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E‘LL BE BACK!

Tactical Dreadnought armour is
hack. With a dynamic revamp
including the full ensemble of
plastic weaponry, the forthcoming
Space Marine Terminators are
something special.

“Generally speaking, they're much
better," Dave Thomas, one of the
designers on the project tells White
Dwarf. Working from concepts and
a basic kit by Jes Goodwin, Dave
Thomas and Mark Harrison based
the new Terminator plastics very
much on the old version that
featured in version two of the
classic game Space Hulk,

This might surprise some readers
given that the reaction so far has
been, “Wow! They're so much
bigger!” They're not, they're just
more dynamically posed, Jes tells
us and goes on to explain how this
was achieved, “I've moved the
arms down a bit, to put them in a
more natural pose. |'ve taken the
opportunity to build up the
shoulder pads, put more under
them, to make them look like a
nest of plates. Power armour and
Terminator armour are reactive.
When a Space Marine looks to his
side, the shoulder pad will drop so
he can see. When he moves his
arm back to strike someone, the
armour will reconfigure itself and
move to allow him to do it."

ESCAPE FROM
NECROMUNDA

Necromunda is back! As of next
month, the game of battles in the
Underhive returns to the pages of
White Dwarf for a short time as over
the next three months we'll be
running an in-house campaign.

Necromunda is one of our most
popular Specialist Games. You can
normally play it on Veteran's nights
and whenever you like in our
Gaming Rooms. But if you've never
played before all our Hobby Centres
will be running games for aspiring
gang leaders over the next few
months. A selection of Necromunda
miniatures, which are always
available from Games Workshop
Direct, are on sale in store too.

For more details on Necromunda

and all our specialist games see:
www.specialist-games.com

2 THE NEWS

Like the Grey Knight Terminators,
the new models have been put on
larger bases. “It really opens them
up," Dave explains. The new
models are certainly less static,
now sporting cool poseable heads,
a fact that the design team worked
hard to achieve, “The poses of the
models were one of the most
difficult aspacts to get right, as we
had to find five distinctive actions,”
Mark says. The legs of the models
really contribute to this and are one
of Mark’s favourite parts!

Working from Jes's basic
armature, Dave and Mark have
made all kinds of extra details like
cameras, plates, insignia and
guards. “These are tied into the
new details sculpted for the new
Space Marines,” Dave explains.
There are even five different chest
designs for even greater variety.
The banner top details are one of
Dave's favourite parts of the kit. “|
really like the way they can be
detached from the banners and
used on other models.”

Including the cyclone missile
launcher, the new plastic
Terminators will have a whole raft
of weapons, some of which like,
the aforementioned cyclone and
assault cannon, will be available as
plastics for the first time. There
has been a slight re-design with

the weapons too, “We've gone for
bolt drum mags for the starm
bolters as well as the sickle ones,”
Dave tells White Dwarf. “The
cyclone Terminators no longer hold
targetters, either,” Mark says, “it's
now fitted into the missile launcher
itself.” The new kit will also include

heavy flamers, power fists and for

From left to right:
Terminator Sergeant,
Terminator with
cyelone missile
launcher and
Terminator with
assault cannon.

the first time, 4 plastic chainfist,
making the models highly versatile
and eminently convertible.

A real team effort, the forthcoming
Terminators add an extra level of
dynamism and character to these
fearsome warriors of the

Imperium.

WHITE DWARF ERRATA
There must've been some Cave
Squigs nibbling at our mouse
cables because some errors
crept onto the pages of WD299.

On page 29 we referred to the
previous edition of the Blessing
of the Lady rule, which now of
course gives a 6+ Ward save to
Knights and a 5+ save versus
attacks of Strength 5 or higher.

On page 59 we said Tree Singing
could be used to engulf your
enemies, when in fact the
moving tree must stop if it
contacts a model.

On page 60 we said Slann Mage
Priests can use High Magic
when, in fact, they can't.

We assure you the Cave Squigs
responsible have been squished.
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The Hierophant is the latest Tyranid monster to scuttie its way out of Forge
World. Sculpted by Simon Egan, it's a real beast at approximately 10°
(255mm) tall. Among its many spiny and spiky death-dealing instruments of
doom are two long barrelled Venom Cannons,
two very potent weapons. And if they don’t
get you it can always just tear you limb
from limb. Nasty.

hammer-historical.cam

.
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The Classic Roleplaying game 7 %%
of the Warhammer world is \
back in a brand new edition!

Explore the grim world of
perilous adventure first hand
with the awesome new edition
of the classic fantasy
roleplaying game. First
released in the late 80's WFRP
received critical acclaim for its
atmospheric and fast paced
game mechanics. Now the
long awaited, updated, second
edition will be available to buy
in March 2005 and will allow
players to take on the role of
adventuring heroes holding
back the threat of Chaos in the
dark world of Warhammer.

For more info check out;
www.blackindustries.com
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FROM BUGMAN'S BREWHOUSE

Here's some great new gifts
straight from the fabled ale stores
of Bugman'’s Bar! If you've been to
Bugman’s recently, you may
recognize the classic Coffee Mug.
This fine item is available' now for
£10 and released alongside the
special edition ale jug. This
disitinctly Dwarfen decanter,
priced £13, holds up to two pints
of your favourite drink, be it cola,
juice or some of Bugman's finest.

Both of these great additions to
the Bugman's range are ceramic
and handcrafted by British pofters.
Also available from Bugman's Bar
is a bust of the Dwarf himself,
mounted on an ornamental
plinth, priced £25.

These items are part of a
growing range of
Bugman’s merchandise,
including a special
edition Josef Bugman

Coming soon from Fanatic is a
range of sourcebooks for Inquisitor
detailing the various political
factions of the clandestine multi-
faceted Inquisition. The first book in
the series deals with the Thorians,
who are one of the Puritan factions.

Predominantly Ordo Malleus, the
Thorians, named after Sebastian
Thor, believe it is possible for the
Emperor to be ressurrected into
another body, one which will never
grow or die. However, if such a
dramatic event were to come to
pass the Imperium would be riven
by civil war. For this reason there
are those factions who are
staunchly opposed to this belief.

These new sourcebooks will
describe the background, beliefs
and internecine struggles endemic
to the vast organisation of

the Inquisition.

4 THE NEWS

miniature and three variations of
ceramic mug; a pint pot, half-pint
mug and goblet.

There's only one way you can get
your hands on these exclusive
items and that’s to visit Bugman's
itself. So, if you want to enjoy.
your beverages in true Dwarfen
style then come over to Bugman'’s
Bar at Warhammer World at
Games Workshop HQ in
Nottingham.

See the entire range at:
www.games-workshop.co.uk/
bugmans

'FACTION FRICTION

“They'll be fairly light on rules and
will describe the faction the book is
based upon, with background on
various famous Inquisitors
associated with them,” Andy Hall,
head of development for Inquisitor
and Editor of Fanatic magazine tells
White Dwarf.

Presently there are six prominent
political factions within the
Inquisition, split evenly between the
Puritans and the Radicals. Each
book in the series will focus upon
and describe one of these factions
in detail, as well as building on and
interacting with its predecessors.

“As the books are released they'll
create a political lattice of alliances
and feuds and justify why
Inquisitors fight amongst each
other,” Andy says and adds, “They’ll
also gradually reveal more of the
secretive Inquisitorial world.”

GRACE AND
POWER

Reinforcements continue to arrive
for Epic Eldar players. These
destructive Engines of Vaul are part
of the new range of Eldar miniatures
being released for the forthcoming
Swordwind supplement.

Eldar super-heavy grav tanks use the
same technology as the smaller
Falcon and Wave Serpent to skim
effortlessly over the battlefield,
despite their colossal size. Each is

dedicated to a special battlefield role.

The Scorpion provides some long-
ranged fire support, while the Cobra
offers tank-busting power.

..and deadly Caobra.

As each book comes out there'll be
a new Inquisitor model released
alongside it dedicated to the faction
it deals with.

The Thorians is written by Gav
Thorpe. Other such luminaries are
set to scribe more volumes in what
promises to be an exciting and
enlightening series for all interested
in the Warhammer 40,000 universe.

Bar Tharpe

INOUISITOR

rige

THOrIarns

FANATIC
MAGAZINE 7

Take a peek at the new issue of
Fanatic magazine and you'll see
it's a cracking 16 pages larger
than usual! Previewing the
Battle of Five Armies, this issue
is also awash with BFG stuff
with Chaos powers and Rogue
Trader fleets featured.

Also in issue 7:

= Privateer — Matt Keefe details
the next part in this ongoing
series dealing with the
smaller fleets in BFG.

= Darkside Cowboys — Our
teams focus shifts to these
delightfully evil players for
Blood Bowl.

» Siegeline — Expanded rules
for using fortifications in your
games of Epic.

¢ Emil Van Venkman — Full
rules and background for this
excellent new Inquisitor
bounty hunter model.

* The Moot — We visit the
home of the Halflings in our
continuing exploration of the
provinces around Mordheim.

= The Wyrd and the Wonderful
— Rules update for the Wyrds
in Necromunda.

= Pick a Card, Any Card — A
very spicy article that deals
with card events in your
Warmaster games.

For previous Fanatic articles and

a host of other specialist games

information see:
www.specialist-games.com




RE-FIGHT THE WAR OF THE RING!

Next summer we're heading to Middle-earth. No, not on holiday — but for a
major UK campaign! The War of The Ring will be a map-based web
campaign which re-enacts this dramatic conflict for the fate of Middle-earth,

There'll be specific scenarios for the Fellowship as well as games for small
bands of roving heroes, but there'll also be the opportunity to fight large-

scale points match battles too.

Here at White Dwarf we'll be gearing up to fight in the campaign by building
our own The Lord of The Rings forces, starting out with humble battle
companies. Look out for these from WD302.

Keep a close eye on the pages of White Dwarf for future details of how you
can get involved and fight for the Free Peoples or Sauron's dark legions.

IMMORTAL HEROES

High EIf players will soon be getting
some new heroes to lead their
regiments into battle. The talented
hands of Martin Footitt are in the
process of sculpting a variety of
new High EIf heroes and powerful
mages.

“I was warking from concepts by
Dave Gallagher,” Martin tells White
Dwarf. The new models are quite
different from the existing hero
models and highly characterful,
“The Mages are probably the
biggest departure,” Martin says,
“with the models in the act of
performing magic. They were also
probably the most difficult. There
are lots of layers of detail with all
the cloth and cloaks, which | really
enjoyed doing, but it was important
to make sure the models looked

good and were practical gaming
pieces too."

The hero models in particular
resemble aspects of some of the
High EIf Special and Rare choice
infantry units and this was a
conscious decision as Martin
explains, “We were really
responding to Games Development,
who wanted the models to be
carrying some of the magic ftems
and equipment that is available in
the book.”

The results are some great new
models, which will add some variety
to the range of currently available
High EIf characters. “I'm really
pleased with them,” Martin tells us,
“| feel that they really do justice to
the concepts.”

' RAVENOR RETURNS
. DNCE MORE _
There's more Inquisitorial
‘goodness next month as Dan
Abnett's saquel to Ravenor hits the
| bookshelves. Ravenor Returned
| will follow the Inquisitor and his
| deadly warband as they get to the
bottom of corruption within the
ranks of the Imperium. There’s also
asoftback edition of Ravenor '
| released next month too.

LIVERPOOL
GAMING ROOM

The Games Workshop Liverpool
Hobby Centre has recently re-
located and has now become a
Gaming Room.

With great new gaming and
painting tables, they'll be
running loads of cool events.

Black Library also have a new
range of graphic novels to check
| out. Bloodquest: The Eye of Terror
| trilogy collects together the _
' complete Bloodquest saga into one
awesome pocket-sized volume and
is available for just £7.99, Future
 releases will include the complete
| Helbrandt Grimm and Darkblade.

January 29th sees the
Warhammer campaign Dead
Man Walking hit the tables. On
27th February head down to the
underhive for the Necromunda
event Assault on Precinct
House 13, while on March 27th
you can bring your forces to
battle in the Warhammer
40,000 campaign, March of the
Damned.

. For more details see:
www.blacklibrary.com

To get involved, head over to |
the Games Workshop Liverpoal
Gaming Room and get gaming!
Please bear in mind that it is
over 16's only on weekdays.

(
Games Workshop Liverpool
138 Central Shopping centre

DAN ABNETT *
Ranelagh
Li Y
4 *
Call: 0151 7030963

For details of Gaming Rooms
near you, turn to page 138.

Left: One of the new Mages, buayed up on some form of potent magic.

Right: This High EIf hero carries an axe and wears a lion cloak, very
much indicative of the White Lions of Chrace.

www.games-workshop.co.uk 5



Paul: For once |
shall be keeping
my editorial
brief. When
you've stopped
cheering I'll
explain all
about the seven
vear itch. ..

Paul Sawyer

After seven years at the helm of this
| fine publication it's time to hand the
responsibility for the day to day
running of the mag over to someone
else. That someone else is none
other than Guy Haley.

Guy came to us with a wealth of
- experience in the magazine industry
and has already made his mark on
White Dwarf during his short tenure.
| tried in vain to recruit Guy some
years ago but thankfully finally got
my man (stop that sniggering
Byrne...). The boy Haley is a mad
keen hobbyist too — the magazine is
undoubtedly in safe hands. An
exciting new dawn is upon readers
of this majestic organ.

I've thoroughly enjoyed my time
producing this mag and it's allowed
me to travel the world to boot.
Going to Australia had always been
a huge ambition of mine and happily
that was fulfilled due to my job —
trouble is | want to go back even
more now! I've worked with some
great people (all tempered by having
to listen to Rudgie bleat on about
Newcastle United though).

Last issue | spent my time giving
thanks to all and sundry and you

won't have to suffer that again. So,
teary-eyed | hand you over to Guy...

THE
'WHITE

DWARF

TEAM

6 THE NEWS

Guy: Crumbs!
What on
honour. Of
course, we'll
now have to
keep paying
Paul a vast sum
of pies every
month not to

Guy Haley
come back... Seriously, editing a
magazine I've been reading since |
was a little 'un is amazing, and
something | would never have
thought would have happened.

I've got to say thanks to Paul for
giving me the job, but also for deing
some great things with his time as
editor — not always under the most
ideal of circumstances. No wonder
he’s greeted by eager fans every
time he steps out of the door.

Mast importantly, Paul has set White
Dwarf upon the road to being a pure
hobby magazine once more, and not,
as it was for several years, a
catalogue. What we do with this
impetus towards hobby %
heaven now is down to
us, but I have plans.

Some of these you have already
seen, like the new look, but
there are more changes to come,
and 1 hope you will not be
disappointed with where we will
be taking the magazine.

Paul isn’t going away. He's just
moving up a level and will be
responsible for the financial side
of things, ordering paper, talking
to WH Smiths, making sure our
magazines don’t get lost on their
way back from the printers in
Poland. The boring stuff,
hasically, while | get to have all
the fun! Oh, and get fired if
anything goes really, really
wrong. Ahhh. Forgot about that.

You'll still be able to read about
Paul here, and he'll still be the
power behind the mag (ie, my
boss), But as far as what goes
on in these pages, you might say
there's a new sheriff in town

eight weeks.

Guy finally finished
his Doom Diver this
manth. Only took him

Christian: In the
last couple of
issues | have
talked about my
new fixation
with Space
Marines, in
particular
Christian Byrne  Ultramarines. |
was happily painting at a very slow
pace when | decided | wanted to
field more than one very nicely
painted six man Tactical squad. With
this in mind | decided to return to
what | know best when it comes to
painting power armour very quickly.
| decided to paint them black. With
that decided | needed to expand
upon the colour scheme that would
see me through to the eventual
conclusion of this project (hopefully
in mid-2005). | wanted them to look
different enough from armies like
the Black Templars and the Raven
Guard by throwing in two strongly
contrasting, yet complementary
colours. | decided on red for the
shoulders and white on the trims
and eagles. In the last week | have
nearly completed three Command
Marines, five Tactical Marines, a
Razorback/Rhino, a Chaplain, a
Commander and finally a Librarian.
One of the things | did want to do
with all the vehicles was to make
them upgradeable in two
ways. Three of them will
be able to be either
Rhino's or Razorbacks
(with either weapon
mount). The other
two will have
magnetic strips on the
side hatches that will
allow them to be either Whirlwinds,
Predator Annihilators or
Destructors. That's some way off
however. But enough of me talking, |
have taken a picture of some of my,
as of yet unnamed, Space Marines
to show them in all their glory.




Rudgie: Well,
what have |
been doing? As
I'm sure you'll
remember last
month | set
myself the task
of amassing an

Paul Rudge Ogre Kingdoms
army and after days of careful
negotiations and general pleading |
managed to get my hands on
enough plastic and metal parts to
make at least a 2,000pt army. As my
quest is now complete, I'd like to
take this opportunity to thank Ted
Williams, Owen Branham, Mark Cox,
Colin Hodgkinson, Alun Davies,
Pinyo Gulashart, John Carter and
Martin Botham who all donated a
sprue or two (or three...).

As you can imagine, | spent every
spare bit of time | had assembling
the fantastic models in an effort to
get them onto the battlefield to see
how they play. All | have to do now
is paint the army and as the Gorger

Greg: Mr Haley
tends to run
the White
- £ Dwarf team
- much like the
. Snotlings in his
\Q-* army. As such
ool we’re often
Greg MacGregor  worked to the
bone ensuring White Dwarf hits its
normal high standards. And one of
his particular pet hates is for the
cliche “... in all their glory' that
seems to crop up in many people's
writing. So as a mark of respect, the
WD team have promised to try to
write these columns without using
the dreaded phrase once.

Last weekend | went back to my
parent's home for the first time in a
while. Not only did it give me the
opportunity to lose a couple of
Combat Patrol games to my brother
and his newly assembled 13th
Company, but | also happened to
discover some old models of mine
from days gone by. Chief amongst
these were an old regiment of Black
Knights that | had built years ago
using plasters for saddles. They've
inspired me to build a new regiment
of knights, once | finish my enlarged
Ghouls unit, to augment my
Warhammer Border Patral.

As my burning eye now turns
towards the Lord of The Rings I've
begun to shape a new Dol Amroth
force too. Hopefully you'll get to see
them soon. In all their glory.

was the first model | acquired
(thanks Pinyo) it was also the first
model | painted (you can see it
below in all its glory).

It may surprise some of you that |
have also found time to begin work
on another modular battlefield
made up of 2’ x 2’ square tiles. It
will follow the same style and
look like the battlefield
featured in WD298 on pages
26-27 but will be completely
flat, as it is being built for
the final battle of Bugman's
Lament in WD302
(Warhammer players
objected to the rocks on

the original boards,
although | don’t hear any

of them volunteering to
build a battlefield). And if
that’s not enough, I'm

also starting work on a

set of fortress walls, again
for the final instalment of
the aforementioned
campaign.

Nick: Why do |
have a bitter
taste in my
mouth? | know,
it must be the
foul tang of
defeat. Bow

¢ your heads and
Nick Kyme be sombre this
month folks, for lo' did Guy Haley of
the mysterious box called TV, defeat
the brave Dwarfs of Karak Kyme in a
game of Warhammer. And boy did

he hoot! (Gibbon-like oddly enough).

| think he must've slipped me
something, BA Baracus siyle, in my
tea before the game (you ain't
getting’ me on no horse, suckal),
because when | awoke from the
dizzying two-pronged Goblin Walf
Rider/Giant flank attack my Dwarfs
were well and truly beat. Even my
Thunderers with their usual Robin of
Sherwood-esque accuracy failed me.
Haley’s Goblins were as invulnerable
to my missile-fire as a 20-foot
Batfink!

Anyhow, that's one | owe you, chief.
We'll see how you fair in the final
battle for Bugman’s shall we, eh?
(although I'll have to wait for this as
you'll hear below),

So, what else have | been up to
then? Well, | took my foot off the
gas a little with Bugman’s Lament
(the final part's coming out a month
later) but | have started work on
painting the last of the Dwarf special

é Rudgie’s gruesome
Gorger in all its
gory glory.

characters, a double-hard Clan
Standard Bearer and a Fire Thrower
(which is basically a miniature Flame
Cannon and is built partly in homage
to the Fire Thrower miniatures
released many eons ago and now,
alas, are no more).

With a little free time then, | turned
my attentions to The Lord of The
Rings. You've just got to love
Gondor, right? They might not be
Dwarfs but they've got some great
war machines. I've just started to
build and paint a Battle Company for
this, the greatest realm of man on
Middle-earth. This is in preparation
for the forthcoming LOTR web
campaign (which you can read about
in the News section) and by the time
that sweet baby gets in full swing |
should have a decent size force to
pound the Dark Lord and his minions
into submission.

And finally... Kurt Russell would be
proud. In that seminal movie of the
80's, Escape From New York, Kurt
battled against the low-lifes
inhabiting a crumbling cityscape of
the nightmarish future to save the
President of the U.S.A. and I'm going
to do the same — except it's
Necromunda, not New York and I'm
not saving anyone. I'm wheeling out
my Enforcers, in all their glory, to
clean-up the Underhive, as next issue
our Necromunda campaign gets
underway. Those gang-scum won't
know what hit 'em, (cue dodgy
Stallone accent) | AM THE LAW!

qdmes:warkshop:coiuk

Whitedwart

www.games-workshop.co.uk



NEW RELEASES s

WILD KINGD

OGRE KINGDOMS
ARMY BOOK

Far to the east of the 0id World lie the savage
Ogre Kingdoms. Amongst the frozen and
desolate mountains of this realm live the
Ogres; ugly, violent monsters who kill and eat
anything they can catch. A single Ogre has
enough brute strength to destroy a farmstead
or village, whereas the ramshackle armies
that march west from the Ogre homelands are
powerful enough to destroy empires.

Ogres are some of the toughest and nastiest
fighters in Warhammer. With multiple Wounds
and the ability to stamp across the battlefield in
mighty strides, they are rightly feared. They are
also frequently used as mercenaries by many
other armies, lending their muscle and brute
aggression to the highest bidder.

This 80-page book contains a detailed
background of the Ogre Kingdoms and its
inhabitants, modelling and painting tips and a
full army list and rules for using Ogres in your
Warhammer games.

OGRE KINGDOMS ARMY BOOK.........cccene.-.. £12.00
Denmark kr 150.00 Sweden kr 180.00
Euro € 2000 Norway kr180.00

Pointsimodel: 48

Al

OGRE BULLS

Ogre Bulls are the brutish mainstay of the Ogre Kingdoms army. They are
powerful fighters, combining resilience with raw strength. The charge of
Ogre Bulls in hand-to-hand combat is devastating, as they inflict impact

hits upon the enemy as well as hand-to-hand attacks!

Sculpted by Brian Nelson and Alex Hedstrom.
This multi-part plastic boxed set contains enough
parts to make 6 Ogre Kingdoms Bulls.

These models require assembly.

OGRE BULLS £20.00
Denmark kr 225.00 Sweden kr 270.00
Euro € 30.00 Norway kr270.00

8 NEW RELEASES  Pictures for illustrative purposes only. Product confents may vary. Producls sold unpainted and unassembled. Gertain Citadel products may be dangerous if used incorrectly, Prices correct
at time of going to press, please contact us for current availability and prices. Prices quoted are for products sofd by Games Workshop through its own stores, catalogue or website.

Independent retallers are responsible for determining their own prices.



OGRE HUNTER |

Hunters are among the largest and most independent of their kind, and think nothing of climbing to the |
peak of a mountain whilst tracking a wounded great mammoth or bull rhinox. An Ogre becomes a Hunter |
eithier by temporarily leaving his tribe to sate his wanderlust, or by being exiled to the harsh white ||
wilderness of the mountain for some slight to his fellow Ogres. Either way these ties are not completely
severed, and a Hunter that excels at his solitary lifestyle will drag an impressive kill or two back to the
caves on important feast days.

Sculpted by Steve Saleh. This hoxed sef contains 1 Ogre Kingdoms Huntar and 2 Sabretusks. b
These modals require assembly. | |

OGRE HUNTER £18.00
Denmark kr 22500 Sweden kr270.00 |
Euro € 30.00 Norway kr270.00

OGRE BATTALION

The Ogre army is a mass of hulking muscle and sheer untempared violence. Ogre Bull warriars bellow their
deafening baftle cries, taunting their enemies. Mighty Ironguts, protected by heavy armour and wielding
deadly great weapons, lay about their foes with vigour. Leadbelchers spew a hail of scrap metal from their
cannons, shaking the earth with the thunderous retort of their weapons whilst diminutive Gnoblars pick on
the weak and wounded, scavenging from the battlefield dead.

Sculpted by Brian Nelson and Alex Hedstrim. This multi-part plastic boxed set contains enough parts to
make 6 Ogre Bulls, 4 Ogre Ironguts, 4 Ogre Leadbelchers and 24 Gnoblars.

These models require assembly.

OGRE BATTALION...... £50.00
Denmark kr 650.00 Sweden kr 750.00
Euro € 80.00 Norway kr750.00

Pictures for llustrative purposes anly. Product contents may vary. Products Sold unpainted and unassembled. Certain Citacia! products may be dangerous if used www.games-workshop.co.uk/storefront 9
incorrectly. Prices corréct at lime of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop
through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.



OGRE LEADBELCHERS

Few in number, these filthy and unhinged Ogres are obsessed with destruction and noise, and arm
themselves with blackpowder weapons called Leadbelcher cannons. These are gigantic guns either scavenged
from the remains of enemy artillery or earnt as a reward from the great forges of the Chaos Dwarfs.

Scuipted by Brian Nelson and Alex Hedstrdm. This multi-part plastic boxed set contains enough parts to
make 4 Ogre Kingdoms Leadbelchers.

These models require assembly.

OGRE LEADBELCHERS £20.00
Denmark kr 225.00 Sweden kr270.00
Euro € 30.00 Norway kr270.00

A

GNOBLARS

Gnoblars are the diminutive slaves of the Ogres. Too small and weak to carry even human
weapons, in battle Gnoblars arm themselves with an assortment of broken bottles, swords,
spear tips, false legs, fangweasels, pointy sticks and rusted daggers — basically

anything they can get their grubby, grasping hands upon. Most of the time the
Gnoblars will loiter near the Ogres, making threatening yelps and
menacingly shuffling forward. When forced into combat, Gnoblar
fighters frenziedly jab their enemies in the nether regions with their
‘weapons’ until either they or the enemy stops moving.

Sculpted by Alex Hedstrdm, this multi-part plastic boxed set
contains enough parts to make 24 Ogre Kingdoms Grnoblars.
These models require assembly.

GNOBLARS .£18.00
Denmark kr 200.00 Sweden kr 250.00
Euro € 2750 . Norway kr250.00

GNOBLAR TRAPPERS

These outgoing but vindictive Gnoblars are the largest and most
intrepid of their kind, and delight in catching and torturing the
small ferocious mammals that populate the foothills of the Ogre
kingdoms. Gnoblar Trappers decorate themselves with the pelts of
their prey, and are adept at laying mantraps, stake pits and barbed
nooses of all sizes. On the battlefield Trappers will crawl forward
unnoticed into areas of brush and woodland, lying in wait for any
that seek to use the cover to flank their Ogre masters.

Scuipted by Adam Clarke. This blister pack contains
4 Ogre Kingdoms Gnoblar Trappers.

These models require assembly.

|GNOBLAR TRAPPERS.. cennenasnn£6.00
Denmark kr 75.00 Sweden kr85.00
Euro € 11.00 Norway kr85.00

NEW RELEASES  Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct
at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through ils own stores, catalogue or website.
Independent retailers are responsible for determining their own prices.



OGRE TYRANT

Tyrants are the dominant males of each Ogre tribe. As with many of the less civilised races of the Warhammer world, the Tyrant
is generally the biggest, strongest and fiercest of the Ogres in a given area. Tha largest Tyrants are quite capable of

wrestling a Giant to the ground or smashing their way through a fortified gate with their bare fists — i a Tyrant
wants you as his next meal, all that can come between you and his vast gut is a fast horse and a lot of luck.

Sculpted by Alex Hedstrém. This multi-part boxed set coniains enough variant components to make 1

complete Ogre Kingdoms Tyrant.
This model requires assembly.

OGRE TYRANT ; £18.00
Denmark kr 200.00 Sweden kr 250.00
Euro € 2750 Norway  kr 250.00

SPACE MARINE TECHMARINE AND SERVITORS

Techmarines often take to the field of battle accompanied by a retinue of heavily augmented servitors
from the chapter forge. There are many types of servitor, but those most often used in battle are Gun
Servitors, Combat Servitors and Technical Servitors.

Gun Servitors fufil a long range assault role, equippad with a fearsome array of heavy weaponry such
as the tank-busting multi-melta or raucous heavy bolter. Combat Servitors are mono-tasked with
defending the Techmarine, armed for this purpose with a power fist. The role of a Technical Servitor is
to assist in the repair of damaged vehicles and each of these servitors will add +1 to the dice roll when
attempting to repair a vehicle.

may also come with a multi-melta weapon option).
These models require assembly.

SPACE MARINE TECHMARINE AND SERVITORS £15.00
Denmark kr 200.00

) ) ) ) y Euro € 2750 Norway kr250.00
This multi-part baxed set contains 1 Techmarine scuipted by Dave Thomas and 4 Servitors sculpted by ol
Juan Diaz. >
SPACE MARINE SERVITORS ......coceneeee wussssssnsrsec0.00
The Servitors are also available seperately in a biister pack containing 2 Space Marine Servitors (which ~ 2enmark  kr 76.00 E,“gﬁﬁ;;‘ ol

Sweden  kr 250,00

Pictures for Mustrative purposes only. Product comterts may vary. Products sold unpainted and unassembied. Certain Citadel products may be dangerous if used
incorrectly. Prices correct at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop
through its own stores, catalogue or website. Independent retailers are responsible for delermining their own prices.

www.games-workshop.co.uk/storefront 11



INEW RELEASES Fi = i i i TS e S e,

| | ONLY AVAILABLE FROM DIRECT
' | SPECIAL EDITION TECHMARINE

This cool special edition Techmarine without helmet is only available
through Direct. You can order this miniature by quoting code:
99060101313.

T The special edition Techmarine, sculpted by Juan Diaz and Dave Thomas,
is available to order from 21 January.
This model requires assembly.

SPECIAL EDITION TECHNIARINE ..coosesiosesren £8.00

These models are available via the in-store order point, the website at:
www.games-workshop.co.uk/store or direct on 0115 91 40000

BLOOD BOWL: DARK ELF POISON BLADE £4.00 BLOOD BOWL: SKAVEN POISON BLADE £4.00
- Sculpted by Mark Harrison. This blister pack contains 1 random Sculpted by Aly Morrison. This blister
WARMASTER: SLANN MAGE PRIEST£6.00 Dark EIf Poison Blade. pack contains 1 Skaven Poison Blade.

Sculpted by Martin Footitf. This blister
pack contains 1 Slann Mage Priest.
This model requires assembly.

BATTLEFLEET GOTHIC: TERMINUS EST, DEATHGUARD BATTLEBARGE...£15.00 MORDHEIM: HALFLING THIEF ..........£5.00

Sculpted by Michael Anderson and Tim Adcock. This boxed set Sculpted by Martin Footitt. This
g contains 1 Terminus Est, Deathguard Battlebarge. blister pack contains 1 Halfling Thief.
| This model requires assembly. This model requires assembly.

INQUISITOR: BOUNTY HUNTER......£12.00
|\ Sculpted by Steve Saleh. This boxed

set contains enough parts fo make 1 EPIC: ORK CHARACTER PACK £8.00
Bounty Hunter. Sculpted by Mark Bedford and Aly Morrison. The Ork character pack contains a selection of miniatures suitable
This model requires assembly. for representing the Ork Warlord stand, plus other character options, some examples are shown above.

12 NEW RELEASES Fictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Gitadel products may be dangerous if usad incorrectly. Prices correct
at time of going to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, calalogue or website.
Independent retailers are responsible for determining their own prices.



ol - -

LT STRATRG Y RAT T

lorRDs

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled, Certain Citadel products may be dangerous if used incorrectly, Prices
correct at lime of going to press, please contact us for curvent availability and prices. Prices quoted are for products sold by Games Workshop througlh its own stores, catalogue or

The Lord of The Rings Compilation 2005

This 112-page book is a compilation of the best articles from the
pages of White Dwart magazine and forms an invaluable resource
’ for anyone involved in The Lord of The Rings battle game. Inside
E KING i you will find rules, scenarios, painting and modelling advice and

H
o Battle Reports.

FOF I

THE LORD OF THE RINGS COMPILATION 3 ..£1
\ Denmark kr 150,00 Sweden kr 180.00
" Euro € 2000 Norway kr180.00
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A JOURNEY THROUGH THE WARP

THE UK GAMES WORKSHOP WEBSITE GETS AN OVERHAUL

The UK Games Workshop website
rises like a Phoenix from the
flames with an all-new look,
simple navigation and a whole lot
of new content. But this is only the
beginning. We spoke to Mark
Chambers (UK Online Manager)
and Owen Rees (UK Weh Team
Leader) about what they have done
and what lies just over the horizon.

Mark Chambers: The saying goes,
‘from small acorns, mighty oak trees
grow'. This is definitely the case with
the old UK Games Workshop
website. When | inherited this
mighty beast, the UK didn't have a
web team. Content was added as
new releases came along and much
of the content, while being very cool,
was very hard to find indeed. The
original idea of the website —to be a
place to see great models in
galleries, to participate in scenarios
and campaigns, to keep up with the
inevitable rules changes detailed in
Warhammer Chronicles and Ghapter
Approved, and to feel part of a
bigger community through the
forums were all there, they were just
hidden by the foliage at the time —
over 3,000 pages of content.

TIME FOR A PRUNING

In 2003 | recruited a small web team
to help me put a little order into the
site. The recruitment of Rik Turner
allowed us to fix things and produce
a weekly news page to tell you about
all the important happenings on the
website and about the activity in the
community.

A second developer, Dave Allen,
allowed us to add content to the site,
content that was quickly lost in the
ether due to the design and nature of
the existing site.

We needed a Tech-Priest (okay, a
Programmer). In came Owen Rees,
who was also an ardent hobbyist
(he's a Dark Angels player — | guess
you can't have everything), which
would allow us to start again afresh.

DESIGNING THE SITE

Owen: It's an exciting time on the
UK Web Team. It's not often you get
to design something from the
ground up exactly how you want it,
and it’s less often you get a chance
to redo the entire UK Games
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THE LORD OF

WARHAMMER THE RINGS

n the Warhammer World mighty armies march to war heralded by
blaring trumpets and pounding drums. Knights in shining armour
crash into regiments of bloodthirsty warriors, while archers darken
the sky with arrows. Powerful war machines belch forth death
with ear-splitting fury, while great heroes on fantastic monsters sweep
into combat, turning the tide of battle and saving your kingdom.

WARHAMMER THE GAME OF FANTASY BATTLES
Warhammer is set in a fantasy world where you can control a wide variety of armies, from the
human realms of the mighty Empire and the chivalrous land of Bretonnia, to the hordes of Orcs
that reside in the forests and mountains of the world, or the insidious ratmen known as Skaven
whose vast tunnel-empire lies below the enclaves of other civilisations. Building up your army
by collecting and painting our range of miniatures, you can re-enact exciting battles on the
table top, fighting your opponents' armies to see who is the greatest general,
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1. Recent Articles
Every hobby section of the website
has the latest four articles added.

2. Tabbed Navigation
The same on every page so you
know where you are all the time.

3. My Site

Fine-tune your preferences to get all
the latest hobby and community
information relevant to you.

4. Site Map
Find what you want logically on the
GW website using the sitemap.

5. Search

You can search the Games Workshop
website or webstare from any page
on the website.

6. Mail A Friend

Like the article? Just found the new
downloadable FAQ's — mail a friend
and tell them about it.

7. Printable Pages
Want it on hard copy? No probs, just
click here.

8. Latest Articles

All the newest articles are added to
the top of the page, so you can
always find the lafest updates.

9. Essential Downloads

Whether it is the latest rules update,
corrections or reference sheets, you
can download from the web.
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Workshop website. As a mustard-
keen hobbyist and a professional
Web Developer this is a once in a
career event. I've heen very
enthusiastic as you can imagine!

Mark came to me early on with his
wish list. It all seemed
straightforward and then | started to
think about how we were going to
do it. We consulted with technical
and design experts, draw up all
manner of plans and timelines as
well as various mock-ups before
even one line of code was written.
This took quite a while but stood us
in goed stead. Overall the whale
project has taken a year and a half
from start to finish.

The result of these efforts is a
website which leans towards
focusing on the content of the
website over its design. We wanted
a clean look and feel which
mimicked our sister department of
White Dwarf. We associated all the
content on the website with a series
of corresponding data which allows
us to make the site dynamic. All this
means that it is easy for us to get
stuff on the website and it'll appear
in all the right places straight away,
as well as enable you to search for
content, a first in the history of the
GW website.

We're already ticking off some of
those items Mark wanted. But there
are some more.

USER FRIENDLY

‘Your Site' is your page on the
Games Workshop website. By
setting your Preferences you can
find out all the latest articles that
matter to you — all the nearest
events in your area, all the events
that are related to your favourite
game system and all the new
releases for your favourite game
system. It's a bit like a custom news
page, but it has what you want on it
In other words, it's a window into
the UK Games Workshop website
from your perspective. It's current
incarnation is just the beginning, in
future online campaigns, Hall of
Heroes and forum functions will be
controlled through here, plus much,
much more.

Our watchwords are ‘quickly and
easily’ now, and form part of the
core hierarchy of the website. It all
follows the same principles in
organisation and placement of
content. Everything is ordered in the
same way and linked in the same
way. One of the core concepts for us
was that the layout, usability and

THE TORTURER'S
TALE

By Gav THRL

TAU TARACTICS

ATIATIEE G VAU TAGHICS

Army homepages form the core of the new website for all three of Games |
Workshop’s major gaming systems.

www.games-workshop.co.uk
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WHAT YOU WANT
Mark: Before we designed the new site
we spake fo a lot of hobbyists to get i
their feedback on what they wanted.
hobbyists in stores, hobbyists on
forums, hobbyists from clubs,
hobbyists who responded to ‘Poll of the
week'. We even spoke to our staff, who
were some of our harshest eritics. Thls
is what you: wanled

« Regular content to be added for
your army

' A search function
oA s__l_ﬁ! ‘map

= A website that is designed
around the user

» Ability to find what you wanted
qulnkly and aasﬂy -

» Artwork, stories and ha:kground
. Esémlil' up'dgmsain one place

= Pages that print properly

» More downloads
» Archive arlicles

L Hule:‘ln‘r' sﬁecial-r;haranteré ,
. s::anarlus and campaigns

The list is far fmm exhaustrva (more

Dwarls!— Fat Bloke), but with it in mind
we set out o create a website which

looked great, had solid content for each
of our gaming systems and armies and
Wwas easy lo use... simplel Well'simple
for me... lididn't have to design it.

COMMUNITY

n the north,

Bncompass

folk of Harad

be found throughout Middle=aarth, but whers other
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design of the website would be
almost invisible, letting you
concentrate on the important
decisions — reading great hobby
content!

There are also multiple ways of
getting to what you want. If going
through an army homepage isn't
your thing, we also have hobby
pages dedicated to Painting,
Modelling, Gaming, Army Building,
Terrain and Background on each
major system. From here all the
army articles of these relevant
types are brought together in one
place for your perusal. Now there
really is more than one way to skin
a cat!

Printing pages out was a big
bughear with the old site. It'’s now
been resolved with the printable
page function. We've also included
a PDF download with an article if it
would be useful on paper for
reference or gaming purposes.

So that's more of the technical
side, but what about the content?!
Well there's now something for
everyone from a Skink to a Daemon
Prince. We've tried to get a good
initial spread of content for every
force with a varied hobby and
background mix. We've also made
sure that Chapter Approved and
Warhammer Chronicles are as up
to date as possible. My favourite
section has to be The Lord of the
Rings, which has massively
benefited from an overhaul of how
it was organised and the content
therein. This had to be the hardest

NE UK qosbe

H) PTER APPROVED "

WHAT 18 CHAPTER APPROVED?

Chapter approvad takes a laok at the
Warhammer 43,000 gama and its rules,
introducing new scanarios, waapons,
rules and army list entrias of all types,
fraquantly stelen from codexes in

progress hera at the Studiol It also acts as a forum for dadicated

THE HINGS

section to do though. But then, as a
fortune cookie once said to me ‘It's
no fun unless it's hard’. Quite.

THE FUTURE IS BRIGHT!
Owen: We've got ideas and plans
for the site for many years to come,
and quality hobby content for your
army is at the core of these plans.
Currently the new site has only a
fraction of the content we want to
add from our archives. That’s the
next stage — pumping in all the
amazing hobby resources we have
and making the Games Workshop
UK website the perfect resource for
hobbyists and a great compliment
to White Dwarf. Speaking of White
Dwarf, we will be working a lot
more with the venerable leviathan —
keep an eye out!

Mark: When we launch the site,
this will just be the beginning. |
have gone grey and lost hair
thinking about what content to put
on the site when we launched. Like
all things in life our resources are
finite and we couldn't add
everything that we wanted (even
with the liberal use of the lash on
our poor Developers). But, and this
is a big but, we will be adding
content continuously over the
coming years so all you have to do
is keep coming back. Check out the
news page, newsletter and ‘My
Site’ and you will see new content
being added all the time!

See you online!

Mark Chambers
UK Online Manager

Gat an idea for
[

players of Warhammar 40,000 who have producad inspired, well
thought out and just plain brlllant additions to the game (as

by the Games

Team).

raviwad and

tha best of White Dwarf's Chapter
approvaed column, plus a number of
new articlas, all adding to the
wWarhammer 40,000 game systam,

A race of constant evolution and
snhancement, Phil Kelly locks at rules
for two naw bioweapon symblonts for

Tyranid armies.

GAUNTS GHOSTS
EXTHA CHARACTERS

MARK CHAMBERS
Online Manager

Through being
an avid
hobbyist for
over 20 years
and having
worked in
several of our
Hobby Centres
for many of
those years, Mark has a fantastic
knowledge of Games Workshop
and the hobby. More recently he
developed Warhammer World at
Games Workshop HQ in
Nottingham from a sports hall to
the majestic majesty of a castle
courtyard, before managing the
Web Team.

His primary interests are currently
Eldar, with a penchant for the Army
of The Dead for The Lord of The
Rings, but his true love lies with
his Orc and Goblin and Undead
armies. So it's a shame he spends
so much time poring over his army
lists as it is well known fact around
the office that if you want a quick
and easy win... play Chambers.

OWEN REES
Web Team Leader

Owen is a
veteran
member of the
Web team,
having been
making web
pages for
Games
Workshap for a
number of years now. There’s not
much Owen doesn't know about the
Games Workshop website and not
much he can't do with it. Like Mark,
he started out working in our Hobby
Centres in Yorkshire and the North-
East of England.

Owen is well known for his
enthusiasm for Dark Angels, and he
has a large army of them. This
Space Marine obsession is
tempered by his love for Gondor,
the Imperial Guard Drop Troop army
and Empire Nuln for Warhammer.
He's always playing in tournaments
and campaign weekends, which
often results in late nights to finish
his armies.

THE WEB TEAM

RIK TURNER
Web Developer

Rik hails from
Chesire, and
is very
talented in the
ways of the
web, having
gained a
degree in the
ways of
Multimedia Computing.

Rik's "hobby time’ is currently
being spent putting together a
Blood Ravens army. In fact when
we went to speak to him it seemed
that the colour red seemed to have
a large impact on his choice of
armies. He has a red Tyranid
force, a Blood Angels Company, a
Khornate Chaos Marine Army and
a Saim Hann Wild Host. He also
has a large Slayer army and while
they aren't red they have a lot of
red hair!

He also likes to tinker with his
models and always has several
conversion projects on the go at
any one time.

DAVE ALLEN
Weh Developer

Having lived in
Northern
Ireland for
some years,
Dave has
recently
moved back to
England to
work for
Games Workshop. Dave has very
highly developed web skills and
has created several complete
websites of his own.

Dave’s recent hobhy exploits are on
view in this very issue of White
Dwarf, as he is one of the
participants in the Tale of Four
Gamers with a Grimgor's "Ardboyz
horde. He's also got a Tzeentch
Daemon army for Warhammer, a
Moria Goblins force for The Lord of
The Rings, and Tau and Orks for
Warhammer 40,000 (most models
in his Ork force have some kind of
conversion). He tells us he also
juggles and handles a mean ‘stunt’
yo-yo. Really.
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Though painting and modelling go
hand in hand, we have so much stuff
THE FOUR COLOURS we've divided them into two separate

OF CHAOS categories for each gaming system.

THE THOUSAND SONS OF TZEENTCH

Like with all the new website,

modelling and painting material is
Once your models have been primed with Chaos 8lack Spray Primer, painting can begin. Below, 1 H

you w?;r find a simple-but-sffsctive colour schema using only 12 calours. Fallow the detailad ﬂCCGSSlbIE Ina number Of WHVS, hUt
instructions and check out the stage-by-stage images as you paint your model for raferance, WG'VB also grouped a” the links

Don't fret if the model dossn't come out picture perfect in the end, Painting takes time and ) e

practice to master. Just do the best you can each time and be open to learning new mggther on dedicated Pamtmg and
techniques from others. Befors you know it, you'll be quits an accomplished paintar with model.

you'l be proud to gama with! Modelling pages to make your life 5
that little bit easier. |

Page: 1|2|3]4]5

These comprehensive pages provide
you with everything from simple |
stage-by-stage basic painting

methods to advanced modelling |
techniques and downloadahle |
banners for your army. ‘

the armaur with Ulram arinez Blas, Apply Grarf Brant t cal piping and
'+ Paint Skull Whita on the armour trim. Paine the loincloth, by nd shuulder
| |pad zymbol with Snot Green.

= hit'of con

/pply 3 Blue Ink wash ta the blue srmour, Paint Golden Yallow aver the Skull White | N i

—[basecoa on the armour nim. Apply & watared-davn min of Graan Ink t the beltar, clath, one | ’1}3 3]
- I

| and shoulder pad symbol,
Al

3|Paint Ulaamannss Blax back avar the inked areas to bring the calour hack, &
paint inta the recas3es o give the modsl depth. Da the same for the Snor G

REY AS A M :
e AdS4 Sy

PADGTinG & vaa

4 [Highiightthe Galden vellaw trim vith Bad Maon Yellow, Highlight the bafver, eloth, nd
shoulder pad symbol with Goblin Gradn,

B e
e T S
et =

TERRAIN PAGES

The new terrain-specific pages
featured on the new website gather
together all the really cool articles
from all over the site and displays

= Chapter A
am
|~ “compilation of 2

ory

links to them on a single page. No i rmy.

longer will you need to search o b ——— |
through pages and pages to find the = = Download:

one piece of terrain you need to | sheels an

s www.games-workshop.co.uk |

From castle walls for your Empire
army, or the spawning pools of the
Lizardmen in Warhammer to the
blasted bunkers of the Imperial
Guard and Daemonic worlds of

QAMES WORESHOP  WARHAMMER THE LORD OF oiia o WHITE SPECIALIST
O N L I N E LI K 40,000 VIARHAMMER THE RINGS NEWS COMMUNIT DWARF GAMES

BEASTS OF CHAOS WARHAMMER|
s 1l ‘ i map EETTECN [a: |

This; Dct 21 - Walcorne felon fsite - ||

Chaos in Warhammer 40,000, necen nzasts ‘
simply select your game system of Aeicies - § i o el |
choice and scan through all the s e e MAKING TREES OF CHAOS ‘ K1Y,
S Seaits of Chaner -
related terrain article links on a - Cottina st ,
: £Al Soasts of What bett: tu boost terrain collecti
single page. RS 2 B than olant mutored trass Ban to e brecs op !
Miniatures the Chaos gods? Here are three such trees with | |
-_'t::_‘?“ﬂmm complete step-hy-step photos displaying how |
i they grm?LIl‘ruT Nn\; seedlings to mighty trunked |
.| terrors of the forest, |

With the releass of the Beasts of Chaos range, we
x . UTILITIES decided to present our readers with some ideas for
HEH.F,HEH% ; " the dwellings and dark idcls of the Beastmen, We
. s % [s Bookmark know that the majority of the foul goat-headed
e B A ¢ . B all 8.t e Y " é
creatures conceal their movements under the eaves Y -

of the forest. Thus, tarrain that adheres to a woodad theme is appropriate for most Beastmen
generals.

looking'for
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An Ecclesiarchal Chapel e unil don’t n
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B RCE DOLLAF A oUL & PAGE B
o

it o st
o e e
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[ TREE #1 W | TREE #2 TREE #3
If you went through the effort to mske a tree for your Beastmen army like one of the thres

showcased here, wouldn't it be nice to have a scenario to go with it? Well, the Destroy the
Lhaos Heart scenario could certainly be used without a problem, Just replace all instances of |
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TS SHOWTIME!

MISSED OUT ON GAMES DAY 2004? WHITE DWARF DIDN'T MISS A THING

If you missed Games Day and
Golden Demon 2004 never fear.
White Dwarf’s valiant reporters
Nick Kyme and Greg MacGregor
were there at the NIA in
Birmingham on October 3rd to
sample the magic for this exclusive
report. Meanwhile Paul Sawyer and
Guy Haley drew the short siraw and
had to gather inside information
from the VIP lounge while sipping
champagne all day (oh, the pain of
being an editor...).

