cold One in the same colours as the Carnosaur we featured earlier to show they’re part of the same constellation.

				7	This toxic-looking Neurothrope was painted by Simon Elsen to join his ever-growing Tyranid army known as Hive Fleet Daggoth. The distinctive carapace markings are painted on using a basecoat of Khorne red followed by a layer of Fire Dragon Bright.

			

		

		
			
				We’re always on the lookout for fantastically painted Citadel miniatures to feature in both White Dwarf and Warhammer Visions. Send your photos to us at: team@whitedwarf.co.uk
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				MESSAGES FROM THE GENERALS

			

		

		
			
				WHAT THE PLAYERS ARE SAYING ABOUT THE GENERAL’s HANDBOOK

			

		

		
			
				We think the General’s Handbook is quite a big deal. In fact, a really big deal. What you might not know is that a few lucky gamers had a hand in its creation (more on this to the left). Now that it’s out, though, we wanted to know what they think:

				“I think what I like best is the ‘feel’ of the book,” says Dan Heelan, of the Heelanhammer podcast. “Age of Sigmar is a great ‘sandbox’ type of game and the book does a great job of highlighting the possible ways to play. Having no points for a year has really opened my eyes to the more narrative way of playing, and having the three methods in one book is great.”

			

		

		
			
				“I’m a big fan of the section that introduces a reason to stick to a single faction,” says Ben Curry, of the Bad Dice podcast. “In the world-that-was I always played Dark Elves. Moving to a Grand Alliance felt a bit wrong to me, so I love the new Allegiance rules.”

				Two pretty hearty votes of confidence, we’re sure you’ll agree. But what about the rest of you – what do you like best about the new General’s Handbook? Check it out and let us know at team@whitedwarf.co.uk.

				And for more from Dan and Ben, you can find them at www.heelanhammer.com and www.baddice.co.uk respectively!

			

		

		
			
				GENERALS MUSTER

				Battles have been raging across the Mortal Realms for about a year now, so when it came to developing the General’s Handbook, the Design Studio decided to invite a select few (and very lucky!) players to take part. Amongst them were Dan Heelan and Ben Curry. We asked them about the experience. 

				“More than anything about the actual book I was blown away that Games Workshop were reaching out to community members to get their feedback,” says Ben. “Having been playing for a long time I can’t remember when the community was embraced in such a way. Its very exciting for the future of the game.”

				“When I found out, I believe my words were: ‘This is going to be epic!’,” says Dan. “Some corners of the community had been crying out for what became ‘matched play’ so to see Games Workshop had taken on board the feedback and decided to introduce not only some extra guidance for the existing two types of play, but also a ‘structured’ system for those that wanted it was amazing. I was so excited I stopped eating my dinner to read through it – that’s pretty unheard of!”

			

		

		
			
				THE WEEK IN

			

		

		
			
				Join us for a round-up of the week as we share comment, opinion and trivia on all the latest releases, plus other fun tidbits that have cropped up in the White Dwarf bunker. This week, we look the General’s Handbook, Golden Demon, a super sniper rifle and a severed head. 
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				MAKE YOUR OWN HEROES!

			

		

		
			
				The new General’s Handbook gives you a plethora of new options for your heroes, including command traits and artefacts of power to not only boost their abilities on the battlefield but help make them truly unique individuals. 

				Ben Johnson has converted his Lord-Celestant ‘Trembrar’ to make use of these cool new rules. With Master of Defence (represented by his shield) and a Relic Blade (a suitably ornate sword with Sigmarite runes along the blade), it shows that with a little work and imagination, you can make your general stand out from the crowd! 

			

		

		
			
				WHITE DWARF

			

		

		
			
				Fans of gorgeously painted miniatures will be overjoyed to learn that the Golden Demon has taken to the internet, creating an ongoing digital archive of award-winning models painted by artists of breathtaking skill and ability. If you can’t get to a Golden Demon event, or perhaps want a good look at these gorgeous models photographed by professionals, the Golden Demon website is the next best thing to being there yourself.

				www.golden-demon.com

				Of course, those of you out there with your finger on the hobby pulse may well have already found out about this, but the truth is as we’re writing this issue of White Dwarf, we’re still recovering from Warhammer Fest 2016 which (to us) was only a few days ago, but thanks to the vagaries of the Warp (and magazine publishing) was two months in your past. 