18 IT’S SHOWTIME

Where am |? What's that licking my

ear? 5am in the morning and there's a
question nagging at my mind as | pull on my
right sock and that is: Why am | awake so
early? Of course, it's Games Day, the
ultimate, the premier, the Champions League
final of the gaming convention world. Let the
razzamatazz commence! Um, does anyone
know where | put my left sock?

N ick: Uggggghhh... what time is it?

Greg: |, on the other hand, exercised perfect
sock contral, even at this hour. | headed over
to the GW canteen for the pre-Games Day
preparations. After a quick sausage sandwich,
hazy coach ride in the dark and two hours of
meaningless chatter about Star Wars, the
great gates of the NIA beckon... Already
people are queuing, despite the doors not
opening for another two hours — they must
be desperate for tickets for the White Dwarf
seminar, right? Thankfully us White Dwarfers

get to bypass queing up with you lot as we
slip in the not-so-well-guarded back entrance.
Eventually the doors do open to the baying
public outside — it's showtime!

“We’ve bheen travelling since
1am this morning.”

Chad Thackston, 30, from Brashead, Glasgow.

Nick: Like a giant school gym presided over
by a horde of frenetic ants, Games Day 2004
is taking shape. Strolling around the bleary-
eyed Golden Demon entrants handing in their
models, some of which were only just
finished off in the queue, tales abound of
early mornings, late nights and hope for
Golden Demon glory. Crowds cluster around
the many participation tables, and gamers
peer intently into miniatures cabinets.

& oad o S R i s

...to this! Once again the NIA was packed, this year §
with a record crowd.



PUTTING THE ‘GAMES’ IN GAMES DAY
Greg: A mighty 178 trestle tables bear the
weight of some 456 square feet of
participation games, with GW Hobby Centres
and Gaming Clubs turning on the style with
plenty beautifully modelled battlefields. Here
are a few of them.

= |n the Kryann Crusade by GW
Manchester an Inquisitorial Guncutter ship
is battering Tyranid defences.

= If Mimakil are your thing then Table 63
run by the Chelmsford GCN Bunker have
got just what you're looking for as a
stampeding herd advances on the lines of
300 Rohirrim.

* The guys from the Bristol ‘Lone Wolves’,
are running the Awakening — in which
Necrons are fighting Adeptus Mechanicus
over an Imperial excavation site.

Nick: Impressed as we were by these big
games, they were merely minnows compared
to the goliath mega-battles. There were three
of these, one for each major system.

e |n the Warhammer mega battle, A Tale of
Four Cities, a linked Skirmish game affects
a siege as the allied Empire and Dwarfs try
to hold out against Chaos Warriors.

= The epic Battle of The Pelennor Fields
features an awesome Minas Tirith built by
the Scottish Games Workshops, and a
fantastic scratch-built Grond made by the
hobby tutors at Warhammer world.

* On the Battle for Macragge table the ice
plains are being contested by valiant
Ultramarines and a vast horde of alien
Tyranids, its 12 feet dominated by a frost
encrusted bunker complex.

Just one of the
cool models that |
caught our aye
on the day.

e

‘ = *g;g
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WE HOPPED THROUGH THESE LIKE HAPPY SQUIGS. GAWD BLESS OUR AGCESS ALL
AREAS PASSES. HERE'S WHAT THE GREAT AND GOOD HAD TO SAY IN THEM.

THE SEMINAR

 KNOWING US, KNOWING YOU...
. Niek: With the sophistication of Alan
. Partridge, White Dwarf’s very own Guy

Haley took to the stage to tell the crowd all
about his plans for our beloved mag. After
divulging all kinds of stuff about White
Dwarf’s new look and ideas for the future it
was time for Guy to field a few questions
and for us to find out what you think of us.
Battle Reports were one of the hot topics
with requests for clearer maps and a more
narrative element. There were murmurings
about a possible letters page too and a

| promise to cover more material on some of

the less prominent races like Dark Eldar.

| CAN'T SEE THE WOOD ELVES

FOR THE TREES
Greg: The big news for Warhammer was

| that the Fishmen of Aquapolis are not

coming out... yet. Instead, Phil Kelly

| elucidated about Ogre Kingdoms and

showed off his Gnoblars.

“You’re just nuts, aren’t you.”

Random audience membar shouting to Phil Kelly
(on the subject of Ogre Kingdoms)

Gav Thorpe talked about next year's Lustria
campaign which will cover rules far jungle
terrain and special encounters (eg, being
eaten by a carnivorous plant) and have two
new army lists.

To great cheers, Anthony Reynolds revealed
that work on the Wood Elves is well
underway. All the Woaod EIf models are

The Dawn of War stand attracted some big crowds.

20 IT'S SHOWTIME

being redone, with their rules tweaked to
entice them out of their trees. They'll also
get a heavy cavalry and new special
characters. “We're going to be making them
a lot darker” says Ant.

40K IN 40 MINUTES
Greg: The updated Warhammer 40,000,
Codex: Space Marines, new Terminators and
the new plastic Eldar Wave Serpent were the
hot topics discussed by Pete Haines. But it
was talk of Tyranids that caused the biggest
buzz in the room. Phil Kelly, author of the
upcoming Codex, revealed a new Tyrant
maodel is on the way and that there's going
to be a lot more nastiness and horror used
in their design. What could be more
frightening than a Carnifex? Paul Sawyer
before a bacon butty, perhaps?

THE PATTER OF HAIRY FEET
Nick: Hobbits were on the agenda
in The Lord of The Rings seminar,
as Alessio and Mat detailed their
plans for the forthcoming
Scouring of the Shire.

To a chorus of ‘ooohs’ and ‘ahhhs’
a raft of preview miniatures and
concept art flashed up on screen.
But it was during questions that the
biggest shock of the afternoon
occurred. It was a simple question
about favourite models. Mat gave a
fairly standard answer but when Alessio
replied quite gleefully, “I really like the

base of the Mumak,” fifty or so pairs of
eyebrows rose simultaneously. It transpired

that Alessio is actually modelled on the

“I'm looking for a Man of
Gondor and a Wood EIf from
Enfield. If you see them tell
‘em I'm over here.”

Kieran Street, 16, from Enfield
(dressed as an Imperial Commissar).

BACK INTO THE MAELSTROM

Nick: After a short lunch break that involved a

cheese sandwich in a bag and listening to the
musical stylings of Brian Gold, it was back to
business. It was packed on the main arena
floor and if | was going to make it through
the day with enough journalistic booty | had
to change tack. It was time to take the high
ground...

Up on the mezzanine and there were even
more stands for me to check out. The Dawn
of War stand had 12 terminals where people
could try out the game as any of the four
races. So popular was the stand, giving out

base, because he's in the extended edition of
the Return of The King as a Rider of Rohan
mushed by a Mimak!

THE JERVIS JOHNSON SHOW

Nick: JJ took the helm for a packed Fanatic
seminar, guiding the masses through a glut
of new material for all the Specialist Games.
There was talk of Steam Gargants in Epic,
Scavvy Outlanders in Necromunda, new
humans in Blood Bowl and more special
character ships in
Battlefleet Gothic.

Concept art for Farmer Maggot, one of the new.
models featured in The Scouring of the Shire.

free demos to boot, that over 200 people
visited it in just under two hours! Black
Industries showcased a work in progress
version of the Warhammer Fantasy Roleplay
rulebook and an opportunity to do some role-
playing in a pre-determined scenario.

Back into the maelstrom on the main floor, it
was ‘yee harr cowboys!' as Warhammer
Historical showcased their newest game,
Legends of the Old West, with a Gunfight at
the OK Corral. Games Day regular Tim
Eagling was splicing the main brace again
with a cool Warhammer Ahoy! battle on the
open sea where the Imperial navy attacked
some great looking Chaos ships.

ON THE STANDS

Greg: As Nick forced his way through the
crowds | checked out some of the other
stands. The Black Library were holding
traditional signing sessions with such
luminaries as Robert Earl, Clint Langley and
the mighty Dan Abnett. | also got chance to



“It was great to talk to people
at the Black Library signings.”

Graham McNeill

speak to the Gaming Club Network who were
there raising awareness and the profile of the
GCN. Mike Sharp, president of the GCN,
revealed it was all in an effort to set up a GCN
league, an exciting venture for the future.

On the very busy Forge World stand Ewan
Little tells me that they've been monumentally
busy all day. “Lots of people have been
treating themselves — the most popular item
has been the Eldar Revenant Titan, ours was
painted by George Dellapina,” says Ewan.

In the Hobby Zone there'd been some manic
modelling. Over 4,000 pieces of scenery have
been made, 500 models entered in the Plastic
Conversion competition and a massive new
gaming board all built today with expert
tutelage from Games Workshop’s best
painting and modelling gurus.

“My highlight has been the
40k seminars - they went
really well.”

Pele Haines

THE GAMES THAT TIME FORGOT

Nick: Next | decided to take a trip down to
the Archive stand. The waves of nostalgia
wafting from such classics as Talisman,
Chainsaw Warrior and Rogue Trooper were
almost palpable as | stared all misty-eyed into
the archive cabinets. There was a live game
of Man 0'War too, which was sadly all done
and dusted by the time | got down to see it.
This was a real treasure trove in more ways
than one with all the items on display worth a
whopping £15,000 on the collector's market.
I'm checking in the attic when | get home!

As the event draws to a close, it's time to
watch event organiser Mike Mason and other
GW celebs hand out the Golden Demons and
the fabled Slayer Sword. Mike struts on stage
like Bruce Forsythe to address the masses.
The winners come and go with Demons
changing hands faster than conspiracies at a
Tzeentchian Chinese Whispers convention. As
the lights come up and, slowly but surely, the
crowds disperse, | bid a fond farewell to the
NIA for another year.

Greg: With the day over, the GW staff slowly
retire back to Nottingham and up to

“I’'m very pleased to win. It’s
great to come here and catch
up with so many friends.”

Adrian Bay, winner of Large Scale Miniature.

BEHEMOTH BANEBLADE

Nick: We'd heard rumours of it on Saturday
| before we travelled down to the NIA, but
nothing could have prepared me for the
awesome 1-in-6 scale Baneblade. Paul
Mooney of Forge World was on hand to tell
| us all about the beast. Weighing in at a meaty
- 230kg and with enough power to pull a
transit van, it was so big | could've driven it
home! Built in 12 months in Volgagrad,
Russia, the Baneblade drove all about a
caged off arena, turrets turning accompanied
by the sound effects of its bolters and its
battle cannon blazing. So realistic was it that
when the battle cannon fired the whole tank
recoiled! If you missed it don’t worry, there
| are plans to feature the Baneblade next year.

AL
BLZM

- Forge World designer Will Hayes
f v fo is dwarfed by.the Baneblade

Bugman's bar for a well earnt pint or three.
Games Day 2004 ends for us in an alcohol-
induced haze with Mike Mason back on stage
belting out a disturbing rendition of Like A
Virgin. ..

Nick: Traumatising. And | never did find my
other sock...

Far right: Triumphant
Slayer Sword winner,
JA Gillais holds aloft
his magic sword... er...
his prize.

Right: We don't
normally show
Warhammer models
this big, but JA Gillois’s
winning Chaos
Marauder was so good
we thought you'd
appreciate a better look
al the detail,
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DON'T MISS THE NEXT ISSUE: ON SALE 28TH JANUARY

Turn to the inside back cover to find out how to subscribe to every hobbyists’ essential monthly magazine!
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GUTS & GLORY

Phil Kelly, Paul Jeacock and Brian Nelson reveal all.

They’re big, they’re not too
bright, and they want to eat
your babies: the Ogres are
here and they’re very, very
hungry. Guy Haley talks to
Warhammer Armies: Ogre
Kingdoms Games Developer
Phil Kelly and delves deep
into the Ogres’ lives, from
their disgusting eating habits
to their sneaky Gnoblar
slave-pets, and the wild land
they inhabit deep in the
Mountains of Mourn.

gres have been
O in Warhammer
a long, long

time and over the
years some of our
most memorable
models have
depicted these
savage, flesh-gulping
nightmares.
Nightmares, that is, if they're fighting for
the other side. Warhammer Ogres have
never given a Snotling’s loincloth about
who they fight for; they can be found
marching alongside just about anybody:
But they've always been on the
periphery — until now.

Ogre Kingdoms kicks off the lid of the
mysterious origins of these dangerous
eating machines, opens up the east of
the Warhammer world and, best of all,
gives us a brand new army so hard

that it would make a Bloodthirster

look at his hooves and mumble things
about not being able to make the battle.

"“The keyword here was brutal,” says
designer Phil Kelly. “Cannibalism,

death, blood, fratricide, patricide, just
about every ‘cide’ you can think of...

I tried to get into the book. It is gory,
but it's done in a good-humoured

kind of way, like I'm smashing
someone’s head into a rock, but it’s a bit
of a laugh | One of my favourite bits, for
example, is about an Ogre Tyrant who
was on the throne for 90 years and then
choked to death on the skull of his
great-grandson who challenged him to a
pit fight, What a way to go!”

As you may be able to ascertain from
Phil’s cheery words, the book is
gloriously nasty, full of blood, guts and
feasts of red meat of dubious
provenance. This gluttonous need for
manflesh aside, Phil is keen to
emphasise that Ogres are not evil.

“Ogres are the only truly neutral non-
human race we do,” Phil insists. “They
don’t want to eat you because they are
evil, they want to eat you purely because
they are hungry. It’s a food chain thing.
It’s nothing personal. But you can
bargain with them, employ them. Offer
them a better deal and they might not
cat you. You just have to pay them right
now! Remember, they are monsters, but
they are monsters with brains, even if
that brain is roughly the size of a dog’s.”

Goin’ A Wanderin’

There are two main parts to Ogre
culture, such as it is. The first is eating,.
Ogres worship the Great Maw, a god of
endless consumption. “I thought Gav
Thorpe, who briefed me on this project,
just made it up,” Phil says, “but in my
research I found it nestling in the old
Warhammer Fantasy Roleplay Rulebook.”
For an Ogre, his belly is his spiritual
centre, and the only part of his body he
habitually protects with a lovingly made
belly-plate. The other is a wanderlust

“They don’t want to eat you because
Cy 4

that Ogres get cultured, bringing back
weapons and ideas to the mountains.

“Ogres learn civilisation as they age.
They’re generally long-lived, and can be
around 150 when they die,” Phil
explains. “Typically, an Ogre starts life as
a caveman, and accrues culture as he
travels. He starts to learn languages and
even to talk to people rather than
immediately eating them. He then goes
on to perform great deeds and maybe
even earn a surname, which help define
who that Ogre is. He might end up in
Araby, say, and learn new skills such as
surviving in the desert, but he'll also
adopt the customs of the land; wear a
turban and fight with a big scimitar.
These Ogres, who eventually return
home, are the Maneater troop type.”

Ogres and Chaos

While wandering, Ogres fight for
everyone, including the forces of Chaos,
but even these Ogres are not evil.

“Ogres do mutate when they go up
north, but to them they don't see it as a
problem,” says Phil. “If you have an
extra head it makes you better at eating
contests, while an additional arm means
you can wield another club. To them it's
an advantage, but it doesn’t mean
anything. I can imagine an Ogre turning

they are evil. They want to eat you
because they are hungry It’s nothmg |
personal. It's a food chain thing.”

that sends them all over the world. This
is something that should be a cause for

concern for all other races as there are,

according to Phil, more Ogres now than
there has been for a very long time.

“They are migrating in large numbers,
not just in of twos and threes, but in
their hundreds. That can be a good
thing or a bad thing, depending on
whether you're an Ogre or not!”

That ‘bad thing' is 2 messy end for
whoever's in the way. The good thing is

ol e R

. uncommonly large appetite

to Khorne on a bad day, and some of
them probably do, but I can’t see an -
Ogre worshipping Tzeentch,”

Nor are Ogres the children of Chaos, as
many players have long speculated. We

can reveal here that Halflings and Ogres
share a common history. They were

among the last of the races created by

the civilisation of the Old Ones, and this |
can be seen in their cormmon traits — for St
example, both race are resistant to tQé
effects of Chaos, and both have ¥ A"
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“Ogres have a faint racial memory of the*

Halflings,” Phil explains. “They know
that they used to live together, and that
perhaps explains why they've taken to
the Gnoblars so readily. If a mad Ogre
stuck fur on the feet of his Gnoblars,

. the other Ogres would think he was
strange, but they’d all have a feeling that
what he was doing was right.”

Though Ogres do have this built-in
affection for Halflings, it’s a bit of a
double-edged sword. For the Halfling.

“The trouble is that Halflings taste so
good!” laughs Phil. “They’re like the foie
gras of the Ogre world, so when an
Ogre meets a Halfling there’s a real
battle between his heart and his gut.”

The Old Ones origin of the Ogres helps
to further reinforce the fact that Ogres
are not even remotely human. In line
with this, the physical appearance of the
Ogres has changed dramatically. Gone
has ruddy skin and Popeye’s lantern jaw,
and in comes an inhuman look.

“We were keen not to make the Ogres
look like big Dwarfs or Orcs, 50 we
spent a long time re-examining their
anatomy. Even their internal structure is
different, they have a muscle system in
their stomachs to grind up food.” The
skin tone was hotly debated, too.

Phil groans. “We spent about 2 month
and a half arguing about it! In the end
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Crwe settied on this very sallow skin that

you don’t find in human populations,
but it's not too extreme. We took them
away from being big bouncers to being
monsters that live in caves, though of
course,” he adds, “some of them do
become bouncers and make a very good
living out of it.”

For the dress of the Ogres, the project
team turned back to Humanity, taking
their cues from old pictures of Central
Asian warriors, making the Ogres a cross
between huge cavemen and the
fearsome tribesmen of the steppe and
the Caucasus.

“The guys in the source material

we used had long moustaches and
these amazing piercings, like filleting
knives stuck into their chests, it

was unbelievable. They were invariably
bare-chested, with big tattoos. They
looked like really ferocious warriors,
and that’s the look we decided on for
the Ogres.”

Gnoblars

The Ogres are not alone in their
kingdoms, and the book has been the
perfect opportunity to introduce yet
another species of greenskin to the
Warhammer world. These are the
Gnoblars, or Hill Goblins, who infest the
region inhabited by the Ogres.

“Gnoblars are sort of halfway between a
Snotling and a Common Goblin and

The Ogre borde seek Dwaif flesh to warm their guts.

they live in the foothills that surrourids.-—
the Mountains of Mourn. Virtually 1
everything eats Gnoblars, and even if _ g
they don’t get eaten, the Chaos lgvﬁrfs

are likely to round them up antL,ensIave
them. So when the Ogres came to ;the
Mountains of Mourn the Gnoblarﬁ"q
decided it would be beSt to chum l{p to
them, as this gives them only about al 60
per cent chance of bemg gaten, as =
opposed to an 80 per cent one; “whithis
good odds for a Gnoblar' A5 : 1 ¥ ;

“It was interesting figuring out the
dynamic between the two rages, because
Ogres keep Gnoblars like we’d keep™
dogs, but they don't keep them well. For
example, each Ogre bites his Gnoblar’s
ear as a form of identification, but once
an Ogre starts eating, it’s difficult for
him to stop...”

Such is life for all small greenskins.
There’s always something after them.
But though the Gnoblars are often
impromptu snacks, they are at least
more fortunate than many other
greenies in that their mates are very big
indeed! It's a symbiotic relationship,
Ogres are very clumsy and cannot create
much, while Gnoblars are dextrous
hoarders. The Ogres use them for all
menial tasks, even in battle.

“In the game, the Gnoblars do perform a
useful purpose. The Ogres tend to go
barging in as they move so fast,”
explains Phil, “whereas the Gnoblars
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REALISING OGRES

Paul Jeacock tells us how he went about visualising the Ogre Kingdoms

about the Ogres,” says Games

“«Iewmdmchm“‘m “Images started forming as

Workshop conceptual artist

Paul Jeacock, “so now their background is Soon dS WC StOPPCd talking-..
very dark, like a Brothers Grimm fairytale.
ey A ke i ey ome .1 have to catch them before

all.” 99
thcy SCurry away!

Paul creates pictures and large-scale
sculptures, to help both the book's creators and the
miniatures designers find the right feel for an army, so he has

had a major influence on all aspects of this new race. do have their own pecking order — there’s always someone
being pushed around. Survival for them is hard, and it makes
“We went back to the original stories — all this stuff is rooted them very mean. But the Gnoblars and Ogres are part of the
in folklore. It comes from really old legends which are much same world, and there is a good contrast between the vicious
nastier than the modern, watered down versions. These were comedy of the Gnoblars and the nastiness of the Ogres.”
stories you would scare your kids with to stop them
wandering off up the mountain or into the woods. Because Inspiration strikes Paul hard and fast, especially with
of that, the Ogres are very grotesque. They’re very, very nasty something with such a rich background as the Ogre
characters, with few redeeming features.” Kingdoms. This has made the book very enjoyable for him to
work on. “Images started forming as soon as we stopped
Paul, who has in the past worked as a comic artist for talking. I almost get a film in my head, where you can sce
2000AD and as a film conceptual artist, notably for Muppet these creatures living and breathing, and I have to catch \
company Henson's, says that the source material for the them before they scurry away! That’s what I enjoyed most
Ogres meant that the project team had loads of ideas. about the project, the pace the ideas came at. Everyone was
“Everyone wanted the same thing, and started sparking ideas wired into the same thing, just creating from scratch. I was
off each other straightaway. The meetings were great fun. We able to play with a lot of things. The

whole world gelled really
quickly for me.”

almost nailed the look immediately. There were some slight
changes to it, but a lot of the images came out in the first
couple of meetings.”

Another influence on the book, especially on the Gnoblars,
was the art of Brian Froud, the world-famous fantasy
artist who spends much of his time painting fairies,
Goblins and other otherworldly creatures from myth.
(Froud also worked for Henson's, designing the
creatures for the films Labyrinth and The Dark
Crystal).

“All artists dip into Brian Froud, because he
has a good angle on fairies and the like,
and the description of the Gnoblars
was inspired a little by that, the SRR
kind of scrappy, dishevelled 9} -'5?/
Goblin-type character,” agrees V2

Paul. “But there's also a lot of the
feral kid in there, the kind that run
wild on the street and start lobbing X
rocks at you. They’re no threat on "
their own but in large numbers, 7
very dangerous.”

Despite the Gnoblars’ innate
wickedness, there is a comedy
element to them: “It's that
nastiness that’s

amusing,” explains Paul.
“They want to emulate the
Ogres, to be bigger and
tougher, and though
they’re often lunch, they
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MONSTER MAKER

Brian Nelson was asked to scﬁlpt the new plastic Ogres, something of an enormous task.

itadel Miniatures have been making
‘ Ogres for as long as they've been

making anything, but these Ogres
are a bit of a departure. Sculptor Brian
Nelson was the man tasked with bringing
the new-look Ogres to life: “One of the
reasons we decided to change their
anatomy is that Ogres as such are not
uniquely Warhammer. A fairytale Ogre is
just a big, ugly guy who eats children.
What we were trying to do is make something else,” he says
of the Ogre’s revamp. “The other thing is that we were
making a full army - taking them away from being three
monsters you bunged on the back of your army. We needed
to give them an identity and personality of their own, and
that goes hand-in-hand with the way they look. We very
consciously gave them a Slavic, eastern european appearance;
it's very different. No one has done that before with Ogres.
This is a reinvention of the Ogre,” adds Brian. “The image of
the fantasy Ogre had become ubiquitous and bland.”

Even throughout this process, the design of the Ogres
changed. At first, they were not so fat, in fact, says Brian, they
looked a little like giants, but then the eating aspect of their
culture came into play, and gradually their bellies grew:
Brian's job, as he says, is to take the concept drawings and
make them work as plastic kits. A job which comes with all
manner of technical difficulties. Flow channels, cooling times,
undercuts, sprue arrangement and other arcane
considerations need to be taken into account by the sculptor
of plastics, and that's on top of the usual ranking up issue
and simply whether or not the models work as kits.

And what a set of kits — the Ogre plastic box sets have more
than 120 pieces to them in total, as Ogres are so large and
come in such small units, they have to look individual. There
was no chance of duplicating pieces as the sculptors can with
units of 'thinlings’ (Ogre slang for anything smaller than
them). The result of this was that Brian had to make virtually
every picce unique. Which was, he says drily, a challenge.
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“This is a reinvention of the
Ogre, the image of the
fantasy Ogre had become
ubiquitous and bland.”

Another challenge proved to be the Leadbelchers: “The
cannon arms were extremely difficult, as the arm and cannon
had to come as one piece. This put extreme limitations on
how I could join the arm to the body, as the back plate of the
join could not exceed 92°. I had to make a load of mock-ups
just to try and get it to work.”

And then there was the Gnoblar on the Leadbelcher’s
shoulder: “Oh that little...” says Brian. “He was the single

most difficult thing I had to do for the Ogres. I ended up
making him twice.” \

Despite this, the Ogres offered a lot of satisfaction to the
sculptor. He says that the harder the job is, even though it
may be very frustrating at the time, the satisfaction in the end |
at overcoming the problems makes it all worthwhile. I
]
|

The arms he is particularly happy with. As the Ogres are
almost exclusively bare-chested, the arms had to be
manufactured differently to the way they are usually done.
The join is a ‘V’ shape, rather than the flat arm-join many
Games Workshop plastic regiment kits have. This meant Brian
could make the positioning of the shoulders ultra-realistic as
they had to be made as part of the arms. So there is a lot of
movement in them, and where the two pieces come together
is cunningly hidden in between the muscles.

“But if they'd have been wearing shirts,” he adds ruefully, “I'd
have been stuffed.” \
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hang back. This is partly because they're
slower, but also because, as greenskins,
they suffer from a kind of animosity.
Ogres are rock hard in combat, but they
do have a tendency to get surrounded.

“Their units have very wide frontages for
the number of models, which can make
them difficult to manoeuvre. As the units
are also small, they do not often get
rank bonuses, so they can get stranded
and overwhelmed. Fast Cavalry, in
particular, are a real problem for the
Ogres, though Lead Belchers can sort
them out! Gnoblars can help offset this
by providing a second wave, attacking
units that get Ogres in the flanks. They
might be weedy, but Gnoblars are very
useful in big, fully ranked-up units.”

Mountains High

Not content with creating the society of
the Ogres, Phil’s designed a fully
functioning ecosystem for the Mountains
of Mourn, which he describes as being
roughly analogous to the Himalayas,
only “they make the Himalayas look like

foothills”. Phil borrowed a lot from our
own sweet Earth’s prehistoric past for
this milieu, an idea he was determined
to keep at the forefront of the book’s
imagery.

herbivore might be fierce and armed
with deadly natural weapons, but the
Mountains of Mourn’s web of life
sounds like it might work. It is a
layered ecosystem, with increasingly:
large animals living towards the top.
At one time, for example, an
intelligent race of giants lived right on
the summits of the mountains in 1
great castles carved into the peaks,

only descending to tend to their flocks
of mammoths.

“Dinosaurs have always been very close
to my heart, but there are a whole range
of amazing prehistoric mammals that
lived in the last Ice Age.” Some of these,
like the woolly rhino and
sabretooth cat, have made it
into the book in the
fantasy forms of
Rhinoxen and
Sabretusks. It’s to
Phil’s great credit
that he’s populated
this part of the
Warhammer world
with herbivores as
well as the large-
toothed nasties
that infest virtually
every other fantasy 4
creation out ;
there. The

“I loved the idea of this
archipelago of castles in a
sea of clouds. It’s a g
whole new kind of
landscape,” he says.

Unfortunately for
these ‘Sky-titans’, Phil
also liked the idea of a
war in the clouds, so
he had the entire race
eaten by the Ogres ag\f}"{.‘
they migrated away from

the toxic d‘g%;ﬁ créated R

>
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by the arrival of the Great Maw. No one
now tends their enormous pachyderm
herds. Most of their castles lie in ruins,
save for those few whose halls now ring
to the raucous sounds of Ogre feasts.

Below the ruined realm of the Sky-titans
are the ice fields where Rhinox herds
and ice elk graze. Further down the
mountains, in the valleys, live the Ogres,
and in the foothills are the Hill Goblins.
“There are a lot of big creatures in the
Mountains,” says Phil, “but the Ogres are
the top predator. A cave bear could
easily kill an Ogre, but, like our
ancestors, they gang up and use spears
and fire and bring down animals many
times their size.” Where does this leave
the Gnoblars on the food chain?

“I think round about the level of grass,”
says Phil after some thought. “Actually,
probably lower than grass.”

The Road to the East
Unbelievably, there are those in the Old
World who are insane enough to travel
across all this, on the Ivory Road to
Great Cathay, where huge profits are to
be had.

As Phil says, once they've dealt with the
Worlds Edge Mountains, the Dark Lands,
the industrial hell of the Chaos Dwarfs,
the roving tribes of Gaoblins, Hobgoblins,
Orcs, and Gnoblars, they reach the
Mountains of Mourn and their troubles
really start. It's amazing anyone would
even bother attempting the journey, as
the odds on being lunch for something
with sharp teeth and a big appetite are
rather high.

“Ah,” says Phil, in a way that
suggests he has a devastating
riposte to this reasoning. He
does. “There is a historical
precedent there, there was a
route in the Middle Ages
between Europe and China, the Silk
Road. The real Silk Road was an
incredibly dangerous journey,
but the rewards were great.”

Yeah, fair play, we all know
about Marco Polo, but
despite the savage hordes
of nomads, wolves and
tyrannical potentates, the /J)
medieval merchants in i
our world didn't have to
put up with large and
scary monsters.

‘Ah,” says Phil again.
“It’s the Ogres. Though
the Ogres are very
dangerous, they are our
saving grace, they allow the Great
Caravans to pass between the Old World
and Far Cathay. Ogres will fight for you
for pay — if your caravan is guarded by
10-foot killing machines it gives you a
chance of getting through.

“In this way they’re like real world
mountain guides, like the Gurkhas,
ferocious local warriors who will protect
you.” Phil pauses. “Also, an Empire Great
Caravan is a huge armoured mobile
town on wheels, full of men armed to
the teeth with blackpowder weapons
and with Helblaster volley guns on the
roofs of the carts!” With the Ogres
protecting them, he maintains, the worst

e

THUGS FOR HIRE

Phil: One of the unique features of the
Ogre Kingdoms army book is that
several of the unit types in the army
list can be employed by other armies.
Ogre Bulls, Leadbelchers, Ironguts and
Maneaters all have the special rule
Dogs of War, which means you can use
them in your army exactly as if they
were Dogs of War units.

Sick of having your army smashed to a
pulp during the Close Combat phase?
You might want to throw a purse of
gold coins to a unit of Ogres with great
weapons and heavy armour. Wishing
you actually had more use for the
Shooting phase than as a punctuation
mark between magic and combat?
Maybe some Ogres lugging great
cannons around with them could be
worth a laugh, or a hard-as-nails
Maneater using a pair of handguns as if
they were pistols.
B S

It's a great way to freshen up an old
army and add a new tactical twist to
games with your favourite opponents.
But remember, they’re just as viable a
choice to your rivals as well...
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Above: The Yhetee inbabit the slopes of the
Mountains of Mourn, ekeing out a sub-tribal
existence at the roof of the world.

thing that can happen to these Caravans
is that they get infested with Gnoblars,
who nick everything.

“I think we're going to have fun
developing the land trains idea in the
future,” says Phil mysteriously.

Hitting the Books

Most of us think that being a Games
Developer is all fun, fun, fun. Sitting
round, drinking coffee and chucking the
odd dice about as they mull over what
to call the latest unit of Skaven. Not so.
Developers often do a lot of research on
the new armies, both in history books
and by delving into the past of the ever-
expanding games universes. As the
Ogres were mostly brand spanking new,
Phil had to really hit the books.

“I got as many books on Ogres, Trolls,
and Giants — because in folklore they are
virtually interchangeable — as I could lay
my hands on from the library and I
begged, borrowed and stole more from
the other guys in the studio. Which, in
the end, wasn't many. The relevant notes
I could get from them amounted to two
sides of paper — there's not a lot out
there,” says Phil. “This is strange,
because the Ogre is found all over the
world, in China, in Japan, where they're
known as Oni, in Europe, everywhere.
They’re the big guy, the one who's going
to hit you and take your stuff. They're
the big bully, basically. They’re a very
human archetype, and everyone wants
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Those of you who have been in the
hobby since the good old days will
remember some of these vintage
models from the Games Workshop
Classic range. The original 1980's
Ogres were terrifically varied, with
everything from pit-fighters to bounty

An Ogre from 1991, around the time the Giant
Ogres were released. Note the precursor of the
ironfist on bis left hand.

Brian Nelson's Ogre Mercenary from the 1999
Mordbeim release.

hunters. Shortly after came Aly and
Trish Morrison’s range of Ogres clad in
battle-torn finery reminiscent of
renaissance soldiery. The scope of these
models inspired the Maneaters, Ogres
that have travelled the world
assimilating various cultures and

One of the most feared

all time, Morg 'n Thorg,
released in 1993.

One of the Chaos
Ogres released in
the 2003 Beasts of
Chaos range —

not a bappy chap
by any means. \

Blood Bowl players of

OGRE EVOLUTION

picking up an assortment of
equipment. Over the years other
models in the range have drawn heavily
on similar classic concepts, while
becoming bigger, fatter and uglier than
ever before. Here are just a few
examples of Ogres through the ages.

One of Golgfag's Mercenary Ogres, released in
1998.

2004, the year of the Ogre — an Ogre Bull with
ironfist from the new plastic set.

to be the pal of the big guy, because
then he's protecting you and not hitting
you, so it makes it easy for people to
identify with the Gnoblars too.” Phil says
that this is very handy for the game as a
whole, as although these are
Warhammer Ogres, with their own
tabletop spin, they are not so far
removed from the realms of fairytale
that they have become entirely
unrecognisable to people who have
never played Warhammer..

“Though Ogres in legends tend to be
solitary beasts, they do eat people, and
everyone knows what they are. So you
don’t have to explain to someone from
outside the hobby what an Ogre is like,
like you would have to with a Skaven.
They’re universal, and I think this will
make them attractive as an army to all
gamers, new and old alike.”

As in much of the Warhammer
background, it’s fun reading the Ogres
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book and winkling out some of the
parallels between our own real world
and the dark fantasy of the Warhammer
world. Phil loves his Greek mythology,
he explains, so you'll find the war-
between the Ogres and the Sky-titans is
loosely based on the fight between the
Greek gods and their forebears, the
Titans. The Greek gods were the

children of this infanticidal race of *i_ b

giants, but the gods fought bagg and,‘
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ear the beginning of a given

project, it is common for

Games Developers to put
together some concept models.
These are 3D representations of the
weird and wonderful troop types and
heroes the designers would like to
see in the range, made from the bits
and pieces lying around. These are
sometimes as rough as an Orc’s
backside, but they do help convey a
litrle of how the designer sees his
new idea shaping up in its finished
form. Some of the models are
actually quite successful — many of
the concept models for Inquisitorial
henchmen made it into the colour
sections of the relevant codexes.

Once the idea for a new troop type,
vehicle or hero has been thoroughly
discussed, picked apart, and put back
together again, the artists are let
loose on the concept — invariably
turning it into something far cooler
than the Games Developers had in
mind. The idea is then turned over
to the miniatures designers, who
refine the concept and, after weeks
or even months of hard work, turn it
into a finished model.

Shown here are concept models for
the Gorger, a troglodytic Ogre with
an appetite to rival a great white
shark, and the Scraplauncher — one
of the stranger ideas to come out
of Games Development for a

little while...
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CONCEPT TO REALITY

The original concept
model for the Gorger was
based upon a Rat Ogre,
with a claw from a Chaos
Spawn character and the
head of an Attack Squig
— the only model Phil
could find with a big
enough mouth to get
the point across!

Left: The finished
Scraplauncher
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The finished
Gorger

Left: The prototype Scraplauncher -

Phil originally proposed two war machines
based around the same principle, this being
the Skewerslinger — a Bolt Thrower version
of the Scraplauncher - but the Stone
Thrower variant was judged the cooler of
the two ideas. The model is built from a
Chaos Dwarf Bull Taurus with lots of Green
Stuff, and an Orc chariot.

Below: The early
Scraplauncher
concep!t

Only, in the Warhammer world, things
took a less rosy turn with the savage
Ogres devouring the peaceful giants.
Another, this time, real-life borrowing
from the Greeks is Rhinox lifting. A
young Ogre is given a Rhinox calf. He
must then lift it every day, so the Ogre
increases in strength as the Rhinox
grows until both reach full size. Then
the Rhinox is eaten. Apparently, ancient
Greek wrestlers used to do the same
thing with a young bull. See, gaming is
fun AND educational.

Into the Future

New races don’t come along often, but
when they do, they're a golden
opportunity for our happy Games
Developers to get really creative,
adding extra depth to the game’s
world and filling in some of the gaps.
The origins of Giants, for example,

are explained in the book, while

there are plenty of references to weird
civilisations and lots of information on
both Cathay and Ind, a land, we learn,
which is home to a thousand gods and
both men and ‘man-kin’. Interesting!

This time, the Studio have done more
than just fill in the gaps. Much more.
The creation of the Ogre Kingdoms
required the detailed section of the
Warhammer world map to be extended
further east. So far east in fact they
decided to just go ahead and map out
the whole of the world! “We had a big
cartography meeting with Rick Priestley,
Nuala Kennedy, Jes Goodwin and loads
of other people from the Studio.

We discussed the world and examined it
to such an extent that we now have a
full map of the world,” says Phil.
(Regular readers will have a copy of it —
we gave it away with issue 300).

“We put everything on it that we could,
from new High EIf fortresses that girdle
the world to our equivalent of Atlantis.
Rick said that we'd now have plenty of
things to work on.” Hmmm. Time to
look at that map, then. Who knows,
some of those strange
annotations may one

day become fully-fledged
races and armies.

Jolly Good

Show

The Ogre Kingdoms is

a real corker of an army
book that is bound to

get everyone excited. It
has a very distinctive
look, the fruits of a new,
almost movie-style, design
process that first saw use
on the Bretonnians, Phil
was keen on the use of a
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palette of colours that reflected the
natural world: reds, yellows, browns.
The idea is cave-primitive. Many stone
walls and skins adorn the book, and
they even went so far as to use real skin!
No, no-one got flayed alive, Ogre
enthusiast and Fanatic’s resident
sculptor Mark Bedford made a latex cast
of his skin, which was then used as one
of the book’s background textures.

“We also had lots of fun experimenting
with meat textures,” says Phil. Oh. That
must be why the flatbed scanner smells
of steak. Perhaps Phil got a bit carried
away writing this book. Come to think of
it, he does eat a lot of raw meat. ..

Anyway, one aspect of the book’s look
was unintentional, but fortuitous:
“Stefan Kopinski, our graphics expert,
was messing round with colours and
lighting effects, and

applied underlighting to the cave walls
and skins,” says Phil. “When you see
something underlit, you immediately
think primitive society, because in our
much vaunted civilisation our light
comes from above,” he says, pointing to
Games Workshop's ubiquitous strip
lights, “whereas in earlier societies it
came from fires or primitive lamps on
the floor™.

It is also a subconscious cue that leads
us back to the monster in the cave,
€4g€r to roast us upon his fire and grind
our bones to make his bread.

Overall Phil's very pleased with

the book, and rightly so. It’s quite

amazing that this is the first project ex-
White Dwarfer Phil, who's been a Games
Developer now for three and a half

years, has headed up himself. “It’s been !
great to work on. I had a brilliant team
who made it a pleasure to do. :

“I started out as a Warhammer 40,000
designer, but I've always loved
Warhammer, and have played it for
years, so it's been really satisfying to do
this book, especially as it is all new.
I'm not walking in someone
else’s shadow, redoing
something old. In that
respect I've been
really lucky, and I like to
think the background is
rich, and that we've
done a good job.”

They have. When you !
see this book, you’ll
want to at least collect -
a band of Ogres for o s

g your army, if not ap”, |

f_entire Ogre wibe, The
WD team c d

i
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An Ogre army presents hobbyists with an unusual painting
challenge. No other army can boast such numbers of large
models. Because of this, and because the models are so cool,
rank and file Ogres deserve that little bit more care and
attention than you might otherwise lavish on your foot
troops. But it’s not all big guys, you could also find yourself

painting lots of Gnoblars too...

k ygre skin~ -
Before you start painting any tattoos
or markings on your Ogres, it’s a
good idea to paint the base skin
colour. Due to the size of these
fantastic models, it’s generally
considered a good idea to add an
extra layer between each of the
stages, consisting of the previous
stage mixed with the next.

Begin by applying a basecoat of
Graveyard Earth mixed with a
little Shadow Grey.

34 PAINTING WORKSHOP: PAINTING OGRES

Complete the basic skin colour with
a highlight of Bleached Bone,
concentrating on the face.

— ™ s e e e —

' Though they are greenskins, A
' Gnoblars also have a distinctive

G S | W o 8 "F”"'*‘:{H”:
noblars ‘ L “,)

colour of flesh. Their &
weapons come from the |
same source as those
of the Ogres and
. should be treated
in the same way.
Their clothing is
scavenged, and F
should be
painted in a i
~ random selection
of colours.

Paint the Gnoblar with a layer of
Catachan Green.

Highhght the skin with a coat of )
- Fortress Grey ¥eig




4 Rusting steel — See right for how to
paint rust. You might want to put a little
more metallic paint on the belly plate.

4 Verdigris Brass — Paint Dark Angels
Green, then overbrush with Snot Green
mixed with a little Rotting Flesh.
Drybrush with the colours used on the
brass plate.

Ogres aren’t the only army in the
Warhammer world to make use of
tattooing and body painting but, thanks
to their size, they’re probably the best
suited to it. Painting patterns and
pictograms on their skin is also a good
way to establish something like a
uniformity amongst your tribe — possibly
having every member use the same
pictogram, or the same colour for their
individual decorations.

Large blocks of coloured skin or striped
patterns are an even more striking way
to bring a distinctive appearance to your
horde. The Studio army makes use of a
deep red coating of blood on the right
arm. The Ogres here are taken from that
army, and though all are different, they
are tied together as all the various
patterns they display are red.

While some other armies can rely on
tightly defined uniforms and heraldry to
mark them out, the Ogres have none of
this. Instead they rely on the
inventiveness of individual painters. By
selecting the right combinations of
colours and patterns you can create an
entirely unique force.

' plenty of examples of Ogre pictographs
for you to use on skin and banners.

s iy 00 i A e ok Vi,

The Ogre Kingdoms Army book provides

] weapons a.ud armour tends tra
| be poorly maintained, and as such
! - will tend to be covered with a layer - :I
of filth and rust. The best way of :
' achieving this effect is by using a I
~ method called stippling.

. Stippling is a technique normally

- used to create dappled highlights. ﬂ

g Paint is applied in dots, either with a |
pen or a brush with short, stiff l

- bristles in a dabbing motion. To

. make a suitable brush for this

~ purpose, take a small drybrush, and

~cut the bristles short.

4 Brass — Paint the plate with Tin Bitz,
and then drybrush it with Brazen Brass.
Complete the effect with highlights of
Brazen Brass mixed with Mithril Silver.

i Bdmrrrriits e

___7
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A Bright Steel — Begin with a basecoat
of Tin Bitz, and then drybrush the plate
first with Boltgun Metal and then finally
with Chainmail. - 1 Stipple on a layer of Scorched

Brown. With the previous layer
dry, apply Vermin Brown paint in |
the same way.

4 The Studio Ogres all have bloody

Finish the rust effect by stippling :
fists. This one also has a handprint.

the surface with Fiery Orange. {

4 Though they are all different, the use

You can then add traces of metal |
of red ties these Ogres into one force. :

using Chainmail paint.

The 'Eauy Metal team used pictures of |

real rust as reference.

4 Ogres are not great artists. Running
paint or blood gives a daubed effect.

—-‘w#—n___ﬁﬁwwnw ‘
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Making your own themed
terrain can provide
objectives for scenarios and
make a significant difference
to the atmosphere of a
tabletop wargame. Over the
following pages Mark reveals
how to produce some extra
terrain pieces to
complement the new Ogre
Kingdoms army.

ew things make a game of

Warhammer feel more alive than

well-made terrain, especially if it
has a strong connection to one of the
armies involved. How much more
dramatic is it when an army of
Bretonnian Knights are fighting to
defend their crumbling castle, than
when they fight a battle on an open
plain? Naturally the same applies to all
armies, from the rough huts of the Orcs
to the grand strongholds of the Dwarfs.

36 HOBBY MASTERCLASS:

Although the Ogres make their home in
the icy environs of the Mountains of
Mourn, far to the east of the Empire,
they're far more likely to be
encountered on the road as they wander
throughout the land.

As such, if you want to make terrain to
complement an army of Ogres, an
encampment is ideal in capturing a key
aspect of Ogre society. Ogre tents also
have the advantage of being easy to
build, which means you can quickly
create a small encampment for your
Ogres to defend.

As the tent is basically a polystyrene core
surfaced with paper animal hides, the
dimensions of the tent are very flexible.
If you want a larger or smaller tent, just
change the dimensions to suit your
requirements. You could, for example,
make them smaller to represent the
dwellings of man-sized nomads.

When you've completed the Ogre tent,
you may want to add trophies around

OGRE ENCAMPMENTS

the outside to persoﬁa.'ﬁse it. On thg\‘tent
below the tusks a.ropnd i:he door wcrc :
taken from an old toy Wh‘ile the- stacks' of‘ ‘
helmets and blades were asSexﬁbled'S’( B
from parts found in a bits box. H@wever
you could use a number of other items
such as Ogre standards ot even gHicken
bones (make sure you boil these first'to
make them clean!).

Safety First

Always cut away from yourself when
using your knife and take care if you
choose to use a hot wire cutter.

ools & Materials
* Polystyrene

* Foamboard

* PVA Wood glue

* Sharp knife

* Square plastic rod
* Stiff card

* Ready mixed filler
* Map pins
Cartridge paper




Cut three, 1" thick,
layers of
polystyrene, roughly
6" in diameter.
These will form the
core of the tent.

Safety First
Always cut away
from yourself when
using your knife.

Glue the layers
together and

then use your knife
or hot wire cutter to
shape them into a
dome. Gouge a
small hole in the
roof and a larger
one around 2" x 2"
in the front of the
dome for the door.

Step 4

Glue the core of the
tent to the base.

Cut out a base

for the tent from

a sheet of
foamhoard, and
then pare away the
foam to leave a
gently sloping edge.

Take a plastic rod, i ST Cut six holes into
trap it beneath a y : the base around the
paintbrush, and core, just big

then drag it out enough to allow
from underneath. one of the rods to
This will help put a be anchored in it.’ !
curve in the rod,
making it easier
to use in the
next step.

‘5 =
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Step 7

38

Glue each rod into
one of the holes and
onto the side of the
core. You may find
map pins or tape
useful for holding
the rods in place
while the glue dries.

Glue both door flaps
in place and then
begin to glue the
rest of the hides
onto the core,
starting at the
bottom and working
the whole way up
and around the tent
in layers.

Glue small lengths
of plastic rod
around the tent to
represent tent pegs.
These look best if
you have whittled
them a little.
Alternatively, you
could use small,
square-headed tacks.

——

HOBBY MASTERCLASS: OGRE ENCAMPMENTS

Photocopy the
templates below,
then cut and mount
them on some stiff
card to create a
stencil. Use them to
create two

door flaps and as
many hides as you
can. Drawing them
on cartridge paper
works best, as you
can create very
realistic textures by
crumpling the hides
into a tight ball then
smoothing them out
before you glue
them in place.

Make a doorflap.
You can do this by
rolling a single hide
into a tube and
securing it with
thread, then gluing
it into place above
the entrance.

this bide templates section for personal use only to create scenery a
. play a, game of Warbammer All ﬁtrtber rigbts reserved
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Seal the paper by applying a layer of
watered down PVA wood glue. When
dry, basecoat the tent with Dark Flesh.

' Step 4

Complete the basic colour of the
skins with a final drybrush of
Bleached Bone. Ink or Brown Ink.

Bring some variety to the skins by
giving a few skins a wash of Chestnut

y varying the shades of
Bcolour between different

hides, you can make the
surface more interesting and
give the tent a W
more naturalistic appearance, '+

It takes very little time to
build an Ogre tent, so making
a small group of them
shouldn’t be difficult. Ogre el
plastic sprues have the Lﬁ
additional advantage of being X
packed with extra bits, making £
it even easier to personalise
each one, maybe with a stack
of weapons and plunder, or
Gnoblar attendants.

This method of creating and
treating hides is something

that is useful in many projects,
from making huts to cladding -
the front of a siege tower (or
the bowdahs on certain large
animals — Rudgie).

The Ogres bold fast against the attack of a unit of, “fearless Troll Slayers: wfrg ; ‘
! i .40 :. "}:' >
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THE BLACK LIBRARY

The Black Library publishes novels,
comics, art and background books and
graphic novels set in the dark, gothic
worlds of Warhammer and Warhammer
40,000. These storming books place you
right in the heart of the action; whether
diving for cover in blasted Imperial
trenches with Gaunt’s Ghosts, setting off
for adventure with Gotrek & Felix or
investigating the darkest conspiracy
with Inquisitor Eisenhorn, Black Library
books will have you begging for more!

WWW.BLACKLIBRARY.COM |

L ord owe Ni g ht

SIMON SPURRIER

Sparee Maries, alfens and londs of action!

LowanuAammER L |
_Apnnn.

LORD OF THE NIGHT by Simon Spurrier

The dark secrets of the Night Lords Chaos
Space Marines are laid bare as Commander
Sahaal hunts an ancient artefact to gain
ultimate power!

Novel » £6.99
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The descent into madness begins!

NECROMANCER Per A

¢ Talesof Fantasy § Advefitire
[ S N

S W)

/ : )
HISSUE 46 TE5|UK - 5695 US/

NECROMANCER by Jonathan Green INFERNO! 46

A lowly physician seeks the answers to untimely Including a new story by Dan Abnett, Inferno! 46
death, unaware he has taken the first step on also features a tie-in short story for Valnirs Bane
the path to damnation! and the return of the infamous Brunner!

Novel » £5,99 Anthology = £5.00

{ THE BLACK LIBRARY. READ TILL YOU BLEED




Fa

P

Wapr ., .

Tale"
Four Gamers

Having spent another £25 on models the four gamers return, once more desperate to impress you with
their hobby expertise. Unable to afford food for the next two weeks as a result, we see what they’ve
managed to come up with for our second article. Open their cages and bring forth the gamers!

='l'?il. “

remember
the optimistic
note I ended last
month on? Well it
was just that.
Optimistic.
Eventually I did get
things done. Just.

Asger Granerud

The biggest project this month was my
Daemon Prince. I bought the bits and

+ bobs I needed and went off to visit my

former room-mate Tue Kaae, who is
always good for conversion advice.

Musical Malice

For a long time I've been
contemplating how to convert
musicians for my units. I see them
being doubly useful in a Nurgle list.
My troops won't suffer many wounds
from the opposition but neither will
they deal many. Therefore a lot of
combats will end in draws, and having
my unit losing for a lack of a drummer
would be quite frustrating. But then I
had an idea, a cheap and easy one at
that! There are two Circus Nurglings
playing instruments and a third one
singing. On a 25mm base they provide
me with a cheap extra Plague Bearer
and also make the unit more varied.
Having all these huge Daemons being
herded around by miniscule minders
seemed hilarious as well.

So far I haven’t had much time to play
with the army yet. Two games of

{]Jlu tac to help me get a good
' pose before gluing him together.

| We sawed his shoulder pads off as

- well -~ much too Warhammer
'40,000. Before attaching the wings
‘we dipped them into almost boiling
f-’-w:ucr and bent them slightly to ensure

é’they didn't look symmetrical.
B

‘A bit of Dremel action ensured that I
‘could attach the Orc’s head, but it also
é,lc.ft me with quite a mess to hide. This

Looking through Tue's bits box for a
'was a blessing in disguise, as [ wanted more Nurgley weapon (Bad Asger!
make the model slightly

nchbacked. I made a hood with a
mixture of Green Stuff and miliput, and
much help from Tue, built the left

oulder up, covering all the damage.

salvaged an arm from a banner bearer. §
and attached some chain with severed
heads to the end of the haft of the,
standard to create a Plague flail. fe

border patrol against Mr Allen with
slightly modified rules is all I've
managed, but hopefully next month

THIS MONTH
525 to spend (+&7 from last month)

will see my diseased minions in a little
Mcre aston. PURCHASED COST
1 Chaos Daemon Prince .................£18
My Daemon Prince was quietly 1 Dragon Wings Sprue .........c..c.cceu. 56
forgotten for a while as I painted the 1 Orc Shamen Body ....ooooveneiiiiinn &4
rest of last month's purchases. But 1 TOTAL: ovconsmrsnamrsssssonssres o i isfiasis £28
will reveal that his armour is to be ina Remainder: .......cooeiinirmnrcenenneennene
bronze/green metallic scheme. e

Asger’s Swarms of Nurglings are ready to spread disease and despair.
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here was no
‘brought or
carried

forward for the
second period’ (a
little bit of accounts
speak for you), so I
just had my £25.

- v
Stepben Green
Having completed
{ the main core regiments of my force it
¢ was time to turn my attention to the
. other compulsory part of the army, the
characters. Unlike most other armies,
Tomb Kings have to field a minimum
" of two characters for even a 1,000-
point force. So this month’s shopping
. list had to include a Liche Priest and a
Tomb Prince for me to stand any
chance of hitting the gaming table by
the end of the month.

My first choice was a Tomb Prince on
Chariot. This was due to a number of
factors. In the basic plan for the army,
the most important troops are my
chariots, representing the nobles of
the Tomb Kings. Therefore I really
couldn't have my Tomb Prince
running around on foot and being
shown up by the charioteers. Also I
wanted the Tomb Prince to get stuck
in as soon as possible. This meant
boosting his movement by getting him
some wheels. The chariot also comes

with Fast Cavalry movement rules,
impact hits and extra protection for the
Prince. A bargain at 45 points!

I also had to have a Liche Priest. This
guy is going to be the Hierophant for
the force until I get a Casket of sSuls, so
how I use him is vital to all of my games.
The Hierophant in a Tomb Kings army
binds all the non-characters magically to
endless unlife.

My first thought was to

mount the Liche Priest on a
skeleton steed to give him
plenty of mobility for
casting incantations. [

Stephen's Liche Priest, looking distinctly unwell,

Stephen turns his gaze upon the tombs of great Khemrian heroes and begins to whisper incantations

could then pop him into my big cavalry
unit for protection, but this would mean
that he’d be in the thick of the action for
most of the battle, not a good plan for a
slightly fragile wizard who holds the
army together. In the revised plan the
Liche is placed inside my archer unit
where there are 12 Skeletons with bows
to keep him safe.

These two purchases brought me neatly
up to 1,000 points, but I still had some
money left in the kitty so I thought I
would splash out and get some other
bits to give me a few more options. The
Icon Bearer was begging to be picked as
he adds some fighting power to the
force and gives me access to the big
points magical banners. I wanted him on
a chariot but the pennies wouldn’t
stretch so for now he is going to have to
slog it on foot. A deadly Tomb Swarm
completed my transactions.

THIS MONTH
PURCHASED
1 Tomb King on Chariot.................. 3
1 Icon Bearer on Foot (Direct). o
1 Liche Priest on Foot (Direct) .......... *
1 Tomb Swarm Base ...........cccccecueuenne.
TOTAL: ....
Remamn e s, oo m s i 50
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t first glance
| H Empire
! soldiers

seem quite simple
to paint. However,
they are not. The
Empire, being
grand and
magnificent, sees fit
to dress its
professional troops in frills, pleats,
ruffles and puffy sleeves. Not very
" heroic. This makes them hard to paint
for a nice young Warhammer 40,000
. player like me, I'm used to straight
lines and smooth surfaces. I feel like
the foul Lords of Chaos have taken an
' interest in me in a ‘suffer now’ way!

Paul Scort

e e

Eventually I overcame the evils of
Imperial military fashion. Relieved, I
started painting Empire Militia,
Patriotic Stirlanders and ex-soldiers
ready to do their bit, good wholesome
troops with no frills... Easy eh? No. If
I ever see them again I'll go insane.

The Militia are some of the best
plastics that we make. The level of
detail on each one is high and sets

i " St i -- " g
nting armour
nal armour styling

: .it was such a learning experience
for'me to paint in the Warhammer
“style I thought I might share the way
-‘I tackled the rank and file with you,
' case there are any more
‘Warhammer 40,000 players trying out
-‘f‘-"' and suffering from the
same problems.
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ENDLESS TASK

them apart from one another quite
considerably. But this makes it a hard
task not to get drawn in to painting each
one to character standards. With much
determination and many long nights I
eventually managed to get them to a
standard befitting rank and file models.

Having overcome my initial culture
shock and relearned how to paint rank
and file, I was surprised when I found
that not all of my models wanted to be
friends and stand together in ranks.
How could I have been so foolish as to
forget that Warhammer models must be
assembled so they rank up? Silly me.

More than Cooks

Having started out with the idea of my
force being a ragtag bunch, I have been
continually fighting the temptation to
find an excuse to have nice shiny
Knights or big, big cannons and Hand
Gunners. I must resist! No militia force
would have access to these wonders of
Empire technology. But 1 do need some
form of missile troops. Crosshowman
would be good but I imagine the
majority had gone north with the main
forces to fight Archaon (Paul’s

Basecoat: Paint the armour
Brazen Brass over a black
undercoat.

Inking: Use watered down
Brown Ink to wash the armour.

T e-..w-a» ol

This month has seen Paul slave over the painting table, ensuring military fashion is observed!

background has bis army active during
the Storm of Chaos — Fat Bloke). So I've
chosen archers, who fit the image of this
poor and traditional province, some of
whom are stout little Halflings. This may
seem crazy, but Stirland encompasses a
large area, including part of the Moot.

Having £25 pounds to spend may seem
a lot but as all my purchases are metal
miniatures I was quite limited as to what
1 could afford. So a unit of 10 archers;
five Halflings and five Humans, had to
do. A character for my army would be
nice, and some sort of magic user fits
the bill. As everyone is off fighting
Chaos, I'm left with a mad soothsayer
who's been hiding in the woods. The
Mordheim Witch is perfect for this.

THIS MONTH
PURCHASED COST
1 Mordheim Witch .......ccooovvvveeeennen. £5

5 Empire Archers
5 Halfling Archers ....

TOTALS vososrssrsmommevnmasssmzsmsd £25.00
Remalnder: waanaiveinasis s £0 l

First Highlight: Drybrush the
armour with Boltgun Metal,

and sword with Mlthnl '

s RN R
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It's ﬁrst blood to the Orcs as Dave beats Guy

saved £6 from
last month’s
: allowance so

this month I treated
myself to a couple
of Stone Trolls, a
pair of Black Orcs

' and Borgut
’ Dave Allen Facebeater. This
1 means I now have
enough models to field a force using
' the Border Patrol rules.

PR s LARES L

1 Orc Shaman 125 Points
Magic Level 2: Dangly Wotnotz

13 Black Orcs 189 Points
Great Weapons, Banner,
Musician, Champion.
3 Stone Trolls 165 Points. Dauve's mean, green force ate Guy’s Border Patrol for breakfast.
sprouted horde of Common Goblins. We Fact 2: Guy makes Spinal Tap drummers
TOTAL 479 Points. played two very quick games in which and Greek tragic heroes look lucky. |

my Black Orcs jumped all over Guy’s
army like a giant mutant death road with
a particular predilection for wolf-flesh. 1
would draw some comfort from this
good start, were it not for two facts;

Borgut Facebeater, right hand Orc of
Grimgor Ironhide himself, will have to
masquerade as a lowly Black Orc
Champion for a while, but he'll just
have to bear the ignominy.

The thing that worries me about my
army is how small it is going to be. I had
to set up with my force bunched up in a
corner for fear of being surrounded, and
whilst Wurzgob the Wyrdling proved the
man of the match he looked quite
vulnerable next to heavily armoured
Black Orcs and drooling, regenerating
monsters, If a lucky shot or magical
mishap put him out of action early in
the game I'm not sure how the rest of
the lads would cope.

Fact 1: You have to be quite lucky to
win games of this size with nothing but
Common Goblins.

I found a willing opponent in the
form of Guy Haley and his newly-

Gork’s Head
;!:IScu,lpting the Orcy way
‘One thing I am looking forward
. to starting work on is an Effigy of
! Gork as I've never really gone in
for making terrain in the past.
. I've come up with a number of
g different designs and I think I'll
- attempt to make one out of
~ polystyrene. Of the designs I've
\ come up with I like the second
' one (B) the most. The Effigy
. produced by the 'Eavy Metal
. team is cool, but it looks a bit
~ sophisticated for something
Grimgor carved out of a rock
~ with Gitsnik. My Effigy will

Later on I realised that I had taken an
illegal Border Patrol force, after all an
"Ardboyz army has to contain more !
Warbosses and Bigbosses than Great
Shamans and Shamans. Oh dear. This
means there was another fact that led to
my crushing victory over Guy’s Gobbos:

Fact 3: I cheated.
I think I'll justify it narratively by saying

that Grimgor would be keen for any
Shamans to join him. Just don't tell Guy.

ﬂf)‘l rl-plvﬂm
"‘\ S \lu- Hess

- look much rougher. Although

r THIS MONTH

1® [o b

| it won't affect my budget, any ‘ ;-{A;L & %31 to spend (£6 from last month)
| Citadel Miniatures that I use '
i g it PURCHASED COST
{ to decorate it will. I plan to ik il =

- get hold of some plastic Orc o 4 4 5 A . "CZW“: and weapous g
. boxed sets soon, which ST A ok mean J“JLL [ _ zf;fg'lt ;Ceu BALET oo, .
[t‘iﬂdhlde a number of Ore and Pt Wi N E;r ;l:..,L [)-_,J““‘ B i"J ‘ L] 1 Ll b o] | C ST
~ Human skulls, These will T ‘ 0111 SRp R - |

okgreat scattcrcd a:ound it. Remainder: ..o B0 '
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THE BATTLE OF
v MIDDENHEIM

Gav Thorpe concludes the Storm of Chaos campaign

With the dust settling on the Storm depleted forces played little further part armies of Karl Franz and Valten marched

of Chaos worldwide campaign, Gav in the fighting. ever closer, intent on lifting the siege.
~—recounts the epic final battles of
Archaon’s invasion of the Empire. A surprise attack at Untergard by Khazrak ~ While the hosts of Men, Elves, Dwarfs
Did Valten thwart the Everchosen of  One-eye threw the defenders into and Daemons battled for Middenland,
Chaos or did the battle take an disarray for a while, but Archaon and his  another foe was busy at work, unseen by
unexpected turn? followers were unable to capitalise and most. The Skaven, ever ready to take
break through to the Beastlord’s advantage of the weakness of the Empire,
s the armies of Chaos swept monstrous warbands. Eventually Khazrak  hatched a diabolical plot. Known as
AweStwards, the Men of Middenland  was forced back into the forests, where Project Supremacy, the Thirteen Lords of
} and Ostland bravely held the line he continued to ambush the defending Decay gathered their strongest Warrior
‘ against the oncoming dark host. armies as they withdrew to the City of the clans, and the Greater clans put aside
' Disciplined and organised, they foughta ~ White Wolf. their animosity for a short while to
fighting withdrawal, standing at the cooperate on the devious scheme.
castles and towns along their route of The Everchosen himself forged westward
| rewreat, abandoning villages and farms along the Old Forest Road, and at Clan Skryre constructed the Doom
that offered poor defences. Krudenwald his army and that of Hemisphere, a warpstone-powered
Haargoth the Bloodied One joined. They  device that was, the Warlock Engineers
It was the heavily fortified castles of the were not alone in their attacks, as the assured the Council, capable of
region that proved the greatest bastions Black Orc Warlord Grimgor Ironhide destroying the Ulricsberg and the city that
against Archaon’s hordes. At Bohsenfels, chose this point to make his plans sat atop the mountain. Unbeknownst to
mercenaries in the employ of Count von known; assaulting Krudenwald in an the commanders of the armies that
Raukov held out against the Tzeentchian attempt to better the efforts of Archaon. marched across Ostland and Middenland,
host that besieged them, their efforts For the moment Grimgor was content to the Skaven were expanding their Under-
serving as an example to the defenders of prove himself stronger by reaching Empire in the wake of the attacks. At
the Empire in the dark times to come. Middenheim first. The Dark Master Zundap they occupied the abandoned
Displeased with the efforts of Melekh the Be'lakor also made his entrance at this steamn mill, while at Middenheim the
Changer, Archaon slew the Champion of  juncture, at the head of a vast Daemonic bloody fighting provided the ideal cover
Tzeentch as an example to his other host. All three were bent on proving their  for them to infiltrate the Ulricsberg with
lieutenants, the mutant son Cyspeth superiority, but their infighting gave time the Doom Hemisphere. On the 62nd day
taking command of the army of the for the withdrawal of Boris Todbringer since the forces of Archaon had crossed
Changer of Ways. and the other defenders of Middenheim. into the Empire, the armies of Karl Franz
and Valten arrived at Middenheim, and
Castle Lenkster held firm for many days After weeks of bitter fighting, their forces  the battle proper began.
against the army of Feytor, devotee of bled dry by the stout defence of
Nurgle, but eventually its defenders were ~ Middenland, Archaon and his lieutenants First Day =
laid low by a foul pestilence unleashed by  finally laid siege to Middenheim itself. Karl Franz Attacks
the Lord of Decay. Fort Schippel, Early assaults were successful, requiring With Karl Franz rode two of the greatest
! however, proved insurmountable, and desperate counter-attacks by the warriors of the Empire — the Grand
:( . Feytor was eventually forced to abandon defenders to hold both the eastern Marshal of the Reiksguard Kurt Helborg,
S his siege, allowing the garrison within to causeway and the western causeway. and the Emperor’s personal Champion,
lf raid and harry the Nurgle forces as they Ludwig Schwartzhelm. It was the advice
\(_ marched west in the wake of Archaon. However, the arrival of Kislevite and of Helborg to engage Archaon’s army as
( ’ Bretonnian allies began to swing the tide  swiftly as possible while it still reeled
[ N Styrkaar, beloved of Slaanesh, overran the  in favour of the defenders. Attacked by from the counter-attack of the
Y town of Kurst and then Zundap, but was these armies from the forests, and hard- Middenheim defenders. It was also a
x( | afterwards held for many days while he pressed by defenders sallying forth from worry to the Grand Marshal that Archaon
'.‘#'1 attacked the Hochland capital Hergig. Middenheim, the warbands of the Dark would withdraw further to the north and
\| Though he eventually breached the walls ~ Gods were gradually scattered. Attacks by east, possibly even reaching Brass Keep.
i\ with the aid of his Skaven allies, the Grimgor and his fellow Orc Warlords If such a move was allowed, the
\{ defiance of Count Leudenhof had cost further weakened Archaon's army and Everchosen could fortify the overrun
) % the Champion of Slaanesh dear, and his forced it northwards. All the while the castle and create a place from which to
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launch further attacks into the Empire.
Karl Franz concurred with this view and
charged Helborg to lead the army to
victory that same day.

Archaon had withdrawn from cannon
range of the city, near to the village of
Sokh, and here he waited the attack of
his enemies. He knew that Valten and his
righteous army of flagellants and priests
was not far to the east, and resolved to
destroy the two main forces opposing
him one after the other. If they were
allowed to unite then he would be
outnumbered and outflanked.

So it was that in the early hours of the
afternoon, the Reiksguard led the first
“~charge against the army of Archaon.
Supported by cannon fire, they braved
the magical bombardment of the Chaos
Dwarf Hellcannons outside Sokh, and
drove deep into the warbands of Styrkaar.
Seeing the threat, Archaon counter-
attacked, assaulting not the Reiksguard
but the infantry regiments that were
following up in support. While the Lord
of the End Times slew the soldiers in
their hundreds, Haargoth the Bloodied
One cut off the retreat of the Reiksguard.
It was only the quick mind of Helborg
that saw the closing trap, and he pressed
the attack, breaking through Styrkaar’s
horde and heading away from the battle.

%

——
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Archaon was content to allow the Empire
army to withdraw, knowing that they
would be disheartened to have
experienced such defiance from a
supposedly broken foe. Tomorrow, he
would turn eastward and attack Valten on
the march.

Second Day —

The Arrival of Valten
Believing Archaon to still be camped near
Sokh, Valten and Luthor Huss roused
their army for the march westwards.
However, it was not long after first light,
the thousands-strong rabble still
gathering along the road, that Archaon
struck. Sorcerous powers unleashed by
Cyspeth and his sorcerous cabal ripped
along the Old Forest Road, a wall of
multicoloured fire burned and changed
everything in its path. Horses and men
became fused together, while trees and
rocks were uprooted and sent spinning
into the army of Sigmar in deadly
rainbows of fire.

His army in disarray, Valten did the only
thing he knew - he attacked. Braving the
perilous spell, protected by his gromril
armour and the enchantments of Teclis,
he charged straight for the centre of
Archaon’s host. In his wake Huss and
what few priests there were left alive
began to battle against the arcane

sorceries let loose by the dire Champions
of Tzeentch.

At first it seemed as if Valten were
doomed, for he faced an army alone.
Without a single thought of retreat nor a
moment’s doubt, he rode into the heart
of the Chaos army, Ghal Maraz blazing in
his hands. Archaon’s own warband, the
Swords of Chaos, moved to intercept the
furious Exalted of Sigmar, but were felled
by the Hammer of Sigmar and scattered.

In the wake of Valten’s rash assault, the
raving hordes of demented flagellants
surged forth, ignoring the blasts of magic
that tore through their ranks. Priests of
Sigmar battled against howling followers
of Khorne and putrid warriors of Nurgle.
The flickering pulses of battle prayers
smote the unholy masses with burning
energies of righteousness, while foul
Chaos magic caused the ground itself to
spit up great mounds of flesh-eating
worms, while the sky rained with burning
blood that seared the flesh.

Amidst the carnage and the magical
firestorm, Valten battered his way
forwards, seeking Archaon. He was to be
disappointed for he did not find the
Everchosen leading the army, but instead
Kordel Shorgaar, the bearer of Archaon's
personal banner. Valten made to strike off

Valten confronts Kordel Shorgaar at the beart of the Swords of Chaos
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the Chaos Champion’s head with Ghal
Maraz but the favoured of the gods used
the standard of the Swords of Chaos to
block the blow, the dark magic woven
into it absorbing the power of the
Hammer of Sigmar. As the fighting flowed
around them, Valten was unable to press
home his attack, and Shorgaar withdrew
from the mélée to return to his master.

By nightfall the Old Forest Road had
been cleared to within sight of Sokh, the
thousands of Chaos worshippers dead
along the roadside rivalled by the corpses
of the slain men who had fought beside
Valten. In the darkness the flickers of
campfires from the three armies could
clearly be seen by each general, and to
the eye of Karl Franz the camp of
Archaon seemed much smaller than his
host. The next day - if the gods willed it
—would see Archaon crushed and his
scourge lifted from the Empire.

Third Day —

Dark Warriors

Eager to sce the battle finished, Karl
Franz ordered his generals to march forth
just after first light, towards the much-
diminished host of Archaon. As they
advanced once more the Hellcannons
roared forth their magical blasts, but
feeling the eye of their Emperor upon
them, the army marched on.

From the east Valten and his warriors,
now numbering only a few hundred,
advanced as well, the Champion of
Sigmar at their front, Luthor Huss by his
side. Seeing this Archaon ordered the
Hellcannons turned on Valten'’s force and

a fierce bombardment commenced,
ripping up the ground and staining the
sky with magic-tinged smoke. In the thick
of the barrage, Valten was struck by a
hellish burst of power, his noble Elven
steed torn apart as he was flung through
the air. His face burned with flecks of
molten gromril and his hair blackened,
Valten arose from the smoking crater and
marched onwards on foot,

To the west the air shimmered with
unnatural power and the skies
themselves bucked and whirled as if
tortured by an unseen hand. A shadow
began to gather in the forests, stretching
outwards towards Middenheim. From this
great lake of darkness chittering
screeches and monstrous bellows could
be heard. Eyes glinted in the shadowy
veil, and cruel laughs and nightmarish
curses flowed upon a hot wind. A
shimmer of terror spread through the
ranks of Karl Franz’s army as the
Daemonic host approached and a
shadowy winged figure rose into the air
above the unnatural legion. His wings
spread wide, his clawed hand stretched
out towards the Emperor, Be'lakor
commanded his legion forward, cutting
off Karl Franz from Archaon, leaving
Valten’s massively outnumbered force to
fight against the Everchosen.

As if the woes of the Exalted of Sigmar
were not enough, a new foe beset his few
hundred devotees. Greenskin warriors
charged from the forests to the south,
behind Valten, and attacked his army. At
their head Grimgor Ironhide slew dozens
of men with every blow of Gitsnik.
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Ignoring this new threat, Valten and Huss
mustered a handful of warriors and
fought on, pressing deep into the army of
Archaon in a bid to bring the Everchosen
to combat.

As the shadow of the Daemonic legion
engulfed Karl Franz's armour a splash of
white broke the tide of darkness. The
shining blades of three hundred
Swordmasters of Hoeth rose and fell in
glittering arcs, tearing through immaterial
forms, carving apart the incorporeal
bodies of their unholy adversaries.
Though they fought with unparalleled
skill, they were few and every one that
fell was overwhelmed by the unending
waves of Daemonic claws, talons and
blades. At their centre, in a circle formed
by his loyal warriors, stood Teclis.
Drinking deep from a shining phial, he
unleashed his power. Flames of white
energy leapt from the ground, forming a
half sphere around the High EIf mage.
Blinding in its intensity, the magical fire
expanded outwards and into the air,
pushing further and further away from
Teclis. The screeches of Daemons filled
the air as the cleansing flames banished
them back to the Realm of Chaos. For a
moment, a dark shadow lingered on after
the flames had gone, a vague patch of
darkness in the air, until even that
flittered away and was lost. Not a
Daemon remained on the field.

With his army fighting against the Orcs,

Valten once again drove into the Swords
of Chaos, seeking Archaon. This time his
foe was there, mounted upén the Steed
of the Apocalypse, towering over his
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“‘warriors. The warband of Archaon parted,
! “allowing Valten to approach the Lord of

. the End Times. With a roar he charged,
- Ghal Maraz swinging towards his foe. The
. hammer smashed through the magical

- form of Archaon’s Daemonic mount,
causing the steed to explode into flames
' and smoke, hurling Archaon to the
bloodied ground.

Valten lunged forward to press home his

advantage, raising the Hammer of Sigmar

above his head to strike the killing blow.

{ A screech filled the air as Archaon struck
' out with the Slayer of Kings, unleashing
the power of U’zuhl. The blade bit
through the gromril armour of Valten,
driven deep into his gut. Slowed but not

—$topped, Valten continued with his strike,
the head of Ghal Maraz falling wide of
the mark, tearing a shoulder plate from
Archaon’s armour.

Pushing himself to his feet, the Lord of
the End Times ripped the Slayer of Kings
free and struck again, carving apart the

l comet-emblazoned breastplate of Valten
| and sending him onto his back. Through
the blood of the grievous wound, the
birthmark across Valten'’s chest could be
clearly seen. As if stunned by the twin-
tailed comet etched into Valten’s flesh,
Archaon took a step back, the Slayer of
Kings held to one side. Luthor Huss
launched himself at the Everchosen, his
warhammer sending up a shower of
sparks from Archaon’s Chaos armour. A
mighty blow to the side of the head
caused Archaon to lose his footing,
sending him down to one knee.

The next blow did not land, as the Lord
of the End Times raised his shield to
block it, jarring the hammer from Huss'
fingers. With a howl, the Chaos
Champion batted Huss aside, shattering
bones as he flung the Prophet of Sigmar
through the air. The sounds of guttural
war cries resounded around the Lord of
the End Times, along with the shouts of
new warriors. Regaining his feet, Archaon
turned as another figure appeared in
front of him.

A green-skinned forehead slammed into
Archaon’s helmeted face as Grimgor
made his presence felt. Behind him his
"Ard Boyz fought against the heavily
armoured warriors of the Swords of
Chaos, having fought their way through
Valten’s followers to reach the
Everchosen. With Middenheim beyond
anyone’s grasp there was only one way
for Grimgor to prove himself to Gork. He
hefted Gitsnik in both hands and swung
it in a wide arc, shearing the bottom from
" ' Archaon’s shield and sending the

" ‘I Everchosen sprawling backwards.

50 THE BATTLE OF MIDDENHEIM

Once more the Slayer of Kings flicked
out, but Grimgor had expected the
counter-attack and parried with the hilt of
his magical axe. The Black Orc Warlord
brought his booted foot down hard onto
the arm of Archaon, knocking the
Daemonic blade from his grasp. Using
the flat of Gitsnik, Grimgor battered
Archaon across the head twice, before
planting the tip of the blade across the
Everchosen’s throat. The Black Orc
pulled back his head and roared into the
leaden sky. ‘Grimgor is da best!’

A great cheer went up from the Orcs, a
deafening chant of Grimgor’s name that
echoed over the clash of fighting.
Grimgor raised Gitsnik above his head
and roared again, pumping his fist in the
air. Having proved his point, the warlord
turned south with his barbaric horde,
their cheers of victory heard long after
they disappeared from sight.

Luthor Huss had recovered his senses
and regained his horse. Dragging Valten
across his lap, he rode from the mélée,
carrying the still form of his master free
of the fighting. He rode hard to
Middenheim, taking Valten to the shrine
of Shallya. Though his own wounds were
grievous, he would have no one look at
them until Valten had been seen. Only
when the Abbess gave him word that
Valten still lived did Huss allow himself to
collapse. His body was carried to the
main shrine by Volkmar, who had roused
himself from his own bed of healing
upon Huss' arrival.

Qutside, the battered forces of Archaon
withdrew into Sokh, abandoning the
Hellcannons and awaiting the grim battle
that would commence the next day.

Fourth Day —

The von Carsteins Strike

Of the daunting host of Archaon only a
few thousand warriors still remained,
though it had been reinforced with
hundreds more warriors coming south
from Frote. At the forefront of the army
had stood Haargoth and his blood-crazed
Khornate warriors. The berserk
Champion stood and bellowed abuse at
the approaching foe as Karl Franz
ordered his army forward. Though the
Empire army outnumbered Archaon’s by
several thousand soldiers, Kurt Helborg
had warned that this would be no easy
victory. They faced the veterans of the
campaign, the most hardened soldiers,
the most brutal beasts and the most
terrifying monsters.

The Imperial artillery began its
bombardment of Sokh a little before
noon, raining down cannon and mortar
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shells onto the village. Karl Franz had
already promised to compensate the
villagers who stood and watched while
their homes were smashed asunder and
burnt, though many had to be restrained
from haranguing the gun captains as they
prepared to do their duty.

It was after nearly an hour that the guns
fell silent, and it was not to plan. Having
eluded Boris Todbringer, Khazrak One-
eye had doubled back to Middenheim
and fallen upon the artillery from the
forest’s edge. Now there was desperate
fighting around the emplacements, the
roar of volleys guns and the horrifying
bellows of Shaggoths echoing out across
the battlefield. Knowing that his knights
would be little use in the confined streets
of Sokh, Karl Franz ordered them to turn
around and support the artillery, while
the infantry moved forwards.

Ar-Ulric and a contingent of Teutogen
Guard led the attack and were the first
into Sokh, battling against Haargoth'’s
horde. Calling upon Ulric for guidance,
Ar-Ulric laid about to the left and right
with the Hammer-axe of Skoll. Haargoth
ploughed into the Teutogen Guard
trailing dismembered bodies and severed
heads, his axe crushing armour and
chewing through flesh and bone. Three
dozen skulls were gifted to Khorne
before Ar-Ulric Valgeir stepped forward,
driving the hammer head of his blessed
weapon into Haargoth’s helm and then
raking the blade across the Khorne
Champion’s chest. With the name of his
god upon his lips, Ar-Ulric drove the
Hammer-axe of Skoll into Haargoth's
head and the Blooded One wias no more.

The fighting was particularly fierce in the
streets of Sokh, where the numbers and
organisation of the Empire army counted
for little against the raw skill and ferocity
of the northmen they faced. By mid
afternoon, blooded and demoralised,
regiments were pulling back from the
fighting, unable to gain any kind of
ground in the village. More men joined
the retreat as the sky darkened overhead,
filling with unnatural thunderheads,
lightning flashing between the black
clouds. There was no doubt that foul
sorcery was at work.

In the pitch black, noises could be heard
from the east, and in the flashes of
lightning, there were brief glimpses of
metal and polished bone. A red glow
filled the air and as it spread, it revealed
the assembled ranks of the army of
Sylvania. Tattered banners fluttered in the
unnatural breeze, while ranks of
immobile warriors stood in the twilight.
At their head, astride a skeletal steed with
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burning eyes, sat Mannfred von Carstein.
Around him were a gaggle of lesser
Vampires and necromantic underlings.

Dismounting, the Undead ruler of
Sylvania took several paces to the front of
the army and raised his arms in the air. As
he conjured his spell, the air above him
began to swirl, and the sussurant
chanting of his minions grew in volume.
With a final incantation, Mannfred
brought his hands together with a
deafening clap of thunder. Lightning
rained down upon the battlefield, and
where it struck, a glowing nimbus of
energy remained for a moment. Slowly,
one or two at first but increasing in
number, the thousands of slain from four
days of fighting began to pull themselves
to their feet. Undead warriors of Chaos
once more hefted brutal axes and maces
and dead Imperial halberdiers gripped
the hafts of their weapons.

Further swelled by the invocation, the
army of the dead swept into Sokh,
slaughtering everything in their path.
Faced with such unnatural terrors, the
army of Archaon finally broke, and those
that survived fled northwards. With
Middenheim safe and Valten beyond his
grasp, Archaon knew thar he had failed. It
is not known at which point he departed
during the fighting, but it is believed that
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he headed into the Middle Mountains,
perhaps to the ruins of Brass Keep.

With the army of Chaos crushed,
Mannfred turned his host toward
Middenheim. As the frightened army of
Karl Franz drew up at the foot of the
eastern causeway, a single figure rode out
from the Undead lines. It was Mannfred
himself, who slowly came forward upon
his steed and stopped a few dozen paces
from where Karl Franz was sat upon
Deathclaw, flanked by Kurt Helborg and
Ludwig Schwartzhelm. The Vampire's
voice was above the tumult of the storm:
“As my sire once called upon your
ancestor, I shall call upon you. Surrender
the city to me, and you shall be spared.
Resist, and you shall all die.”

A solitary figure walked out from the
Empire regiments and confronted
Mannfred. His bald head glistened in the
light of the raging storm, his long
moustache whipped across his cheeks in
the howling wind. Arms crossed, a frown
on his face, Volkmar the Grim stared into
the eyes of the Vampire Lord.

“Nearly five hundred years ago, a man
like me killed a2 monster like you. It can

be done again.”

Mannfred considered his options, looked

Ar-Ulric leads the Empire charge into Sokh
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at the stern-faced Theogonist,
remembering well the sight of Grand
Theogonist Wilhelm throwing himself off
the walls of Altdorf with Vlad von
Carstein, impaling both of them on the
stakes below, thought also of his lands
and the encroaching army of Vardek
Crom. With a snarl, Mannfred turned his
nightmarish steed around and rode
eastwards, his deathly army following in
his wake.

As night fell, the fields and forests around
Middenheim were quiet, almost silent.
For the first time in nearly three months,
the sound of war could not be heard. The
Battle of Middenheim had been won.

The Aftermath

The ravages of Archaon’s horde had
spread misery and death across Ostland,
Hochland and Middenland. Tens of
thousands were homeless and starving,
the fields burned, their homes in ruins.
Confronted by the full horror of Chaos,
many were the folk that had been driven
insane through terror and misery, while
the forests were crawling with soldiers
and peasants that had abandoned their
gods and bartered their souls to the all-
conquering power of the dark powers.

Though Middenheim had been defended
to the last and Archaon’s horde shattered,
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Turn to page 4 to win Baff a pig’s trotter... for fife!

THE STORM PASSES,
MIDDENHEIM STANDS!

FIGHTING OVER - ARCHAON KOD - VALTEN DEAD?

4 Gyoats

by Gregorius M Greegot'
©Oh hear ye! Oh hear ye! The Storm
of Chaos has blown over, victory is
ours! But as the dust from the war
settles, we want to know who was
left standing and who was left in
three parts around their legs.
Here’s some official Storm of Chaos
stats gleaned from the wounded
. and tortured (at a mere cost of one
" hot poker and 17 buckets of
Baroness Rachenstadt’s Red Vino)...

igmar rejoice for the threat to
Middenheim, the Empire and the
lands of Mankind has been averted!
It was your bold action on the
pattlefields of the Empire that proved
~ decisive in stopping the End Times.
There will be a tomorrow! The
. Defenders came out on top with 50 per
cent of all victories (90,414). The
Attackers got 42 per cent of the share
(75,827) with the Orcs scoring 8 per
o cent averall with 14,511 wins; Thank
% Sigmar the Orcs were not persuaded to
" fight for the side of Chaos or the result
' of the war might have turned out very

%l differently indeed.

Empire 18,518
Archaon's Horde 14,487
High Elves 12,196
Lizardmen 11,483
Grimgor's 'Ardboyz 8,783
_Dwarfs 8,781
Dark Elves 8,161
Bretonnians 7,825
Orcs and Goblins 7,153
Cult of Slaanesh 6,191
Tomb Kings 5,784
Daemonic Legions 5,702
Army of Middenland 5,482
Beasts of Chaos 5,351
Vampire Counts 5,086
4,999

Tzeentch

Battle sites remaining unmolested by
Chaos at the very end were few. Only
Nordringen, Gruyden and Delberz were
unotuched, though the talk of the
taverns is that Archaon bypassed them in
order to concentrate on Middenheim.
Many others held out valiantly.
Bohsenfels, Immelscheld, Schoppendorf
and Fort Denkh were among those
courageous towns that refused to give in
whatever the odds, defying the forces of
Chaos until the very end.

Spare a thought here for the poor souls
in the 20 townships that were sacked
and razed by Archaon’s advance. Hergig,
Wolfenburg, Ferlangen. All gone, but we
will rebuild them! As for Middenheim,
the defenders, marshalled by the gallant
Boris Todbringer and Ar-Ulric,
successfully endured the sicge despite
fierce fighting on all the walls.

« 9.246 people registered battle results
in the UK.

* 32,936 battles affecting the fate of
the Empire took place in the UK.

VICTORIES BY ARMY

See how your army did come the final reckoning! No gloating, though.

—
Skaven 4,960
Chaos Undivided 4,818
Khorne 4,459
Slaanesh 4,329
Wood Elves 4,173
Slayers 4,038
Nurgle 2,729
Sylvania 2,689
Sea Patrol 2,661
Dogs of War 2,284
Errantry War 2,056
Clan Eshin 2,016
Hordes of Chaos 1,300
Chaos Dwarfs 992
Cult of Ulric 945
Kislev 553

« A whopping 65,872,000 points worth
of troops were used by each side
(taking the average of 2,000 points
per side per battle).

That’s equivalent to using
10,978,666 Halberdiers or 83,013
Archaons on foot.

The defenders won 18,874 battles
during the siege, Chaos 10,440 and
the Orcs 2178.

« There were 10 UK-specific battlefields
on each of the maps. Only four of
each, eight in total, were held by
Chaos, meaning the special
advantages they conferred were
overwhelmingly the defenders'.

All across the UK raging battles were
held at Hobby Centres, independent
retailers and clubs. The Empire
successfully defended settlements east of
Middenheim in the first two weeks of
the war, holding back the flow of
foulness from the north. However,
Archaon’s Horde continued to grow and
by week three the number of Chaos
victories favoured the Dark Gods. From .
here on in to the end of the war the




the remnants of warbands and beastherds
still lurked throughout the northern
Empire. Zundap was overrun with
verminous Skaven, turning the old steam
mill into an unholy hive of rat-like
creatures, their burrowing extending
deep under the ground. Brass Keep had
been reduced an empty shell, its dark
corners home to strange beasts and
twisted spawn, the warriors of the Dark
Gods gathered in its ruined towers.

number of Attackers' victories
continued to outgrow the Defenders, 5
s Archaon’s forces pushed steadily on. el

i

In all, 2 mammoth 180,752 games Were 1&‘
played across the world— if we played ¢
them consecutively it would take ‘41
years! We'd need a board measuring
4,338,048 square feet, roughly the size ok
of Fat Bloke’s breakfast plate. i

Middenheim itself had been scarred by
the Hellcannons of the Everchosen, and
its causeways choked with the dead.
Deep in the Ulricsberg, the Doom
Hemisphere of the Skaven gouted light
an energy as it gathered energy for
detonation. The tunnels and corridors
were teeming with Skaven as they fled
the coming blast, skirmishes erupting
between them and the adventurers and
sewer jacks that had ventured into the
depths after hearing tales of a doomsday
device within the catacombs.

Honourable mentions must go to the &
Birmingham area Hobby Centres (GW
Birmingham, Solihull, Sutton Cohilﬁel .
and others take a bow) for reporting =
the most action. Obviously these guys
were in the thick of it, fighting on the
frontlines as the war moved steadily

south into the Empire. Knighthoods.
from Karl Franz himself will be winging
their way to the GW Bluewater and

surrounding Hobby Centres where 55 runmels with waves of mutating energy,
per cent of their reported battles went | though the intricate device did not fully
the way of the Defenders. The GW's ,;.

i

|

| With a blast of greenish light, the Doom
i Hemisphere exploded, flooding the

explode. Men and Skaven were twisted
from the Hull area, on the other hand, 88 jnside out; their bodies melted, their skin

| blistered and rotted by the baleful
| energies. The rocks themselves melted
and ran, opening up new chambers and
- sealing tunnels. Though its power had
been unleashed, the Doom Hemisphere
had not detonated fully, and now sits
dormant, awaiting activation once again,
hidden somewhere deep in the twisted
maze of new tunnels.

are one big cauldron of mutated, foul-
smelling unpleasantness — and that“s
before you consider how they did in
the Storm of Chaos. They championed
the Ruinous Powers with 64 per cent of
their reported clashes being wins for
Chaos. The defenders must have been
to Hull and back. Slay them all, we say!

a

« The Empire reported 12,350
victories in the UK — 25,498 overall,

Even as the threat of devastation at the
including their allies’ results.

hands of Archaon's followers passed, a
new danger rose up within the Empire

« Archaon's Horde reported 9,342 - schism. With Valten lying comatose in

victories — 37,121 with their allies.
a vigil by his side, the Grand

» Beastmen players reported losing ff\ Theogonist Johannes Esmer came to
more than any other army 1 Middenheim. With Volkmar returned,
Presumably all those Gors got | yet possibly cursed by the taint of
caught up chewing clothes off | Chaos that had been the source of his

washing lines. ", '} rebirth, there were calls for Esmer to
| stand down while the Grand
Theogonist’s supporters called for
Volkmar to bless Esmer’s appointment

as head of the cult of Sigmar.

Away from the main conflict, there

were triumphs for the Lizardmen, ; g
Wood Elves and Tomb Kings forces in :.‘-
their respective mini-campaigns. 44

The few survivors of Valten’s ravaged
army — crazed flagellants and battle-
hungry warrior priests — began to stir
up trouble in the populace around
Middenheim, calling for Esmer to
leave. In the midst of this, there was
a growing voice amongst the priests
of Ulric for there to be reforms to the
Electors, the ancient arguments
quickly resurfacing in the wake of
the conflict.

COMING SOON!

The Lizardmen versus Dark Elves
mini-campaign saw over 15,000
Battles, nearly twice as many as the
other two. All this bodes well for
our next big campaign, which w111 i
be set in Lustria. Keep your €yes on
WD for details of this 2005 event.

way to the Temple of Shallya to see for
the temple of Shallya, Huss maintaining  himself what had occurred. Teutogen
Guard barred the entrances but allowed
him to pass into the chamber where
Valten had slept. There was no sign of
Valten. There was blood upon the bed
and the floor, and on the walls in
crimson was scratched a rough triangle
with a slash through it. Huss asked what
he should do, what had become of
Valten? The Emperor, taking Ghal Maraz
from Huss’ grasp, surveyed the scene

; once more and then turned to the
sorrowful Luther.

“You shall go forth amongst the people
and say that Sigmar has left us, as he did
S0 many centuries ago. Give them hope
in these dark times, and do not betray
their faith. Tell them that he has left his
hammer to me, as a sign of his trust, and
tell them that you are still his prophet
and shall look for his return again when |
we most need him,”

————ge———

And at the heart of it all, there was
growing strife over Valten. There were
calls for him to be Emperor once he
recovered, whilst others still decried
Huss' claim as false, and pointed to
Valten's grievous wound at the hand of
Archaon as proof that he was not divine.
With the Empire still in disarray and his
armies much reduced, Karl Franz knew
that law and order needed to be restored
as quickly as possible. Looting, lynch
mobs and dark cults were beginning to
spread across Middenland, and if allowed
to continue would fester and grow.

So it was that the Emperor consulted
with his counsellors, amongst them

Volkmar and Esmer, regarding what to do
with Valten. Still caught between his
duties to the Empire to maintain the rule
he had inherited, Karl Franz was loath to
give up his office to Valten. But to avoid

doing this was tantamount to declaring

Huss a liar, for who would not see Sigmar
reborn as the new Emperor?

Esmer and Boris Todbringer asked

for three days to solve the situation, if
they had the Emperor’s permission. He
told them that anything they could do to
halt the impending internecine would
be welcome.

It was on the second day that Karl Franz
had a visitor. It was Luthor Huss, who
was in tears and cradled the Hammer of
Sigmar in his hands. When the Emperor
asked what had happened, Huss told
him, his voice torn with anguish, that
Valten had been murdered. When Huss
had visited this morning, he had found
the Exalted of Sigmar on his bed,
transfixed by a glowing green blade.

Shocked and unsure, Karl Franz made his




dis and hacking dat. Yesterday | had to make four Cyboars fer one of dem

feral boys. Nuts dey are, who'd want to ride a pig when you can drive in
style in a nice shiny red buggy? Well, doesn’t matter, dey pay in teef like da
rest of ‘em, and | got meself some nice chops into da bargain.

;:'.'; A Iright Oomies! ‘Sheen a busy month ‘ere at me surjery. I've been choppin”
[

Dis month we’re gonna look at some models by a man who like fo chop fings
up almost as much as me, Adam O’Brien. Dere was dis big scrap wiv some
Chaos boys, see, und some Oomies went off dere nuts. Adam’ll tell ya why.

EMPIRE TRAITORS
by Adam O’Brien
Mutiny, mass desertion, madness
and murder — these were the dark
themes | had in mind when | created
my Empire Traitors, treacherous

turncoats who've thrown in their lot
with the Ruinous Powers.

| envisioned men who, whilst retaining much
of their ariginal equipment, still made their
new allegiance abundantly clear. Motley and
menacing were my watchwords. | used
Empire plastics for the rank and file, found
some sinister new heads on the

Marauder and Chaos Warrior sprues,

and added — with the expert help of Mark
Harrison — the odd Green Stuff visor and
some scraps of looted chainmail.

| could use them as Marauders, but I'd prefer,
opponent permitting, to keep their original
Empire stats with the following (unofficial)
special rule, ‘Treachery's Toll' — Traitors cause
hatred in loyalist Empire troops!
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[Space

“The Space Marines are the greatest
warriors ever created, blessed with
enhanced strength, speed and
endurarice from millennia-old
technology that has its origins in
the flesh of the Emperor himself,
explains Graham McNeill.

he Space Marines are the greatest

defenders of Humanity. They.are

superior to normal humans in every
respect thanks to a brutal regime of genetic
modification, psycho-conditioning and a life
of strict discipline. A Space. Marine can
survive wounds that would kill a normal man
thrice over, fight in the harshest conditions
imaginable and has a depth of faith that is
unquenchable. Armed with the boltgun, a
weapon of divine wrath, and armoured in
ancient, artificer-forged suits of power
armour,-the Space Marines are living
embodiments of the Emperor's Will.

Space Marines are banded together in small,
independent armies known as chapters. Each
chapter, made up of of 1,000 Space Marines
is responsible for its own recruitment,

| . training and indoctrination. Much more than
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soldiers, Space Marines are noble of spirit,
stern of demeanour and fanatically devoted to
their chapter and the Emperor. They are the
Angels of Death, the fire of the Emperor’s
wrath and none can stand before them. To be
chosen to become one of these mighty
heroes is an honour many aspire to.

PATH OF THE CHOSEN

Few people can ever become Space Marines,
and these are already some of the greatest
specimens of Humanity; strong, courageous
and noble of spirit. To even have caught the
attention of Adeptus Astartes a warrior must
be one of the greatest fighters his culture has
produced and be driven by an insatiable
ambition to be the best. Even then, only a tiny
proportion of those meet the demanding
criteria of the Space Marines:

-~ All the new recruits must be male because

the zygotes are keyed to the male physique. If
tissue compatibility tests and psychological
evaluation prove successful a candidate
hecomes a Neophyte and is taken to the
Space Marine fortress-monastery where the
chapter's Apothecaries begin'the implantation
of the new argans that will transform him
"into a Space Marine. :

THE RISKS
These organs cause vital changes in a

‘neophyte’s physique and mental state. Many

of these changes are controlled by natural
hormonal secretions and growth patterns.
Implants may not prove effective if they are
carried out once the recipient has reached a
certain stage of natural development. It is
therefore vital that recruits be young.

Each of the new implants serves a specific
function, but though a chapter's Apothecaries
and Chirurgeons are able to perform the
necessary operations, they do not necessarily
understand the exact functioning of each
organ. The procedures involved are incredibly
ancient; handed down through the
generations, becoming debased in the L
process. In many chapters implantation is
heavily ritualised, and is often accompanied
by scarring, incantation, periods of prayer,
fasting and all manner of mystical practices
which compromise medical efficiency. In
some chapters mutation of gene-seed, poor
surgical procedure or inadequate post-
operative conditioning has twisted the
functioning of implants to the extent that
individual organs may have become useless
or are absent altogether, 3
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. Although the chapters are careful to select ! -
-only the most suitable candidates, not all *
"Neophytes survive to become initiates. The
degeneration of knowledge has made
screening procedures less effective and
operational methods less than satisfactory. If
one of the new implants fails to develop
properly, it is likely that a neophyie's
metabolism will fall badly out of
synchronisation. He may fall into a catatonic
state or-suffer bouts of hyperactivity. In either
event, it is likely that he will suffer a painful
death. Those unfortunates that do not die
almost invariably suffer mental damage,
degenerating into homicidal maniacs or
gibbering idiots.