			

		

		
			
				GOLDEN DEMON ON THE WORLD WIDE WEB
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				Like every Codex, supplement and Battletome we publish, Bonesplitterz is absolutely jam-packed with gorgeous new art. One of the favourites of the White Dwarf team is a piece on page 60, part of the section ‘Claws of the Sky-Lizards’. Depicting the battle between the Bonegrinz warclan and the Seraphon of Starmaster Koatok, it rather nearly encapsulates the particular brand of greenskin insanity that afflicts the Bonesplitterz warclans.

				The Bonesplitterz believe the power of Gorkamorka resides in the bones of great and mighty beasts, so will try and liberate those bones from their current owners. A particular source of frustration and confusion for the Bonesplitterz are the mighty reptilian warbeasts of the Seraphon, who vanish in bursts of starlight upon defeat. This does not stop warclans trying again and again in the hope that this time they can harness the mighty magic in the star-lizard’s bones. 

			

		

		
			
				ILLUMINATIONS EXTRA: BONESPLITTERZ
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				REPORT:

			

		

		
			
				MUNITORUM

			

		

		
			
				BONESPLITTERZ

			

		

		
			
				WAR PAINT

				Thanks to the lucky warpaint each Bonesplitter wears, they can shrug off Mortal Wounds, just as long as you roll sixes! 

				BOAR RIDERS IN THE SKY

				The spell Hand of Gork can double (or triple!) the Movement of any unit and let them Fly. Cast it on Savage Boarboy Maniaks and nowhere on the battlefield will be safe from flying pigs! 

			

		

		
			
				NO ARMOUR

				Most Bonesplitterz only wear a loincloth to battle, and few bother with more than a shield to protect them, so load on attacks with Rend to wipe them out. 

				GET THE BOSS

				Bonesplitterz lack a proper ’ard character like Alarielle or Gordrakk to lead them, so use your faction’s mightiest champions to flatten the Bonesplitterz own heroes. 

			

		

		
			
				BIT OF THE WEEK: TZAANGOR HEAD

				An exceedingly gruesome souvenir from the Silver Tower boxed game, this Tzaangor Head is an optional bit for any Darkoath Chieftain who wants to get a-head of their adversaries in the nightmarish trials of the Gaunt Summoner. 

			

		

		
			
				Reach out and touch someone with the exitus rifle, the signature weapon of the Vindicare Temple of the mysterious Offico Assassinorum. The absolute bleeding edge of Imperial sniper weapons technology, each and every exitus rifle is hand-crafted by a ranking Magos of the Adeptus Mechanicus to the specifications of the individual Assassin using it. In the hands of a trained marksman (like, say, a Vindicare Assassin) it can spell doom for heretic generals, alien war-leaders and secessionist planetary governors from leagues away, ending sector-spanning wars with a single shot. 

			

		

		
			
				WEAPON OF THE WEEK: EXITUS RIFLE 
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				Codex: ApocryphaEXTRA

				Notes from the worlds of Warhammer. This week: biggest beasties.

				VOID WHALES

				Twelve thousand miles from end to end, these truly titanic monsters are Warp-spawned creatures are so big they have their own ecosystems within and upon them. One particularly horrific example was destroyed by a party of Space Wolves, and the beast’s remains created the Perillian Gas Belt.

				THE GODBEASTS

				The godbeasts are colossal creatures tied to the Mortal Realms, although it is possible to corrupt or kill these vast entities. From the twisted Argentine to the mighty Ignax, these creatures are so large many of them become part of the landscape, with most of the inhabitants not realising, for example, that the sun of the Ashlands is not a star but is, in fact, a colossal living thing. 

				FENRISIAN KRAKEN

				Terrifying sea-beasts that can grow up to five miles long (with tentacles up to 20 miles in length), Fenrisian Kraken are said to be as old as the death world itself. Some amongst the Adeptus Mechanicus speculate the colossal predators are the remnants of an ancient Tyranid Hive Fleet, though the ramifications of such a link are too horrifying to contemplate.

				KALGALANOS THE BLACK

				When even the world-that-was was young, there were legends that beggared belief. One such tale was of the Father of Dragons, Kalgalanos the Black, who was reputed to be the sire of the entire dragon race. Larger than a galleon with a head as large as a townhouse, ancient legends claimed that Kalgalanos was asleep deep beneath the world-that-was, and would awaken at the end of all things. 