OTHER CONDITIONING

Implantation of a Space Marine's new organs
goes hand-in-hand with chemical treatment,
psychological conditioning and-subconscious
hypnatherapy, all of which are essential if the.
Space Marine is to-develop properly.

Chemical Treatment - . :

A Space Marine must.submit to constant

tests and examinations. The newly implanted
;- organs must be monitored very-carefully,

« imbalances corrected, and any sign of
abnormality treated. This chemical treatment
is reduced affer completion of the initiation
process, but it never ends. They undergo
perlodic treatment for the Test of their. lives in
order to maintain a stable metabolism. This is
why their power armour suits contain
monitoring equipment and drug dispensers.

Hypnotherapy

_As his super-enhanced body.grows, a Space e TR : :

~ Marine must learn how to use his new skills.. latent abilities within. These-mental powers A Space Marine can think and react at | B
.~ Some of the implants can only function once . are, if anything; more extraordinary than.even lightning speeds, adapting in an instantto |

. correct hypnotherapy has been administered. their physical abilities. A Space Marine-can developing tactical situations. Memory |
Though not always as effective as chemical___ .~ control his senses and nervous system to-a training is an impottant part of the psycho- {
treatment, it can have substantial results. Ifa remarkable degree, and c_an\cons_equently conditioning toa: Obviously, Space Marines {
Space Marine can be awakened to their en.du're'pain that would incapacitate an: .. vary in intelligence as do other men, and their i
unconscious metabolic processes and.taught ordinary mar. 3 7 . ° individual mental abilities vary in degrees too.

. how te.control them, his dependence on
> drugs is lessened. : 3 « : |

| TECHMARINE SEVA 0 TOMASIN OF THE ULTRAMARINES |, = ';

" Training ) AT
~- Physical training"'.stiniulates'thg implants and As istypical of the Ultramarines, their Techmarines follow the letter of the.codex when'it, -
aliows them to-be tested for effectiveness. A - | .comes to their training and methodology, treating the words' of Roboute Guilliman as: |
Space Marine undergoes the. most brutal B inviolable laws, perhaps to an even greater extent than their brethren. i
training imaginable, such that anyone without * | ‘ -
_ the same biological and physical . . S <:ano Tomasin was no exception to this, a faithful servant of the Cult of the Machine God }
enhancements would-almost certainly die. .-~ | and expertin thefield of demalitions. His serviee to the Emperor was.very nearly cut short i
“Their bodies are honed to the-peak of @ an (char [V when arampaging yranid Carnifex ripped apart the Land Raiderhe was driving:
physical perfection by a constant regime of | ‘Alien bio-plasmd flooded the interior of the vehicle and detonated its ammunition in a'huige
harsh physical stresses and trials that push | explosion that wiecked the tank-and killed the' monstrous:alien. Determined not-to’lose his
' their bodies to the limits ‘of endurance.; R centuries of wisdom, the chapter's Apothecarles ware able to save his [ife; Tomasin himself

f§ directing the replacement of his legs and right arm with augmetic Gomporents he had forged ;

Psych’n-c'hntlitiuning R ' many years ago. His expertisein explosives came to the fore during the Ultramarines’

( Space Marines are more. than just humans | mission to the planet of Thracia when the Fourth Company- was given the task of destroying a
- with exiraordinary powers, they have,".”  ~ number of strategically vital. bridges. Thougti the mission was ultimately a.suceess, it was to I
extraordinary-minds as well. Just as their | be Tomasin's last; as.he was killed in action by a direct hit from an artillery shell that set off I

bodies receive many separate implants, s0 the melta charges he was in'the process:of arming.
too are their minds altered to release the .

-§pac':t'--- Marine is achamf)m;n -gf ' ﬁﬁmanity‘ .1

_Each and every
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| CHAPLAIN LEMARTES
| OF THE BLOOD ANGELS,
| GUARDIAN OF THE LOST

| Chaplain Lemartes.is a partii:,ula‘rly strong-~ ,

] intelligence back to their leaders. It is a

i willed figure within the'battle-hingry. Blood
iAngels chapter, leading ‘those of his damped™ =

@ brothers who have succumbed to the Black

Rage!into battle. Lenfartes-is-himseft afflicted
| by the tragic curse<of his chapter. though his
' supreme fortitude and-mental-stfength has
i enabled him-to maintain some, controliover its
| ‘curse. The authority: he commands amongst
| the:Blood ‘Angels is matched 6nly by -
§ Commander Dantehimself, and
{ fespect amongst his-bfethien that he.isiable,

With a word; to restrain the blood-frenzied +
- natureof even those under the deepest = ¥
| influence of the Black Rage: Equipped with-
i hisiterrifying death mask, hejis a fearfu figure

, i .

Iicharges into cOmbat, Unleashing the fury,of
| his barely-contained rage as he chants:the:
| Litanies of: Sanguinius. 1 4

« &) U

BECOMING A SPACE MARINE

Once a neophyte has completed his initial
training and development to the satisfaction
of the chapter's Chaplains and Apothecaries,
he is initiated into the Scout Company. Here
he will undergo the most difficult trials
imaginable. Scouts work on reconnaissance
missions in advance of the main force of
Space Marines, gathering information,

Battle brothers are the most numerous Space
Marines and form the backbone of a chapter's
- fighting strength. Armed with a variety of
weapons, they are highly-flexible and have the
* tactical adaptability to deal with virtually any
foe. In the battle companies a Space Marine
hones his craft of death, forging his hero's
name and building his legend as a mighty
champion. As each warrior further develops

“Rejoice! Let the glorir of battle envelop

~us! Let our enemies fear us, for we are’

the Emperor’s wrath!” ,
Chaplain Remataan, Imperial Fists Chapter

hunting down enemy formations and relaying his fighting skills, those who develop a talent
in one particular area of hattle are gathered

dangerous role and many do not survive, but together in specialised squads.
if successful, a scout will earn the right to
don the blessed suit of power armour and

take his rightful place as a battle brother.

Those who excel at close combat are
organised into Assault squads and equipped

i e

| BROTHER DAMOS OF THE ANGELS PORPHYR / :

. Brother.Damos once commanded the 9th Company-of the Angels Porphyr, a'stalwart veteran
! of three eenturies of battle. His Devastator squads were-the! very model of efficient fire ;

; suppart and wheraver his menfought, the armotired might of the enemy would be wary [t

was during the Scouring. afiHlime as he led his men in the defence of Hill 236 that a surprise

| attack onithe Space Marines' position:by. rebel Marauder bombers caught him.in‘the open as:
| Hie.moved between his/linked bunkers: By all rights the bofbardment should have. killed

| Damos, butwhen tﬁe,attaq%(— was,aver,“nis:brother Space: Mariries found-the bloody shreds of
| his:body still drew breatht He demanded the chance to fight on, and:thus:his:rémains were,,
| placed'in stasis and fransported. back tolthe chapter's fortress:monastery Where he was .

| implanted within the armoured sarcophagus, of a Dreadnought. For 3,000 years;fie has~

| remained entombed within his ancient armoured body and, as he did.in ife, Damos provides
| @ solid'anchor ofifire suppert:for his brothers, quiding the deployment‘and fiting of the

chapter's Devastators,

— e == = — - ——r -,
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with jump packs that allow them to take the
fight to the enemy in brutal close-quarter
fighting. They are terrifying opponents in
battle, dropping from above like flaming
angels of death.

Those Space Marines who develop a fine eye

for shooting form the chapter's Devastator
squads. Carrying the heaviest weapons
available to a Space Marine, these warriors

"are capable of laying down a fearsome

amount of fire. Typically they are deployed
when the Space Marines expect to meet
armoured opposition or where there are
enemy fortifications that need to be broken.

VETERANS OF THE CHAPTER

Though every Space Marine is a heroic
individual, there are those amongst them who
are heroes even to them. These are the
warriors of the Veteran Company, Space
Marines who have displayed courage and
devotion over and above the incredible levels
demanded by their chapter. These warriors
will have fought in hundreds of campaigns
and slain uncounted numbers of the most .
dreadful foes. Frequently they will have led -
their warriors in battle as a Veteran Sergeant,
but this is not always the case. An act of
supreme valour can see a warrior raised to
the Veteran-Company despite a lack of
experience, and it is every Space Marine's
fervent wish to join this elite brotherhood.

The First Company is invariably the most
powerful Company in the chapter, as many of
its warriars are trained to take td the field of
battle wearing Tactical Dreadnought armour,
or Terminator armour as it is more commonly
known. All'Space Marine chapters maintain a
number of suits of the revered and rightly
feared Terminator armour and these are
amongst a chapter's most prized relics. !

The leaders of a Space Marine chapter, the =", .+
Commanders, Chaplains and Librarians often 7 * -~
fight with a coterie of the chapter's bravest

and most fearsome warriors, those who have . &

excelled even within the ranks of the = =,
Veterans' Company. These deadly units are” -
the most honoured of a chapter's battle: . = <)
brothers and are held in the highest esteem :%
by their comrades in arms.

SPACE MARINE CHAPTER MASTERS

The warriors-who lead Space Marine chapters

are amongst the most powerful individuals in

the galaxy. They command the absolute

loyalty of a thousand of the most deadly

warriors in the galaxy. They have a wealth of " . -

experience at their fingertips and tactical ’

wisdom gleaned from a long lifetime of war. "

Equipped with the finest weapons and iy

armour, they lead by example, fighting at the -

forefront of battle and seeking out the most ™ -

deadly foes to slay. Their courage apd — .

strength is an inspiration and every Space = . *

Marine fights with greater vigour and e

determination when the eye of their Chaptey ir e
5 LS o]




B
REE fnr any sign of corruption or weakness
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. Master is upan them. A Space Marine

" Chapter-Master sits outside the conventional
“Imperial hierarchy in that he'is not
answerable to.the High Lords of Terra and
can act on his own initiative, sending his
chapter inte battle at his own discretion.
Imperial agents may petition a Chapter
Master for aid in a campaign, but there.must
be strong case for a chapter to become
involved. Often a Chapter Master will not.only
command the warriors upon his fortress-
monastery, but will claim lordship over a
planet or even a system. Lord Macragge,
Marneus Calgar, is master of no fewer than
eight systems, an empire in the Ultima
Segmentum known as Ultramar.

CAPTAINS
Beneath the Chapter Master are the-various
Masters of the Chapter; the Master of the
Fleet, the Master of the Marches and many
other arcane and ancient posts. Frequently,
though not alwaysthese Masters will also. -
_ command a Company of Space Marines. Each
of these Captains'is a member of the
Veterans Company, and embodies the honour
and fighting spirit of his'battle brothers.
These are the‘warriors' who most often lead
the Space Marines into battle, frghtmg with
great courage

APOTHECARIES )
Space Marines who show an aptitude. for
physiology and display the proper reverence
for the gene-seed that is the chapter's
heritage. and future may be inducted into the -
secret ways of the Apothecarion. The
Progenoid glands, implanted into every Space
. Marine, contain the genetic repository of his
bmloglcal make-up and upon his death.

7 Apothecaries are'entrusted with GO”BCTII'IQ-

and returning these to the chapter'so that the
gene-seed of the slain may be used to create
the next generation of battle brothers.

In battle Apothecaries also’ prowde medical
aftention-for their brothers, healing wounds

*too grievous for an Injured Space Marine's -

__power. armour or enhanced physiology to
deal with. The role of Apothecaries.is one
given utmost respect, for-all-the warriors of a
chapter know that without them there would -
he no chapter— d cold, hard. fact that the

: battle brothers of the Celestial Lions are now
‘having io’come to terms-with after their
‘terrible losses on Armageddan.

/

LIBRARIANS

Even amongst the Space Marines there are
! those whao stand-apart from their brethren

like no others. These,are the Librarians, both .
cursed and gifted witﬁ-pot‘ent psychic power.
Honed by decades of study and prayey, these
abilities to make them some-of the most' =
powerful battle psykers in the galaxy: BUt the
Librarian fulfils many other roles within the_

chapter. They use their powers to probe every -

carner of-a potential recruit's lTI]I'Id searching

i aret, .S

o

Do not fail
their bodies

Should such a taint'be discovered; tﬁéy will
destrey the recruit to ensurethat his
eorruption spreads no furiher

It is given to them also to- recurd the' -
chapter's glorious history; itS victories, its
honours and its heroes. In groaning .-
repositories of knowledge, the chapter’s past
is recorded in dusty scrolls, weighty tomes
and glittering data crystals. Much of this
knowledge has been forgotten, save by the
most ancient of Dreadnoughts who lie
slumbering deep in the bowels of the
fortress-monastery. Many chapters store
much dark knowledge and forbidden evil
artefacts retrieved from heretics and traitors.
These items are stored in‘heavily protected
reliquaries in the Librarium, shielded by
powerful wards and guarded by the *
Librarians. Only the chapter's highest may -
pass through these dread portals and look
upen the chapter‘s black spoils of war. .

1 TU'SHAN CHAPTER MASTER
| OF THE SALAMANDERS,

_REGENT OF PROMETHEUS ;
At the outset of the Second Armageddon

¢+ War, Chapter. Master Tu'Shan had only held, .
| his rank for three yedrs. To do battle agamst i
| 'Ghazghikull Thraka would be a hard test ofi ™
i his skills as a léader and strategist, and it .
@l was with na hesitation that the humible

J/OUI‘ brothers. Though
ie, their spirit must return
to the chaptcr ‘That is your charge.” . |

«must ensure the spiritual well-being: of the g

R _WARHAMMER i
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Votus Apotﬁccarlus

CHAPLAINS -
The role of the Chaplain combines fearsome
battle leader and spiritual guide. They are
entrusted with the soul of tha thapter,
ensuring that each warrior is!pure of heart
and fights with the proper fires of battle in his
heart. Dedicated warrior-priests, they wear -
armour of black hung with devotional tokens
of death, symbols of that which the Space - ~
Marines bring to the Emperor's enemies. 7 _ |
Each Chaplain is a terrifying figure in battle; .
their deadly skills forged in the crucible of L
combat. Chanting litanies from their most™
holy boaks as they fight, the Chaplain smites
his foes with a prayer on fifs lips and blood

" on his Crozms Arcanum : ;

They are more than merely mighty f|ghters
They are filled with the light of purity and -

chapter, conducting the proper rituals and

: Ieadlng their. brethren in the many prayers

| Tu'Shan agreed tosfollow Commander Dante- B

| of the Blood Angels. During the! campalgn
| it'was Tu’Shan who helped rally the

| scattered Imperial defenders. In battle;

| Tu'Shan and his; Firgdrakes were -

|, responsible.for defending one ofithe few

bridges across the Stygies river, againsta *

thousand-strong Ork Speed'Freek column,
| -fighting centinuously. for three' days and

| four nights: Atthe end of the campaign

Dante himself sought out the young

| Chapter Master and praised Tu'Shan in front

| of all of the Blood Angels. This was a-

: 2---supreme gesture, for the Salamanders no
| greater honour can be bestowed than the

| respect of one’s brothefs- -in-arims.

B Heis knuwn to have met Commissar

Yarrick, and it i$ claimed that the two had
| an instant respect for one-another. Yarrick -

| heartily‘weldomed TirShian’s offer to once
| again.defend Armageddon when Ghazghkull

| returned at the head'of the mightiest Ork

| force ever seen. Tu'Shan fought thmughout

| the warzones of Armageddon, At Hive -

< ultimately fell, but

e e i

.“Tempestora he prevented the Orks from

overrunning the Khatrin-water purification

~plant and condemning:the hive's population

ation. The hive

an’s actions allowed

“the majority of the Hive's papulation to
escape before the'hive, was‘captured. And
as before, Tu'Shan’s msplrmg presence
allowed the defenders-to hald the vital
Stygies Bridge and prevent the greenskins
from crossing the river and reinforcing their
forces elsewhere,

4 slow death by-
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- Chaplains also maintain the sanctity

~company’s most holy relics: the

ancient knowledge, the Space Marines would
be unable to make war, and thus the role of
Techmarine is one of vital
importance within a chapter.
When they return to their
fortress-monastery’s foundry,
they are changed individuals,
aloof and mysterious, both
Techpriests of the
Machine God and battle
brothers of their chapter.

and ceremonies that make up the daily life of
a Space Marine. Only through faith can the
Adeptus Astartes stand against the
many foes they must face. The

of the chapter's company chapels.
These are places of great spiritual
reverence, containing each

sword of an ancient hero or a

sacred banner from times of legend.
Battle standards hang from its hallowed
walls and the very stones are redolent
with the histories of ages past.

TECHMARINES
In days long past, the Adepts of the
Machine God and the Adeptus Astartes
swore pacts that endure to the present
day. These binding oaths see the
chapters sending those warriors who
display an affinity with technology and
machines to Mars, where they begin longest to retrieve it — as hard, if
the decades-long journey of learning } 1 B N % not harder, than their battle
the secrets of the Machine God. A R brothers would fight to recover a

: - fallen comrade. ¢

But though they possess

great skill and knowledge

regarding the mystical
science of machines, they are
deadly warriors and are often
at the forefront of many of the

fiercest battles. Should a
vehicle or artefact of technology
be lost, it is the Techmarines
who will fight hardest and

Here they learn the correct rites of
activation, maintenance and how to call forth
or placate the wrath of the war-spirits of
machings. Without the passing on of such

DREADNOUGHTS
A Dreadnought is one of the Old Ones, a

grievous wounds in battle and whose life was
saved by internment within the armoured
L7 . KIEL O DARK ANGELS sarcophagus of a Dreadnought. It is a great
At GRAND MA R O HN honour to be deemed worthy enough to

‘ VATIO continue to fight for the Emperor in this way,

DLDER O and a warrior's rebirth as a Dreadnought is a

i ekie e prese a aster o ceremony of great ritual significance. The Old
_— ’ brarjans of the erious Dark Ange g One’s flesh is suspended in amniotic fluids

2 Ve endures a tremendous burden, be B.S0le and surgically implanted within the machine.

; ; Mechanical senses allow him to perceive the

ecrets o 0st evasive aro -~ world around him, and ancient servo-motors

e,

.__;*i

mighty Space Marine hero who has suffered .

apte g dete g o:may-enter:the allow him’to ‘march to war once more. In this i

i v | - apte e g, for he alene can see way he can continue fighting for the Emperor"..' 7

f ether he ca oulder the:shame of the metal budy until its destruction.”
ength 0 eqendary and he hold Such warriors are death incarnate, towering

positio addition to their'normal dutie Space Marine. Each chapter’s Dreadnoughts

brarians of the Dark ‘Angels act:as the are treasured relics, a tangible link-to its pdst -

guardians‘of the dungeons:.carved deep heritage, and are only awoken from thejr
e bowelsof the Towerof Ange slumber in times of great need. Each
g ekie amed Guardian of the Ke Dreadnought has memories stretching back
gcognition o ole’that he a over thousands of years and the wisdom of
brothe by keeping ared secure their centuries of battle is a valuable resource
ekie onsiderable p powe to their chapter. Dreadnoughts are terrifying
0.4 e Interrogator-Chapla 8 foes, firing devastating weapons. and fighting
3 ; s g 0 ading'the minds-ofithe with all the skill and ferocity the Old One
) : prisoners kept thiere and : g the possessed in life. In most cases only the

‘ ‘i g a captive'into insa as dolib kill the. pilot. Dreadnoughts are anly ‘ever
ey and. co 0 8 sown- dire 0 the abandoned in the direst of circumstances,

e ‘Book of Salvation as a mark o war machines standing twice the height of a " -

esolve powerful abilities have complete destruction of the sarcophagus will -

o-the very soul'of'a man and jidge for many centuries to come, never leaving hIS

L ds. In battle, Ezekiel use DOWETS to and Space Marines will fight with righteous - -

gach deep inte mind of the enemy a fury to retrieve a fallen Dreadnought to

ages of hopeleséness and.défea recavered shell will then be blessed and

at erode the willpower of even'the ma lovingly restored to full operation by the
d ed o 0 Techmarines and their servitors to await its
next occupant.
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ourage the'growth of their:fea G recover its occupant and lay him to rest. The * -
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_ variations in its heraldry: .
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Keith Robertson discusses how the ’ Eavy Metal team went about making the new Studio Ultramarines army one
comprised of heroic individuals. . ' . _

Keith: Each Space Marine is a heroin-
his own right, with his own ancient weapons
and suit of armour, so each one probably
looks quite distinctive.

The new codex gave us the chance to-paint
an army that we could use to explore this
idea. We decided to stick with the Second
Company, but we wanted to portray it under a
different captain at another period in the
history of the chapter. The captain we chose
was the most recent leader of the Second
Company — Agemman. The iconography : =
displayed by his warriors follows. his The use af gold rather than yellow makes these Space Marines more ornate: Keith and his team also chose to'= 5 [
interpretation of the company uniform with decorate them with purity seals and fiangers, making each squad favour one over the other to distinguish them: _

each warrior having more pronounced | - 3523 e
decoration, and each squad having slight

One of the most striking ideas, which we
borrowed from Dave Andrew’s take on the
Ultramarines Second Company, was the use
of gold instead of yellow for the company
colour. In traditional heraldry, yellow’and
whlte were often used to represent the
metalilc colours of gold and silver, so it's not
as big a departure as it seems. There was
also the idea of different models in the same
army using different styles of iconography, .
though we:still wanted to make sure the army
seemed like one force, with each squad a
coherent unit with a solid theme.

"‘, foil or paper glued.to

| “If you: choose to use

|. with PVA woodworking -

‘l..shape it and create :
| realistic folds., especially on - -

MODELLING: EXTRAS
-If you want to add more
ornamentation to your models;
here are a few suggestlons

Each Space Marme chap!er\drsp?ays his badges and anit rconography drfferenr.'y but though this is open to
mrerpre!anan and could be used to furrher bind each squau' tagather visually.

‘The parchment in plirity
seals,can be made from i KEITH’S PURITY SEAL ROLI.ER
A slightly different, and very. clever, method of making:purity seals ey . |
i is.tewrapa pigce of Green Stuff around the top of a pencil or ; . B i
paintbrush (a) then roll this over a plastic purity seal. When'the
‘Green Stuff hardens, it becomés a mould that you can use to
M produce purity seals-from flattened sheets of Green Stuff. Simply
I rall the mould over a sheet'of Green Stuff (b). You'll have a purity
8 seal you can cut out with'a modelling knife (¢ (¢). Yourcan bend these
@ Green Stuff purity sedls to sit better on armalir'plates.

. the model. Make the -~
seal itself from.a small -
ball of Green-Stiiff -

flattened to form a disc.

paper, painting one side

glue before you glue it - -
in place will. allow you to

larger pieces. ¢ Y -

. Scroll- cases can be. made
from pieces:of plastic .
rod or wire} with paper. *
‘wound around the.
middle and ends.
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Unlike the camouflaged tanks
of the Imperial Guard, Space
Marine tanks proudly display
their chapter colours and
iconography. However, the
techniques for painting them
are the same. Taking the
Rhino as an example, Mark
Jones shows you how to paint
a Space Marine vehicle.

BRUSHES AND PAINTING

The techniques that Mark describes for
painting Space Marine tanks often involve a
lot of heavy drybrushing. Normal
drybrushes are really only designed to'be
used on infantry sized models. For vehicles,
try using a significantly larger brush. A flat-
headed brush is particularly good. Don't
worry if the bristles become splayed, this
won't affect your ability to drybrush with it.

e . - "
- = LN %y s ALl ] ~ =

Armoured units spearhead the Ultramarines' attack.
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§ PANTING THEHULL
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ALTERNATIVE CHAPTERS

The same techniques can be used for any
When painting the hull-of the tank, the key is to use a Iarge brush with almost no paint. A chapter. Here are a few more-examples,

gradual build up of colour is the effect that we're after. To drybrush a vehicle well, you may have . all working over a Chaos Black

to be quite forceful with your brush. As such, it's sometimes a good idea not to glue some of the | undefcoat; I o
more fragile components on until you've completed the drybrushing. In the following example, L LG S r AN A “‘;
we've chosen to paint an Ultramarines Rhino but the same techniques apply equally to the tanks :

of other chapters. (Just don't paint them blue, eh? — Guy).

Dark Angels : B Dark Angels Green- =~ |
g . M Snot Green : 7
B Camo Green
highlight

Black Templars [H Codex Grey mlxeci“ fic :_
o P M with Chaos Black ™
Fortress Grey

: : ] : ' i highlight -
‘Y- Begin by applying the first layer of colour - #) Allow. the previous cnat to dry .

over a Ghaos Black undercoat. In-this = - completely, then drybilish the hull with

case, we're using Ultramarines Blue. : Shadow Grey. ;

Space Wolves' M Shadow Grey
e, I Space Wolves Grey
“'Space Wolves [
U Grey/Skull White mix
highlight I

. 5 Blood Angels M Dark Flesh \
3 Then drybrush the tank wsth Shadpw ; Drybrush the tank wﬁh Space Wolves M Scab Red
Grey'and Space Walves Grey. Atthis < Grey. ThlS is the final stage of M Blood Red
stage you may want to ‘start AN drybrushmg. WhICh serues as I M Blazing Orange
concentrating op-any edges, and 6n the hlghhghtmg highlight
* middle of Iarge paﬂels : . :

Pamtmg Spacc “Marmc tmks by Mark ]oncs

|
{
SO
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| ICONOGRAPHY:

SQUAD MARKINGS AN

4. While the tanks of the Space Marines all
| _come complete with transfer sheets filled with

suitable iconography, some of them benefit
from having large squad or chapter icons
displayed on the larger panels.

It can be difficult to paint such symmetrical
designs over the irregular surface of a tank.
Making templates for the designs that you
want to use can make it easy to get the effect
that you're after, so we've included a selection
of templates for various squad types, and the 4
mare popular chapters. ‘

USING THE STENCILS

Photocapy
the stencil, -
- stick it to
card and
- cutthe
“ . shape out
with a knife.

VEHICLE IDENTIFICATION MARKINGS

<
(

@© Copyright Garnes Workshop Ltd 2004. Permission is granted to photocopy this Vehicle Identification Markings
section for personal use only, to decorate your Warhammer 40,000 vehicles and to play a game of Warhammer | . *
40,000. All further rights reserved.

£
[l

A Draw the
design onto
the tank
with a

pen.

Use a grey
wash to get
the edges
neat and to
cover
effectively.

Paint the
design in
salidly.

—
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WEATHERING AND DAMAGE: :
-Chipping on the paintwork-of the hull can
*come from a variety. of sources, but most of
the damage will generally be concentrated on
particular parts of the tank. The edges on ihe

7
track assemblies, around the doors and F
hatches, the front of the tank and anywhere -
the crew would spend a lot of time climbing ~ % "
onto or around are particularly suitable. ;}#;

Most of the mud and dirt on the tank will tend

to be concentrated around the bottom of the

tank, and around the tracks in particular. Any

of the doors or other areas that the crew will - - U g it

be climbing around are also suitable. Fresh mud — Paint the area with a mixture Dry mud - Stipple Graveyard}‘Eaﬁh aver -
of Scorchied Brown and Vermin Brown. the wet mud. . {0 :

| TRANSFERS _

| A handy technigue to help:transfers

| adfere to'the'vehicle without leaving-air CHIPPED ARMOUR
blibbles is:to paint & layer of,‘Ardcaat g

-anto the area where thie transfer will sit

i *aaaa
SR EE

Iitrvyyyy
u!llljillx.\xl.\“n.

Paint the damagedame; with Chaos :
Black. s

1 Start with a basecoét of Dark Flesh. 2 Stipple the exhausts with 3 Use Chaos Black to create soot.
] AU A Blazing Orange. : L

ol v
: -
|

PAINTING THE TRACKS

% 1 :_Begin‘.with'_a bésecnat of Tin Bitz.© 2 Drybrush tﬁ'e tracks with Boltgun Wash Vermin Brown into the recesses
- AL . Metal. . to represent spots of rust and mud.
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Mark Jones finds that the
Death Guard offer plenty of
opportunities for quick paint
jobs and conversions, as Steve
Cumiskey writes.

nspired by the Kill-team rules in the new
rulebook, several of us in the studio
~ began to to create our own bands of
commandoes. Mark Jones was one, and he
began to build his own team of Plague
. Marines, Cultists and Zombies.

What made this a little unusual was that Mark
hadn’t played Warhammer 40,000 in around

* six'years. It often happens that, as the years

- 'go on, we get absorbed more and morg by
one aspect of our hobby to the exclusion of
anything else. In Mark’s case the things that
really captured his attention were tanks and

W terrain (which is probably just as well, as it's

|

e
“fl 5o what changed? Normally, most of us
would be working on a variety of different

66 PLAGUE LORDS

his job to make all of the terrain that appears
in our army books and codexes).

projects at the same time. This time, all the
attention was focused on Warhammer
40,000, with many of us digging out
neglected armies or building new ones. In an
atmosphere like that the gamer in all of us
can come back to life, and so, no sooner had
Mark finished his Kill-team than he began
work on-an army to go with them.

THE PLEASURE OF PESTILENCE
Mark: If you asked why | picked the Death
Guard | couldn't really give a single answer,
Partly it's because Chaos armies have always
been great armies to convert, and,

*if anything, the Death Guard are even lesg

uniform than ather Chaos forces, with mare -

decay and rotting flesh in evidence.

Of course, the fact that I've always been a fan -

of horror, and zombies in particular, gives
them an added attraction. There's the
possibility of creating some truly grotesque
mutants — | can create the same revolting
stretched skin effect that you see on the
Havocs and Obliterators on the Marines with
Green Stuff, using lots of Zombie and
Skeleton bits. After having a look at the
Codex: Chaos Space Marines for a while, |

decided not to start out with a set army list,
instead | chose a simple force to get used to
the game. To begin with, | decided to
concentrate first on infantry with no Daemaons
Or Sorcerers.

| decided to use the plastic Chaos Space
Marines for most of the army, and to save the.
special Death Guard models for rare units

and Champions. | also wanted to be able to
paint the army quickly, and for me that means
a colour scheme that | could drybrush.

Using only the embossed shoulder pads,
meant that | could just drybrush-the entire
model, without having to use transfers or
hand-painted iconography. | got hold of some
metal Death Guard symbols for one

shoulder, but for the other, | decided only to
use the arrow or skull symbols from
the plastic kit to give my units a
consistent appearance.

L

Drybrushing the army would also give them a™ -

dusty appearance that would go well with the
rust effects | planned to do, easy to achieve. R
with a little more drybrushing and simple -~ %
wash technigues. : . b

Mark's Chaos Cultist Kill-team — the
rmodels that set him off an the path of
the Plague Lord.

S e ——

Y



db el A ) R SR \/ARHAMMER

s 40 000,

Paint the modlel Dark Pt Drybrush th,&"-armour Drybrush the model 4 Add highlights with a
Flesh over a Chaos with Catachan’ Green. again, this time with light drybFushing of <
Black undercoat. g R b

‘. Camo Green. ; Rotnrrg Flesh.

-Paint the banding with Apply a wash of _
Vermin Brown. . i &= Chaos Black.

Paint.on patches of Add chips in the mé:ta:} :
Blazing Orange. - with Boltgun Meté‘l.“-_j_’f'_‘

Paint the weapons . 2 Dryhrush the weapon Apply a wash of

Add chips of Boltgun
Chaos Black.

with Codex Grey. Blazing Orange.- Metal.

‘ F_iqiéfr off the armour i Dryhruéﬁ the'skulls Layer the skin with Wash pustules with
with a-glaze of Dark with Codex Grey and Dark Flesh, EIf Flesh, red and yellow.
Flesh in the recesses 1hen w;th Skull White. Bleached Bone and

Highlight with Rotting

~ and on the pipes. - Rotting Flesh. Flesh or Bleached Bane.

e — — e

Lcarn to pamt Nurglr: Marmcs the- l\/larl ]oncs Way
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CHAOS LORD AND RETINUE

Once | was satisfied with the first few

models, | began to think about how to make

my Chaos Lord. | wanted to make him look
il as though he was on the cusp of turning into
', a Daemon Prince without using the existing
Daemon Prince model. In the end | decided to
use an Obliterator as the basis for him. | cut
away the weapon mounts on the arms and
added lightning claws made from plastic Dark
Elf weapons, a chainfist blade made from a
Space Marine chainsword, and a head fram
the plastic Chaos Space Marine Kkit. | cut the
Death Guard icon from a metal shoulder pad .
and flattened it onto his shoulder, adding

some spikes from the Chaos Vehicle
Accessory sprue to complete the model.

| then covered over the gaps in the places
where the weapon mounts sat using Green
Stuff. | decided to try to make the Green Stuff
look like the stretched skin that covers a lot
of the rest of the Obliterator body to blend in
the conversions. Fortunately, | found that
fairly easy to do.

With the rest of the model finished | added a
piece of slate to the base to help make the
pose more dramatic. | could then move on

.- to his retinue.

Mark is fighting in a campaign with Steve and Adi Wood
with his Plague Marines. To learn more about it, and see
" how Steve built the terrain for the world they are fighting

over, turn to page 90.

68 PLAGUE LORDS

For the Retinue | added some of the
stretched skin effect that I'd used on the
Lord. | decided to leave off the spikes that
normally sit on top of the Ghaos Terminators
to make them easier to model and paint. It
would also make them look more like their
Lord. The only other change | made was to
replace the nozzles on-the flamers with ones
taken from the Space Marine Plastic sprue.

| decided to paint the Lord and Retinue -
exactly like the basic troops in the army,
partly to give it a unified look, but also to
stick to my plan of using a relatively simple
and quick painting method.

i
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. DREADNOUGHT T e il e ' '
‘After playing a game.using-the infantry that
‘I'd built so far, | decided to add a couple of
Dreadnoughts for some fire support. Again, |
used the same colour scheme and did.
minimal conversions. Both models are made
from.plastic Space Marine Dreadnoughts -
(which made it very easy to add battle .
damage), with some extra spiky bits from the
Chaos Vehicle Accessory sprue.

. THE FUTURE
| now have enough models to start
playing games with a little more variety.

== As my confidence in playing the game

w and putting an army.list together grows,
I'll be adding more models to the army,
mainly more troops or a few Chaos

¥ Hounds to follow my Lord around.

Of course, the temptation is there to
launch into slightly more involved
models. I'm already thinking about how
| could make a Land Raider look like it
has a living hull, and even how to add a
Hellcannon to a Defiler...
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In this clash, Witch Hunters co-
.authors Graham McNeill and Andy
Hoare pit their giant tactical
cerebellums against one another.
Graham commands the forces of
Inquisitor Karamazov, who is
hunting Andy Hoare’s heretic 13th
Company Rune Priests.

he forces of the Ordo Hereticus have

a broad remit. Theirs is the task of

purgation, of hunting out the
unclean. The heretic, the mutant, the rogue

psyker. All of these are fitting targets for the
righteous flames of their wrath. -

This does mean, however, that they
sometimes find themselves in direct conflict
" with others who also fight for the glory of the
Emperor. This is nothing unusual — the
Inquisition itself is at its own throat
constantly — but is, perhaps, a source of glee
‘jur mankinds burgeoning enemies.
it 'f. fi Graham’s been absent from
Battle Report duties for a
while, having performed
sterling duties reporting on
the Eye of Terror mega-
battle report in 2003.
Anay’s last appearance
was playing in that
battle, when he
fielded the 13th
Company against the=;
Traitor Imperial Guard
of Rowland Cox. Andy
came out on top in‘that -

: J% 8 ‘ R \ - & L AN i particular encounter, but™ = &
"~ , N T MAYX now faces an altogether <

different fae. ..
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The Assassins is a mission originally written for the pre- update Warhammer 40,000. I1 is'worth hearmg in mmd that most of the old, more

advanced, missions that are not included in the new rulehnnk are: slill perieetly sarweeahle for use in your games i e } :

A skilled general or msprratmnei leader can make all the différence m an army. If hiz is slam then that army may became much !ess effective The
attacker has been tasked with seeking out and destroying one of the enemy's most impartant men. However, time is limited, the mission must ‘be”
accomplished before reinforcements can be brought up. The defender must try andfstop the mission from being_accompﬁshed.

- SET-UP -,

The defender’s deploymient zone is up to 18" on from
.ﬂ.one of the long table edges, in-which they may place
fortifications. The attacker's deployment zone starts 18"
further towards the opposite edge.

The defender’s HQ mustbe set up on the table, but
Qany Fast Attack unit must be placed in reserve. Other
units have the option of being reserves or being set up
- on the table. Once decided, set up using-the Hidden Sat-
Up rules. The HQ must be at feast 12 from any edge..

5 The attacker deploys his ent|re force
: 4The defender reveals his set-up.

5 Any attacking infiltrators may make one free move,
no model may-use any Fleet of... speclal mOVes.

6 The attacker gets the first turn.

‘s

MISSION OBJECTIVE. - : ' 1

The attacker wins if he can completely wipe out the defenders HQ unit. Note

that in this scenario the defender’s HQ is subject to the ‘And  They Shall Know .

No Fear rule’ {see page 21 of Codex: Space Marines), and will Biways regreup,
because utherwme they might just’ ﬂee off the ‘table, and what fun weuld that -
be? . Loy :

=

i i

SCENARIO SPECIAI. RULES
Random Game Length (Roll for this from thie’ ‘end of Turn 4 rather than Turn 6
to represent the defender Turrying‘én overwhelming. relnfercements)
lnﬂ1trat0rs Forhﬂcetuons Hidden Set up and Reserves

~..-._“_r ay

e
a0

L ignoring terrain. For the purposes of this free move, .

Attacker’s deployment zone

18'

Defender’s deployment zone 18"

RESERVES: When available, reserVeejmave on from the
player's dep!oymentzodé‘beard edg"e Dy ™

GAME LENGTH: The gemES Jasts for 6 turns. The Omega

; game may Jast Tonger

Thc Ordo Hcrcncus hunt down a feneg

4
sq
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Graham: This is a bit of a
first for me. Not the
actual playing of a Battle
Report — I've done that
™ before ~ but using an
i army from a book that
I've written. Andy and |
worked on Godex: Witch
Hunters for pretty much
| an entire year, so playing with the finished
models and rules is something quite special.

| had decided that, in the spirit of doing
something different in this battle report, I'd
like to take Inquisitor Lord Karamazay, since
| we don’t often get to see special characters,
doing what their back-story assures us they
do well. Karamazov was one of my creations
and so | was going to have to put my money
I where my mouth was and prove that he was

j able to hold his own. It was easy to imagine

that Karamazov, a staunch Puritan, would
| take a keen interest in these rampaging Space
il Wolves, who incorporate bits of Chaos Space
Maring armour into their own armour, utilise
Aa dangerous psyker in the form of a Rune
Priest and appeared on the scene during

~. W Abaddon’s most devastating crusade to date.
o

Highly suspicious, | think you'll agree...

As far as the army itself was concerned, |
wanted to try and include as many of the
W _different troop types as possible, and since
we-were taking this-battle up to 2,000 points,-

Andy: Taking the 13th

Company against'the

{ Witch Hunters should

« prove a really inferesting

game, as we have all the

ingredients for a hugely

entertaining and bloody

v match-up. On one hand
we have the religious

# maniacs, half of which are intent upon
hurtling across the battlefield to rip their foes
limb-from-limb... and on the other we have -
the 13th Company!

As | had a hand in writing both armies* lists, |
have a fair idea of what they're capable of.
Playing these two armies against each other
means that we have an instant narrative,

i which is something both Graham and myself
consider very important in our games.

i As we'd decided to play the game at 2,000
points | had to take three HQ choices due to

| the Space Wolves' Retinues rule. This meant

i the only unit left on the shelf was the

- e
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that wasn't a problem. But in the two practice
games we played including too many of the
lunatic fringe didn't make for a very factical
game. What we had were two armies that
charged towards each other and hacked each
other to pieces. So, after a little refining, |
trimmed down the fanatical element of the
army and themed it much more towards the
personal force of Karamazov himself. As
such, the army became more geared towards
the Sisters of Battle and, together with the
Inquisitor Lord, | chose Canoness Soifa with
a bodyguard of Celestians mounted in an
Immolator to lead it.

To provide the core force of the army | took
three Battle squads of Adepta Sororitas.
Though Sisters are not as tough as Space
Marines, a 3+ Armour save is nothing to be
sniffed at and, | knew that with numbers they
could take a decent amount of punishment
before going down. A war of attrition is one
form of conflict that the 13th.Company
cannot afford to get into, so | knew that,

_- numbers would be important. Supporting this

strong body of Batile Sisters | brought along
a unit of Retributors, who, with their four
heavy bolters, would be able to lay down a
curtain of fire that not even power armoured
troops could afford to be blasé about. With
the centre secure | needed some units that
could deliver a hard punch into:the 13th

* Company lines and rid me of those turbulent

Rune Priests. First on the list were Arco-

Fenrisian Wolf pack, and I figured | could do
fine without them.

As far as planning forthe battle goes | know
there’s a few things I'll have to watch out for,
and a few tricks | can pull to avoid them. The
first things to worry about will be Arco-
flagellants and Penitent Engines, who will be
able to get a Turn Two assault in if I'm not
careful with my deployment. We had a couple
of practice games and in both of these I'd

“been able to use a Grey Slayers pack with the

Wolf Lord attached to draw out the Arco-
flagellants, using his superior Initiative and
five lightning claw attacks to slice and dice as

~many of the Arco-flagellants as possible
befare they got stuck into my main battle line.

This worked pretty well in both games, so |
doubt Graham will allow it to happen again if
he can help it. The Penitent Engines could he
a lot of trouble, depending on where they're
deployed. In one practice game they ended
up facing the Wulfen which was very
fortunate for me, as they are one of the few
units with a reasonable chance of dealing

flagellants, who, in the practice games, had

. done sterling work in thinning the ranks of

the 13th Company before being mullered by
an angry Wolf Lord. | also included a big unit
of Seraphi. Probably a bigger unit than I'd ~
normally use, fruth be told, but | took it

*because | knew that with such a huge

number of attacks and the right combo of
Acts of Faith, their charge could be potentially
devastating. For similar reasons | took a unit
of Dominions mounted in a Rhino, ready to
leap out and use Divinely Guided flames to
purify the unholy. Together with a Priest, |
hoped these girls would be able to dish it out
at range as well as in combat.

And the final icing on the cake of
righteousness was to take a couple of
Penitent Engines. These would hopefully
rampage through the enemy ranks without
too much difficulty. The Space Wolves -
Counter-attack rule might throw a spanner in
the works, as might the swathe of open
ground between them and the enemy, but
with a little luck and some decent Holy Rage
rolls, | hoped they'd get to show what they
could do before being granted the absolution
in death that they so desperately craved. So,
hopefully, there was enough there to take out
the bulk of the 13th Company Space Wolves
and allow me to get either the Canoness or
Inquisitor Karamazov close to the Rune Priest
and send him back to the boiling hell from
whence he came.

with them in an assault. The only real tactic'{i--'j, 4

can deploy agdinst these killing machines is
to hope the Long Fangs can knock them out
at range. If they do get through I'll have to
hope that the power fists | have scattered -
throughout the force can do some -good.

Lastly | had to decide how how to play the =
mission. If | were playing this game under
normal circumstances I'd be looking to keep
the Rune Priest (the target of the Witch
Hunters’ attentions) out of harm’s way at all
costs. But such cowardice would make a
really dull Battle Report, so my plan is to use
him as bait to draw the Witch Hunters into

my lines, and then to counter-attack once the -

first wave is dealt with. Hopefully we’ll seean -

epic confrontation between the Rune Priest

and either Graham’s Canoness or Inquisitor - -

Lord. So long as my Rune Priest is ably
supported, he should have a good chance
against either of these characters. But
whatever the result, the battle will end'in an
exciting climax, which is by far the most
important thing. .

o2



| DEPLOYMENT

Graham: My plan was simple; use the. Battle
squads and Retributors to hold the centre

buildings and-lay down suppressive fire with

the bolters and heavy bolters while advancing
through the cover of the buildings to my right
with my fast-maving assault elements. | had
a good idea where Andy would put his Long
Fangs, so tried to keep most of my expensive
vulnerable units in some kind of cover. The
Assassins mission gave me the first turn
automatically, so | didn't need to be too
careful about placing units in the open, and |
knew that with some goad rolls for Holy*
Rage, | could get my Arco-flagellants and
Penitent Engines into cover pretty quickly.

| didn't expact the first wave to-urvive too
long without support but hopéd it would thin
out the Space Wolves and leave them
vulnerable to being shot.up before being
taken out by the second:wave of attacks. Led
by Karamazov and the Canoness and her
bodyguard, they would race up the centre,
with the. Dominions swinging around the left
flank. [n"previous games the Wulfen had
occupied’Andy’s right, and | had a-feeling he

was going to do-the same again, hoping that -

my-Penitent Engines would be there. But after
the mauling they'd taken in the previous - -
game | decided to try and flame grill the
pesky varmints.

Andy: M}; &eployment was carried out using

the Hidden Set-up rules, which is always fun

_for the defender as you get the chance to try

all kinds of double bluffs on your opponent, |

< chose a largely defensive deployment, and, as
- the.mission allows the use of fortifications, |

fartified the two central buildings and

deployed my Long Fangs on top-of these. By

placing the Rune Priest Hemligjaga and
Einar's pack, the Storm Claws, out of sight in

*. . the centre of my lines'| hoped to draw the

* Witch Hunters onto the Long Fangs' guns.

i

/my-lines under cover of the buildings an

" My plan for the first couple of turns would be

to draw the Witch Huntefs towards
Hemligjiaga and-then-for him-to counter-attack

forward while the'other packs Kept the enemy:

flanks busy. Hoquully this would lead toa
scrap between him-and at least.one enemy -

¢ HQ unit.in the closing turns of the game.

- | expected the bUIk-of'Grahém's first wave,

which | knew would contain his Arco- . _
flagellants and Penitent engines, to approach

- receive'a charge. I'd use the Wol Lord to 'deal‘

~ with his power fist to deal-With Penitent * _
+Engines. In either case, the Counter-attack

. To protect the fight flank | placed
- Isa and the Wulfen pack Behind
* a building. As this area was - .~

my left flank. To guard-against this | placed a Finally, as | had a unit:in Reserve,the Hidden 4
Grey Slayers pack with the Wolf Lord Hjalmar Set=up rules allowed me to.place a-counter % -
Stormfist forward and a second_pack slightly .. - that could be a minefield or hooby trap. |~ o B
further back in the hope that they could didn‘t expect this to be a major obstacle, dnd"
L also'didn't want to end up finding my
" gounter-attack interfered with, so | placed it
.well forward to the centre, just to annoy - ,
Graham a bit. . = : ) )
special rule would be key o getting the right 3 : K o B
madels into the right place ~ a trick i - T
that other forces would find hard to ' <3
pull-off in the tightly packed terrain..

with Arco-flagellants and or the Pack Master

open-| didn’t expect a strong
enemiy force to attempt to \
assault across it, butthe
Wulfen were capable of
taking on any units
that fancied their
chances.
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LORD KARAMAZOV'S CRUSADERS

HQ .
Inquisitor Lord Karamazov: Rosarius, Swordiof Justice,
Inquisitarial Mandate, Throne of Judgement 205 pis

Canoness Soifa: Blessed Weapon, Inferno Pistol, Gloak of St. Aspira 374 pis
«Bodyguard of Celestians: Imagifer, Sacred Banner of-Ordeus Milltant,
Flamer, Bolter, Sister Superior with plasma pistol and close combat weapon
«Immolator (with smoke launchers)

Priest: Power weapon 40 pis

TROOPS
Battle Squad Angelius (10 Battle Sisterrs): Storm Bolter, Imagifer 154 pts

Baitle Squad Veritax (10 Battle Sisters): Storm Bolter, Imagifer 154 pis
Battle'Squad Solemnas (10 Battle Sisters): Storm Bolter 144 pis

' Batile'Squad
* -~ Angellus

ELITE
5 Arco-flagellants

FAST ATTACK
10'Seraphim: Sister Superior (power weapon & bolt pistol)
10 Dominions: Sister Superior (power weapon & balt pistol)
2 Melta-guns, 2 Flamers, Rhino (smoke |aunchers)

HEAVY SUPPORT
2 Penitent Engines
6 Retributors: 4 Heavy Bolters, Imagifier

TOTAL

175 pis

240 pts
214 pts

160 pts
144 pts




 Batile Squad
Vleritax

celestfans

(Canonass Saifa)

Battle Squad ; S ¥
Sulemas -
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SPACE WOLVES 13TH COMPANY

Wolf Lord Hjalmar Stormfist: Terminator armour, twin lightning claws, 421 pis o/ Anrsg'.ar"s pack (10 Grey Slayers): Pack leader with bolt pistal,
Wolf tail talisman s 4 ; power weapon, Wolfitail talisman, 1 meltagun

Leif Hemligjaga: Rune Priest, rune weapon, plasma pistal, "1-.31 p]s ( FAST ATTACK

il ar_mnur e INes Aol a3 e e : Yo Ari’s pack/(5 Storm Claw bikers): Pack leadar with power fist,
Woll Priest Isa: Power weapon, bolt pistol, Iron Waolf Amulet, 96 pts melta bombs; T'meltagun

Wolf tail talisman B e
: HEAVY SUPPORT
ELITES : T § Orvar's pack (4
The Ulfnar 10 (Wulfen) o : T -240ipts | ) is:
Einar's pack (10 Storm claws) Pack leader with:boit pistol, © 256.pis
master crafted power fist, Wolf tail talisman, T ‘
1 Storm Claw with power weapaon

TROOPS M It gl
Ingolf's pack (10.Grey Slayers): Pack Leacler with bolt pistol, v =: 243'pis e
power fist, Wolf tail talisman, 1 flamer = B




| Graham: My Holy Rage rolls were by turns,
i exactly what | wanted and a bit disappointing.
* The Penitent Engines charged a full 6"
forward, easily reaching the cover of the
{ buildings in front of them, but the Arco-
“flagellants only managed to stumble an extra
2". Most of them were still in the open, but
that couldn’t be helped. Karamazov followed
the first wave,-with the Seraphim keeping
pace with the Penitent Engines, taking cover
amongst the buildings of the right flank.

Both the Immolator carrying the Celestians
and the Rhino filled with Dominions raced
forwards 12" and popped smoke. If the

4 Immolator could survive for another turn, it

d should be close enough to the Long Fangs in
the buildings to use its heavy flamers, though
| didn't rate their chances highly.

Most of the rest of my army' then hunkered

down and opened fire on the 13th Company .

lines with bolters. The first targets | knew |
had to suppress were the Long Fangs. |
poured the.combined firepower of two Battle

only suceeeded in felling a single Space Wolf,

"I 'hadn’t expected a vast amount of damage,
but had-hoped for more than that!
Fortunately, this casualty turned out to be the
Pack Leader, so at least there wouldn't be
separate targets engaged by one squad of
Long Fangs. Inquisitor Lord Karamazov’s

i . Execution Servitor also fired on the Long
Fangs, but having chosen their lair carefully, -
“Andy made the cover save of the fortified

" building, and withstood the power of the
lethal blast. Both forces

were very closeto. -
each other and,

M depending on what

Z Andy did next, it

' could get very
"% | bloody, very
< quickly.

A

squads into the nearest Long Fangs pack, but . .

e

| 13TH COMPANY TURN ONE

Andy: There was no way | could deal with
Graham'’s force by simply charging in. Instead
| moved up the Grey Slayers packs so both
units could receive the Witch. Hunters' assault
and be well positioned to use their Counter-
-attack special rule and deal with each unit
one at a time. This way, the enemy would be

* the ones being funnelled through the dense

terrain. Risky, but a better prospect than Lord
Stormfist and the Grey Slayers charging into
the mass of assault units coming their way.

0On the right flank | was relieved to see just

’the one unit — the Dominions in their Rhino. {

However, | know what flamers using Divine
Guidance are capable of. | resolved to deal .
with them pretty sharpish. Rolling for the
Wulfens' Animal-Rage gave me a 1, so the

_ unit- moved 7" straight towards the Rhino.

The Witch Hunters surge down the right flank.

High-rise buildings provide strategic
vantage points across any battlefield.

The Long Fangs in the forward building had
the choice of firing in sSupport of their
brethren on the left, or exchanging fire with
the Sisters on the rooftops opposite. _
Unselfishly, they chose the former. They-
could see Karamazov and one Penitent
Engine. Judging the Penitent Engine to be the

greatest threat to my left flank (Ingvar was

also under orders to save Karamazov for
Hemligjaga!) they took it down with two
penetrating hits from their missile launchers.
Penitent Engines can be hard to deal with, as
they ignore Shaken and Stunned results, so |
was glad one was out of play.

Atop the other building, Orvar's Long Fangs
pack had a couple of targets, but | figured the
Immolator was the priority as it could get
uncomfortably close to the Rune Priest, who
| didn’t want to take a hand in the battle yet.
Two glancing hits from the Long Fangs'’

J

Iascanngrils immobilised it. This was good, as . f'

it kept hoth the heavy flamers and the

Canonness a long way from my lines. ', 1.+




'_ WITCH HUNTERS 'I'URN 'I'WO

Graham: With _the anndying,immohilisation of
the Immolator, Canoness Soifa and her
retinue were forced to disembark from the
crippled tank and slog their way forwards.
With their flamers and Soifa’s Inferno pistol, |
was sure they would give the Long Fangs
something to worry about. Inquisitor
Karamazov continued his advance through
the buildings towards his prey, the Execution
Servitor killing a Long Fang with his multi-
melta as he advanced.

Andy’s move away from the Penitent Engines
with his Grey Slayers had surprised me at
first (I had expected them to try and get it
before it got them) but | quickly realised it
wouldn’t make that' much difference as, with
the Counter-attack rule, he'd still be able to
manoeuvre his power fist into contact and

still get to shoot at me. With much wailing . '

and gnashing of teeth, the Arco-flagellants

“and Penitent Engine closed on the nearest

Grey Slayers pack. The Penitent Engine
unleasheda torrent of flames over the Grey
Slayers, but Andy resolutely refused to fail a
single Afmour save, despite the best eﬁorts
of my rnentarthlnklng =

Wlth one squad of Grey Slayers about to be - :

engulfed, the Seraphim leapt over the .
buildings to land before the second. Knawmg
tr;ey weren't going to get mugged by the
other squad made attacking much more
appealing. The Retributors were now ready to
lend their support to the Battle Sisters squads

_in the centre. Andy’s Wulfen had moved

. -around the.building to the left of my

- Dominions and, scenting an opportunity to
.invoke Divine Guidance on a bunch of

flamers, the Rhino pulled a swift turn and
hot-footed it over towards the freakish
mutants. The Sisters disembarked, ready to
give them a taste of flame, and make an
assault on what hadn't been barbequed. The
spnit of the Emperorwas with the Dominions

Lo 3 Graham-prepares to flame-grill the Wulfen. P

and Divine Guidance was successfully
invoked, resulting in a total of five Wulfen
burnt to heretical embers. The.Rhino was
able to account for a sixth Wulfen,. but aver in
the centre, Soifa and the Celestians failed to
score any wounds on the Long Fangs. The
suppressive fire from the Battle Sisters and
Retributors accounted for-a furthér two Long .-

Fan’gs taking out another Pack Leaderanda . -

mlssﬂe launcher. | wasn't happy with the
amount of saves Andy was making, but -

- consoled myself with seeirig one pack turn
‘tail and retreat from the e‘d_ge'of the building:

With'no small amount of glee, | charged in

the Arco-flagellants (though Aridy’s backward .

mave and my poor roll forHoly Rage meant
only two made it into base.to base contact)

. and Penitent Engine. The Wolf Lord struck

first but failed to cause any damage, thanks

. to the Arco-Flagellants’ lovely Invulnerable

saves. Unfortunately, they followed suit and
failed'to cause a single Wou d. The Penitent.
Engine did better and splattereti the Wolf
Lord with a single swipe of its huge fist.
Another Grey Slayer joined him in death but,

WARHAMMER
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before the combat was over, the Penitant -+
Engine had been.immobilised and lost orie of
its weapan arms. Though{'d hoped for: rnpre

“dead 13th Cnmpany, the loss of the Wolf, -

Lord was nice and 50 was the | fact that the

Grey Slayers blew their Morale check and v

beat a hasty retreatfrom the fight, with the =%
Arco ﬂagallants in hot pursuit. 53

e AP

‘The Se.raphl_rm charged, invoking The Passion” -
“and Divine Guidance. This would give them
+2'to their Injtiative, allowing them to strike

before the 13th Company warriors and
hopefully — given the sheer valume of attacks,:

they would get (3 for each Seraphimi; 4 for . ™

the Sister Superior) - roll enough 6's on their
to Wound rolls to get through their irritating
3+ Armour saves. Though the injtial flurry of
attacks was not bad at all, garnering a
whopping 17 hits, the to Wound rolls were
less spectacular, with only three deaths (two

*"as a direct result of Divine Guidance). The

Sister Superior killed anather two and, feeling

+ pretty satisfied, | Waited for the 13th
‘Company’s reply. As Andy counted out his

dice, | was.reminded of just how many
attacks the 13th Company can dish out. Five
Sisters of Battle were felled, making the fight
a draw. Not the bloody nose I'd hoped to
administer, but | was still in this fight and had
the numbers on my side.

With a goadly number of the Wulfen gone,
the Dominions, led by a Sister Superior and a
Priest, charged in. Realising that to get the
first strike in was imperative, | again tried to
invoke The Passion, but failed to roll over the
current squad size (not particularly surprising
when you think that there were ten of them).
This meant | could be in trouble, though as it
turned out | was able to pass my Morale
check despite losing five casualties to two.

This had been a bloody turn, with several
violent combats and the promise of more
next turn. | just had to hope that | could hold
on long enough for the next wave to come in.

|
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Andy: | can"_t believe my Wolf Lord got it. In
fact, this is the same Wolf Lord that got

W stomped by Rowland Gox's Bloodthirster in

X
#

W

5

|

i
N

i

the Eye of Terror Battle Report — | get the
imp[ession this guy is taking too much on.

The fact that the Grey Slayers had failed their
Morale check and fallen back did me an
enormous favour. The Arco-flagellants were
out in the open and a prime target for a volley
from the Grey Slayers. Not only that, but the
two surviving members of Ingvar's Long
Fangs pack had regrouped at the end of their
fall back move and were lined up to give
them what-for with their heavy bolters.

The crucial left flank was now looking -
tenable, and there was no movement to carry
out, so, after rolling to see if Ari’s Storm
Claws Bikers pack turned up (they didn’t), it
was straight on to the Shooting phase.

Orvar’s Long Fangs decided to make the
Canoness and her bodyguard pay for every
step they'd gained crossing the open ground
in the centre of the table. Looking down the
barrels of two lascannons and a missile
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launcher, Graham successfully invoked Spirit
of the Martyr to- make his Armour saves

_Invulnerable. A lascannon felled one of the

Celestians, while the frag missile failed to
wound the three Sisters caught in its blast.

Ingvar's Long Fangs unloaded both heavy
bolters into the Arco-Flagellants but their 4+
Invulnerable saves kept them in the game.
Until that is, the Grey Slayers themselves
decided to take matters into their own hands,
and gunned the unit down with a flamer and
massed rapid-firing bolters. | was,
unsurprisingly, pleased about that, as
experience has taught me that if you don't get
them all with your shooting they can have

.you for breakfast on the charge.

In the Assault phase the scraps between the
Ulfnar and the Dominions on the right flank,

“and Ansgar's Grey Slayers and the Seraphim

onthe left, continued.,Isa the Wolf Priest was
up first, and although | had high hopes for
his four power weapon attacks, these came to
nothing. The Wulfen were a whirlwind of
bestial fury as they scored six Wounds on the
Sisters, all of which were saved. Obviously
the Emperor himself had blessed their power
armour. The Dominions’ Veteran Superior
felled a single Wulfen, resulting in the Sisters

winning that combat, but Isa and the Ulfnar
weren't going anywhere.

On the Iéﬁ flank, the SerapHim invoked The ;

Passion again, meaning they would strike <.

before Ansgar’s Grey Slayers. In an it

impressive display of close combat finesse,
the Seraphim accounted for three Grey

Slayers. The remaining Slayers howeveér, werg.*
not so impressed, and tore four Sisters limb
from limb: The remaining. Seraphim refused <~
to run, passing her Leadership test desplte

some quite horrific modifiers. T

This was a strange turn for me. Thanks to the
unfeasible;number of Armour saves the
Dominions made, and the fact that Isa the
Wolf Priest had forgot to turn on his power
weapon, | was not able to finish them off and
advance on the Canoness. On the other hand
the Seraphim had been all but wiped out by
Ansgar. Not what | expected.

I'd absorbed the first wave of the Witch
Hunters' assault. The right flank was tied up
by the Dominions, but with luck I'd be able to
deal with them next turn. The critical juncture
would be deciding when to commit 5
Hemligjaga, and | had a sneaking suspicion

that moment would be coming all too soon. 3 , ™

o




wncn HUNTERS TURN THREE

~ Graham: The first wave of my attack had
gone in and been; more:or less, beaten to a
bloody and mostly unrecegmsahle pulp.
Which was pretty much 'what I'd expected,
but they, fiad done plenty of damage and had

"« broken- up several squads of the enemy and

had, if not negated them, made them much
less of a threat. 1 wasn't too worried about
oné of the Long Fang packs anymore, and the
other | was pretty sure could be dealt with by
‘my Canoness and her Celestians.

The second wave of attacks now moved up,
with Battle Squad Angellus and Battle Squad
Veritax moving from their-buildings to

_advance towards the 13th Company. The

. Penitent Engine could do nothing but thrash

’ |mp0tently in front on the surviving Grey

. Slayers, unable to.charge them and without
the range to flame them. It seemed his 2
absolution was to be garned the hard way.

With the maln weaponry ihat could hurt the

Inquisitor Lord taken'out of action or
:engaged against other targets, | moved him
*_towards his prey, hoping to catch the Rune
Priest between him;and the Canuness With
the Bat’:le squads moving-up there would be
ne escape ‘for the cursed psyker. Both -

e

Karamazov and the Retfibutors (who failed to :

" invoke Divine Guidance by some

_horrendoUsly unlikely diee), picked off a
~Storm Claw and:a pair.of Grey Slayers

* - respectively. Small gains, but-they could

prove ta be. vital in the coming ass‘aults

| To-make sure ihatthe Long Fangs didn’t give.
* me any more trouble, | gave them a volley
with every unit | had that'had no mare

f valuable targets, and the first sneaking

doubts that | could get themrset in whefi -
Battle Squad Solemnas, the Dominion’s ™
Rhino, the Ganoness and her Celestians all
failed to.kill a'single.Long Fang. It seemed my
.. overconfidence was my weakness and there
4"was worse to come. Deelding that the matter

. brought, down herself.

wotld-need to be settled at the end of the

‘Canoness' Blessed weapon, | prepared for an

assault...then promptly rolled a double 1 on
my Difficult Terrain roll, meaning they were .
stranded in front of the Long Fangs' building
and looking down the bareéls of some very
nasty heavy weaponry. -~

Other assaults went similarly poorly, with the

Dominions losing three of their.number ta the- -
Wiilfen without inflicting a single casualty on - -

the ravening wolf-beasts in return. Neither the

: Priest witfr.his Eviscerator nor the Sister *

Superior with her power weapon could so

" much as scratch the Wulfen it didn’t look .

good for them. -

The lone Seraphim on the right flank fought
bravely, managing to score a wound on the
Pack Leader of the Grey Slayers before bemg

g‘

i The flanks were in pretty poor shape but-in

actual fact, | wasn't too GUQGarned about
them Whatever force of Aﬂdgs came through
the ‘carnage would riot have much in the way
of punch if it ever managed to get to the
centre, where the real action of the battle was
sure to kick off very soon when my second
wave reached the front line.

The Wulfen and Dominions both take heavy casualties.

4

a combat o the wrong side of the table. ="

: Orvar_sll_-ong Fangs opened up on the
Lanoness' bodyguard, who once again

" Priest, citting them down before the Wulfen  §

R WARHAMMER
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Andy: That wasn't so bad! The Canoness and
Celestians failing their Difficult Terrain meant
that H&mllgjaga and his Storm Claws .- -

wouldn’t have to intervene and;get tied up in .

After having rolled for the recalcitrant Storm
Claws Bikers (they assured me they'd be
there any'minute) | decided it was time to
start moving the Rune Priest and-his boys * &
towards the action. | was hapinig to deal with”.
the Canoness-and then swing left for the /
grand finale against Karamazov, but had a few_ |i
things to take care of first. They couldn't™
quite get into assault range, so they moved .
up for a volley with their bolt pistols.

The two survivors of Ansgar's Grey Slayers:.
still had a role to play. If they could take
down the Penitent Engine, they might be able™
to move up and threaten Karamazov's rear as
he was moved forward, bt they failed to.

" damage the machine (if that meitagun was to”- |

pose a-threat to the Inquisitor Lord I'd have’ '} .
to start rolling batter for armour penetratmn) A 2 '_'
Ingvar's Long Fangs had a go-at it too but g
also failed to hurt it. X T

Sy,

invoked Spirit of the Martyr. | was keeping an
eye on haw many Faith Points Graham had

left, and was glad he used one up. Asit & i
happened, both lascannons and the missile: :. -
launcher missed their targets, though the S
Storm Claws’ bolt pistols accountéd for one e}
Celestian, thinning their numbers nicely. B

_nthe only assault Wolf Priest Isa made shczr'TI |

work of the remainfing Dominian and the

even had a chance to strike-and consolidated
towards the centre of the table. | was aware

“that this move made them prime targets for

the Adepta Sororitas squads on the roofiops, i
| wouldn’t really lose anything at this stage in
the game by risking a dash across the open. L
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Graham: Battle Squad Angellus and Battle

P -Squad Veritax continued on towards their

prey in the centre of the table with the
Retributors and Battle Squad Solemnas
covering them. We were now in the
‘dangerous territory of Turn 4, where the
game could end and deny me any chance of
victory. There was now nothing to be gained
by pussyfooting about and so every unit in
the second wave moved as fast as they could
towards the centre. The Inquisitor Lord’s
Execution Servitor killed another Grey Slayer,
but I could see that Andy was itching to tie
Karamazov, the most likely candidate for
squishing the Rune Priest to death, into a
long, drawn out combat. This sounded bad to
me, 50 | moved Karamazov back towards the
middle of the table, but knew that if the bikes
turned up this turn, then there would be no
escape from an assault. Fortunately, the
Inquisitor is no slouch in combat and | was
pretty confident he could dish out worse than
he'd receive.
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The Storm Claw Bikers arrive, ploughing straight into Karamazov's fiank,

The Shooting phase started poorly, with all
the shots | directed towards the Rune Priest’s
accompanying unit failing to hit or wound. |
decided not to assault-with Canoness Soifa
and her girls, instead opting to shoot because
| knew: that:so few madels: against so-many
would be.a pretty one-sided affair.Also, if
Andy was forced to charge me,
then that would bring him closer
to Karamazov Excellent. It might
cost- meithe Celestians and
the Caneness, but it

would be worth it if it drew the Rune Priest
out into the open, and‘1 guessed that even
though they'd probably get cut te ribbons,
they could at least thin down the ranks of the
13th Company a little before the second wave
hit. A tad harsh.as plans go perhaps, but the
Sisters of Battle are ennobled by sacrifice, so
| figured they’d:be only too happy to lay.
down their lives for the greater cause.

The Retributars finished off the Long:Fangs
with a devastating volley from their
heavy bolters, and whilg: these
guys weren't much todowith =
the battle anymore, it was still. 4.
satisfying to see tham_vaed :
out. With no assaultsjcru' Va4
launch yet, |'had torbite the = -
" bullet and wait for Andy’s e
- assaultto come in and‘hope
. that the Canoness could hold
the Rune Priest in posﬂﬂ‘m long.&
- enough for Karamazov tdtente "
the fray.




I3TH COMPANY TURN F

Andy Turn 4 is often the turn when things
start to come to a head in‘games of
. Warhammer 40,000, and this battle was

. proving to-be’no exception. Taking stock of
* the situation, | was reasonably pleased with

. the way things were going. I'd lost’'the last

members of Orvar's Longs Fangs pack, but at.

this stage that wasn't too big a deal. The
heavy bolters in Ingvar’s Long Fangs pack
were still a threat (and therefore a target for
the Witch’ Hunters} even if they were unlikely

. to influence the battle much from now on.

The Grey Slayers on.the left were still in the

. game, as their meltagun couid still prave
~-useful. The Ulfngr and Weh‘ Prigst-Isa were

* still able to'make 2 nlisance of-themselves
desmte their lossgs, as even.a small handful
of Wulfen can muster a scary amount of
Strength 5 Attacks between them..My main

X _hopes were pinngd-on H_emhgjaga the Rune |

Priest and.his Storm Claws, who would be
able to assault the Canoness and her -,
bodyguard this turn, hopefully dealing with °
them fairly, quickly, and then S\mnglng Jeft to .
take UI'I Karamazov 4 .
First | had fo ro!l for ReSarves and; tr'Ue to
their word, Ari's Storm Claws Biker pack
turned up. | had a couple: of options for them:
enter in the centre and help out the Rune
Priest, ar on thé left and assault Karamazov. |

.. went for the latter, in order to tie him up long

J ‘: *eenough for the imminent combat Dbetween

&

Soifasesks to deliver righteaus Justice to the Storm, Claws.

* Hemligjaga and the Canariess to be resolved,

"and hopefully get a wound. of-two in with the
Ari's power fist. | moved Ingolf's Grey Slayers
forward to support the bikers in their efforts.

| only had a couple of units that could fire in
the Shooting.phase, but, between Ansgar’s

. Grey Slayers and Ingvar's Long Fangs, | was

still unable to take out the Penitent Engine. |

* was.just happy that it was immobilised, as |

have’ ‘no doubt it would hayg beeu rampaging
throtigh my lines with reckless abandon, and
I'dhave been able to do very little about it. .

0On to the Assault phase, and | started

proceedings with the Ulfnar and Wolf Priest
Isa assaulting the Dominions' Rhino. It's not
that the Rhino was a huge threat, though its
storm bolter had taken its toll, but more that

. the assault move would carry the unit closer

to the main action, and the Wulfen did have a

"« reasonable chance of taking it out with their

masses of high Strength attacks. As it

* happered, they succeeded nnly in.scratching

it a-it and caused no actual damage :

«, In the centre the Rune Priest Hemligjaga and
. Einar's Storm Claws assaulted the Canoness

and her bodyguard. Considering the number
of power weapon attacks 1 was about to
unleash, Graham used the Litanies of Faith
carried by the Canoness to automatically
invoke Spirit'of the Martyr. This meant that
the Canoness would have an Invulnerable
save of 2+ for this phase (thanks to her Cloak
of Saint Asplra |ncreasmg her basic 3+

Afmour save.to 2+), s0 | had to allocate as
many attacks against her as possible to have

any chance ofigetting through. First up was +:

Hemligjaga, and | was hoping he'd get at
least one wound through her armour, o he
could use his runic weapon (which counts as
a force sword) to kill her outright, but the
Spirit of the Martyr was truly with her and
she resisted the five attacks that hit home.
The remainder of the combat was
simultaneous, as all combatants were fighting
on Initiative 4, and although | had the upper
hand in terms of Strength the Celestians’

[

“Holy Hatred special rule meant they always

hit on 3+,-s0 things were closer to even than
they would otherwise have been. In the
savage combat that ensued, the Celestians
caused an impressive amount of hits, but |
made all my Armour saves. In return, the
sheer number of attacks unleashed by Einar’s
elite Storm Claws felled two Celestians, and |
even got a Wound through the Canoness’ 2+
save. The combat ended with a win for the
Space Wolves of the 13th Company, but the

Sisters were bolstered by the presence of the

Sacred Banner of the Orders Militant, which
made them Fearless, and so they stayed
resolutely locked in combat.

With that, we rolled to see whether the game
would end on Turn 5. Fortunately it didn't,
though we'd have carried on even if it did
(ves, even though | would have won by
default) as we were eagerly anticipating the
main event between the Rune Priest
Hemligjaga and Inquisitor Lord Karamazov.

|
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| Graham: Despite my best efforts the
Inquisitor Lord had been entangled:in a
# messy combat with both the Grey Slayers
d and the Storm Claw Bikers. They had hit with
1 everything they had, but, thanks to some
good Armour saves, I'd managed to survive
without so much as a scratch and crushed
two bikers beneath the mechanised tread of
the Throne of Judgement. Karamazov needed
help if he was going to get out of this fight in
a hurry and get on over to deal with the Rune
Priest, so | moved up Battle Squads Angellus
and Veritax to join in. Only Battle Squad
Angellus was close enough to help this turn
and so they readied themselves for combat.

1

il The surviving Wulfen and the Wolf Priest
were moving back to the centre of the board
and my covering squads of Battle Squad
Solemnas and the Retributors finally sorted
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Karamazov feels the full force of the Lost Company’s Animal Rage.

them out, blowing them all away and putting
a Wound onta the Wolf Priest, The combat in
the centre between the Storm Claws, Rune
Priest and the Canoness went pretty much as
expected, with the Canoness finally going
down beneath a flurry of power weapon
attacks. | was out of Faith Points by now, but
her noble martyrdom had given me back two
Faith Paints, which would no doubt prove
_useful in the combat due to kick off around
the Inquisitor Lord.

With these two Faith Points Canoness Soifa’s

“ death had bought me, | tried to’invoke Divine
Guidance and The Passion (using the
Simulacrum Imperialis for the more difficult
of the tests of Faith — rolling over a large
squad size). Unfortunately, | didn’t get The
Passion and would be relegated to striking
after the 13th Company. Not so good...

My lack of Faith disturbed me, but, not one to
be daunted by such trifles, Inquisitor Lord

Karamazov started the ball rolling by killing ot
two maore of the Storm Claw bikers. The 13th™ - =:-
Company were desperate to take down the = =
Inquisitor, but were foiled.in their attempts by
Karamzov's high Toughness and good’ . -
Armour saves (and Invulnerable save for -+
those pesky power fists!). He's a tough nut to~ ™~
crack is this boy, and rightly so; they don't let
weaklings into the Ordo Hereticus. Battle

Squad Angellus accounted for a Grey Slayer
and, together with the casualties inflicted by
the Inquisitor Lord, this meant that the 13th
Company had lost the combat and had to

take a Morale check. | had about every finger
crossed here, because if Andy's men )
retreated, then I'd be free to send Karamazov
after the Rune Priest. But, in true heroic form, -
the 13th Company held on despite the
fearsome stomping being dished out by
Karamazov. Everything now dependgd on

how fast our two HQ's could deal with their
respective foes and get to grips with

one another. . Sl B




B 13TH COMPANY TURN! FIVE

Andy: That's the Canoness dealt with then, so
let's get on with the show...

| didn’t have an awful lot of movement; as
most of my units were already engaged, but,
most importantly, | was free to move
Hemligjaga and the Storm Claws towards_the
combat with Karamazov. | also moved the,
wounded Isa in the same general direction. |
didn’t really expect him to get there in time to
make a difference, but it did give Graham
something else to think about.

In the Shooting phase, Ingolf's Grey Slayers'
meltagun-finally granted the Penitent Engine
the absolution it so desperately craved,
scoring a ‘6’ on the Penetrating, Hits table for
a spectacular explosian that th‘ankfully didn't
quite extend to engulf the brave Space -
Wolves themselves: y

" Ingvar's Long Fangs were still thete, thaugh

looking across at the sheer number of Sisters
facing them across the rooftops, might not be
for long.. They-couldn’t really affect matters
much, as the battle would be decided in the
combat between the Rune Priest and”
Inguisitor Lord, but they gunned down two
Retributors just to keep them‘honest.

In the Assault phase, the Rune Priest and
Storm Claws loosed their trademark animal

‘howl and flung themselves into combat with -

reckless abandon. Hemligjaga was pretty
much the only member of the unit who could

. manoeuvre into a good position, thanks to
. the dense terrain and packed-in combatants, -

..~ but-he, slew,three-Sisters from Battle Squad

-Lord’s 4+ Invulnerable save from his

Angellus.in short order, their Splnt of the
Martyr roll failing them. Karamazov-ground a
Grey Slayer into the dusty ground, though he
was avenged to some degree when one of the
pack brothers managed to cause a Wound on
the mighty Inquisitor Lord,The Sisters
successfully invoked Divine Guidance, though
they failed to cause any'wnunds.

At this stage | had two models with power -
fists in base contact with Karamazov, and |
was hoping to soften him up.a bit more
before the Rune Priest waded through the’

" combat for the final showdown. Storm Claws
‘Bikers Pack Master Ari caused two wounds,,

one of which bounced off the Inquisitor

Rosarius. Ingalf, the Grey-Slayers Pack
Master, was. equally lucky, causing another
wound to take Karamazov; down to just one

. remaining. Finally, Einar, the Storm Claws

The barﬂefmld beeomes a mass of bloodred bames and feracious fighting.

Pack Master, slew three more Sisters... :
with his master-crafted.power fist. -~

The resolute Sisters passed,their
Morale check, and we both let
‘out a sigh of relief. That combat - = "
was tense, and.took some )
concentration to’keep track of due - {i g
to the number of models-engaged - - 1 pr's B -
< and the different types of weapons - -l
and special rules. After the Pile-In |
" moves, Karamazov and Hemligjaga 1 i
“were finally in combat. After rolling -~
to'see if the game ended, it was time ? I
for the real fun to begin... \
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Graham: The Sisters of Battle were dropping
__like flies, but were close to victory. | moved
up:Battle Squad Veritax so that they would be
in the best position to charge into the back of
the Storm Claws and bring this climactic
battle to a conclusion.

Though they would play no part in the final
showdown, there was still a roving Wolf
Priest and a pair of Long Fangs to be dealt
with. Battle Squad Solemnas were able to
bring the Wolf Priest down, and the
Retributors finally won the firefight with the -
Long Fangs, blasting the last two from the
opposite rooftop. But, of course, all this was
a sideshow to the main event.

By now | had no Faith Points left and had to
rely on numbers and dice. Both Karamazov
and Hemligjaga struck simultaneously, but
failed to hurt each other. Only the Belt of

Russ saved the Rune Priest, who, but forits

obviously heretical powers, would have been
a smear on the ground.

Since the fight would continue, we took care
o woflﬁ:ut who could attack who and the
number of attacks that each of us would get,
since, with the battle hanging in the balance,
we wanted to be sure we got it right. A Sister
from Battle Squad Angellus slew the last
biker and Battle Squad Veritax killed an

| impressive four Storm Claws. Two of their
~own number-were kilted,.but the 13th

Company squads passed their Morale checks
and the fight went on. With the gante ending
this turn on a 1, 2 or a 3,-there was a good

. chance that there might not be much time left

to kill the Rune Priest."Andy's Assault phase
might be my last chance.
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Andy: With Hemligjaga locked in heroic
combat with Karamazov, the Inquisitor Lord
on just one Wound and combatants dying left
right and centre,-both Graham and myself
were sure the end, one way or.another, was

.- nigh. Graham's Assault phase had been a bit

of a nail-biter for me, as Karamazov had

* caused three Wounds on Hemligjaga, all of

which were stopped by the Belt of Russ’ 4+
Invulnerable save. The fact that the Rune
Priest failed to-wound his opponert just
added to the tension. :

? 8o, with only one combat, and no ane left to
move or shoot, it was straight into the
Assault phase. Everything hung on the next
few dice rolls, but, regardless of who actually
won, we would count the game a success, as -

_the epicmatch-up we'd hoped for had kicked-
" offin grand style. -~

Karamazov and Hemligjaga fight fo the death.

Both combatants were striking at Initiative 5.
Hemligjaga had four Attacks, three of which
hit. Against Karamazov’s Toughness of 5, |
needed to rolls 5’s to wound. One hit
wounded and Graham failed the saving throw.
The mighty Karamazov, the dread Pyrophant
Judge of Salem Proctor, was undone!

But it was too soon to celebrate, as the
mortally wounded Inquisitor Lord still'had his
own attacks to make before the Chirurgeons
came to take him away.

With a callous disregard for natural justice
and all that is right, Graham rolled three dice.
All three hit. All three wounded. If | could
make two 4+ saves, the game was mine...

It wasn't to be though. Despite the fact that
both combatants, and most of their forces,
lay dead upon the dusty streets of Arigota,
Graham had fulfilled his objective and
eliminated the Rune Priest Hemligjaga.



Graham: By the end of
that game | was
emotionally worn out!”
Finishes don't come
much more nail-biting
than that. Despite
Inquisitor Lord
Karamazov falling, the
Witch Hunters won in the
end and it was a close run thing that could
have gone either way. Full credit to Andy for
not keeping his Rune Priest out of harm’s
way and getting him into the thick of the-
action. It would have been all too easy to
keep using The Gate to get him out of |
trouble, -but where's the fun in tﬁat?

This game was very dramatic. Each ‘portion of
the battle, from the.opening moves to the

final turn all across the battlefield,-had a very ~

“cinematic feel to it, something Andy and |
were very keen to capture: It also weirdly
echoes many of the playtest games we played
during the codex’s development. Once we had

the list about right, virtually'every game we
played came down to the last turn, dnd, in
many cases, the last dice roll: | take that as a
good thing, as there’s nothing more
depressing than playing a game when you
know you've been hammered from Turn 20r
3. Equally, while'it’s aften:fun, it cén get
monotonous if you win at the: outset wsth
great regularity; so'it’s nice-to see battles that
are so close they can't be calfed until the very

last moment <

Overall, | was very happy with the i
performance of the army, with all the squads
doing exactly what they were supposed to,
more or less at the right time, though the
Seraphim doing some more damage with
Divine Guidance would have been-nice. In the
end my first wave of units did exactly what
I'd wanted them to do, breaking; up the
enemy's units in preparation for the Adepta
Sororitas Battle squads to gome in and finish
the job supported by the might of Inquisitor
Lord Karamazov. r

WARHAMMER
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The Acts of Faith are nicely balanced so that

if you can pull off a good combo at the right, -
timé, they can potentially turna,‘cnmba{ ata 5
decisive moment. But you can’t be absolutely-

-+ sure-you’ll get them off and sometimes-when

you need It most, Faith just.isn't there. The
reduction in‘Faith Points in general, and the
increase in their power, from the previous
versions of the list works really nicely. There’s
a great-sense of tension wher you're demding
whether or not you can use t“at Faith Point at -
that particular time, or whether.you really
ought to save it for later...

Overall then, I'm really pleased with how the. -
game went, its outcome (obviously, [won1)~ Y
and how both armies played. The Witch -
Hunters performed admirably, showing: off -
what they can.do when let loose. Kardmazev::
may have been felled by a heretic’s-blow, but
he'’s a tuugh old bloke and‘ance the ¥

‘Chirurgeons Have patched him up, he’ ll'na

back far.the rest of the heretlcal 13th i
Companydogsl-- \ i o

Andy: Well,'we were
haping for a toe-to-toe

g between Hemligjaga and -

g Karamazov and | think it's
fair to say we got one!
" That was_a great game;
with all the ingredients |
= like to see in a baftle. We
_had a bloodbath on the

eft fIank early on in the game, a bold counter . °

attack by Hemligjaga and Einar's-Storm Claws
mid-game, hacking their way through the
Canoness and her bodyguard and another
., Battle Sistérs squad to get to grips with the

+ Inquisitor Lord at the end..| make no.excuses
* for the fact that | deliberately put the Rune
~ Priest, the model whose survival determined

= the wjnner of the game, in iarm’s way. Of -
course, | could Hdve used his psychic_power.

The Gate to telepon out-of clnse combat at
the end of the game but it would have been-a
craveriway'to win a game and would have

* ispoiled all the fun fer both’ players and that, -~
.-, atthe end of the day, is what playmg this

game is all abnut

Y

/As far as the perfnrmance of rny army goes, l o,

\was pretty. pleased w&th how everyrthmg
progréssed. | may have placed the Ulfnar and
the Wolf Priest Isa a it too:far out on-the

right to play as large a part inthe gameas | =

would have'fiked, but then agam they-did-deal
- with the Dominions, wmch is‘what they were

there to do. Besides, if that Rhino and its

passengers had had free reign to conduct

I'-Jdnve -by flaming with Divine Gmdance things

* might have been very differéni indeed in é.
-way that would not have bgen.good for me.

- The thing | like best aboﬁt'the 13th Company

is the fact that no matter-how-many

casualties the already small force takes on the ‘

way in to.combat, the warriors that do make

it rarely dlsappomt The 13th Company i is not

50 much an army as a band of heroic
charagters. It's often hair-raising when they
take casualties as there’s sg few of them in
the first place, but the sheﬁ?number of.
attacks they can muster in close combat
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Graham.administers the Emperor’s justice to a well-deserving heretic.

batances that off nicely. While on-this subject,

| was concerned about the prospect of facing
one or more Exorcists in this game, as:it - -
would only have taken a few good rolls on ., ™=
Graham's part and my small force ¢ould have -
disappeared within a few short turns!

-

&l
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-White Dwarf’s very own Australian,
Christian Byrne, is a keen fan of all
things Chaotic. A few months ago
he started a new Iron Warriors
army to use in a Conflict event. The
army was lovely, but after a sound
drubbing at the tournament, he
decided his men needed some
bigger guns...

Christian: It's been a while
since the Iron Warriors
made an appearance in the
pages of White Dwarf (back
in issue 296). Since then |
have had the pleasure of
taking them to their first
tournament, London
Conflict. | went along with some mates from
down south (or as | call it, a bit less north),
all of usthought we were in with a chance of

doing alright. Guess what, we were all wrong.

I copped-a thorough thrashing at the hands

of three experienced young veterans. But it

was a good day out for all of us and we'll be
back next year for another shot.

The experience of Conflict left me with a
much clearer understanding of the differences
between tournament play and casual play. My
army was very general in its compaosition, and
that's okay in a standard game. But most
tournament armies are geared to do one thing
extremely well. Usually they either blow you
away as fast as possible and then rush to
claim quarters, or just rush into close combat
and tear you apart limb by limb. Simple, but
painfully effective. So it was back to the
drawing board for Vathek. He needed to
better exemplify the military practices of other
warsmiths, by getting bigger guns and shed-
loads more of them!

When the updated Warhammer 40,000 rules
became available to us | took some time to
check out all the'changes and how. they
affected the current incarnation of the Iron

.~ Warrior army list. The infantry remained

pretty much as before, apart from a few little

* tweaks, but the vehicle rules... That changed

the dynamic of my army. In the first games |
played using the new rulebook, | used the
Iron Warriors in support of 3,000 points of
Black Legion, in a huge 4,000 points a side
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game against Plague Marines and Alpha
Legion. That game showed me how

* destructive the Basilisk can be when you

don't have to guess the range all the time. It
easily bought back its points several times
over (not like in our games, eh? — Guy).

With the Basilisk proving so destructive, the
Vindicator began to loak mighty tempting. It
is deadlier than ever, able to move and fire its
demolisher cannon, and with Chaos vehicle
options, it is virtually indestructible. I've
given mine the Parasitic Possession upgrade
(allowing it to shrug off the effects of weapon
destroyed or immobilised results), the
Daemonic Possession gift (so it can ignore
being stunned and shaken) and finally the
Mutated Hull upgrade (raising its Armour by
1). This is one costly piece of kit — nearly 200
points in value. But | look at it this way,
something so destructive can only be
stopped if you can reduce it to a smoking
wreck, ig, you're going to have to destroy it
outright as it ignores any other damage
results. The only thing | had to do was
convert an innocent Rhino kit into this
daemon-powered gun platform...

S =\ N

With his new prize at the front of his army, Vathek

leads his Iron Warriors on to new conquests.




- FORGING THE HAMMER NG P e e~ Iy ; .DAEMON ICHOR :

' The basic model is a Rhino with the Forge : & b 3 All aver the hull of the Vindicator are
World Vindicator coriversion kit plus o e = gashes and rents bleeding out a green- !
loads of chain. The ¢hains (A) are : . - white fluid. | used a mix of Green Ink and: | ©

| fastened in place with veneer pins (I s 3 3 Skull-White for this ichor, hgghli’ghtmg it
drilled holes for these first — don't try 3 y 8 3 heavily with Skull- White before applyinga -
hammering them m’) il > ; couple of coats .of 'Ardcoat,

| 1 liked the idea of an Imperial war

| machine:playing host to a bound daemon;
and came up with a couple of tricks to

| simulate its tortured metal.

Hirst used: Green Stuff to smooth away
corners and create semi-organic patches
(B). I then put superglue onto,parts of the
model and then dripped water on. Once
dry it looked like some kind 'of infestation
BN had grown all over the tank: (C). | also
IREA Lised plastic glue-to meltiinto the body of | l

| the vehicle, scratehing a piece of sprue

| through the glue'ta create interesting

i patterns on:the tank’s

+ hull (D). Obviously,

| 'this doesmt:‘work on
the Forgeworld parts,

' 4s plastic glue will

| not'melt resin.

1 | mixed equal parts of Brown Ink, Tin'Bitz, 2 | then hea\nFy drybrushed over the top of Finally, | hlghllghted the ralsed areas and
Bronzed Flesh and Vermin*Brown together this with-a 122 mix of Bronzed Flesh and corners of the corrupted area with a 1:2
to treate a sickly metallic colour. " Rotting Flesh. mixture of Skull White and Rotting Flesh.

* Vathek® retums to cause morcllrQﬁ mayhcm

2l
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When it comes to staging a war in
the 41st Millennium, the terrain in
which you fight can play o
significant role. These industrial
structures made by Steve Cumiskey
are just one way of shaping the
settings and strategies of a
Warhammer 40,000 campaign.
é game for a while the first thing you
want to do is get your old armies

up and running again, or even build a new

teve: If you've been away from a

one. Terrain tends to sit on the back burner —

using the stuff you already have is usually
good enough to start with, even if it has seen
better days.

(Of colrse, once you've got your army going,

and you've begun to get used to the

mechanics of the game again, you'll

probably want to find new ways of making

your games a little-more interesting. One of

the most common ways to do this is to start
| _a campaign. These.can.be as simple or as

1 _complex as you want-them to be, but they all

)

have one thing in common, which is that
~they're set in a series of well defined
- ocations. Suddenly, instead of talking about
. fighting a Cleanse mission on a faceless
desert world, you're cleating enemy artillery
from the highlands above Hive Infernus —a
much moreexciting prospect. Naturally, as

X ‘7 #'soon as you start to talk about Iocatlon you
v

come back to terrain.

_ Obviously I'm not suggesting that every time
you start a campaign you should build an
entirely new set of terrain, although‘I'm sure
there are a few of you out there whe would
do just that. No, most people will tailor a
campaign to fit the terrain they already own.
However, by building a few extra pieces to
add to what you already have, you can help
create that sense of a specific world that
makes a campaign come to life.

INITIAL IDEAS

When | decided to organise a campmgn the
first thing | noticed was that the three players
who would be playing in it had all given their
models desert bases. That seemed like a
good enough reason to set it in a desert, so
we started throwing around some ideas that
would make great games, as well as giving us
an excuse to make some specific terrain.

R —— S S =es e —
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E revwed only by occasmnal rains.

gteland

Instead, we decided that the factories should
be underground, which meant that we only

*had to build suitable entrances and other
evidence of their presence without having to
cover the table in machinery. The rest of the
table could then be covered with assorted
terrain from our existing collection.

In the end, looking at the armies involved (my
Helion Legion Space Marines, Adrian Wood's
Ork horde and Mark Jones' Plague Marines),
we decided that the campaign would centre
around the battle for control of the one
industrial planet that holds a group of
isolated Imperial worlds together (see

The World of Arkalli below). With that in
mind, we set about coming up with some
ideas to make this world unique.

Other structures giving an indication of the
people that live in a place like this would give
the terrain more character. We decided that
the workers would be taken from the ranks of
wandering scavenger tribes, indoctrinating
them into the Cult Mechanicus. To reflect the
decaying industrial environment they would
live in buildings made from scrap and spare
components ‘where they can live and be.
close to the machines.

At first we considered building large factory
buildings to act as targets for raids, but
quickly dropped the idea when it became
apparent that we would have to make a lot of
factory buildings to give the impression of a
powerful industrial world (part of planning
out scenery is keeping things achievabie}.

THE WORI.D 0 RI(AL_I.I

| The planet Arkalli is the industrial'heart of a cluster of Imperial worlds‘at the limit of the
| Astronomicon.'Predominantly desert, there:are refatiVely temperate ‘jungles‘along the

coasts, butthe'sea.covers less-area than @n eart d much ofs the world is barren,

Most of the popula’n@n Iwe inithe cooler areas the buried remains ofithe world's

i industry-are.inthe wastes (the'sea level'was onge higher'and the deserts were once forests

teeming with'life). The people'who'live in the deserts:noW arediverse groups af

i 'scavengers; living, off the decaying:relics’of the orrgrnal dark age mhabrtants and the hardy
i vegefation that survives here. == 3

| AlL tIns.ga\[e me. several options when it came to building the terrain, The first thing that |
i “wanted-to do was/to:create several venting towers. This would be the'simplest way to
Bl sugoest the factories below: Afterthat it seemed logical to build some of the scavenged

| ‘houses'oceupied by the workers (see right). By including patches of brown grass and

cactus-style planis'l'could make the models more interesting and give the world a
i stmctwe character




SCAVENGER BUII.DINGS

The more | thought about it, the more scrap
and corrugated iron seemed to be the right
material to make the scavenger buildings
from. A quick flick through my frusty terrain
book later, and | noticed that corrugated iron
could be made from a cardboard bux.

Fortunately, | happened to have one of those
to hand: With such ﬂlmsy materlal I demdecl

i GENERATOR HUT _
| The generator hut is based around'the
N ‘engine block from a.Land Raider — with
| the doors glued closed. When it was.
| combined'with a few plastic bulkheads-T =
i had.a solid-looking, meghanical entry to,
| the building: Fthencovehed the ' =0
: - polystyrene with cmfugateci cardboard
and stuck'mystefiols bits of plastic piping
i fo the walfs and rocaf

that |t was probably best to take another like to spend some time coming up with
piece’of advice.-from the book and just make conversions to represent the. scavengers and
the basic building shapes from a block.of involve them in our.games. [n'the meantime 1 ik
polystyrene, then surface.it W|th the think I'll concentrate on"using some of the

cardboard. . parts left over from building the dwellings to™ *

g create some small ruins to decorate the table
With these few buildings and the' venting with. This will help suggest the civilisation . ot
towers we’ll be able to start our first , that once existed here, whose ruins stlll Ine -"
campaign games. As the games go.on, I'd buried deep in the desert.

Bu1ldmg tcrmm ﬂorma campalgn
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STRONGPOINT ;
| decided right from the beginning that the
settlement would need some sort of
B defendable building where the tribe could:=:
| rally in times of trouble. At first | thought*:
i ‘abeut building it around-a Space: Maring
tank, butdiscarded-that dea on the: .-
;-grounds that its owners would probably
| “take a dim view of such sacrilege.
“Imperial Guard tanks, oh-the other hand,
have the-virtue of being more comiman as
3 _well ag-less likely.to get people killed by
theiriproteptors! e

VENTING TOWERS

wanted to keep the job of building the
venting towers as simple as possible to
allow me to make several clusters of _

them. | also wanted them to be large enough
that they would effectively block line of sight.

Plastic tubes, normally used for plumbing

and available from DIY stores, make great

towers and industrial pipes for Warhammer

40,000. However, their surface is often very

smooth so the paint tends to flake off easily. z L N
| In order to prevent this | rubbed the surface Taking three lengths of plastic tubing, | cut To make the vents a little more ealistic,

of the tube with sandpaper to make it rough. the pipes to the length needed for each | decided to cover the mouth of the tubes . * |
| This gives the paint a better surface to adhere tower, making sure the ends of the pipes with wire mesh. | laid the tube down on a ,.‘
I to and keeps it from coming off. were cut at an angle. - mesh sheet and then drew around the ends. l A
1 : ol LS|
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3 | used a pair of clippers to cut the rough v,
shape into the mesh. If you decide to try LY
this, take care when working with the mesh i
to avoid getting cut by the wire..

e The shape drawn on the mesh was
ot sllgh’dy larger than the inside of the tube.
This meant’| had some more surface area to
work with when 1 glued the mesh in place..

5 After that [cuta base and platfurm from
thin.wood, ‘glued the towers jin place and
,..decorated-the model with a few extra tubes:
/ a‘and details.

i
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I All good things must come to an
end, as the old saying goes, and

| as a new dawn rises on

| 1st December 2004 the Chapter

{ Master competition will sadly
draw to a close.

have already received plenty of entries
and are looking forward to the final
| judging, which should be done by the time
you read this. In the next few issues we'll
bring you the winners and any others that
deserve a mention. In the meantime here are
two more fantastic chapters to whet your
appetites for the winners.

g t the time of writing (late October) we

For more information about further events
the new Northern European website at:

www.ne.games-workshop.com

va: me a hundrcd Spac: Marmcs
Oy failing that give mc a thousand
l other troops.”

Attribbted to ﬂogu!,[.)u_fn
Primarch of the Imperial Fists.

I don't forget to check out the relevant page on . -~ -

CHAPTER MASTER COMPETITION TERMS AND CONDITIONS
. 1. Only residants of Denmark, Finland, Swedan, Norway, Belgium,
Hull:md and Poland are eligible for entry, excluding employees of the
" Promoter, their famllies, agenis ar any other person connected with the
administration of this competition.
2. Entrigs are limited to one per household. An entry must uunsisl of
painted Citadal Miniatures and include an HO, Tactical and either a
Heavy Weapan ar Assault Space Marine model in accordance with the
Wartiammer 40,000 game rules.
==|~"4 Eligible entries must be received by a participating storg no fater
than 01/12/04. The Promoter cannol accepl rESDUﬂSibinyf for late, lost
or misdiracted entries,
5. One winner from the submitled entries will ba chosen at tha judges’
sole discretion by 1/1/05. hir
6. The prize consists of (1) Space Marine Gitadel Minratuhas equivalent
1o 2,000 points in accordance with the Warhammar 40, 000 pame rules
and (2) accraditation in White Dwarf magazine [UK edition only]
7. The winner will be nalifiad by 15/1/02, The winnar must confirm
recelpt af the prize notification and provide all details raquestad by the
Promoter Including praof of age within 2 weeks of the above dale,
failing which the Promoter reserves the right to draw an alternative
winner.

name and likeness for adverlising and promotional purposes, for the
purposes al data protection (egislation any prize acceplance willbe -
deemed 1o be consent 1o that use, unless otherwise stated in writing.