			

		

		
			
				If you missed last week’s issue – with its special 8-page Season of War pullout – you may not know that a massive summer campaign for Warhammer Age of Sigmar is kicking off in Games Workshop stores and many independent stockists around the world right now! Battle will rage over the Jade Kingdom of Thyria, in the Realm of Life, as all four Grand Alliances battle for control of three great cities.

				You can aid your chosen alliance’s war effort by playing games or painting new units to add to your army, and popping into your nearest participating store to let them know so they can log the results on the official campaign website. If you’re quick, you’ll still be able to pick up a copy of White Dwarf 128 with the free campaign booklet in it, and for more details visit: seasonofwar.games-workshop.com.

			

		

		
			
				Whilst there is no How to Paint: Bonesplitterz, if you’re seeking advice for painting up your burgeoning Bonesplitterz warclan, a good source of tips, techniques and tricks is the painting guide for the biggest, meanest orruks around, How To Paint: Ironjawz. 

				Whilst Bonesplitterz leave their metal behind when they hear the call of Gorkamorka, How to Paint: Ironjawz still has plenty of brilliant advice and stage-by-stage guides relevant to Bonesplitterz, such as painting green orruk skin, bone, scaly flesh (who knew Maw-krusha hide and Savage Orruk loincloths were so similar?) and the war boars’ massive cousins, the gruntas. 

			

		

		
			
				COLOURS OF THE WARCLANS - HOW TO PAINT: IRONJAWZ

			

		

		
			
				THE SEASON OF WAR
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				1

			

		

		
			
				2

			

		

		
			
				3

			

		

		
			
				This week we make a triumphant return to Middle-earth™ with this collection of miniatures painted by Chris Nelson.

				Chris is a stickler for detail, painting his characters exactly as they appear in The Lord of the Rings™ and The Hobbit™ trilogies. Perhaps his most impressive feat is capturing the colours of the clothes worn by the three characters from Thorin’s Company, though Denethor’s stubble is equally impressive, adding an even greyer, glummer air to an already glum character. Our favourite details, though, are on Thranduil, King of Mirkwood, whose cape Chris painted with a metallic sheen, just like in the films.

				One thing you’ll notice is that, aside from his excellent painting, Chris puts an extraordinary amount of work into creating unique bases for his miniatures. Both Denethor and the Captain of Gondor stand on tiled flooring (as seen in Minas Tirith™) made from hand-scored Green Stuff, while both renditions of Thranduil, King of Mirkwood have scenic bases that are reminiscent of his palace in the woodland realm and the dusty halls of the Lonely Mountain. The autumnal leaves behind the calmer of the two Thranduils are spare branches taken from the plastic Ent kit. 
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				WHITE DWARF’s regiments of renown

			

		

		
			
				NEXT issue: Shattered dominions, magic circles and golden demons!

			

		

		
			
				1	Thorin Oakenshield™, Balin the Dwarf and Gloin the Dwarf all taken from The Hobbit: Escape from Goblin Town boxed game.

				2	Chris also has a collection of models from Minas Tirith™, including Denethor and a converted Captain of Gondor riding a horse. Chris even sculpted the model’s cape himself.

				3	Why have one Thranduil, King of Mirkwood when you can have two?
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				WHITE DWARF NEEDS YOU!

			

		

		
			
				Avid painter with miniatures to show off? Regular reader who wants to let us know what you think? Have a tale of victory or woe to share? Or just enamoured of Grombrindal and want to say hello? We want to hear from you!

			

		

		
			
				WRITE TO US!

				Got a question for Grombrindal? Penned a blasphemous epistle? Recently triumphed in a battle for the ages? Or been undone by the conniving trickery of the treacherous villains you call friends? We want to hear about it. Send us your battle reports, your questions, your frantic pleas for help. We’re waiting to hear from you.

			

		

		
			
				READERS’ MODELS!

				Every week, White Dwarf features Reader’s Model of the Week, chosen from all the photos of beautifully-painted miniatures sent to us by you, our readers, and every month across White Dwarf and Warhammer Visions we feature yet more of your models in Readers’ Models, Army of the Month, Spotlight and more. 

				So, if you’ve painted models you think are worthy of a place in White Dwarf and Warhammer Visions, send us your photos! We’ve even put together some top tips on photographing miniatures to help you. Write to us for a copy and send your photos to: 

				team@whitedwarf.co.uk
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