9. The judges’ decision is final and no correspondence will be entered
into. Entry indicates accaptance of the above terms and conditions.-

Pramoter: Games Workshop Limited, Willow Road, Lentan, Noftingham
NG7 2WS, United Kingdom

Games Workshop, the Games Workshop logo, GW, Citadel and the

| Citadel device, Warhammar, Warhammar 40,000 Device, Double-
Headed/Imperial Eagle device, 40K, Space Marine, Space Maring
Chaplers and Space Marine Chapter insignia, and all associatad marks,
names, races and race insignia, charactars, llusirations and Images
trom the Warhammer 40,000 universe are either &, TM and/or ©
Games Workshap Ltd 2000-2004, variably registered in the UK and
olher countries around the world. All Rights Reserved.

Outriver Chapter

8. By accepling the prize, winners agree that the Pramoter can use their
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Coastal Raids

Part two of Rules for fighting raids from the sea, by Mat Ward

Following on from last month’s
article, Mat Ward explores how to
give your warriors something to
fight for when raiding your
opponent’s coastline with
advanced objectives for your
Coastal Raids.

opefully by now: you’ve had a
H chance to launch several of your own

Coastal Raids, or at least to defend
against those of your opponent. Let’s face it
though, piratical behaviour is as its best
when you have a suitably piratical goal, like
kidnapping, stealing or just razing things to
the ground. Even being a little sympathetic
to the call for wanton destruction, I’ve taken
the opportunity to allow exactly that. As
with the Deployment, Game Length and
Special Rules that I presented last month,
simply agree with your opponent on which
of the options you want to use, or roll a D6
if you can’t agree.

Advanced Mission Obijectives
Every fight has a reason, even if it is just a
case of two hosts meeting in battle to take
land. Coastal Raids are not an exception.
It's always worth trying to think up a good
narrative for your conflict based on the
forces you and your opponent are using.
Perhaps Aragorn is trying to destroy the
ships of the Corsairs, harboured in Umbar,

maybe Gothmog is trying to breach the
defences of Osgiliath. Whatever your goal,
you needn’t worry too much about the game
being balanced. Dice have a funny way of
rebalancing these situations, and some of the
most enjoyable games can be the ones where
you are struggling against the odds. Included
below are a few ideas to play your scenarios
around, but feel free to come up with your
own. Note that any objectives can be
combined in any way, so if you want to play
a scenario with Ransom and Plunder
objectives, you can. In that case the attacker
has to achieve more objectives than he fails
to win the game.

Objectives and Alignment
Many of these objectives might look like
they are told from one point of view and
are not necessarily suitable for both
sides. Would a Good army really try and
assassinate an Evil Hero, for example?
The answer is, of course they would!
Players should feel free to come up with
their own narratives to justify the actions
of their forces. So, while Orcs might
pillage a village because they can, Elves
would more likely raid an Orc military
outpost. The same rules and objectives
apply in each case, but the second way
of looking at it paints a far nicer picture
of the ‘Good’ models than the other.

Kidnap

This raid has been initiated to kidnap one or
more enemy warriors, to hold them for
ransom or torture. If a Kidnap is part of the
mission objectives, the attacking player can
choose for his troops not to slay their
enemies in close combat. To represent this,
whenever a defending model loses its last
wound in close combat, the attacker can
choose for them to have been knocked
unconscious rather than killed. Attackers (or
defenders) may drag unconscious models by
moving into base contact with them. Once a
model is in base contact with an
unconscious model it can complete its move
normally, dragging the unconscious model
alongside. If the model doing the dragging
is engaged in close combat, it will release
the model. In all Kidnap missions, the
attacker must drag his victims to a boat,
which must then leave the board.

There are several iterations of the Kidnap
objective. Players can choose which one to
use or, if they wish, roll a D6 to determine
their mission objective.

Targets of opportunity (D6 roll of 1-2)

In this mission, the attackers are attempting

to kidnap as many enemies as possible (to

take away as slaves if the attackers are Evil,

or for interrogation if the attackers are

Good). At the end of the game, the attacker

scores:

* 1 point for each Warrior kidnapped

* 5 points for each unnamed Hero
kidnapped

¢ 10 points for each named Hero kidnapped
(Aragorn, Gandalf, Gothmog etc.)

If the attacker scores 10 or more points, then
he wins the game.

Ransom (D6 roll of 3-4)

A captured leader is always worth much to
the opposition, whether in terms of
concessions or simple currency. The attacker
must kidnap one or more enemy Heroes
(mamed or unnamed). If he does so, he wins
the game.

Checkmate (D6 roll of 5-6)

Even more than the capture of enemy
captains, the capture of an enemy king can
often lead to great wealth or victory. The




attacker must capture the most expensive ;
Hero on the defending side. Tf two or more
Heroes are of the same points cost, then the
attacker must declare which at the start of
the game.

Pillage

The most common and straightforward of
abjectives, the attackers are attempting to
steal whatever they can carry and burn the
rest. There are several different Pillage
objectives. Players can choose which one to
use or, if they wish, roll a D6 to determine
their mission objective.

Plunder (D6 roll of 1-2)

In this mission the attackers are attempting
to steal as much as possible. To play games
with a Plunder objective, you will need five
‘Loot’ counters. These can be anything from
small coins to modelled piles of weapons.
At the start of the game, starting with the
defending player, each player takes it in
turns to place a Loot counter. Counters may
only be placed on the quayside (you may
not place them in the water, for example)
and may not be placed closer than 6"/14cm
to another counter, or 3"/8cm to a board
edge. Attackers (or defenders) may drag
Loot counters by moving into base contact
with them. Once a model is alongside a
Loot counter, it can complete its move
‘normally, dragging the Loot alongside. If
the model doing the dragging is engaged in
close combat, it will drop the Loot. At the
end of the game the attacker wins if he has
successfully stolen three or more Loot

counters. Loot counters are considered stolen
if they have been taken aboard a boat that
then leaves the board.

Burn the Village! (D6 roll of 3-4)

Destroy your opponent’s base of operations
and you can win a significant advantage in
the fight to come. There must be at least five
buildings on the quayside to play this
mission objective. To win the game the
attacking player must burn at least three of
the five buildings. Attackers may attempt to
set fire to a building during the Fight phase,
providing that they are in base contact and
have performed no action other than moving
that turn. The attacking player may roll a D6
for each of his'models that are trying to fire a
building. On each roll of a 5 or 6, the fire
catches hold — indicate this with a snitable
marker. At the start of each turn, before
Priority is rolled, add an additional marker to
the building as the fire rages through its
structure, If the winning roll for Priority is
lower than the number of Fire counters on a
building it collapses — replace it with a pile
of rubble. Any models inside the building
suffer a single Strength 10 hit (as well as any
falling damage) and are knocked to the
ground. Defending models may attempt to
douse the flames on a building in the Fight
phase, providing that they are in base contact
and have performed no action other than
moving that turn. The defending player may
roll a D6 for each of his models that are
trying to douse the flames. For each roll of a
6, they have been partially successful —
remove a marker.

Destroy the Fleet (D6 roll of a 5-6)

This raid has come at a time when several
enemy vessels have been moored up
alongside the quayside, and the attackers
take their chance to scuttle these ships. The
defending player must deploy five boats
along the quayside to play this mission
objective. To win the game, the attacking
player must burn at least three of the five
boats. Boats are set alight and put out in the
same manner as that described for buildings.

Due to the flammable nature of boats, any
vessel touching a boat that is on fire will
itself be set alight at the start of the Priority
phase if the defender rolls a 4 or - more on a
D6 - place a single Fire counter to show
this, If a boat is destroyed due to the Fire
counters on it any models onboard take a
single Strength 5 hit and are dumped
ignominiously into the water.

Mission Narratives

Don'’t be afraid to pick a narrative that
you think will give you a good game. If
you've an expensive Hero in your force,
why not play a mission that centres
around them — kidnapping Aragorn may
be a greater challenge than abducting a
Captain of Gondor, but will make for a
much more entertaining game for both
players. Similarly, don’t be afraid to
tweak the objectives and set up to better
fit the storyline you are enacting.

—3,Gh
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Raid

There is nothing fancy about a Raid
mission. The attacker simply wishes to
cause as much damage as possible to his
enemy for as little loss in return. There are
several variations on the Raid objectives
though. Players can choose which one to
use or, if they wish, roll a D6 to determine
their mission.

Headhunt (D6 roll of 1-2)

In this mission, the attacker is trying to kill
a specific enemy character, hoping that his

loss will demoralise that foe. At the start of
the game, before both sides have deployed,
the attacker chooses one Hero in the enemy
force to be his target.

At the end of the game the attacker scores:
* 5 points for each wound inflicted on
the nominated Hero
* 10 points for killing the nominated
Hero
* 1 point for each other casualty
inflicted on the enemy

While the defender scores:
* 1 point for each enemy Warrior slain
* 5 points for each enemy unnamed
Hero slain
* 10 points for each enemy named
Hero slain

Note that models that leave the board due to
failed Courage tests do not count as slain in
this scenario, but models that are slain as a
result of drowning (or other natural causes)
do form part of the tally.

Let the Coasts Run Red (D6 roll of 3-4)
To achieve this objective the attacker must
slaughter as many of his enemies as possible
whilst keeping his own casualties low. Each
player scores:

* 1 point for each enemy Warrior slain

* 5 points for each enemy unnamed
Hero slain

* 10 points for each enemy named Hero
slain

Note that models that leave the board due to
failed Courage tests do not count as slain in
this scenario, but models that are slain as a
result of drowning (or other natural causes)
do form part of the tally. At the end of the
game, the player with the most points wins.

Destroy the Batteries (D6 roll of 5-6)
Siege engines defend some harbours and it is
often necessary to eliminate these
machineries to open the way for a greater
assault. To play a game with this objective,
the defender must include three siege
engines of any kind (if there are no suitable

siege engines to match the theme of the
force use either a Gondor or Mordor engine
with different crew).

At the end of the game, the attacker scores:
* 1 point for each slain siege engine
crewman
* 5 points for each slain Engineer
Captain
* 10 points for each destroyed siege
engine

If the attacker scores 10 or more points then
he wins the game,

Campaign Narratives

A lot of these objectives could combine
well to form a campaign. For example,
if you play a ‘Kidnap’ game where the
Orcs manage to spirit away an important
Captain of Gondor, why not follow it up
with a ‘Raid’ in reprisal? Or perhaps the
Men of Gondor could attempt to rescue
their lost captain, by playing a ‘Kidnap’
game against the Orcs — just change the
victory conditions slightly, and have the
Captain start the game unconscious in
one of the Orc buildings. The sky really
is the limit.

Pl S
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More Nautical Than The Rest

In Middle-earth, as in all places, some folk
are better at handling boats than others. The
Elves of Lindon have had many long
centuries to hone their skills, whereas the
Orcs of Mordor tend not to care very much
for seafaring, using broken down rafts and
landing craft only when they truly have to.
While the basic boat rules cover everything
you need to play your coastal raids if you
want to characterise your force a little more
you can use the following rules.

If your force is a pure themed army, your
boats may receive bonuses or penalties
based on the seamanship of that race and
the quality of the boats they build. Players
should apply common sense when using
these rules and note that these

are provided for flavour, rather than
competitive gaming.

Harad

Even before the time of the Corsairs the
coastal Haradrim tribes were accomplished
sailors, roaming the shoreward tides in
search of potential prey. Sleek and trim,
Haradrim vessels are delicate craft but
possessed of great speed. Haradrim boats

 are Defence 6 rather than 8, but require only
two crew to travel at full speed.

Mordor

The denizens of Mordor take little pride in
what few seagoing craft that they have, and
generally prefer to steal them from other
realms. As such, their vessels are oft-times
rotten and decaying, held together only by
filth-encrusted ropes, fit craft to complement
their lack of seafaring skill. Mordor boats
must always roll two dice on the Handling
chart, using the lowest result.

Lindon

The keepers of the Grey Havens craft ships
are more graceful and swift than any in the
known world, their hulls able to slide
through the stormiest of seas seemingly
unhindered. Ships from Lindon may re-roll a
result on the handling chart once per turn.

Dol Amroth

As a great coastal province Dol Amroth
relies greatly on its fleet for defence and
trade. Though its vessels are not as graceful
as those of the Elves, what they lack in
speed they gain in sturdiness. Dol Amroth
boats have 5 Batter Points rather than 4.

The Assault on Linhir

What follows below is an example of the kind of raid-based scenario you can create
yourself using these rules and those we printed in WD 300.

Between the years of the Great Plague and the attacks of the Wainriders the power of the
Corsairs of Umbar was at its height. The great fleets of Umbar were bolstered by the
smaller Haradrim vessels, and conducted a series of devastating raids and harassing

pinpricks across the southern coasts of Gondor, These attacks came to a head during the

late spring of 1711, when an enormous Corsair fleet came to Linhir, a town on the mouth
of the Gilrain river. A full dozen Corsair vessels and countless smaller Haradrim craft set
upon the town and its outnumbered defenders with appalling ferocity in search of plunder
and spoils. Fortunately Linhir had been fortified against attacks and, though the defenders

Historical Participants
Good

1 Captain of Gondor, heavy armour,
shield, lance, horse

I Captain of Gondor, heavy armour, bow

6 Knights of Minas Tirith

8 Warriors of Minas Tirith with bow

8 Warriors of Minas Tirith with shield

8 Warriors of Minas Tirith with spear
and shield

Evil

1 Haésharin

1 Haradrim Chieftain, bow, spear

1 Haradrim Chieftain, lance,
bow, horse

1 Haradrim Warrior with Banner

were overmatched, the town held long enough for help to arrive.

24 Haradrim Warriors with spears
12 Haradrim Raiders with lances
6 Haradrim Warriors with bows

Deployment Variants
Prepared Defences, Scattered Defenders

End Conditions
Secure the Quayside!

Special Rules
Defensive Volley

Mission Objectives
Pillage: Plunder

Raid: Headhunt

Kidnap: Targets of Opportunity

S i ; i
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Rangers of Gondor track an Ore raiding party through coastal marshes.




Chronicles of Middle-earth

The rise of the Serpent Lovd by Mat Ward

Once again our wandering scribe
returns with more news from
strange far away lands. Here he
tells the tale of the Serpent Lord
Suladan and how he managed to
help save Harad from their
invading Khandish neighbours.

Y { any scorn the tales told of
Harad’s most recent battle
with Khand on the outskirts

of Abrakan. They say that the events are

unbelievable, that they are more akin to
the fancies in the minds of tunesmiths and
poets than any that could have truly taken

place between earth and sky. Few credit
this story with truth, yet it is correct in

every detail. I know this to be the case, for

I was there. I walked amongst the men
who had come to the valleys in eastern
Harad, unnoticed by all, my sole purpose
to record what was to happen. I will never
truly know why I was drawn there, but to
all great moments in history there is a
weight, an inevitability that brings
witnesses; and so it was with me that day.

To seek understanding of the reason for
that war requires a little knowledge of that
part of the world. Harad as a nation, in the
true sense of the word, ceases to exist

eastwards of Abrakén, yielding to an
uncharted series of settlements and
fiefdoms. Similarly, Khand’s western
borders are ruled in name only by that
nation’s king. Neither the Lords of Umbar,
nor the Khandish kings have ever cared
much for the lands between their realms,
seeking to maintain them only as a
mutually recognised neutral territory.
Though it is true that Harad maintained a
series of fortresses along the border, these
were old, ruined things, with broken
defences and crumbling walls. Command
over these husks had always been given to
chieftains out of favour, and at the time T
speak of this was no less the case.

This task fell to an ambitious and skilled
chieftain named Suladin — known as the
Serpent Lord — whose rivalry with a
member of the Hasharin order, named
Kharid Drézhna, earned him this
inauspicious post. It was doubtless
Drézhna’s wish that such an isolated duty
would finish his nemesis once and for all,
though fate would decree a different path.

By the dawning of the year 3010, Suladin
had been invested as the commander of the
border guard for many long years. His
name was forgotten in all circles of power
and his mind became numb to the
seemingly pointless task to which he was

set. It was not that the border was inactive,
for many Khandish raiders and
mercenaries would slip across the border
each day but, for Suladan’s pitiful garrison
of scarce 500 men, any meaningful
attempt to prevent these incursions was
impossible. Faced with this inescapable
reality, he satisfied himself with training
his men as best he could and in keeping
his encampment of Pazghar secure.

It was in late spring that Suladin’s path
was changed once more when a great
horde swept out of Khand. No mere raid
was this, no simple action of mercenaries
without employ, but rather a great tithe of
the Khandish military strength — 6,000
men in all. Even now, I cannot surmise
what prompted this invasion with any
certainty, for Khand is a land that has ever
been closed to me. My feet have left their
mark on Harad’s sandy soils, the green
fields of Calenardhon and even in
Mordor’s ash-clogged dirt, but in Khand I
do not travel. I have since heard that
Vangaris, the king who led the attack, was
in fear of being usurped and so needed a
victory upon the field of battle to secure
his throne, but there is no way to know
whether or not this is true. Regardless of
cause, Vangaris’ army rode directly upon
Pazghar and, rightly seeing Suladin’s
small following as his only opposition east
of Abrakdn, sought to catch the Haradrim
chieftain within its crumbling walls. The
Serpent Lord was not to be so easily
ensnared, however.

‘When the garrison of Pazghar realised the
danger they were in, the Khandish army
was almost at the walls of their citadel.
Time had not been kind to the bastion, and
Suladan knew that its decaying walls could
not reasonably defend against the
Khandish hordes. With no better option at
hand, Suladén prepared his men as best he
could as all the while the Khandish horde
assembled around his walls. Wooden
palisades were constructed to cover the
gaps in the fortress’ stonework, weapons
were prepared and men resolved
themselves to sell their lives as dearly as
they could. It is perhaps testament to
Suladén’s leadership that even faced with
such outrageous odds, not one of his men
deserted, though they clearly had cause to.

It was early in the following morning that
Suladén’s defences were to be tested.




- SCENARIO: THE ASSAULT ON PAZGHAR

angaris has led his army to the
VHarad border but has found the

obstacle of Pazghar in his path.
Determined to sweep away any resistance,
the Khandish king orders his men to assault
the ancient bastion. Though outnumibered
and overmatched, Suladén and Harfn
muster their warriors in defiance of the
Khandish horde. Can they prevail?

Participants: Good
* Suladén, the Serpent Lord
* Harfin (Chieftain of Harad)
* 6 Warriors of Harad with spear
* 6 Warriors of Harad with bow
(All of the Good models are on foot)

Evil
* 3 Khandish Chieftains
* 12 Warriors of Khand with shield -
* 12 Warriors of Khand with bow
* 6 Warriors of Khand with throwing
spears and shield
(The Evil side may include up
to four siege ladders)

Use the profiles for Captains and Warriors of
Rohan. If you don't want to convert models to
use as Khandish Warriors, you can substitute
Warriors and Captains of Rohan.

Layout

This scenario is played on a board
24"/56cm by 48"/112cm. The stone wall of
Pazghar should run along the centre of the
board, from short table edge to short table
edge (see map).

24"/56em
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48"/112¢cm

Starting Positions

The Good player deploys his force
anywhere along the wall. The Evil player
then places his force anywhere outside the

fortress, but at least 6"/14cm from the wall.

Obijectives

The Evil player wins if he has 6 or more
models on the wall at the end of any game
turn or if the Good side is slain or flees. If
the Evil force flees or is slain before this
point, the Good side wins.

Special Rules

Decaying Defences. Such is the weary and
broken nature of Pazghar’s walls that they
are a long way from being reliable

defences, many of the parapets are not even
of waist height and the mortar between the
stones is rotten and crumbling. When
rolling for ‘in the way’ in the Fight phase,
the walls of Pazghar are only considered to
block the strike on a roll of 1 or 2, rather
than the usual 1,2 or 3 to reflect their
dilapidated state.

Points Match

To play this scenario with different forces,
simply choose two forces — the Evil force
should have roughly twice the points value
of the Good force. Neither side may arm
more than 50% of its warriors with bows
and the Evil side may include one siege
ladder per ten men.

B B




Thinking victory to be his for the taking,
Vangaris launched only a portion of his
army to confront the defenders — a mere
2,000 men whose only semblance of siege
equipment was a handful of hastily crafted
scaling ladders. Even so, these men
outnumbered Suladan’s followers four
times over and the fighting atop Pazghar’s
walls was as desperate as it was brutal.
Suladén and his second in command,
Harin, fought like men possessed,
mustering their followers wherever the
enemy threatened. Three times the
Khandish warriors came to the walls of
Pazghar, and three times they were thrown
back in a clash of steel, fury and spirit.
After the third assault, the Khands were so
disheartened that no amount of threats or
promises of rewards could make them
return to the battle that day — Pazghar was
safe for a time, though its defenders were
now halved in number.

Knowing that the attack was not defeated,
but stalled only, Suladn carried out his
plans of escape, drawn up in the pauses
between assaults. Under cover of darkness,
50 men, lead by Harin, sallied forth from
Pazghar to disrupt and distract the
encircling army. Suladdn had thought to
lead the feint, but Harén had opposed him,
reminding the Serpent Lord that the sally
was, at best, a fool’s errand, and that his
leadership would be needed if the
Khandish army was to be defeated.
Recognising the truth in his lieutenant’s

g e

The Haradrim fight to the last.

words, Suladén relented and, at the head of
his remaining men, rode hard against the
weakest point in the Khandish lines. Taken
utterly by surprise, Vangaris’ warriors were
slow to organise, giving Suladén the time
he needed to cut through the besiegers and
escape into the hills. Hardn and his men
fared worse for, though their distraction
worked beyond reasonable expectation and
they slew many, all who rode with the
young chieftain were slain.

For the next few weeks, Suladin led his
remaining men on a desperate series of
swift strikes upon the Khandish army,
striking without warning from the hills and
escaping before the enemy army, made
ponderous by its size, could pursue.
Confusion and dismay were left in his
wake each time he struck and, slowly but
surely, the morale of the Khandish
warriors was sapped. Of course, watching
this through the veil of time, we could be
forgiven for thinking Vangaris a fool for
continuing to fumble around after his foe.
In some ways perhaps he was, for his
failure to crush Suladén at Pazghar irked
him mightily, for he was, like most kings,
a man of no little pride. It is possible and
must be considered, however, that the king
was unaware of just how small a force the
Serpent Lord commanded. Indeed, so
small was Suladén’s force that a month
after the invasion began, there were only
100 men left to the chieftain, though for
each man he lost, Vangaris lost ten.

This attack must fall to me.’

‘The leadership of this diversion falls to me, duty demands that it be so.
‘Your duty is to defend this land, not throw your life away in some fleeting
gesture. If you are lost, who will command the warriors that follow you?
There are other battlefields upon which you will be called to fight, lord.

— Hardn to Suladin

After three weeks of frustrated marching
and counter-marching Vangaris finally
broke from his pursuit of Suladén, turning
westwards towards Abrakén. By this time,
however, word had spread throughout the
countryside and many chieftains had
brought their warriors to Abrakén’s
defence and the elders of Abrakéin were
certain that the walls of their city would
hold against the invaders. It was several
days more before Suladén learned that he
was free of his pursuer at last. Gathering
those who could still ride — less than 60
men all told — he rode after Vangaris.

It was at the city of Abrakan that the final
act of this story was to be played out.
When Suladén caught up with Vangaris®
army, still 4,000 strong, he arrived to a
scene of desperate struggle. Disdaining the
advice of Abrakén’s elders, the Hasharin
who had taken control of the Haradrim
defenders had led them to meet the
Khandish army, rather than sheltering
behind the solid bulwarks of Abrakén.
Such a strategy would have served him
well, had his warriors been as

unyielding as his sense of self-importance,
or as numerous as the enemy. As it was,
the overmatched Haradrim line was
yielding ground within moments and their
general was slain before noon. From my
perch on a hill above the battlefield, I
could see the Merchant Guard of Abrakan _
holding firm about their lord, but
everywhere else uncertainty and despair
were beginning to set in — 2,000 Haradrim
warriors on the brink of flight.

Suladén truly earned his ascendance that
day. Though tired to the bone by fatigue,
he drove his men into the rear of Vangaris’
army like a spear. Less than 60 men,
scarred and worn, rode beneath the banner
of the Serpent through the Khandish ranks,
cutting down all that opposed them. It




must have seemed as if nothing could
touch them, not arrow, or spear, or sword
for, though overmatched, their fury gave
them strength enough to carry Suladin to
the very heart of the Khandish horde and
before the king himself. As his men
engaged Vangaris’ bodyguard, Suladén
fought the Khandish king. Though the
chieftain was easily the better swordsman
of the two, Vangaris was fresh to the
battle, whilst only a will of iron kept
Suladén in the saddle of his steed. As
battle raged about them the two men
circled, cutting and parrying faster than the
eye could fathom. Despite everything the
two warlords seemed well matched, the
Serpent Lord’s skill and speed blunting
itself upon the layered iron plates of his
foe’s armour. It was only when Suladin’s
steed was slain, speared by one of
Vangaris’ men, that the contest turned. As
he rose up from the dust of the battlefield,

oA

Suladén’s blade bit deep into the Khandish
king’s side, slicing up between the
overlapping plates of his armour. With a
cry of pain, Vangaris tumbled from his
saddle and sprawled in the dust. Winded
by the fall, the fallen king was helpless
before Suladén’s vengeful strike. Quick
beyond belief, the chieftain’s blade lanced
down through the golden mask’s eychole
to end the life of the Khandish king.

In that moment it seemed as if all eyes
upon the battlefield turned to where
Suladan stood victorious. For an eyeblink
there was silence as history began to shape
itself into a new course, and then the
killing began once more. However, with
the death of Vangaris, the tide had
seemingly turned and the fight went out of
the Khandish army. All across the
battlefield the Khands began to retreat,
first by ones and twos, then by whole

companies. Within minutes, the entire :

army was in full flight, pursued with a
vengeance by those who had expected
nothing but defeat at their hands, In the
years after, various stories have surfaced to
explain the scope of the victory that day.
Some claim that much of the Khandish
army was composed of mercenaries who
changed sides partway through the battle,
bought by the wealth wielded by the elders
of Abrakan. Others talk of the valiant
efforts of various Haradrim chieftains that,
when seen as part of the larger tapestry of
fate, brought victory that day. One tale
even suggests that, although Vangaris was
killed at the height of the battle, Suladin
was not responsible and it as, in fact, one
of the Hasharii who slew the Khandish
king. All T can say, without doubt or
contradiction, is that I saw none of these
things and that the v1ctory that day
belonged to one man.’

SCENARIO: THE BATTLE OF ABRAKAN

he fate of the Haradric realm is to
I be decided upon the plains of

Abrakin. Some 2,000 Haradrim
warriors are mustered to meet the
Khandish horde in battle — an army twice
their size. As the tide turns against the
sons of Harad, they begin to retreat but,
though all seems lost, the Khandish
victory is not certain for, even on a field of
6,000 warriors, one man can make a
difference.

Partlapants- Good -

Suladén, the Serpent Lord
= Guthéric (Chieftain of Harad)
= 12 Warriors of Harad with spear
* 12 Warriors of Harad with bow
* 0 Haradrim Raiders with lance
« 6 Haradrim Raiders

Ewl
* Vangaris
(use the King of Men profile)
* 2 Khandish Chieftains
* 4 Warriors of Khand with shield
* 4 Warriors of Khand with bow
* 4 Warriors of Khand with
throwing spears and shield
* 12 Khandish Raiders

Use the profiles for Captains and Warriors
of Rohan. If you don't want to convert
models to use as Khandish Warriors, you
can substitute Rohan models instead.

Layout

This scenario is played on a board
48"/112cm by 48"/112cm. The game takes
place outside Abrakéin, The land is mostly
flat, broken by occasional hills and forests.

A

48"/112cm
deployment zone

A

48"/112cm

Starting Positions

The Good player deploys his force
(excluding Suladin and the Haradrim
Raiders) within 6"/14cm of one board
edge. The Evil player then places his force
within 6"/14cm of the opposite board
edge. Suladin and the Haradrim Raiders
are kept to one side and may become
available later in the game as special
reinforcements.

Objectives

The Evil player wins if he reduced the
Good side to 25% or less of its starting
numbers. The Good player wins if the Evil
side is reduced to 50% of its starting
numbers and Vangaris is slain. If both
conditions are met in the same turn, the
game is a draw.

Special Rules

The Striking Serpent. From the fourth turn
onwards, at the start of each of his Move
phases, the Good player may roll a D6, On
the roll of a 4+, the Evil models that were
not deployed at the start of the game may
move onto the board from any edge (they
must all arrive along the same edge).
Newly arrived models may not charge on
the turn they arrive, but may otherwise act
normally.

Points Match

To play this scenario with different forces,
simply choose two forces of roughly equal
points value. Neither side may arm more
than 50% of its warriors with bows. The
most expensive model on the Evil side

takes the role of Vangaris.
% 103
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) BATTLE COMPANIES

Creating your own Fellowship and using them in a campaign

Having written the rules for Battle Companies a while ago, Adam Troke thought it was time he proved true
to his word and provided some additions to the game. Players can now try their hand at a Battle Company
of cruel Moria Goblins or stout Dwarven warriors. These Companies offer something new to the game -

Dwarves providing players with an elite force of hardened warriors; the Goblins offering players a horde of

evil minions, eager to inflict pain.

Goblin Battle Company

Moria Advance Table
t the time of the War of The Ring Goblins are essentially looters, who strike D6 Effect
there are a number of Goblin holds out from hiding and inflict as much 1 Might/Will: The controlling player
across the mountain ranges of damage, and steal as much plunder, as they rolls a dice. On a 1-3 the Hero gains

Middle-earth. Most notable of these are the
infestations that exist in the Grey and
Misty Mountains. Of these, their capital,

Moria Influence Table

D6 Result

No effect

Moria Goblin with shield
Moria Goblin with spear
Moria Goblin with Orc bow
Choose one of the above
Choose two of the above

(=BT I~ TR ]

Moria Equipment Options

Weapon Cost in Influence dice
Orc bow 1
Shield 1
Spear 1

can. Then, with cunning and stealth,
they slink off back to their lairs, earning
prestige and wealth for their nefarious and

one Might point. On a 4-6 he gains
one Will point.

although capital might be too civilised a dastardly deeds. 2 Courageous: The Hero may re-roll

word, is in Gundabad, a forbidding all failed Courage tests.

mountain fastness from which countless Goblin Special Rule: Goblin Battle

Goblin armies march upon the Free Companies can be up to 25 models in size, 3 Blade Master: The Hero may

Peoples of Middle-earth. instead of the normal 15. However, Goblins re-roll one dice per turn to see
may not be promoted, so there is no which side wins a fight.

Years previously the Dwarves waged a Promotion table for them.

war of revenge on Goblin kind. They had 4 Rally to Me: This Hero has a range

never been able to cleanse Gundabad, and Instead, treat scores of 7-8 on the Warrior of 12"/28cm when he makes a

so within a short matter of time the Goblins Promotion table as ‘no effect’. They may Stand Fast roll from now onwards.

had once again begun to spread their become Heroes as normal.

’ evil influence through the mountains, 5 Cunning Shot: Made adept by
caverns and rocky places. Naturally, firing in the cramped underground
Dwarves were their enemy of choice, for Goblin Sta rting Force caverns, this Hero may re-roll failed
they choose to dwell beneath ground, and In The Way rolls.
love rocks, mountains and all deep places, 4 Moria Goblins with bows
though they frequently make war on other 4 Moria Goblins with spears 6  Might: The Hero gains one
races — for Goblins are respecters of 4 Moria Goblins with hand weapons Might point.
no person and enjoy making raids on and shields
whomever they can.

A band of Marza Goblms returns home from a hard day’s raiding.




cross the length and breadth of
AMiddle-earth there are countless

brave and powerful warriors, from
the supernaturally skilful and ancient Elves
to:the barbarous and brutal:Uruk-hai. Of all
the races that share that place none possess
the tenacity and stoicism of the Dwarves.
The line of Durin has survived despite the
efforts of Orcs and Dragons, and while the
axes of the Dwarves remain sharp and
ready, it will remain so.

At the time of the War of The Ring, the
main Dwarven strongholds are Erebor (The
Lonely Mountain) and the Iron Hills.
Famed for their hardiness, the Dwarves of

- the Iron Hills waged a war of
extermination against the Orcs and Goblins
of Middle-earth that only ended with the
recapture of the Lonely Mountain from
Smaug the Dragon.

Traditionally, the homes of the Dwarves
are mountain holds, nigh impenetrable to
all foes, dug deep into the roots of the
mountains themselves. There they can
withstand almost any assault by simply
barring the doors. Despite this, Dwarves
make good neighbours and better allies,
and take the duty of fighting the Evil races
of Middle-earth very seriously.

Often groups of Khazad will set out from
their cavernous dwellings and patrol the
surrounding areas. Such companies soon
earn renown and prestige.

Dwarf Special Rule: Because of the

- superior workmanship of their armour and
their natural resilience, a Dwarf Hero can
have two increases to his Defence statistic.

A newly formed Dwarven scout force appears from the caverns.

5 e
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Dwarf Starting Force Dwarf Advance Table
2 Dwarf Warriors with Dwarf bows D6 Effect
2 Dwarf Warriors with two-handed 1 Might/Will: The controlling player
weapons rolls a dice. On a 1-3 the Hero gains
3 Dwarf Warriors with hand weapons one Might point. On a 4-6 he gains
and shields one Will point.

2 Favour of the Chiamber:

When rolling on the Influence table,

‘Dwarf Influence Table one Influence dice'can be re-rolled
for each Hero with this ability in the

D6 Result Company.

1 Noeffect p

2 Dwarf Warrior with 3 Blade Master: The Hero may re-roll

two-handed axe one dice per turn to see which side

3 Dwarf Warrior with shield wins a fight. ‘

4 Dwarf Warrior with Dwarf bow

5 Choose one of the above 4 Courageous: The Hero may re-roll

6 Khazid Guard all failed Courage tests:

5 Natural Resilience: A Hero with

this skill may re-roll the result on the

. i Hero Injury table, if he is removed
Dwarf Eqmpment Options as a casualty. The second result must
be kept however, even if it is worse.

‘Weapon Cost in Influence dice

Dwarf bow 1 6 Might: The Hero gains one
Two-handed weapon 1 Might point.

Throwing axe 1

Shield 1

Dwarf heavy armour 2

Dwarf Promotion Table

All Dwarf Warriors Khazid Guard: All equipment and statistics are
exchanged for that of a Khazid Guard.

————3 6



. ’EAVY METAL SHOWCASE

A showcase of The Lord of The Rings models from around the world

RIDER OF ROHAN CAVE TROLL

Jan Wantuchowicz j R Damon Richardson

BALIN'S GUARD
Jason Phillips




THE BLACK RIDER
Krista Marinelli
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GOLLUM BOROMIR WOOD ELF
Gilbert Moreno 3 Neil Langdown Neil Green
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Miimak Showcase

A wondrous variety of converted Miimakil. See, one of them’s dead!

It’s a rare event indeed when a

gets made, and while most of us
will be content to get a unique
gaming piece on the table as -

want to lavish extra time and
attention over it, bringing a
)  personal touch to their Miimak.

Slain Miimak

by Mark Bedford

Mark decided to recreate one of the great
beasts after its death. This turned out to be
quite an epic undertaking, involving not only
the complete removal of the howdah, but
also the repositioning of two of the legs.

model on the scale of the Miimak

r soon as we can, some people will

After some experimentation, Mark decided
to do this by shaving away most of the left
side of the model, including the hip and

The arrows stuck in the body of the beast |4
were made from small lengths of brass
rod, available from most hobby stores.
Mark flattening the end of the rod to
form flights, then drilled holes in the
model and glued the arrows in place.

shoulder joints of the legs. He then rebuilt
the body with putty.

‘When it came to painting, Mark made use of
a variety of greys across the model, but also
used several different shades of brown to
break up the surface and make the skin
appear more natural. Mark took inspiration
from the designs on the creatures in the
film, applying the red body paint in rough
patches on legs and face.
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The Base

The base supplied with the Mimak
proved to be too small to supporf the
entire model lying down. So Mark cut a
new one from wood and built the model

directly onto it. The scattered bushes
(made from clumps of modelling lichen)
and the broken spears and shields make
the base interesting without distracting
attention from the dead Miimak.




Bellowing Miimak

by Pete Bell

Pete chose to depict the Miimak just before
the charge of the Rohirrim. As a result of
this, the most obvious change that would
have to be made to the model was the base.
The base is choked with the bodies of fallen
Rohirrim, which would have to be covered,

After working out several possible poses, he
decided to have the beast bellowing and
raising one of its front legs. Moving the leg
meant a lot of cutting, not to mention
rebuilding the shoulder in its entirety.

Pete used much the same process as
Mark in doing this, taking care to
preserye as much of the body as
possible and then rebuilding with
modelling putty. T




Miimak Mahud

When Pete made the model the Mahfid
had not been released, so he went in
search of suitable parts for a conversion.
In the end he settled on Lurtz. By filing
away the hair he was left with a bald
and befanged head which he
transplanted onto the plastic chief. To
make the conversion complete, he cut
away some of the the spikes on the
model’s back and covered the frame
with a banner made of Green Stuff.
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Dying Miimak

by Chris Baker

Chris has created this amazing model, the
most ambitious Miimak we have yet seen.
Like Mark and Pete, Chris decided to
remodel much of the creature, but went
further, creating a story with the model as
the Army of the Dead attack and slay the
terrified Haradrim.

The head is particularly impressive. The
neck was cut and , pinned tilting up. Chris
then built a mesh of florist’s wire and
covered it with Green Stuff, this he let set
hard, then covered it with another layer of
Green Stuff on which he sculpted the new

neck detail. The trunk too was sculpted
round florist’s wire, and was created entirely
from scratch.

Chris did this huge project over the summer,
doing five minutes here and there, learning
new techniques as he went along. In a hurry
to finish the model for Games Day, he had to
do the last of his sculpting with a plastic
spear tip, as someone lost his sculpting tool!

Chris works at the Meadowhall Hobby Centre
where you can see the Miimak and other pieces
created by him. Call 0114 256 9836 for details.




Chris got better at sculpting as the model
progressed. By the time he finished, he was
no longer happy with earlier efforts, like
this' warrior finishing off the Mimak. We
think it Jooks fine!

As the Mifimak dies, its howdah collapses.
Chris cut away the beams on the bottom to
get this effect. A great touch is this Mimak
commander — who has a rebuilt face —
trying to save his falling crewmate.

There is only one Army of the Dead model
on the Miimak. Instead Chris used plastic
Rohirrim, as their armour is similar to that
worn by the dead, and it was easier to
model them phasing through solid objects.

—2, 6



)

SLTSTRATEGY BATTLE QAE

IN THE SHADOW OF

The city of Minas Tirith, by the staff of the

Minas Anor, “The Tower of the Sun’, was renamed Minas Tirith, “The
Watchtower” after the fall of Minas Ithil, the city which was to
become Minas Morgul. Now the capital of a beleaguered Gondor,
even in these dark times its White Tower glitters in the sun like a
spire of pearl, a symbol of that for which the free men of the south

still fight. ‘ k
Films can be affecting things. When one of scenery piece in scale with the miniatures - 3
the first films was shown of a locomotive - of the battle game. Had he known the 5’;‘ :gr‘
driving towards the screen, people threw ~ work required, he might never have set !
themselves onto the floor in terror, fearing himself and his colleagues the task.
the silent, black and white image to be ; :
real. But though movies don’thave quite The Main Walls
the same effect these days, they can still Jérémy Mary was appointed Master
encourage people to do some crazy things. Builder for this ambitious

3 project. With a good deal
Witness this act of hobby heroism, so of imagination (to believe
monumental it takes your breath away. these chunks of
Your eyes do not deceive you. This is the styrofoam and pieces
city of Minas Tirith in 25mm scale, two of cardboard could

metres high and two metres wide, built by
the staff of Games Workshop Paris XTI

The White City
After taking a trip to the flicks to watch
The Return of The King, this band of
Frenchmen were so awed by the film they
wanted to make a tribute to Peter
Jackson’s and Tolkien’s talents with a
project worthy of what they had seen on
the big screen. Manager Didier
Edumalle had the idea of a huge

TIITT
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| THE WATCHTOWER
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Paris XII Games Workshop Hobby Centre

become the last hope of the free people!)
and precise planning, the walls slowly
took shape. It was quicker to build than
you might think.

The City
Things start to get more difficult once the
builders started to create the city. The
walls were quickly built but detailing took
ages and threatened the architect with
madness. Dozens of houses, hundreds of
arches and thousands of paving stones had
to be made. Thoughts that it was too big
_ an undertaking began to fill their minds.

Painting

Forget detail brushes and 12ml
paint pots, it was time for BIG

brushes, spray cans and

buckets of paint! Unlike the building,
painting was relatively quick.

The End

Finally the city was finished. They’d
started building in mid-November and the
last stone was laid in mid-May, nearly six
months and hundreds of work-hours later,
The staff were helped in their endeavour
by plenty of customers: Francois, Xavier,
Mathieu, Alexandre, Julien, Stéphane and
many more, without whom, they say, the
project could not have been finished.

Now the staff and customers of the Paris
XII Hobby Centre use this incredible
setting for skirmishes and street fighting as
well as huge siege scenarios, like the
famous Battle of The Pelennor Fields.

Visit Minas Tirith and Paris!
Should you be in gay Paris on holiday,
a romantic weekend away or even your
honeymoon (for-the truly dedicated),
why not pop in to check out this
awesome model for yourself, The
address is;

GW Paris 12
38, Avenue Daumesnil, Paris, France :
Tel: 0153 44 71 82
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Were it not for the round bases, you'd
think this were a film still.

{ s
- We're surprised they didn't get snow-
5 blindness painting this lot.
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The Lord of The Rings plastic
statues are dwarfed by the gates. \
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The crazy men who built
this huge terrain piece.

|- | W
The walls, though impressive, were the
easiest part of the city to build,
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R /  WHAT'S ON

AND WHERE

WARHAMMER WORLD

TUTORIALS

Expand your Hobby Skills in a one-
on-one tutorial with one of
Warhammer World's hobby heroes.
These tutorials can cover any aspect
of the hobby, just give us a call to
book some time:

Phone: 0115 9168410

Email: warhammerworld@
games-workshop.co.uk

BUGMAN'S BAR

If you need to take a break, have a
drink or buy some food, the bar
built to honour the famous Dwarf
master brewer Josef Bugman is at
your disposal.

YOUR OWN EVENTS
Warhammer World is the perfect
place to hold your own gaming
events. Clubs and Gaming Groups
from all over the country and
beyond make use of our gaming
hall. If you're interested in running
your own event at Warhammer
World contact us on the phone
o TSN e e number to the left or by e-mail for
< <= more information.

» THE CENTRE OF THE GAMES WORKSHOP HOBBY

= \Warhammer World is the place to come for a great Games Workshop -
! experience. Within its castle courtyard you will find a wide array of E

Evenis@games-workshop.co.uk

awesome gaming tables built by Warhammer World’s scenery team. All of ((()M[NG EVENTS K
Games Workshop’s current game systems are represented, from the = | Here are just a few
cathedral ruins in the Warhammer 40,000 Universe, to the rolling plains of = | Warhammer World

'/ the Warmaster hoard. Whatever game you play, Warhammer World is the. ﬁ‘é%”}g-r fﬁgrgf‘ge 19-
¢ place to fight your war! & '

-

ey = e | Warhammer 40,000
Doubles Tournament
» Feature tables in the Warhammer, » Hobby Centre stocking the Specialist 15th-16th January
Warhammer 40,000, Lord of The Rings Games Range, as well as Forge World and

Warhammer Grand

and Specialist Games ‘zones’ a limited range of Warp Artefacts Tournament Final
* A variety of standard gaming tables that products. 5th-6th February
can be used for all systems * Available for Club or Gaming Group
e Gaming nights to cater for all levels of activities (subject to availability) grv H%"““: Beginner’s
gaming knowledge and experience. e The Warhammer World Exhibition wﬁgebg};ry
» Hobby tutorials for all areas of the hobhy e Sample the legendary hospitality of
and all levels of expertise the Dwarfs at Bugman’s Bar! Warhammer 40,000

Grand Tournament Final

RING OI 15 9] 9]684]0 FOR MORE DETAII.S S‘““*t“"“"’”’“ ;
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118 EVENTS DIARY Event Information correct at time-of-going to-press. Games Workshop Is not resporisible for events not run by Games Workshop.




WAKEFIEL
GAMING ROOM

Wakefield has the country’s largest Gaming
room, and there is always something kx
“special going on there..

¢ Twenty 6ft x 4ff gaming tahles
~e Eight individually Iit paint stations_
* Tea and coffee facilities
* A husy timetahle of events, tournaments,
campaign days, and more

* A great fun day in the hest gaming facility in
Yorkshire!

COMING SOON
Some of our-great events

The all-new Wakefield stare

is big, boasting the largest

Gaming-Room in-the whole
- ofthe UK!

Army painting classes
30th January

Tips on painting tabletop
armies quickly and nicely.

We do-our best to cater for
--pvery taste, with most
weekends having some sort
:of event. Modelling,. painting
*-and terrain-building skills all
feature in our workshops,
and we run campaigns and
- tournaments for many.of our
core systems and specialist
: games.

Let's Hunt Some Drc

21st Febuary .

Lord of The Rings Campaign
Day:With the attentions of
the peoples of Middle-earth
focussed on'Mordor; what is
happening elsewhere? Bring
Along a painted force of 500
points to take part.

We have our gaming
timetable planned right up to
- the-end of December 2005.
- -So if you are wanting to play.
. a particular system or type
of event give us a call.

Necfomunda Campaign
27th Febuary

The recent death of moh
boss Left Hand Dan has left
the more prosperous
territories in the underhive
.up for grabs. Bring a starting
gang and-try become the
new kingpin of-crime!

If.you are interested in -

- running an event — maybe

; you're a club searching.a
venue. or-a-store wanting to

- challenge-anether store or
club in the Yorkshire area —
The Wakefield Hobhy Centre
is-available as a venue.
Contact us for more

- information.

The Yorkshire Rosebow!’
20th March
Win the first Yorkishire
Blood Bow! Tournament!
Bring along a starting team
- with.complete-printed official
rulesto take part. No Star
Players.

~ Manager: Rob Cardiss
- Telephone: 01924 369431
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Event information.correct at time of going to prass. Games Workshop is not responsible for events not run by Games Workshap.

GAMES WORKSHOP

GAMING

&S

CLUB

THE GAMING GLUB NETWDRK
(GCN) IS AN INDEPENDENT
ORGANISATION FOR CLUBS RUN
BY AND FOR GAMERS.

® The GCN is made up of
independent clubs who meet
in hired venues and are
largely comprised of adult
Hobbyists

® GCN clubs offer any hobbyist a
permanent home venue to
enjoy painting, modelling and
gaming in a place run by
fellow gamers.

The GCN is run by volunteers
who want fo set a new
standard for clubs

e All GCN clubs have a Child
Protection Policy, a committee
to manage club affairs and
clear club rules

* Games Workshop does not run
the GCN.

THE GCN ROLL OF HONOUR
A complete list of all current GCN
clubs across the UK:

Leeds Night Owls

Contact: ~Steve Nolan
Phone: 07793 198516
Email:
stephennolan@wbsonline.net

Spiky Club (Reading)
Contact: Sean Curtis

Phone: 07798 825696
Email:
ookthelibrarian@hotmail.com

Gobstyks (Lincoln)

Contact: Will Platten

Phone: 01522 803310
Email:  info@gobstyks.co.uk

Tanelorn (London)

Contact: Martin Turner

Phone: 07879 445922

Email: ~ Martin.Turner@Hess.com

Chelmsford Bunker

Contact: Gareth Williams
Phone: 01245 348542
Email:  cdgareth@fsmail.net

Newmarket Dwarf Wargames
Society

Contact: Ghris Peachey
Phone: 01638 602418

S = L

Yeovil Games
Contact: Chris Lowe
Phone: 07811 843747

Walburton Wargamers

Contact: Mike Roddham

Email:
walbertonwargamers@yahoo.co.uk

Sad Muppet Society (Basingstoke)
Contact: Richard Kerry
Phone: 0118 982 1512

Middleshrough Wargames Club
Contact: Shaun Atherton
Phone: = 01642 272021

Email:
shaunatherton@netscape.net

1st Company Veterans
(Nottingham)

Contact: Chris Taylor

Email: citaylor_uk@yahoo.co.uk

Colchester Games Club
Contact: James Godfrey
Phone: 07813 394217

Bridgend YMCA Games Club
Contact: Matt Churchill

Phone: 01656 668298

Email:  velvetfiend@yahoo.co.uk

Oxford Gaming Club

Contact: Mike Sharp

Phone: 07802 764143

Email:
Mike.sharp4@btopenworld.com

If your club would like to know
more about joining the GCN, then
contact Sean Curtis

Email:  contact@gcnm.org.uk
Post: Gaming Club Network
PO Box 8019
Reading
RG30 3wz

For more information on Games
Workshop's support of the GCN
contact Bek lggleden

Phone:
Email:

0115 916 8380
clubguy@games-
workshop.co.uk
UK Community
Games Workshop
Willow Road
Lenton
Nottingham

NG7 2WS

Post:

Information correct at time of press.
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SCHOOL
LEAGUE

Due to the success of the first
championship we have decided
to extend the School League
country-wide. There are leagues
for The Lord of the Rings and
for Warhammer 40,000 starting
in January so you'll need to start
getting ready if you want your
club to take part. Regional finals
will be held at Easter and the
national final in the summer.

The School League is not a one-
off gaming session but a series
of hobby activities centred on
gaming, painting and socialising
that lasts for a few months. Both
newly set-up clubs or ones that
have been running for a while
can benefit as a result. The
league not only strengthens
relations between clubs but also
gives you the opportunity to
meet other schools and hang
out with loads of your fellow
Hobbyists!

JOIN THE LEAGUE

The League is a great excuse to
play loads of games, to paint
armies and spend more time
together talking hobby. It's also
a good excuse to go out on a
trip and meet a club in a school
near you, and you can always
organise the games in a Games
Workshop Gaming Room store
(there are about 15 of these
currently in the UK able to host
an event) if you can’t find a big
enough venue.

To join the league you need
gamers in your club
(obviously!), gaming tables and
scenery, and 250 points of LOTR
and/or 400 points of
Warhammer 40,000 armies built
using the format given in the
School League Pack.

To get a School League pack, or

simply if you want further

information, contact us on:
schools@games-
workshop.co.uk

State which league you are
interested in joining and our
Field Hobby Managers will get in

touch with you.

. S/
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Are you running an event? If you want to advertise it for
free in this fine publication simply drop us an e-mail at:
eventsdiary@games-workshop.co.uk

The closing dates for receiving
details for publication in the
following issues are:

14 November for WD302 (February)
14 December for WD303 (March)

14 January for WD304 (April)

Please note all dates and details are

correct at the time of going to print
but are subject to change.

Events diary abbrevialion guide

WH ...... Warhammer
40K ...... Warhammer 40,000
BB ... Blood Bow!

WAB......Warhammer Ancient Battles
WPS......Warhammer Players' Society
WEGW ... Warhammer English Civil War
Epic ...... Epic Armageddon

LOTR ...The Lord of The Rings

WARHAMMER 40,000 DOUBLES
TOURNAMENT 2005

Date: 5th and 16th January, 2005.
Venue: Warhammer World, Nottingham.
Details: Pair up with a friend and take
your arrmies to battle against other pairs
of players. To play, you will need two
legal Combat Patral forces and a friend
to play with. Both players must be aged
at least 12 years. Full defails will be
sent with your tickets.

The weekend consists of nine games
across two days. Ticket prices include
lunch on both aays, and an evening
meal on the Saturday.

Tickets are available from Direct Sales
on 0115 91 40 000, and cost £60.
Contact: 40kgt@games-workshop.co.uk
Website: www.games-
workshop.co.uk/gt

RETURN TO THE UNDERHIVE

Date: 6th January, 2005

Venue: GW Hammersmith, London.
Details: To mark the return to
Necromunda GW Hammersmith is
holding a special evening featuring
Gang Recruitment, Underhive battles,
modelling and painting clinics and
tactics advice. In fact, everything you
need to know about the game!

Come down and learn how to play or
bring your gang to see who really is the
Boss of the Sump!

It runs from 5pm-8pm on Veterans
night, so is for over 16s only.
Confact:

GW Hammersmith — 0208 846 9744
Website:
www.games-workshop.co.uk/events

THROR'S BANE

Date: 8th January, 2005

Venue: GW Sutton.

Details: Nar, cousin of Dwarf lord Thror,
son of Dain, has returned to Erebor, the
Lonely Mountain, with some grave
news. His cousin has been slain af the
hands of Goblin King Azog.

Now the Dwarves march again on the
ancient realm of Azanulbizar and to the
gates of Moria with vengeance burning
fiercely in their hearis. Players must
book in advance to guarantee a place.
Gamers should bring one unnamed
Hero and 10 troops for Good, or 1
unnamed Hero and 20 troops for Evil.
Runs from 10am-noon.

Contact:

GW Sutton Coldfield — 01213 543174
Website:
www.games-workshop.co.uk/events

T e

Event information correct at time of going to press. Games Workshop is not responsible for events not.cun by Games Workshop:

GW ...... Games Workshop
ar ... Grand Tournament
MODELLING CLASSES

Date: 22nd January, 2005

Venue: GW Plaza, London.

Details: Having difficulty sticking
together that Dragon Ogre? Come down
to GW Plaza’s Modelling Classes for
some expert advice! Please phone to
book a place.

Conlact:

GW Plaza - 0207 436 0839.

Website:
www.games-workshop.co.uk/events

FULL TILT Ill TOURNAMENT

Date: 23rd January, 2005

Venue: Leopoldsburg, Belgium.

Details: A WH 2,000 poinis tournament
and 40K 1,500 points tournament.

Also a Youngbloods 500 points contest
for both WH and 40K.

Contact:

patrick.cannasris@skynet.be

Website:

www.de-witte-ridder.be

WARHAMMER TOURNAMENT

Date: 29th January, 2005

Venue: GW Chester.

Details: WH tournament. Warm up for
this year's Conflict by taking part in this
competition. Follows the same rulgs,
format and scenarios as Canfiict. Contact
the Chester store for more details.
Contact:

GW Chester — 01244 311967

Website:
www.games-workshop.co.uk/events

THE SPOILS OF WAR - MISSION
IMPROBABLE

Date: 29th January, 2005

Venue: GW Enfield, London.

Details: Kill teams battle to secure the
ultimate weapon! Bring along a legal
160 points Kill Team. Remember that
absolute power corrupts absolutely.
Runs all day from 11am-5pm.
Contact:

GW Enfield — 0208 363 3238
Website:
www.games-workshop.co.uk/events

40K DOUBLES TOURNAMENT

Date: 30th Janvary, 2005

Venue: GW Middlesbrough Gaming
Room.

Details: Frove that two heads are better
than one, as teams of two challenge
each other for top honours. Six team
places available.

Contaci:

GW Middlesbrough — 01642 254091
Website:
www.games-workshop.co.ul/events
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BEGINNERS' OPEN DAY

Date: 19th February, 2005

Venue: Warhammer World, Noitingham.
Details: Games Workshop welcomes
you to Warhammer World for the first
ever Beginners Open Day. If you are a
fairly new enthusiast, who wanis more
experignce, and advice, or maybe you
are a veteran who feels like trying one
of our other systems, this Open Day is
for you. There will be army building
and tactics advice, a conversion clinic,
and a terrain factory, on top of more
than a dozen participation games
covering Warhammer, Warhammer
40,000 and The Lord of The Rings. The
event is open to those aged 12+, and
any under 16's must be accompanied
by a responsible adult. Tickets are £10,
and will be available from our Direct
Sales department on 0115 91 40 000.
Contact: events@games-
workshop.co.uk

Website:
www.games-workshop.co.uk/gt

CONFLICT DUBLIN

Date: 20th February, 2005.

Venue: Burlington Hotel, Dublin.
Details: Dublin Conflict offers a wide
variety of activity, from painting and
modelling tips and participation games
to a full one-day tournament for
Warfiammer, Warhammer 40,000, and
Lord of the Rings. If you are thinking of
entering your first tournament, or if you
Jjust want to come along, see and play
some cool games, this is the ideal
tournament for you.

Tickets cost w37 (£25) for the
Tournament and 9 (£6) for an Open
Pass.

Contact: events@games-
workshop.co.uk

Website: www.games-
workshop.co.uk/events

LOTR TOURNAMENT

Date: 26th February, 2005

Venue: GW Chester Gaming Room.
Details: Fight for Good or Evil in this
great LOTR tournament. Warm up for
this year's Conflict by taking part in this
competition to find the best generals in
Middle-garth. Follows the same rules,
format and scenarios as Conflict. Contact
the Chester store for more defails.
Contact:

GW Ghester — 01244 311967

Website:
www.games-warkshop.co.uk/events

WILD KINGDOMS WARHAMMER
CAMPAIGN DAY

Date: 26th February, 2005

Venue: GW Maidenhead Gaming Room.
Details: It is a time of famine and fear.
The onslaught of the Chaos forces has
left the Empire in ruins. Across the
Worlds Edge Mountains, many are
forging new Kingdoms, making and
breaking alliances, attacking enemy
borders and using many other
underhand tactics. Gan you play this
delicate game of politics, or will you
simply use brute strength to achieve your
goal of ultimate supremacy? Register by
12th February to enter.

Conlact:

GW Maidenhead — 01628 631747
Website:
www.games-workshop.co.uk/evenis
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WARHAMMER TOURNAMENT

Date: 27th February, 2005

Venue: GW Middlesbrough Gaming
Room.

Details: Enter GW Middlesbrough's
second annual Conflict-style
Warhammer tournament. Use your
1,500pt Warhammer army to crush ail
befare you.

Contact:

GW Middlesbrough — 01642 254091
Website:
www.games-workshop.co.uk/events

EPIC TOURNAMENT - RETURN TO
ARMAGEDDDN

Date; 12th March, 2005

Venue: GW Maidenhiead Gaming Room.
Details: This is a 2,700 point Epic
tournament for all lists published in the
main rulebook and on the Fanatic website
(www.specialist-games.com). Do you
have what it takes fo be victorious in any
theatre of war/

Cantact:

GW Maidenhead — 01628 631747
Website:
www.games-workshop.co.uk/events

ORCA-COLA CUP

Date: 12th March, 2005

Venue: GW Maidenfiead Gaming Room.
Details: Choose a 1,000,000 Gold Credit
starting Blood Bowi team. Be careful in
your selection, that can it take you all the
way to the top? 10 pitches, 20 teams,
one winner. Will it be you? Register by
29th January to enter.

Contact:

GW Maidenhead — 01628 631747
Website:
www.games-workshop.co.ul/events

TRUST AND TREACHERY - 40K DOUBLES
TOURNAMENT

Date: 12th March, 2005

Venue: GW Maidenhead Gaming Room.
Details: Bring along your team of fwo
players, each with a 400 point army.
Relying on each others' skill, knowledge
and trust, can your team take on all
comers and become victorious, earning
Your rightful place in the Hall of Heroes?
Register by 15th January to enter. Book
early to avoid disappointment,

Contact:

GW Maidenhead — 01628 631747
Website:
www.games-workshop.co.uk/evenis

GONFLICT EDINBURGH

Date: 13th March, 2005.

Venue: Corn Exchange, Edinburgh,
Details: Edinburgh Confiict is more than
a tournament! It offers a wide variety of
hobby activity, from painting and
modelling tips and participation games
to a full one-day tournament for
Warhammer, Warhammer 40,000, and
The Lord of The Rings. If you are
thinking of entering tournament for the
first time, or you just want to play some
cool games, this Is for you.

See if you have what it takes fo be
victorious on the battlefield.

Tickets cost £25 for the Tournament
and £6 for an Open Pass.

Contact:
events@games-workshop.co.uk
Website:
www.games-workshop.co.uk/events
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Event information corréct at time of going fo-press: Games Workshop is nat: responsible:for events not run by.Games Workshop.
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NEMESIS

Insurgents have allied with
Xenos and Chaos forces — new
pacts have been confirmed by
Imperial spies. Secession is
unacceptable.

Kill-Teams have been dispatched
in the relevant sectors to deal
with these uprisings. Heavy

| Xenos activity detected in all
sectors; types unknown.

 The action takes plage on 29th
:-of January at GW Leicester, GW
- Northampton, GW Coventry,

GW Leamington-Spa, GW
_Peterborough; GW Burton,:GW
. Stoke and:GW Macclesfield.

Neutralisation of all targets
. must be complete by the end of
the day. Contact your sector

PAINTING MASTERCLASS
Date: 19th March, 2005
Venue: GW Plaza.
Details: Come and learn how to paint all
manner of skin tones with Plaza's very
own Hobby Specialists.

As faces are the focal points for most
models, these expert tips will certainly
help make your soldiers reafly stand out
on the battlefield.

Spaces are limited so please book earfy
to avoid disappointment. Runs from
11am-1pm.

Contact:

GW Plaza — 0207 436 0839

Website:
ww.games-workshop.co.uk/events

RISE OF KINGDOMS: A FOOL'S GOLD
Date: 19th and 20th March, 2005.
Vemue: Warhammer World, Nottingham.
Details: Between the Old world and the
mysterious lands of Cathay lie lands rife
with danger. Marauding bands of Ogres,
Ores and fouler things stalk the
unnamed hills and lands along the lvory
Road, the only so-called safe route to
the riches and wonder of the Cathayan
Empire.

Many make the dash through these
lands for riches untold, but only the
well-armed get through, and much is
lost aiong the way.

However, though the journey can exact
the highest price, the chance for
staggering profit is irresistable fo the
many merchants who attempt the trip
every year.

A Fool's Gold gives you the chance to
race along the lvory Road, as a
merchant or mercenary general, for
Yyour share in this most dangerous but
profitable venture known in the world.
Or to pillage, plunder, and murder the
foolish wrefches who risk this route as
a bandit chief. In this land of
lawlessness, only the strongest survive,
are you up to the chailenge?

Play and make the most dangerous
journey in the entire Warhammer world.
To take part you will need a fully painted
2,000 points Warhammer army. Some
armies cannot take part in the
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Inquisitor at your local Hobhy
Centre for further details.

campaign, 5o ask the staff when you
purchase your ticket. 16 years plus only.
Tickets cost £40, and are available from
Direct Sales on 0115 91 40 000.
Contaci:
events@games-workshop.co.uk
Website:
www.games-workshop.co.uk/gt
PRI
THE ORCIDAS SLAUGHTER BOWL
Date: 27th March, 2005

Venue: GW Middlesbrough Gaming
Room.

Details; Join in the fun of a day of
Blood Bowl. Coach your team to the
top. All approved feams welcome. 16
places available.

Contact;

GW Middlesbrough — 01642 254091

Website:
www.games-workshop.co.uk/events

VARGON CAMPAIGN DAY

Date: 15th April, 2005

Venue: GW Plaza.

Details: Become the scourge of the
qgalaxy by taking part in this 40K
tournament!

Swordwind hosts of the Biel-tan
Craftworld have come to reclaim the
beautiful Maidenworld of Vargron (1l in
order o help their dying race survive
for a few centuries longer.

But, upon arriving, the the Eldar are
horrified to find the virgin planet has
been defiled by an Ork WAAAGH!
cammanded by vile Warlord Ashnak.
Bring down your 1,000 points army
and help (or hinder) the Eldar as
they retake the vital Olgari Temple in
three linked-battles.

The tournament runs from 10am-6pm.
Space limited to 20 players (10 per
side) so book your place to avoid
disappointment.

Contact:

GW Plaza — 0207 436 0839

Website:
www.games-workshop.co.uk/events
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DARK STARS: THE BADAB WAR
WARHAMMER 40,000

GCAMPAIGN WEEKEND

Date: 21st and 22nd May, 2005.

Vemue: Warhammer Worid, Nottingham.
Details: It is 901.0441, and Lufgt Huron
of the Tiger Claws marines has rejected
the Imperium and furned traitor,

With his powerful oratory and dazzling
rhetoric, the Chapter Master has turned
many previously loyal Imperial worlds
and armies to his cause.

Outright war is inevitable as lords of the
Adeptus Terra despatch a mighty
crusade to crush the rebeilion, and for
the first time since the Horus Heresy,
brother Space Marine will face brother
Space Marine on the field of battle!
Come to Warhammer World to refight
this historic campaign, an event which
shook the Imperium of man to its very
core.

To play in this campaign you will need a
fully painted and legal 1,500 points
army and be at least 16 years of age.
Tickets are £40 on sale from January
and will be available from Direct Sales
on 0715 91 40 000.

Contact:
events@games-workshop.co.uk
Website:
www.games-workshop.co.uk/gt

BLOOD BOWL GRAND TOURNAMENT
Date: 6th and 7th May, 2005,

Details: Calling all sports fans! Do you
feel top of the heap? Beaten the Altdorf
League? Crashed your way to the top of
the Loren Cup? Need a new challenge?
Enter the biggest and best Blood Bow!
tournament of them alf!

Can you take your team to the very
pinnacle of sporting achievement? Find
out by entering the highest of Blood
Bowl competitions. Prepare your team
to play for the best trophy of them all -
The Blood Bowl itseif!

Full details to be published later,

Venwe: Warhammer World, Nottingham
Contact:

Warhammer World - 0115 916 8410
Web: www.games-workshop.co.uk

..
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ames Workshop Direct is

the ultimate service for

Games Workshop
hobbyists. With a quick trip to
our website or a chat on the
phone to one of our friendly
Hobby Specialists every Citadel
miniature you want can be
dispatched to your address. But
Direct is far more than merely
an ordering service...

HOBBY SPECIALISTS

Besides handling your orders for all Games
Workshop merchandise, our Games
Workshop Direct staff are on hand to help
you get the most out of your hobby. All of our
staff are Hobby Specialists, gamers like you
who can’t get enough of maodelling, painting
and gaming with our miniatures. As dedicated
hobbyists they can answer all of your hobby
guestions and provide tips on modelling and
painting techniques, such as advice on colour
schemes, tackling difficult models,
suggesting components for conversions or
assembling more complicated kits.

They can also provide assistance with making
an army list, from devising a starting force to
expanding an existing one. They're also
available to give helpful advice on how
various units work on the tabletop,
discussing any special rules and tactics for
using them in a battle and assessing their
relative strengths and weaknesses.

Our Hobby Specialists are also a great source
of gaming knowledge. If you have any rules
queries they are happy to help and suggest
solutions to ensure you get the best out of
your gaming.

SPECIALIST
PROFILE
Name: Yan Zacks.
i Specialism: Conversions
Armies: Dwarfs and
Ultramarines,
Hobby tip: When using
Green Stuff keep your
modelling tool and your
fingers wet then it won't
stick ta your fingers.

122 ORDERING DIRECT

* COMPONENT PART SERVICE
All hobbyists love to personalise their
armies. With Direct you can order individual
models from boxed sets and blisters or
even individual components from multi-part
kits. So if you want to create a fantastic
conversion using Archaon’s sword and a
Griffon’s head, Direct is the place to go.

CLASSIC AND COLLECTORS" MODELS
The Games Workshop range of models is
constantly evolving. Due to limited space,
we cannot stock Citadel Miniatures’ full
array of models in our Hobby Centres. From
alternative marks of Space Marine armour,
to different models of dragons or even
models for the enigmatic Eldar Harlequins,
Direct has a dazzling selection of figures
you won't find anywhere else.

ADVANCE ORDER

Can't wait for the latest book or model?
Direct allows you to order them in advance,
delivering them to your address as soon as
they are released.

EXCLUSIVE MODELS

Available only through Games Workshop
Direct, these models, like the evil Dark
Emmisary, make excellent army
centrepieces or painting projects. Call the
Hobby Specialists to see what special
edition models are currently in stock.

NEW RELEASES
Get all the latest releases as soon as they
are available!

SUBSCRIPTIONS

Get your essential hobby purchase every
month guaranteed with a subscription to
White Dwarf. You can also place an order
for our ather periodical publications,
including Inferno! and Fanatic magazine.

DELIVERED TO YOUR DOOR

No need to leave the comfort of your home
or brave the elements to get your Games
Workshop goodies. And there’s just one
standard postage charge no matter how
much you order,

HOBBY SPECIALISTS

All our Games Workshop Direct staff are
Hobby Specialists. They can answer all of
your gaming questions and provide tips on
modelling and painting technigues.
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' GAMES WORKSHOP DIRECT,

Get exclusive models like the Dark
Emissary only from Direct.

Components and classic miniatures are
only a phone call away.

Warhammer Comic.
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Subscribe to White Dwarf, Inferne! or .




e-mail: hobbyspecialists@games-workshop.co.uk

call: 0115 91 40000
website: www.games-workshop.co.uk/store

COLLECTORS" GUIDES

\
Collectors’ guides are an amazing resource
for gamers and collectors alike. Each book

focusses on the models for one Warhammer

There are numerous ways of getting directly in touch with our crack squad of Habby or Warhammer 40,000 race. Within its pages,

Specialists. Lines are open from 9am-9pm Monday to Saturday and 10am-8pm on Sunday. you will find nearly every model we have ever

Faxes, e-mails and letters will be answered immediately. Whether you want to order a new produced for that particular range. Dozens of

army or just chat about how to get the best out of your Necromunda gang, drop us a line. exciting models gathered together in logical

. order so you can build the force you really
ON THE INTERNE.T X want without scrabbling through a load of old
Visit our well-established store at: www.games-workshop.co.uk/store catalogues.

= IN-STORE

Also included are fantastic examples of

Order from any Games Workshop Hobby Centre at the in-store order point. painted armies and individual models and, for

* BY PHONE the sake of completeness, ancient models
Call the Hobby Specialists on: 0115 91 40000 (UK), 0044 115 91 88506 (Denmark), that are no longer available anywhere.
0044 115 91 68255 (Netherlands), 0044 115 91 88507 (Sweden) Now available from your local Games

« BY E-MAIL Workshop Hobby Centre

E-mail the guys on: HobbySpecialists@games-workshop.co.uk; or for customers in

Collectors’ Guides
Northern Europe: NEMO0@games-workshop.co.uk

* Chaos Space Marines

= BY FAX * Imperial Guard
Fax your order on: 0115 916 8002 (UK) or 0044 115 916 8162 (NORTHERN EUROPE) * Empire Y
* Orcs and Goblins
= BY POST * The Lord of The Rings
Or the traditional way: Games Workshop Direct Sales, Willow Road, Lenton, * Space Marines
Nottingham, NG7 2WS * Warhammer Chaos
N

Catalogues
= The Specialist Games Catalogue
= 2005 Catalogue

Q
Every month the-Hobhy- Specialists deal with hundreds of hobby-related queries. Whether it's
- how to get the:most from your Snotling Pump Wagon, suggesting a fitting colour schemie for
your new regiment of the Knights of the Blazing Sun-or finding. out the Strength of a Railgun,
the Hobby Specialists have all the answers. Here's a recent question that keeps cropping up.

- 0. Can | use Inferno Bolts-in the Kai Gun? bolter, combi-bolter, heavy bolter, etc).

. And equally can I use True Grit with the Inferno Bolts state that they are ‘bolter,
Kai Gun? It is described as a ‘huge bolter’  combi-bolter or bolt pistol shells’ but are
in Codex: Chaos Space Marines. not modelled to fit the Kai Gun.

A No. - True Grit has always been very specific. The Y E},Sf!'"ﬂﬂﬂ
rules for True Grit, to be found in the ‘ e SADE

Universal Special Rules section on page 76 -2

of the updated rulebook; allows models to

use the skill with basic holters, and only

bolters, unless the model is a Grey Knight

Whilst the Kai-Gun is.clearly described as a
weapan that warks-on bolter technology it is
-.not named as a ‘holter’, nor is.it any of the
~ standard bolter variants (such as the starm

SPACE M/
COLLECTOF
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(Discasc and Disorder

This Death Guard Dreadnought is part of Mark Jones' new
Nurgle Space Marine force. Check out his Death Guard
painting tips and this Dreadnought in our Plague Lords
article, starting on page 66. Mark used various bits from the
Chaos Tank Accessory and Chaos Vehicle sprues to convert
his basic plastic Space Marine Dreadnought.

Sprues shown at 30%

|
1
|

L

=
P

]

. A

= -

= | ® 4

i: PTN
CHAOS TANK ACCESSORY SPRUS CHAOS VEHICLE ACCESSORY SPRUS
99390102001 £5 99390102004 £7
- J

Death Guard Lord

This awesome looking Nurgle Lord also
belongs to Mark Jones who created it
to lead his Plague Marines. The main
parts used to build it are displayed here.
Turn to page 68 for full details.

Sprues shown at 40%

CHAQS SPACE MARINE
ACCESSORY SPRUE
99380102005 €£2.50

CHAOS OBLITERATOR BODY 1 CHAOS OBLITERATOR CHEST 1 CHAOS OBLITERATOR RIGHT ARM (1 OF RANDOM 2)  CHAOS OBLITERATOR LEFT ARM (1 OF RANDOM 2)
9947010207506 £5 9947010207504 £2 9947010207502 £2 9947010207507 £2

P Teaa Ea 1T = == o T e e e e e e e — e ey =]

l 24 ORDER"\IG‘ DIRECT 517 es only. Froduct contents-may vary. Producls sold unpainted and unassembled. Certaln Gitadel producls may be dangerous If used incorrectly. Prices correctat ime
56 confact us for-current availability and prices: Prices quoted are for products sold by Games Woikshop:through its awn stores, catalogue or website. Independent retallers
are responsible for determining thelr own prices.



GAMES WORKSHOP

Hairy Heroes

The 13th Gompany Wulfen played a crucial role in this month’s Battle e

55 7 g o — )
Report, Divine Retribution, on page 70. Please bear in mind you'll also need m\@l?n " @ %f eﬁ@“ “@m

to order some backpacks separately if you order the models below, as the

int i CHAOS SPACE MARINE )
codes are not for the complete miniatures, but for the metal bodies. Other RAC A A L I
13th Company Space Wolves can be built with parts from the Space 99390102003 £.50 99380101004 £4

Marine, Space Wolf Accessory and Chaos Space Marines Sprues.
Sprues shown at 40%

13TH COMPANY WULFEN 3 13TH COMPANY WULFEN 2 13TH COMPANY WULFEN 4 13TH COMPANY WULFEN 5 13TH COMPANY WULFEN 1
9947010124003 £4 9947010124002 £4 9947010124004 £4 9947010124005 £4 9947010124001 £4

SPACE WOLF ACCESSORY SPAUE
99380101012 £3

Hjalmar Stormfist

This Lord commands the 13th Company in our Battle
Report. He was built using the parts shown,

LEFT LIGHTING CLAW
9947010103912 £1.50

WOLF GUARD TERMINATOR
RIGHT LIGHTING CLAW SERGEANT BODY
9947010103311 £1.50 9947010101401 4 J

CHAQS SPACE MARINES SPRUE
99380102004 £6

B e SR e P S e g L2 A

Pictures for iluslrative purpases only, Product contenis may vary. Praducts sold unpainted and ubssembled. Gertain Gitarel producls may be dangerous if used Incorrectly: Pricds www.games-wnrkshop.co.uk/store 125
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Guns and Grace

The Sisters of Battle fight against the 13th Company in this month’s Battle Repart. Turn to page 70 to find out if they were triumphant or not. If
pursuing righteousness is second nature to you, perhaps you might consider an army of these fanatical zealots.

Battle Sister with Heavy Flamer £5 Battle Sister with Heavy Bolter £5 Battle Sister with Multi Melta £5
Denmark......kr 60.00 Denmark......kr 60.00 Denmark......kr 60.00

Norway kr 70.00 ekt 70.00
Swedzn ......kr 70.00 kr 70.00
Euro ... € 800 Euro.........E 8.00

Sisters of Battle Imaugifier £4

Benmark......kr 50.00
Noirwa kr 60.00
Sweden ......kr 60.00
Furo.......€ 650

Sisters of Battle Canoness £6 Sisters of Battle Sister Superior (1 random model)

Denmark.....kr 75,00 Denmark.
Norway........kr 85.00 Norwa

LT 5 T & 7mt 108 P o et An 5.+ Dt o o 02 8 £ T s e o b s S
]26 DRDER’NG DIRECT Pictures for jllustrative purposes only. Praduct contents may vary. Products sold unpainted and unassembled. Certain Gitade! products-may be dangerous if used incarrectly. Prices
correct at{ime of going to press, please contacl us for current-availability-and prices. Prices guoted are-for products sald by Games Workshop through [ts own stores, catalogue or

wabsite. Independant retailers are responsible for determining their own prices.



GAUES WORKSHOP

Seraphim Battle Sister (1 Random Model) £5 Seraphim Sister Superior £5

Denmark......kr 60.00
Norway.
Sweden
Euro........... € 800 Eurp ...........

( N
Faith in Firearms
These classic Sisters Superior can help give your Witch Hunters army that little
bit of individuality. Perfect for making your heretical opponents go “Wow! Gool
models!” as you righteously smite them. Please bear in mind that the codes
provided are for components only, so each part needs to be ordered seperately,
and you will need to order backpacks for all the Sisters.
SISTER SUPERIOR 2 BOLTER SISTER SUPERIOR 3 MAUL SISTER SUPERIOR SWORD BATTLE SISTER ICON BEARER
9947010801703 £4 9947010801704 £4 9947010800402 £4 9947010801502 £4
oy
Lyp s
b
BATTLE SISTERS BACKPACK
9947010800401 £1
CANQONESS ICON CANONESS BODY SERAPHIM BACKPACK SERAPHIM SISTER SUPERIOR
9947010800903 £.50 9947010800902 £5 9947010801001 g2 9947010801003 £3 J

Pictures for illustrative puripses anly. Product contants may. vary, Praducls sold unpainted-and unassembled, Certaln Citadal products may be dangeraus il used incorrectly, www,gumes.wdrkshop_ca_ukfsfﬁre ] 27
Prices carrect at time of golng-to.prass, please contact us for current availability and prices, Prices quoted are lor products sold by Games Workshop thiough its own stores,
calalogue or websile. Independent retailers are responsible for determining their own prices.
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GAMING

go to play games and enjoy the hobby.

A growing number of our Hobby entres
now have additional space in the shape
of Gaming Rooms. Like a regular Hobby
Centre, all Gaming Rooms provide the
full range of Games Workshop services,
running events, tutorials and much
more. They are larger than a normal
Hobby Centre and have many tables,
making them perfect for meeting fellow
hobbyists and arranging larger games,
playing campaigns or just painting and
modelling in the Gaming Room's
dedicated painting area.

Play the games of your choice. There are lables and scenery for
Warhammer 40,000, Warhammer, The Lord of The Rings, Epic, Battlefleet
Gothic, Blood Bowl, Inguisitor, Necromunda and Mordheim,

f

a

On Monday to Friday these rooms are
reserved for veterans over the age of 16
but at the weekend they are open to all
veteran gamers and those who have
been through the Games Workshop
Beginners’ programme.

. \ P A g
2 'I"L _,r"‘\ -.\\-
PAINTING AND MODELLING

When you grow weary of constant war, you can head to the Gaming
Room'’s special painling area where you can sit and paint while swapping
modelling knowhow and old war staries with other Hobbyists.

* GW Aberdeen....................... 01224 649 779

| o GW Bath............ccooovirinnn, 01225 334044

7| *GW Bromley............. ......0208 466 0678

* GW Burton ........................01283 535865

= GW Carlisle .......................01228 598 216

e GW Chester ........................01244 311 967

e GW Dumfries ......................01387 249702

* GW Exeter ..........................01392 490 305

A PLACE FOR VETERANS e GW Glasgow........................ 0141 2211673
T RS SR QY IGIMIED e 01473 210 031
experlence, 0 you should have na trouble finding a challenging opponent. @ G Macelesfield ................ 01625 619020

CAMES WORKSHOP

Games Workshop Hobby Centres offer a
great deal to Hobbyists. Besides stocking a
complete range of current Games Workshop
products, they also provide a number of
other services. If you're new to Games
Workshop wargaming, why not sign up to
their Beginner's Programme, and learn all
you need to wage war in the 41st
millennium, Warhammer world and Middle-
earth. Our friendly staff are always on hand
to answer your hobby questions. There’s
always something going on in-store, from
Roadshows to campaigns. Most Games

Workshops open seven days a week and late
for gaming evenings. Hobby Centres have
something for Hobbyists of all ages.

Games Workshop products are also sold by
a large number of shops in 16 different
countries across the world. What follows is
a large listing of all the stores that sell
Games Workshop products across the UK,
parts of Europe, South Africa and the UAE.
You can find a list of all our retail outlets on

our website at:
www.games-workshop.co.uk/storefinder

o s T T et
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ROOMS

Equipped with loads of tables and scenery, Gaming Rooms are the place to

Gaming Room Features

= Varied scenery and table set ups
for Warhammer, Warhammer
40,000 and The Lord of The Rings.

= Dedicated painting areas.

» Special events, battles and
campaigns.

» Minimum age of 16.

* Rulebooks and other gaming
resources.

* Full set of Games Workshop
Hobby Gentre Facilities.

Ring your nearest Gaming Room today
for more details of what’s on!

* GW Maidenhead ................ 01628 631 747
* GW Middlesbrough ............ 01642 254 091
* GW Neweastle ................... 0191 232 2418

® GW Newport........................01633 256 295
e GW Poole...........................01202 685 634
e GW Shrewshury .................. 01743 362 007
* GW Sutton Coldfield .........01213 543 174
e GW Uxbridge ......................01895 252800
* GW Wakefield ....... ....01924 369431

* GW Worcester ....................01905 616 707

HOBBY CENTRES & INDEPENDENT STOCKISTS

If you're still unsure as to where your nearest
stockist is located, why not call Games
Workshop Direct on 0115 91 40000.

In the following list, Stares highlighted in
yellow indicate new stores. Stores in green
are elite Northern European stores; stores in
blue are Northern European partnership
stores. To be sure they will have exactly what
you want in stock, we recommend you give
them a quick phone call before visiting.
Hobby centres marked with a cross () have
Gaming Room facilities.
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our nearest Hobby Centre or independent retailer on these puges;

on our website: www.games-workshop.co.uk/storefinder;
by e-mailing us: hobhyspecialists@games-workshop.co.uk;
by calling us: 0115 91 40000

AVON

GW BRISTOL {CENTRAL):
13 Broad Weir Tel: 0117 825 §553
GW BRISTOL (CRIBBS CAUSEWAY):
Unit 128, The Mall. Tel: 0117 958 2528
ORISTOL, Arco 5
Tel: 0117 92
PORTISHEAD, Makit:
Tel 01275 B44 751
YATE, H‘ngguxnuru: Toystore:
Tel. @1454 326566

BEDFORDSHIRE

GW BEDFORD:

10 Groylnaes. Tol: 01234 275 683
LEIGHTON BUZZARD, Cuddlers:

Final Fantasy

BERKSHIRE
¥ GW MAIDENHEAD:

Unit 2, 17 Market St

GW READING:

111 Broad St

GW SLOUGH:

101 Hhigh Straat. Tet: 017

BRACKNELL, Ottakers:

Tal: 01344 488124

NEWBURY, Miniarture Merchonts:

Tol: 01635 f23176

NEWBURY, Swampys:

Tol: (535 36555

SANDHURST, Toywarld:

Tel: 01252 873350

WINDSOR, Ottakers:

Tel 01753 956

WINDSOR, W... Danlels:

Tol, 01753 BE2106

BIRMINGHAM AREA
GW BIRMINGHAM:
cation Stroot. Tet: 0121 236 788D

Tol: 01620 63t

lall, Tol: 0118 959 2693

ry Hill Canra. Tal, 01384 443 B10
GW SOLIHULL:
690 Warwick Road. Tel: 0121 705 7007

X GW SUTTON COLDFIELD:
4547 Bimingham Road. Tl 01213 543174
GW WOLVERHAMPTON:
Unit 98 Iander Gontie. Tel: 01902 210 465
GW WALSALL:
Unit 27, Qtd Squara Shapning Centre
Tal: 01822 725 207
ACOCKS G
Telt Q121 7
GREAT BARR, Gaming Crypi:
Tel 0121 360 5060
EDGEBASTON, Wayland's Forga:
Tob 0121 687 01105
nunsw Roy’s Huhhle: & Tays:

SU“ON EOLDFIELD Digital Dragans:
Tal: 07941 61T 7!

BUCKINGHAMSHIRE

GW HIGH WYCOMBE:

Unil 29, The Octagen Conga, Tol, 01494
GW MILTON KEYNE:
Urit 2 Wost £

Shapping Contro, Tel: 01908 £
BUCKINGHAM, Abacus Toys:

Tol: 01260 821815

GERARDS CROSS, Howard Marshall:
Tok 01753 B2
MILTON un‘NEs Dacron's Baoks;
Tel e
PRINCES EISBORDUEH Troats:

Tel, DT84 244354

CAMBRIDGESHIRE

GW CAMBRIDGE:

8 Brioge Strael. Tak 01223 315 350
GW PETERBOROUGH:

3 Wantwonn Strant Tai: 01733 890 052
ELY, City Cycle Cantre:

Tel: 01353 £63131

HUNTINGDON, Sports & Fashions:
Tel: 01480 1

PETERBOROUGH, Westgate Departmant Stare:

Tal 01733 563151

‘ORTON, PN Hobbies:

Tol: 01733 753854

snwsrou T}m Toy & Madal Centre;

SAWSTON, 'r ys Plus:
Tel: 01223 837435
ST. NEOTS Wnﬂgnm Department Store:

TEVEasHAM lmm:nllun L1d:
Tel: (12
WISBECH, Westgale Dopartment Stare:
Tol 0115234 ¢

CHESHIRE
GW ALTRINCHAM:
unit 1,17 Grafion Sy
GW CHESTER;

a0 Stree!

®

Tal: 0161 473 1427
CDNGLETD Deun! Toys & Cycles:
Tol: 0126
CREWE, ABC Mndnll Spart;
Tol: 0 S0S0AH
NANTWICH, Funfayre LTD:
Tol mz
NORTHWICH, Level 13
Tel 01006 <50
NORTHWICH, The Model Shop:
Tel 01606 47740

e e

Jef’s Games and Warkshop:

41454

on. 502 Siury Boulavard

RUNCORN, Halton Daemans:

Tol: 01828 715351

STOCKPORT, Gnlllﬂgs Toymaoster:
Tal 0161 4272035

‘WIRRALL, Isls:

Tel D151 666 1188

WIDNES, R G Marsh Lid/ Widnes:
Tok 015 1847

CLEVELAND
X GW MIDDLESBROUG
Unit 33, 3% Dundas

wor, Tal: 0164

Cao. Duhiarn, Tak 01428 2617
HAH’TLEPOOL Illusluns
Tel. O 21

CORNWALL

BODMIN, nrl:smnlm
Tek 01207
BUDE, Nitro RC:
Tal (11286 353300
FALMOUTH, Wandorland Falmouths
Tal01326 51 1

HAYLE, Blewetts of Hayle:

Tel: 01736 733012

NEWQUAY Planet Hobbywood:
Tel 1637 B 1l

ST AUSTELL, Mﬂd for Miniaturas:
Tek 01726

COUNTY DURHAM
GW DARLINGTON:
78 Skinnergale, Tel, 01325 302 463

BISHOP AUCKLAND, Windsock Madels:

Tet 01368 603 766
CONSETT, Kwi
1, Co. Tol 0!?04 581024
DAHLINGTDN l.umh' T

Tal: 01525 466042
TEESDALE, Toy Shop:
Tel: DIB3I GATIAG

CUMBRIA
X GW CARLISLE:
Unit 2, Earis Lang. Tek 01228 508 2
BARROW-IN-FURNESS, Heaths:
Tol: 01226 620 435
BOWNESS-ON-WINDERMERE,
Ernest Atkinson & Sons:
Tek 01539 443047
BRAMPTON, The Card Centre:
Tal 857 72287
COCKERMOUTH, The Toy Shop:
Tol: 01960 625855
COCKERMOUTH, Playtimes:
Tel: 015900 H29299
KENDAL, North West Warriors:
Tek: 01539 731666
KENDAL, O'laughlins’s
Tol 01530 723264
KESWICK, J B Dixon Limited:
Tol: 01768 772 381
PENRITH, Harpers Cycles:
el 01768 564475
ul.v:uswu Suwdus! n Stifchos:
al 41229 58

WHETEHAVEN, Rubin!on 's Model Shep:

Tul; 07946 66525

WORKINGTON, K5A Madels and Hobhbios:

Tel: 01000 873320
WORKINGTON, Toymaster:
Tal: 01900 A73322

DERBYSHIRE
GW DERBY:

42 Sudler Gata. Tal: D137,
BELPER, Frearsons:

Tok 01773 820 244

alerg

BURTON ON TRENT, Toymaster Kingdom:

Tal: 01283 544

BUXTON, D&E Hnﬂw!ns & Sonsy
Tel: 01280 24

CHEHERFIELD Enbpemﬁ\m Society:

cusrsnnz
Tal (11246 2
DERAY, Toymaster Kingdom:
: Conite, Tol, 012 236
||.|(55'rnN lkestan Co-op:
Tol 01150 327
MATLOCK, Shuwcs LTD:
Tal 01629 5 a2
SWADLINCOTE,
Tebk 01283 B52
DEVON
X GW EXETER:
Ita Sidviell Stroet. Tol 01392 4
GW PLYMOUTH:

4 Cormwail Straet, To

SPn.-cdlng Bullek:

Slipstream Madals:

01752 E54 121

5 Tel, 01803 201 036
AXMINSTER, Abacus Toys:

Tok 01297
BARNSTAPLE, The Boftlezone:
Tal 01271 32134,

BIDEFORD, BI
Tel 012
BOSCOMBE, Marcello Toymasters
Tel: 0202 292755

BRIDGEND, Paraphernalia:

Tel: 01656 B64562

DARTMOUTH, ws Plllar & Co:
Tol: 01603 B22 ).

EXETER, PJ Huwkln: and Sons:
Tol 013
EXMOUTH, Gnmeznnn Models:
Tal 01395 267733

HONITON, Hnnlum Toy Shap:
Tek 014

==

ord Toys:

T AL i R e SR L e

KINGSBRIDGE, The Trading Past:

ot 01540 B52 923

NEWTON ABBOT, Austins:

Tal: D1626 33344

PAIGNTON, The Madel Shop:

Tal: 01603 5

PLYMOUTH, Madel Shop:

Tel 01752 221 51

TAVISTOCK, Kaleidoscope:

Tol 01822 615 206

TEIGNMOUTH, Jackmans Toybox:

Tol. 01826 778755

TIVERTON, Wlngs ‘N’ Whaals:
Tek 01884 242

TORRINGTON, nnqung Pastimes:
Tel. D1605 625436

DORSET

GW BOURNEMOUTH:

"ast Office Aoaa. Tal: 01202 319 202

¥ GW POOLE:
Uni 12 Towngat Cenire, Tel: 01202 685 634
BOURNEMOUTH, Batile-Scar:
Tol; 01202 256154
BOURNEMOUTH, Marcella Toys:
Tok 01202 7708
BOURNEMOUTH, Roberts Toys & Games:
Tal 01202 482031
BRIDPORT, Frosts Toymaster:
Tel: 01308 422286
GILLINGHAM, Mervyn's Toys & Madels:
Tol: 01747 623 808
SHAFTSBURY, Hordings:
Tal: 01747 053156
SHAFTSBURY, Howards:

Tal: 01747 BS2156
SHERBORNE, Pursuifs:
Ter: 01935 16072

WEYMOUTH, Rozzamataz:
Tul: 01305 780601

ESSEX

GW CHELMSFORD:

Tho Mondows Centra. Tal: 01245 450 028
GW COLCHESTER:

2 Shon Wyrn Straet Tel: 01206 767 i
GW SOUTHEND:

12 Sauthchoreh Road. Tek 01702 461 251
GW THURROC
Urit 4158, Levol
67 133
BRENTWOOD, B&M Cycles:

Tol: 01277 214342

CLACTON ON SEA, Clacton Art & Craft Centro:
Tl 01255 136346

COLCHESTER, Toymaster Kingdom:

Tok 01206 544344

HARLDW, Harqus, Madele

Lokeside Shopping Cemra. Tal: 01708

HUEKLE\' Hﬂbhirnu
Tal 0170;
I.EIGH-QN-EEA Caliver Books:
01702 473988

RAYLEIGH, Toys N Tuck:

Tol: 1268 01

SAFFRON WALDEN, Game On:

Tel: 01798 506 070

Tal: 01702 343464

GLOUCESTERSHIRE
W CHELTENHAM:

16 Prtvilla Stieat, Tel, 0124
GW GLOUCESTER:

35 Clarence Sticet. Tel 01452 505 033

BOURTON ON THE WATER, Bourton Madal Railway:
Tel. 01451 820686

STROUD, Antics:

Tel 01451 764487

STROUD, Cybordyna:

Tel: D145 76772

STROUD, Pslsaft Games:

Tot: 0870 2427428

TEWKESOURY, T
Tal' 01684 2 b

HAMPSHIRE
GW DASINGSTOKE:
3 Pottars Wik, Tel
GW PORTSMOUTH:
3 Anntel Steet. Tal: 02!
GW 50UTHAMPTON!
23 East Strest. Tal 02360 331 962
GW WINCHESTER;
G 5t Gaarges Sont. T
ALDERSHOT, The Game Shop:
Tol 01252 311443

ALTON, Alton Modcr Centro:
Tol. 014920
ANDOVER,
Tol, 01264 2.
BASINGSTOKE, Ottakers:
Tel: 0 {E05AG
CRANLEIGH, D:wld Mann;

28 414

Zane:

12 B

60 109

loggosaurus Toystarn:
263

FAREHAM, Fﬁrehnm Toys tind Hobbles:
Tel 01329 26218

FARNBOROUGH, Darkstar;

Tol 01252 376050

FLEET, Flee! Toy:

Tol: D1252 613949

GOSPORT, JC Books:

Vel 02352 500931

NEW MILTON, Toys of Naw Milion:

Tal: D142

I"I:TERSFIELD Fully Madels;

Tol 01730 267

PETERSFIELD, Fun far All:

Tel, 17 8787

PORTCHES!FH. W!:ur Modals:
Tol, 02382 3511

RINGWOOD, Tuys of Ringwaod:

Tok 01425

www.games-workshop.co.uk/storefinder 129

ROMSEY, Roundabout:

Tetk: 01794 512145

SOUTHSEA, Seuthsea Models:

Tal 01705 7332

WATERLOOQVILLE, Paul’s Hobby Shop:
Tal: 01705 259186

HEREFORDSHIRE
HEREFORD, Hereford Madal Shopt
Tel 014 52008

LEOMINSTER, Martin's Models & Crafts:
Tel. 01568 613 702

ROSS ON WYE, Little & Hall:

el 01989 562 638

HERTFORDSHIRE

GW HEMEL HEMPSTEAD:

16 Bridge Syeul, Tel: D442 248 752

GW 5T ALBANS:

18 Horitage Clusn, aff High Stront. Tel 01727 861 1493
BERKHAMSTED, Homlins:

Tek 01 ugatd2

BISHOP'S STORTFORD, Boardmans:

Tol: 01279 654 033

CHORLEYWOQOD, Chorleywood Models:

Tel: 01023 284 313

CDEKFOmHS Murrcy & Brond:
Tok. 0201 Lirry

HARPENBEN Fl!llcllulinr\.l.

Tel. 01624 221

HATFIELD, Mr Gﬁmns.

Tok 01707 266699

HERTFORD, Marguee Modols:

Tel 01932 504718

HITCHIN, Maoinly Models:

Tal 01462 422204

LETCHWORTH, Comlcs Unlimited:
Tok 01462 480018

ROYSTON, Toyshop:

Tal: 01763 24 a

STEVENAGE, KS Models:

Tul: 01430 T46616

WELWYN GARDEN CITY, Toys Toys Toys:
Tel, 21707 381518

ISLE OF MAN
DOUGLAS, Jac Distrlbution:
Tel 01624 622154

PORT ERIN, Model Tech:
Tel 01624 836045

RAMSEY, Model World:

Tel: 01624 876048

ISLE OF WIGHT
NEWFORT, Batile On:

Tal: 011983 533231
NEWPORT, Tny z. Models:
Tal: 01983 5

RYDE, The Spm; & Model Shop:
Tol: 01983 AG2454

RYDE, Fun, Fact and Fanfasy:
Tol: 01083 617323

SANDOWN, Toymosters

Tol: 01963 Q4162

SHANKLIN, Toymaster;

Tek: 01063 85682+

Kenl, Tol: 01322 427
GW CANTERBURY:
Unit 5, lron Bar Lane, Tel 1227 452 B30
GW MAIDSTONE:
Tu Pudding Lene. To
GW TUNBRIDGE WELLS:

4A Camden Strest, Tol, 01892 8§25 703
ASHFORD, Ottakers;

Tok: (11233 567450

ASHFORD, GZ Compulers Lid:

Tob 01233 663006

BEXLEY HEATH, Kit Krazy:

Tek 0208 208 7177

BROADSTAIRS, Time & Space:

Tal: A4S 866008

CHATHAM, Moynes:

Tel: 01634 400031

DOVER, Turners Models:

Tal 01304 203711

GRAVESEND, The Stamp Centre:
Tel: (1474 & 65

MARGATE, Space City Gifts:

Tol 01843 227145

MARGATE, 1oymns|¢r Kingdom:
Tei 01843 225400

ROCHESTER, Mlulnlum World:
Tek: 01834 813988

SEVENOAKS, JH Lorimer:

Tel: 01732
SEVENOAKS, Munkluw:,

Tal, 01732 253952

sm-msaounus. Al Blundell & Son:
Tol: 01795 424371

I‘ONBRIBGE Kids Stuff:

Tel 01 188

LANCASHIRE
GW BLACKPOOL:

4 Girloy Stroet. Tol: 012
GW BOLTO
Unit 27, 36 A
GW PRESTON:

15 Millr Arcade. Tel: 01772 821 AG6
ASHTON UNDER LYNE, Byte Size:
Tel: 0161 343 7556
BLACKBURN, Bafcave:

Tal! 01254 657408
BLACKBURN, Mercer & Sons:
Tel 01254 58700
BLACKPOOL Toymcsh:r

Tol: 01253 62646

BOLTON, amms Toymaster:
Tek (1204 366330

BOLTON, Toymaster:

Tal; 01942 D12338

HBOLYON, Whitoker's Toymasters:
Tel: 01204 395248

= AR

m:

752 058

il

kg fAall. Tal: 01204 362 131




BURNLEY, Arthur Benn:

Tal: 01262 422 546

BURY, Toymastar:

Tol 0161 761 6200

CHORLEY, A & B Gomes:

Tel: 1257 261823

CHORLEY, Hompsons Toys & Nursery World:
Tol: 01257 263045

CUTHEROE, Cowglils of Clitherae LTD:
Tol 01200 422587

KIRKHAM, RK Boyes:

Tel 01772 871900

LANCASTER, Lawsons Toymaster:

ok 0152 18
LANCASTER, Micro Markats:
Tel: 01524 40486

LEIGH, Storktown Limited:
Tel: 01842 671116

LEIGH, Toymastar:

Tek: 01842 671116
MORECAMBE, Richord Lancastar:
Tak 01524 410 304

‘CLDHAM, Ottakars:

Tak 0161 6205543

PRE.’I!DN. Tuyrnullnr:

Tek 01772 007765

NUCHDALE MI:mshn:Ic<
05

Rnnendntu Medels:
Tal: 01704 250007
ST HELENS, Wargames World
Tal: 01744 28500
THORNTON-CLEVELYS, Toy2save Collectohles:
Tal: 01253 855905
WIGAN, Jahn Winstanley and Cot
Pambarion, Tak 01942 214864
WIGAN, Sophlos:
Tel: 01942 700356
WIGAN, Wigan Medel Cenlre:
Tol: 01942 245 B2

LEICESTERSHIRE

GW LEICESTER:

Unit 2,16/20 Silver Swreet, Tel: 0116 253 0510
GW LOUGHBOROUG
22 Biggin Street. Tel, 01500 238 107
ASHEBY-DE-LA-ZOUCH, Steve's Models:
Tel: 01530 416827

COALVILLE, Geolfs Toyst

Tol 01530 832705

HINCKLEY, Punctille Model Spot:

Tel: 01455 230952

LOUGHBOROUGH, Geoffs Toys:

Tk, 01509 216966

LINCOLNSHIRE AREA
GW GRIMSBY:
8 Veat St Mary's Gale. Tal: 01472 347
GW LINCOLN:
Ut SUA. muummn {on auteide of Watersida Contra). Tel:
01522 548
BOURNE. G‘I' Collectoble Cards:
Tal 01778 422630
GAINSBOROUGH, Toymaster:
Tel: 01427 676000
GRANTHAM, Arbon & Wotts:
Tek: 01664 055030
GIUINTHAM. Access Models:
T 176 552 001
LOUTH, Castaline:
Tel: 01507 GO2148
MABLETHORPE, Belas Toymaster:
Tak 01507 473326
QUADRING, M5 5 Slurgess:
Tok 01775 821867
SCUNTHORPE, 5hurmuns Madel Shop:
Tok 01724 642
SCUNTHORPE, 'n:ymunm
Tak 01724 271020
SCUNTHORPE, Wastgate Depariment Store:
Tok 01724 281869
SKEGNESS The Madel Shop:
Tel: 017 29
SPALDING Mason's Models:
Tal 04775 722456
SPALDING, Spalding Madels and Collectables:
Tel; 01775 7152,
5PALDING, Weslgmes Department Slore:
Tel: 01775 713424
STAMFORD, Hawleys:
Tol: 01780 762135
LONDON
GW BRENT CROSS:
Unit 79, Lower Mall fnoar Fenwicks), Brent Cross Shopping
Contra. Tal: 620A 202 4979
¥ GW BROMLEY:
Unit 24, Tha Mall, Bromiey. Tai: 0208 456 0670
GW CROYDON:
Unit 35, Diummond Cantre (aulsita ha hack of he centra),
Kosioy Hosd. Tal: 0208 630 4600
GW ENFIELD:
W5 Genotin Road. Tel: 0208 363 3238
GW HAMMERSMITH;
161 King Street Tel: 0200 B46 9734
GW HARROW:
206 Staflon Sticet. Tal 0208 B61 2350
Gw umsmsmn
cor Sqm.z Kansinglon Church Shael

757

cw KINGSTDN QN THAMES
o Aoad, Tol! U208 549 522

GW LONDON (OXFORD ST):

Unit F10, The Plaza Shopping Centie, 15t Floor,i16.128

Onxford Sveet. Tok O; 39

GW RICHMOND:

Unit 8, Wostminster

GW ROMFORD:

12 Ouadront

GW STAINES:

520 Elmslaigh Conira (al b

GW SUTTON:

Unit 26, Timnz Sauare Shoj

ouse. Kow Roed, Tel: 0208 948 6122

de. Tel: 01708 742 140

0.6

ch of 1ASS). Tob: 01704

g Cenlre Tal: 0200 770 G454

Mall, The Pawlions Shopping Centee

Stroot, Harleguin Canlre.

BLACKHEATH, 2nd Impressions:
Tal: 02008 526102

CHINGFORD, Hobhy Stop:

Tal: 02085297377

CHINGFORD, Ressis of London:
Tal: D207 528 1920

CLAPHAM JUNCTION, Toystop:

Tal: 0207 2209079

By o

130 STORE FINDER

DULWICH, The Art Stationers:
Tal: 0208 6335538

EAST SHEEN, Toystop:

Tel: 0200 76 5226

ELTHAM, Eltham Modsls:

Tal 0208 AG0 A3
FINCHLEY, Loisure Games:
Tol: 0208 346 2327
HAMPSTEAD, Happy Returns:
Tel: D207 435 2431
ISLINGTON, Frederick Beck:
Tel. 0207 226 3203
KNIGHTSBRIDGE, Harrods:
Tol: 0207 730 1234

PUTNEY, Toystop:
Tel: 0200 705
RUISLIP, John Sonders:
Tek: 01645 634
WALTHAMSTOW, Otiakers:

Tel: 0206 5200202

WIMBLEDON, Elys:

08 946 181

WOOD GREEN SHOPPING CENTRE,
Toy Gity: Tel, 0208 8510770

MANCHESTER AREA
GW MANCHESTER (ceniral):
Unit R3S, Mardson Way Souh, A
6871

LEIGH, Toymaster:

Tel 01842 671115
MANCHESTER, Woterstones:
Tol 0161 837 3000
WARRINGTON, Steve Webb Models & Hobbies:
Tol (1928 735225

MERSEYSIDE AREA
GW LIVERPOOL:
130 Cantea
GW SOUTHPORT:
it K2, Marblo Place Shopping Gantre,
501 255

ng Contea, Ranelagh. Tel: 0151 703 0963

| Sh

GW WARRINGTON:
Unit 20, Tima Square. Tal, 01925 651 984
WALLASEY, Fireside Minlatures:

Tal: 157 691 1883

WIRRAL, RS Models:

Tol U151 343 4382

MIDDLESEX
ENFIELD, Jennings Storest
el 0208 8041804

NORFOLK

GW NORWICH:

12-14 Exchange Stroel, Tol 01603 767 6556
DISS, Toymasf
Tel 0N 84174y
EAST DEREHAM, Youngsters World:
Tul: D1788 562 372

GORLESTON, Toymaster:

Tul, D1493 443057

HOLT, Starlings-Toymaster:

Tel: D1263 713101
HUNSTANTON, Hunstanion Models:
Tol: 04485 533324 / B34456

IPSWICH, 7nrm:|:1=r Kingdom:

Tal 01473 256304

KINGS LYNN, Wlﬂnula Depariment Stare:
Tak: 15653 7R0901

KINGS LYNN, Emplra:

Tob 015653 765 174

NORWICH, Karrisons:

Tol 01603 404 008

NORWICH, Oliver's Tays:

Tel: 01223 B37839

NORTH WALSHAM, Blackfish Games:

Tek D16Y2 403 372

Starling:

Tel 01263 !'\223'611

WYMONDHAM, The Toy Loft:

Tel: 01953 607 730

WROXHAM, Polnt House Toyshop:
Tel: 01603 706804

NORTHAMPTONSHIRE

GW NORTHAMPTON:

38 Princes Walk: Grosvonar Centre. Tal: D160/ 636 687
CORBY, Westgate Dapartmant Store:

Tal: 01536 203525

KETTERING, Toymostar Kingdam:

Tel: 41526 51250

KETTERING, Grnqn Angol Cards & Games:
Tek 61536 350 24B

NORTHAMPTON, Taymaster:

Tel 01604 620 520

RUSHDEN, Osborne Sporis & Toyst

Tet 01533 312415

WELLINGBOROUGH, Software Seller:

Tel 01933 230861

NORTHUMBERLAND

ALNWICK, Woodys Computer and Video Game:
Tel: 01665 606351

AMBLE, Gremlynz Imports:

Tak 0815 125 9306

BERWICK UPON TWEED, Berwick Computer Games
and DVDs;

Tek 01288 300551

HEXHAM, Fairplay:

al: 01434 GOSE7E

HEXHAM, Robbs Department Store:

Tel: 07424 602151

MORPETH, TG Allan:

Tol: 01670 515126

NOTTINGHAMSHIRE
GW NOTTINGHAM (central):
S Friar Lano, Tal; 0115 548 0651
GW WARHAMMER WORLD:
Wiliow Flond, Lenton. Tek 0115 916 8410
NEWARK, Acceas Modals:

Tel: D1636 673116

NEWARK, Toymastor:

Tal. 01636 611231

NOTTINGHAM, Shawes:

Tal: 0115 9418646

RETFORD, Taymaster:

Tek 01777 700330

RETFORD, Puzzles Plus;

Tal. 01777 708628

SHIREBROOK, Shire Madels:

Tal: 01623 742968

WOODBOROUGH, Regency Prinfers:
Tal: D115 065 6500

WORKSOP, Toymaster:

Tal: 01909 431330

e Canwe, Tol 0161 034

WORKSOP, Maodel Base:
Tol: 01809 501 7

OXFORDSHIRE

GW OXFORD:

1A Bush House, Mew nn, Hall ¢
ABINGDON, Just Toys:

Tel: 01235 524333

BANBURY, Trinder Bros:

Tol, 01295 262 516

BICESTER, Dentonsi

Tel: 01863 32394
CARTERTON, ﬁllns Sports:
Tel 01803 &
COWLEY, Dantons:
Tol 01365 74974
nm:a‘r Dantons:
5 816366
oxrnnn anw:lls Toymastar:
Ter 01865 241244

THAME, Pind Pndullnr

Tat 018, o
WALLINGFDRD anu of Walllngfard:
Tol! 01491 352

WANTAEE Swnmpy’r

707535

WITNE\'. Dentons:

Tal: 0193 Y04 579

SHROPSHIRE
X GW SHREWSBURY:
G Mukot Sraet, Tel: 01743 362 607

BRIDGENORTH, Hobby Horso:
Tl 01746 766 650

NEWPORT, Model Manla:

Tal 01952 B10G27

al, Tel: 01865 242 182

OSWESTRY, Funfayra:

Tal: 01691 670 Ha6
SHREWSBURY, Funfayre:
Teol: 01743 233647

anda Games:

76,
TELFORD, Questing Knight Games:
Tul. 01052 417747

SOMERSET

Tab 01274
Bummwn o 551\, GW Hurlay:
Tel ;278 78028

FROME, The Ellunhm, Press:

Guurcmsuu Pedalers:
Til; D1458 B34
MINEHEAD, Minchead Toys & Modols:
Tel; 01643 705550

TAUNTON, Krackers:

Tol: 61823 335057

'WELLS, Wells Models:

Tok 01749 675 262

WESTON SUPER-MARE, Griffins Gamos:
Tel 01834 426700

WESTON SUPER-MARE, 1J Toys:

Tolk 01934 418151

YEOVIL, unun qulqnnr: Centre:

Tol: 0103

STAFFORDSHIRE

¥ GW BURTON ON TRENT:
Unit B, Urnr ourl, Union Streel.
GW STOKE:
27 Sinliord Strant. Toi: 01782 205 27
BURTON ON TRENT, Spirit Gomes:
Telk 01283 511203
BURTON ON TI'!ENT Toymaster Kingdom:
Tet 01263 5
CDCKERM.QLITH 'I'he Tay Shap:
Tol: 01900 825855
NEWCASTLE UNDER LYME, Sundowner Madols:
ek 07782 510608
STAFFORD, JW Bagnall:
Tel 01785 223349
STAFFORD, Too Fu! Goblinz:
Tel 01725
STOKE ON !RENT. Alsager Toys & Models:
Tel: 01270 80257
TAMWORTH, Th= Old Bell:
Tal: 01027 310 320
TAMWORTH, Geoft's Toys:
Tal: 01530 632705
UTTOXETER, Thll 'Inyhnx.
Tal: 869

SUFFOLK
X GW IPSWICH:

4% Bultormudhot, Tei: 01473 210 031

BECCLES, Toy Box:

Tol: DISO2 712705

BURY ST. EDMUNDS, Model Junction:

Tob: 01284 753

BURY ST. EDMUNDS, Toymaster Kingdom:

Tal: 01264 761646

FELOGSTOWE, Wizards Taxis:

Tol: 011304 2

HALESWORTH, Hulnwnnh Tay Shep:

Tol: 01

HAV amu Bnhy Connaxian:

Tel 01440 70

IPSWICH, To, Wnrlxl Ipswiche

Tol, 01473 72

LOWESTOFT, :nym;m. Kingdam:

Tol: 01302 2

NEWMARKET, Muons Tayland:
Tel: 01638 E53147

5'rowm.nnxrr Simpson & Sons:

Tok: 01448 612

SUDBURY, Toymaster Kingdom:

Tol: 01707 72230

SUDBURY, Tay Connexlon:

Tel: 01767 B8R0OZ

WOODBRIDGE, Toytawn:

Tel 01384 383170

SURREY

GW GUILDFORD:
Unit 1, 9/12 Tunsqate

Tek D1 51 793
. Tal 01463 771 675
CAMBERLEY, Morningstar:

ol 01276 GBS160

COULSDEN, Taylors Toys and Sports:
Tol (22086 €60 0710

R [ P e R AT T e

nnm(mﬁ Durkinu Madels:
Tel O
EPSOM, Onnkem

Tal: 012372 742533

FARNHAM, Elphicks:

Tol: 01252 716222

REDHILL, Gamers Gulld:

Tak 01737 709123

REIGATE, The Toy Shop:

Tal: 01737 245300

WALTON ON 'mnMEs Naosesm:
Tok
WALTON QN 'n-mMEs, Treehouse Toys:
Tok 01932 252

SUSSEX AREA
GW BRIGHTO!
7 hhda Strgai. Tof 273 203 333
GW CRAWLEY;

17 Broagway. Tel: 01203 552
GW EASTBOURNE:

13 Tarminus Rosd Tel: 01323 641 423

BEXHILL ON san Matek Models and Hobbies:
Tel: 014
BOGNOR u:ms, Tralnz Modols and Hobbles:
Tal: 01243 864727

BURGESS HILL, Kid's Stuff:

Tal* 01444 257 724

CARFAX, Goodaocres Toymaster:
Tal 014 2940

CHICHESTER, Chichester Toys:
Tel: 012 H055

HASTINGS, Jade Martial Arts:
Tab: 01424 720 330

HAYWARDS uEAm. Heath Modcls & Tops:
Tol. 01443 259785

HORSHAM, Gentle Gallery:

Tul: 01403 258587
HORSHAM, Otiakers:

Tal: 01403 268080

LEWES, The Hobby Shop:
Tel: 01273 4723
STEYNING, Glnlll Gallary:
Tok 01805 m.

UCKFIELD, Kld's Sruﬂ

Tal' (nE:
WORTHING, KE'; Games Shop:
Tet 01903 237963

TYNE AND WEAR AREA
GW NEWCASTLE (Central):
Uit GA, Navignte Shopiing Centia Tek 0181 232 2418

an

=

\ Village).

METRO CENTRE, Gateshead, Taymaster:
Tol: 0181 460 2200

NORTH SHIELDS SR Gladstane & Son:
Tol 01

cuu!s, Modelst

SUNDERLAND, Exkaycx:

Tak 0191 5147000

SUNDERLAND, The Toy & Computer Shop:
Tl 0181
SUNDERLAND, Joplings:

WASHINGTON, Toymstar:
Tok 0181 415

WARWICKSHIRE
sw covEnTHY:

iopping Centra. Tal

BEDWORTH, Rclllwuy & Modellers Junctiont
Tal 02476 316205

KENILWORTH, Abacraft Arts & Piclures:
Tel: 01936 511204

WARMINSTER, Raw Models:

Tal: 01985 215410

LEAMINGTON 5PA, Trindarz Toy Town Lid:
Tal: DI526 47050

RUGEY, :ulo nullu:y: & Models:

Tl 017
ETOCKINGFDRD Whitileford Post Office
Tol: 024 7638 5

WILTSHIRE
GW SALISURY:
18 Wingng

GW SWINDON:
50 Fizat Slies, d
DEWZES Hugg saurus Toystore:
Tol, 01380 723 841
MARLBOROUGH, H Duck:

Tel V722 330 985

MELKSHAM, Thn Toyshop:
Tal 01215 76

SWINDON, Spnf On Madals:
Tol: 017

WARMINSTER, Tymsagain Lid:
el 01685 A10016
WORCESTERSHIRE

x GW WORCESTER:

Tel 01905 616G 707

stsHAM Batile Hanours UK:
Tel: 01386 45475

REDDITCH, Hoggosaurus Tay Store:
Tal: 01557 (5 032

STOURPORT ON SEVERN, TP Acivity Toys:
Tel 01293
WORCESTER, Eh::lror:l: Dungeon:
Tol 01684 831610

YORKSHIRE
GW DRADFORD:
4 Piccadifly, Braglord. Tal 01274
GW DONCASTER:
Unit 10, Tne Colonnad
GW HARROGATE:

28 Boulah Stroat, Tel: 0142
GW HULL:

50 Paragen Stioat. Tel: (4
GW LEEDS (central):
12:16 Coniral Road. Tel 0113 242 0834

GW LEEDS (WHITE ROSE):

Unit 280, White Fose Centre, Tel: D113 272 3470
GW SHEFFIELD (ceniral):
16 Fizviiam Gata. Tal. 0




GW SHEFFIELD (MEADOWHALL CENTRE);
Um\ 418, High 5 Uppor Makl Inext io enirance near

X GW WAKEFIELD:
96 Katkgato, the Ridings Contro, Tol: 0142
GW YORK:
134 Langal, Tal: 01904
BARNSLEY, Kiteraft:
Tok 07236 206000
BRADFORD, Toymaster:
Tel: 01274 724753
BRIDLINGTON, Croppers:
Tok 01262 677727
HALIFAX, Hnlllnx Modellars World:
Tal: 01422
HALIFAX, Mogulnn World:
Tel: 01422 330547
HALIFAX, Toymaster:
Tel 01422 353086
HARROGATE, Toymaster:

Tol. 01423 654 335
HUDDERSFIELD, Callactamania;
Tel 0 Ll

HUDDERSFIELD, Toymaster:

Tel 01484 524664

HUDDEMFIELD Snmnlhing Wicked:
Tal: 01484 5
HULL, Mayfair Toymum:r'
Tok: 01482 662 7

ILKLEY, Wurgumes World:
Tal: 01043 607500
HEIGHLEY, Toymaster:

Tel: 01555 604045
LEEDS, The Hobb
Tol: 0113 2556562
LEEDS, Toyworld:
Tol: 0113 2439500
LEEDS, Royal Armouries Musaum:
Tel: 01132 201959
NORTHALLERTON, T & FM Grover Lid:
Tal: 01600 773

OTLEY, Toymastar:

Toi: 01943 462055

POCKLINGTON, Chyldes Play:

Tek 01759 306041

RICHMOND, Anylhing Goes:

Tel: 01525 37822

scnuaunnusH, Malson Militaire:

Tal 01723 3
anRiIDROUGH Space, Myth and Moglc:
Tel: 0045 84411

SELBY, A1 Spom and Toys:

el 01757 705115

SHEFFIELD, Atkins Toymaster:

Tel: 0114 276 1960

SHEFFIELD, Toymastar:

tdeadavinnil Shopping Centre. Tak: 0114 255 5379
SHEFFIELD, Worgames Emparium:

Tel: 0114 2754826

WAKEFIELD, Modal & Craft Contre:

Tol: 01924 374007

WHITBY, John Andersen - Taymaster:

Tal: 01847 602213

WALES
GW CARDIFF:
31 High Street. Tol:
¥ GW NEWPORT:
25 Skinnar Smraor. Tel: 0163
GW SWANSEA:
15 Princass Way, Tol, 01792 463 960
, Richards of Aberg ¥
Tek 01873 852466
ABERYSTWYTH, Albalross:
Tel 01970 617836
BANCHORY, Banchery Tay & Gift shap:
Tk 01330 425586
BANGOR, ACME Computers:
Tel. 01248 371457
BRECON, J Clark Toys & Gifis:
Tal: 0187 622 B6S
BRIDGEND, Joust far Fun:
Tal; DIESG 767500
CARDIFF, Dice and Disc,
Computer and Vidao Vislon:
Tel: 020920 252123
CARMARTHEN, Good News:
Vol 01267 237789
RMARTHEN, Hardings:
Tol: Q1656 660044
CHEPSTOW, -lrllsl: Corner:
Tel: 01291 627 ¢
DYFED, Cluritr To'rs
Tek 0183
GWERS\'LLT. Briru Ideas:
Tol. 01978 758451
HAVERFORDWEST, Merlin Madaels:
Tel: 01437 762633
LLANDUDNGO, Dibs Toymastar:
Tal: 01978 750451
LLANTWIT MAJOR, Rainbow Plaza:
Tal: 01446 704198
PEMBROKE, Drﬂgnn Alley:
Tal: 01646 62
RHYL, Llnhrlnnl Mndl-ls & Toys:
Tok 01745 337 564
SWANSEA, C-ml: Shoppe:
Tal: Q1752 §424

02920 44 917

295

SCOTLAND

X GW ABERDEEN;

0. Tel, 01224 649 770

W AYI
10 Asean Malt Tob 01292 510 673
GW BRAEHEAD:
115 Rt Shopping Conira, Kings Inch Raad
Tol: 0141 B85 G340
X GW DUMFRIES:
44 High Streat, Tel: (1367 24
GW DUNDEE
110 Camin Sticon Tal: 01382 202 302
GW EDINBURGH:
136 High Stroat. Tel: 0131 220 6540
GW EAST KILBRIDE:

ek of W&S),

12 Cow Wvﬂd Tel 01324 624 553
¥ GW GLASGOW:
81 Union Stroet. Tol: G141 2211673
Buchan Call

Tel: 01358 751774

ABERDEENSHIRE, Rabertsan Spars:
Tak 01778 4

Y TR 7% 20

ABERDEENSHIRE, Toyworld

Tol: 01566766333

ANGUS, Gardinors:

Tel: 01355 622265

DINGWALL, Sports and Model Shap:

Tel: 01349 662346

EDINBURGH, Murlunvlllq Models:

Tel: D131

ELGIN, Junnll‘( Toymaster:
sy

Tol: 0
Hr: (:up.u;, 'zh- Nappy Pin:

Tat: 01334 653 1
FORT WII.I.IAM, l'hg Granlle House:
Tel: 01307 703651
GALASHIELS, Books Plus:
Tek 01895 752043
GLASGOW, Static Games:
Tal: 0141 2265414
HADDINGTON, Cycle Sarvices:
Tal: 01620 026585
HELENSBURGH, Game Domain:
Tal: 01436 673007
INVERNESS, Junners Toymaster:
Tel: 01463 233234
KINROSS, The Hope Chest:
ol 01577 662518
KIRKCUDBRIGHT, SW Computers:
Tl 01557 331822
KIRKCALDY, The Hope Chasi:
Tel; 01502 260116
KIRKWALL, George Laonard & Cos
Tel: 01856 B77780
NORTH BERWICK, Laws Cycles:
Tal: 01620 830643
ORKNEY, Mclennan-Toymasters
Tal: 01056 877768
PETERHEAD, Gearge Donald:
Tal: 01778 474737
SHETLAND, Harrys Dept Store:
Toi: 01595 892097
STIRLING, Do It @ Your Lelsura:
Tek: 01756 B26975
STRATHCLYDE, Toytown Strathclyde:
fel: 0141 BE7 2385
THURSO, J Allal
Tol. 01847 DB3;
WEST Lcn'HmN 'I'uy Works:
Tal: 015

CHANNEL ISLANDS

JERSEY, 5T. HELIER, Tha Little Shop:

Tal: 01534 722187

GUERNSEY, ST. PETERS PORY, Creasys Toymaster:
Tal: 01481 720203

GUERNSEY, 5T, PETERS PORT, Carousel:

Tel: D148 721721

NORTHERN IRELAND

Gw I!ELFAST.

& Court (o
‘nl UA 0 23 36
€O. ANTRIM, Madelmonie:

Uisburn, Tal: 043-92834451

€O. ANTRIM, Camerons;

Tk, G48 521

€0, AN‘I‘NIM, Camerons:
Saliymena, Tel: 0266-4D831

€0. ANTRIM, World of Wandar:
Tel: 048-52663986

€O, ARMAGH, D. Jatlors:
Pariadown, Taf 0 0869

CO. DOWN, Replay Games:

: Bangor, Tal: 048-01452210
CO. DOWN, Stewart Miller & Sons Lid:
Tal: 04056322067
CO. DOWN, Stewart Miller & Sons Lid:
Bangor, Tel: 1247270100
€O, FERMANAGH, Modellers Corner:
Ennishiten, Tel; 048-56322367
€O. TYRONE, Whites Toymaster:
Omagh, Tak 0662-242427
PORTADOWN, D Jaffars:

Carl, Tek G46-35350669

EIRE
GW BLANCHARDSTOWN:

vards back ol the Conlra)

@

Linit 3, Lowser Litfoy Strooi. Tel: 00 253 18
CO. CLARE, Warld of Wonder:

Corb., Tol: 0856448697

CORK, World of Wonder:

Tol 021-4210445

CO. CORK, Coughlan Educational Supplles:
el 023-33068
CO. CORK, Mary’s Tuymn:lm-
Magroom, Tal, 02612461

€O, CORK, Murpl\Ys Warld of Wander;
Mullow, Tal: 02321147

€O. CORK, Murphr; World of Wender:
Blackpool, Tel: 0
co CDRK Wurld uqundcr-

cn. cnmc Nuddy s Toymoster:
Corlr, Tel. 0212
€0, CORK, O!Iu_r Reuims
Cork, Tak 021
co, DUBLIN, Bunhrz Toymastar:
Dun Luows, Tel: 01-2604011
CO. DUBLIN, Nimbls Fingers:
Sullorgan, Tel: 01-2RB078B
CO. DUBLIN 1, Banba Toymaster:
Tol: 01-6727100
£0. DUBLIN 3, Furlangs Toymastar:
Cionar, Tel: 01-0530305
€O. DUBLIN 5, Toymaster:
Malafiide Aoag, Tek 01-0530305
€0. GALWAY, Gamers Realm:
Tol 031-562006
€0, GALWAY, Ir's Mogic:
Galway, Tal: 091-563313
CO. KERRY, Killorney Model Rallway:
Killarey, Tel: 064-34000
€O. KILDARE, World of Wander:
e, Tel 045-437267
co. muu:nmr, Michaal Cratly Toymaster:
Kilkenny, Tol: 05821038
€O, LIMERICK, The Gn?hvrlng,
Limerick, Tel, 0B1-315
€O. LOUTH, Pick & Su\l :
Oundalh, Tol: 042-5327356
CO. MAYO, World of Wender:
Cork, Tel: 095-76676
CO. OFFALY, Robhbins:
Clontar, Tal: 050621521

e N A e

Shopping Getire, Dublin, Tal,

GAUES WORKSHOP

CO. TIPPERARY, Hogan's Toymaster;
Bray, Tel; 052-23873

CO. WATERFORD, Murphy Tay and Cycle Speclalists:
Dungarvan, Tel 05841376

CO. WATERFORD, The Hobby Shap:

Tal: 51-852227

CO. WATERFORD, Fitzmaurlce Toymasters

Tal: 051-B76566

CO. WESTMEATH, Tay City:

Athlan, Tel: 0802-79551

€O. WEXFORD, Play & Leorn:

Tolk 053-23188

CO. WICKLOW, ER Horris & Sons:

Bray, Tel 01-2R67905

€O. WICKLOW, anklns

Bray, Tal. 04 2

INTERNATIONAL ACCOUNTS
BELGIUM

AALST, Christioensen Aalst:

Lange Zoutstraat 163, 2300.
AARSCHOT, Conect'r:

Gnsthulsstranl 47, 3200, Tel; 016 568830
ANTWERPEN, Celfic Cross:
Zilvorsmidsirant §, 2000, Tet: 032888155
ANTWERP, Red Drogan Gam
5t Katelljnavast 55, 2000 Tel 03231 7161

BRUGGE, W iy d
Langestrant 163, 2000.

BRUGGE, Falr Play:

Spoonveqsttasl 162, 8200, Tel 050 385103
BRUSSEL, Christaensen Laken:

8100 Avenuo Busloyden, 1020

BRUSSEL, NV Tﬂys(u (Chrisluensun;—

5 Duphiskaan 318,

DENDERMONDE, Chv?ﬂlnunsrn Dendermonde:
Sint-Gillistranl 75, 9200, Tel: 052 211798

DEURNE, The Gemestore:

Van Duyisstrazt 144, 2100, Tek 031255535

GENT, Betty Boop:

Ovorpoonisiragl 110, 3000, Tak 00222 0576

GENT, Christinensen Gent:

Voldorstraal 17, $000.

GENT, Miniatuurauto’s Eeckhout:

Bergstraal B7, 9000,

GERAARDSBERGEN, Leroux:

Guileminlaan 237, 8500, Tel: 0544 11145

HALLE, Mishra's Playground:
Nincolsesteenveg 104, 1500, Tol02 361
HALLE, Top 1 Toys Halle

Basibakstrant 66, 1500, Tﬂ! 02 3560403
HASSELT, D-5lx:

Kuringorsiaanaeg 43-45, 3500, Tol011 325355
HERENTALS, Play It:

Stationsplein 11, 2200 Tel: 012 848664
IXELLES, Christaanzen Ixelles (Boumax SA}:
104 Chausses d'Ixelies, 1050,

KORTRIIK, Da Concorde:
Brugsestraat 40, A500, Tol. 056 370565
KORTRLIK, Play It:

Wandalingenstrant 32, 5500

LANAKEN, Christiaansen Lanakent
Stanansteaat 25, 3620.

LEOPOLDSBURG, NV Moestermans:
Maarschalk-Fochsiraat 20, 3970, Tel: 011 393846
LEUVEN, The Dice Pool:

Hellige Geeststraal, S4r301, 3000, Tok 016 224884
LOKEREN, De Geest:

Rooms! 27, 1180, Tek03348 48 50
MECHELEN, De Spelfanaat:

Keizerstraat 14, 2600, Tel: 015 201745
MERKSEM, Game Garden, The:
Brodabaan 376, 2170, Tek: 03 6663773

MOL, Christiaensen Mol:

Gl do Breguevilleairast 9. 2400, Tek 014 320024
OOSTENDE, Timms:

Viaandorensimat 48, 8400, Tel: 059 804963
OOSTENDE, Vanryckegem:

Affons Pigtersinan 86, 8400, Tal: 059 515756
OVERUISE, Chrisin:nmn Overijse (Sherpa BVBA);
Brussslsestoonwan 4024, 3030

ROESELARE, Willl's Wereld:

Henn Horestraal 20, 8300, Tak: 0612 46415

ST NIKLAAS, HQ:
Ankarsiroat 44, 2100, Tal: 03 7
TOURNAI, Christionsen Tournal;
19 Rue Hoyale, 7500.

BULGARIA
LOZENETZ, Eon Entertainment:
U Hadjikotaay sir 11, 1421, Tol: 0035 920630373

CROATIA
OSLIEK, Zelda:
Ty A Starcewica, 31000

RIJEKA, Almus Nova:

Mikolp Teeln 42, 51000, Tol: 0038551322530
SLAVONSKI BROD, Lealc:

Stassmayecava 7, 35000

ZAGREB Land of Magic:

ankopansha 22, 10000, Tel: CO3B5 14870077
zmsu- Land of Magic:

Radlicva 13, 10000, Tel. 0038514923871

CZECH REPUELIC

BRNO, Cerny

Chlagkava 3 ﬁnmn Tel: 0042 805 884082
LIBERIC, Ogri Doupe Libaric:

Shikova 238/11, 45001

OLOMOUC, Ogri Doupe Olomauc:
Kraphova 40, Tok D042 0585 412133
PLZEN, Ogri Doupe Plzan:

Plactiaho 30, Tel: 0042 0377 221763
PRAHA 1, Ogrl Doupa Proha:
Iibcutandakca, 4122, 11000, Tek 0042 0377 221783

DENMARK
GW KOBENHAVN:
Fraderixsharggada 5KI, 1380, tok 3312 22 17
AALBORG, Balbarg Habby Service:
Rarreqade 186, 8000, Tek 88121315
AALBORG, Bog & Idé Aalborg, Nylorv:
Piytarv 5, 500, Tek 9811 66 11

AALBORG, Guns n' Games:
Danmarksgads 45, 2000, Tel: 981
AALBORG, BO Boger Alborg:
Apory St Contor, 9200, Tel:98781545
AALBORG €, EB Game:
Bispensgads 10, 5000, Tal 861153513
AALBORG SV, EB Games:
Hobrova] 452, 3200, Tal 9815
AARS, Ting og sager:
Sundomnde §, D600, Tal: 85012217
ABENRA, Legekaden:

Storegade 17, 6200, Te

280
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ALBERTSLUND, Albertslund Bog & Idé:
Statianstorvat 2, 2620, Tol: 43 84 83 77

ALLEROD, Bog & Ide:

M.D madsensvoy, 450, Tel. 97420144

ARHUS ¢, Bog & Idé:

Clamons Sct, Clomons Turv 8, B000, Tak:ag 13 33 52
ARHUS ¢, EB Gomes:

MP. Bruun's Gade 25, 8000, Tel: BT4E6000

ARHUS ¢, EB Games:

Fredenksgaun 26, BODD, Tek 87416313

ARMUS ¢, Dragons La
Augulevardon 33, BODO, Tel: B6 190063
ARHUS ¢, Hobby Hous
Norregado 51, 5000, Tek: AG120062
ARHUS ¢, Svend A. Larsen Bog & ldé:
Sundar Alld 4, 8000, Tel: 86 12 5611
ARHUS C, EB Games:

Vastargada 58, 8000, t2l: 86131788
ASNA&S, Bog & Ida:

Asnms Camiral 2, 4550, Tol, 59850014
BALLERUP, EB Games:

Bailarup Center 1, 2750, Tel: 44474422
BILLUND, Nicoline:

Butikstorvat 14, 7190, Tel. 75332525
BJERRINGERO, Bog & idé:

Storegade 4, BBS0, Tol. 68881077
BRABAND, EB Games;

Gudninsvej 7, 8220, Tl B6258668
BRONDERSLEV, Bog & idé:
Brondersiey Algado 18, 9700, Tekg8622520
BRONSHOJ, Charloties Legetol:
Fratorikssundsve] 148, 2700, Tak 19603626
CHARLOTTENLUND, Bog &
Jeegarsboig Al 5, 2920, Tol: 19543840
ESBIERG, BO Bogen:

Hongensgado 33, 8700, Tak: 75121477
ESRIERG, Junkers Bunkar:
HKongensgade 19, 6700, Tol: 73181139
ESPERGAADE, BO Boger Esporgmrda:
Espergierda Cant., 3060, Tol: 40131046
ESPERGARDE, Legakmden:

Vestor torv 16, 3060, Tel:49132011
FAKSE, Fokse Bog & Id
Tarvegada 14, 4640, Tol:
FARUM, Bog & Ida:
Farum Bytorv 64, 3260, Tol: 44951225
FREDERIKSBERG, EB Game
Falioner Alle 45, 2000, Tek 353
FREDERIKSBERG, EB Games:
Falionor Afla 36, 2000, Tal; 35364099
FREDERIKSBERG, Flx lde;

Godihahsve) 50, 2000, Tel: 36342008
FREDERIKSBERG, Legekenden:

Goathibsvej 56, 2000, Tel: 35197025
FREDERIKSHAVN, Frederlishavn Bog & idé:
Sondargade 4, 9900, Tol; 98 43 25 84

B 713033
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N, Roses
Sondargade 41, 9900, Tel: §8421454
FREDERIKSSUND, Onlu:l Buch:
Jembanogada 31, 3600, Tel; 47363950
FREDERIKSSUND, Ii‘nsus Bog & Idé:
Fr.sund Ostergade 1, 3600, To: 47310245
FREDERIKSVARK, Hobby & Legeto]:
Morregade 38, 3300, Tek 47721633
GILLELEJE, Lillys Legeta]:
Veslarogede 8. 3250, Tal: 46303000
GRENA, Bog & Ide:
Torvol 8, 6500, Tel: 6321833
GREVE, BO Boger:
Hundige Storcentar, 2670, Tel 42906008

HADSTEN, JN Cantar:
Kirkeve] 1, 8370, Tei: 9
HADSUND, Lorentz Nislsen Bog & [dé:
Sloregadn 14, 4560, Tek 98 57 18 33

HELSINGE, Schwartz Bog & fdé:

Halsinge Ostargads 17 - 19, 3200, Tel48 79 40 01
HELSINGOR, BO Bager:

Sturups Flads 1, 3000, To
HELSINGOR, Hobby & Fril
Rasandldeve) 2, 4000, Tel: 4
HERLEV, Bag & 1dé Herlev:

Harav Bymidle, 2730, Tol: 44 94 04 77
HERNING, BO Boger Hernlng:
Bretipade 6. 7400, Tol 97120747
HERNING, GK Legets)
Heming Contrel, 7400, Tel: 97220552
HILLERAID, Hobby & Fritid:
Hostiugveg 4, 3400, Tek: 40252616
HILLEROD, Lille Eventyriond:
Stotsgadu 15, 3400, Tai: 20677605
HILLEROD, Tolle Toys:

Slolsgade 27, 3400, Tol: 48246161
HJORRING, Bog & Idé Harring:
Stramgade 1, 8000, Tal9d 62 99 18
HIORRING, Rossels Boghondel:

. Narkjmmpiads 4, 8800, Tel: 98021744
HOLB&K, Geppals lngs!
Smedelundsgada 22 E, 4300
HOLBEK, Storkfolt Bag & Jdé:

Holbauk Ailgade 31, 4300, Tol: 5543 00 74
HOLBAK, Wulff Boger & Papir:
Anlnada 53, 4300, Tal. 59430045
HOLSTEBRO, Legekmde
Natregada 58, 7500, Tel: §
HOLTE, Legetajsbutikken:
Hohamiotpunid 23, 1, Tol, 45481762,
HORSENS, Bog & Idé Horsens:
Sondeigade 20, 8700, Tek: 75 61 17 11
HORSENS, Legekmdon:
Hespilsgade 15, 8700,
HORSHOLM, Bog & Id
Hovedgauen 55 C. 2070, Tel: 678
HUMLEBEK, Rodes:

Tarpenvaj 4, 3050, Tei: 48181220
HVIDOVRE, Frihedens Bog & Idé ApS:
Strandmar 20, 2650, Tol 36 76 22 41
KALUNDBORG, Koch's Boger & Papl
Kordiigade 9, 3400, Tel: 55510054
KASTRUP, Legelofshutikie:
Tambylars 3, 2770, Tel 7082
KIELLERUP, Ide & Hobby:

Sondergade 12, BA20, Tel: 66481326
KOBENHAVN, EB Games;

Arne Jacobsan Alls 12, Butik 102, 2300.Tal
KOBENHAVN, EB Games

Kalvobod Brygge 69, 1560, Tel 33127172
KOBENHAVN, EB Games:

Nygade 3, 1164, Ter 33320248
KOBENHAVN, Staenbergs Bog & Ida ApS:
Nomebrogade 163, 2200, Tel: 35 05 52 77
KOBENHAVN K, Furuns Cigarer:
Skindorgade 27, 1157, Tal: 33322211
KOBENHAVN K, Fantask:

Skt Pedorstraede 18, 1453, Tei: 138068530

215600

75616011

G067




KOBENHAVN K, Bog & Id.
Fiskntorvol 133, 1560, Tal: 33
KGBENHAVN NV, Arena:
FAentemestarve| DO, 2400, Te
KOBENHAVN NV, Bog & Id
Marrebro Bycaniar Lygte
KOBENHAVN 5, Amager Bog & Idé A/S:
Amugar Ceniret 103, 2300, Tel: 32543666
KDBENHAVN 5, Tefca For Born:
Amagethiogardo 20, 2300,
KOGE, Koge Bog & Id
Narregade 12, 1800, T
KOLDING, EB Games:
Showwingen 42, 600D, Tok 75501079
KOLDING, BO Bogar Kolding:
Starconter 52, 6000, Tai 75603834
KOLDING, GK Legetal:

Catergatn 14, 6000, Tek 73526430
KOLDING, Goad Games
Liesbygade 13, 6000, Tel!
LEMVIG, Legekaden:
Torval 13, 7620, Tel: 97821511

LYNGBY, BO Bogor:

Lynghy Storcantar 54, 2000, Tal: 45670445
LYNGBY, EB Gomes:
Lajomal 2750, 2600, Tet
MARIBD, Legekmde
Osteigade 9, 4930, Tol: 54782
N/ESTVED, Bog & Idé Axeltorv:

Nastved Axollary 10, 4700, Tel: 5572 20 24
NASTVED, Holsted Bog & idé:
Mmstved Storcenter 16, 4700, Tek:
MNAESTVED, Langes Bog & idé:
Torvestrada 13,4700, Tol: 55 72 01 16
MNAKSKOV, Tusind Ting:

Sonderqade 12, 4500, Tel: 5402367
NYKOBING F, Nykabing F. Bog & idé:
Jetabinogada 8, 4800, Tel: 54 76
NYKQBING M, Morso Boghandel:
Algade 1, 7500, Tel: 97720700
NYKOBING 51, Nykohing Bog & idé:
Algada 32, 4500, Tal: 5801 00 06
ODDER, Legekmden:
Flosens Gade 32, 4300, Tal: 65
ODENSE €, EB Games:
Kongonsgide 43, 5000, Tel: 66129928
ODENSE €, Drugons Lair:

Kongensaade 71, stth, 5000, Tel: 65619701
ODENSE €, BO Bager Odense C:
Vestergade 5961, 5100, Tel: 66114033
ODENSE 50, Bog & idé Odense:
Ruzengrdsceninel §3 Gul GAgade, 5220,
Tal, 66 15 92 28

ODENSE 50, EB Gomus:
Orbcakve] 75, 5220, Tol; 63850070
RANDERS, Byrge Sorensen Hobl
Rédhustorvat 4, 1900, Tel: 864250
RANDERS, Rondars Hobby Impori:
Adalgada 12, 8000, Tel: 66433923
RINGE, Flords Bog & ldé, Ringe:
Kitkepiadsen 2, 5750, Tel: 62 6211 28
RINGKOBING, GK Legetajt

Agode 4, G950, Tel: 97320806
RISSKOV, Ve|lby-Risskov Bog & Idé:

250700

8335700

G 65 00 82

(304

5870509

4]

5734241
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Vart Cantrsl Frisenborgue] 5, 8240, Tok: 86 21 5123

RODOVRE, BO Boger:

Radovrs Centeum 116, 2610, Tal: 364 10405
RODOVRE, Mr Gam
Rodovre Stationscente, 2610, Tol: 36720255
RONNE, Dorthe's Hobbystue:

Lillotor 14, 3700, Tol: 58959449

RGNNE, Willlam Dam Bog & Idé:
Snollonyrk 36, 3700, Tak 55 95 01 67
ROSKILDE, EB Gome:
Smlioncentarat 2, 4000, Tak: 46371516
ROSKILDE, Fanatlc:
Ashalgensgado 15, 4000, Tek 45 36
ROSKILDE, Flenshorg Bag & idé:
Stendarorvat 4, 4000, Tol 48 25 00 08
ROSKILDE, on:keleg;

Algade 26C, 4000, Tal: 46 323463
SKJERN, Bog & idé 5k|ern
Jambaneuada 14, 6300,
SILKEBORG, Bog lldn
Vestergada 39, 4600, Tel: B4
SILKEBORG, Byans Hobby & Fritid:
g 8600, Tol: 86815815
SICAGEN. Legekadel
Set. Laurantirso) 40, 9990, Tek 98345485
SKANDERBORG, Hobbymageren:
Adsigads 118, DEED, Tek BE521820
SKANDERBORG, Schmidi Bog & Idé:

Skanderborg Adelgade B2, BG6O, Tel: BE5SEO02T

SKIBBY, Skibby Bog & Idé
Bymklten 2, 2060, Tel 47
SKIVE, Jydsk Baghande!
MNorrogade 19, 7800, Tek 97512559
SLAGELSE, Bog & Idé Slagelse:
Ciy 3 Jumbanogade 7, 4200, Tal: 58 52 00 15
SI.AGELSE, EB Game:

= 20

SLAGEISE Fanatlc:
Shovoogade 6A, 2200, Tel 5354/
SLAGELSE, Uldfotten:
Pygado 2, 4200, Tel. SESTS035
SGNDERBORG, Bogeentren:

Puriegads 77, 8400, Tal; 74422071
SONDERBORG, Sanderhorg Bog & idé:
Porlzgada 15, 6400, Tal: 74 42 18 20

ST HEDDINGE, Hobbystalden:

L frave) 19, 4660, Tol 55506610
STENLOSE, Snurratoppe
Stenlosecontrat, 3600, Tel 73220
STRUER, Hanne Madsen Bag & idé:
Ostergade 14, 7600, Tel: 37 85 04 08
SVENDBORG, BO Boger:
Geriilsgade 28. 5700, Tel: 62210023
SVENDBORG, Forve & Hah'txy Hinmnt.
idlostarpiacs 4, 5700, Tet: 62

TASTRUP, EB Gam

City 2 Butik, 341 Tol o600 4300245
TASTRUP, Genbrugsbogar:
Kogave] 95, 2630, Tek 43716115
TASTRUP, Bog & Ide:

City 2 bulik, 301, 2630, Tel: $3900387
THISTED Bog & id
mada 14, 7700, Tak 97 52
mlmb, GK Legetal:
Vesarqatle 4, 7700, Tok A7821833
TUNDEI Jetsen Bog & Idé:
270, Tok 74 7.

. FARC ISLAMDS, Tel: 311400
VERLOSE, Vaorlose Bog & Idé
Bymitlen 45 - 47, 3500, Tel. 44 48 02 02

2300, Tek: 3586 4541

VEDBAK, Trorod Bog & idé:
Trorad Torv Tiorodvoj 70, 2050, Tel
VEJEN, Velen Bog & 1dé:

Vejen Centrel, 5600, Tek 75 20 00 23
VEILE, BO Boger:

AD canirel 10, Sondargnds
VIBORG, Hobby World:
Set. Matiiusgade 45 C, 0800, Tak 85601740
VIBORG, L. K. Bog & Idé:
Viborg Set. Mamias Marked 203,
VIBORG, Schous Bog & Ida:
Viborg Sct M:thq;gﬂdc 50, 8800, Tel 86
VIBY, Rybner Bog & Idé Viby J:

Viliy Centrat, 8620, Tol B5 11 9920
VORDINGBORG, Legekeade
Algade 63, 4760, Tel: 55340431

ESTONIA

TALLINN, KultuuriRefsid:
HunlBassi 1-111, 10128, Tk «372 6030901
TALLINN, Procard Baltie:
Tarl mnk. 17, 10117, Tol. +

FINLAND

GW HELSINKI:
Simonkatu §, DO100, Tof: 00356 975 154
ESPOO, Pelimesta:

45 49 13 28

6, 7100, Tel: 75020544

372 6390578

Hameentia 7 Tarkeskus, 30101, Tal: +350 3 4356505
HAMEENLINNA, Levy jo kasett
Pufokunnan kw11, 13100Tak ~350 3 6023300
HANKO, Hobby Jo
Vuarikatu 10, 10800, Tel: +358 18 2
HEINOLA, Talousmuavi fa lalu
[Gauppakan 19, 16100, Tok -350 3 7163305
HELSINKI, Fantaslapalit Hi xlnkl'
v.:rwnmnmﬁ 00100, Tel: 43
HELSINKI, Fantasiapelit \Ihnuln.
J-Lina-14, QUS3D, Tek +358 9 7734756
HELSINKI, SInooperi Itakeshus:
Iekeskus, 00320, Tak +358 8 3431935
HYVINKAA, Royal To,
Torials 1, 05000, Tak 350 10 439375
1ISALMI, Taikatalo:
Savonkatu 12, 74100, Tek +358 17 026
IMATRA, Kirjo-Lahia Alex Ky:
Iansikankujn 2, 55120, Tei: +
JAMINKIPOHJA, Vanha Kaa
Sntanti 5, 34450, Tol: 358 3
mmsn Jn:lldm Saari:
e 1, 42100, Tok +358 14 7497215
IARVENPM. Bileto:
Helsinginiis 13, 04400, Tel: +358 50 413 47 60
JOENSULU, Fantoslopelit foensus
Tarikatu 24 2. ken, B0100, Tel <350 13 2043744
JOENSUU, Palvanstde:
auppakaty 30, 63100, Tel: 4350 13 126267
JYVASKYLA, Fantasiopelit Jyvaskyl
iKnuppakanl 2, 40400, Tel: +358 14 216629
JYVASKYLA, 5(nnupnr£ Jyviskyla:
Vapantien Katy 49-51, 40100, Tol
KEMLIARVI, Pnupqrm
Hirkhoitaiu 8, 98100, Tel: 4358 16 813908
KERAVA, Antikvariaattl Kerso:
PL 38, Torlkaly 1, 04201, Tal, +358 9 294
KOTKA, Eagle Card
Hizkhokets 9, 44100, Tel: +358 5 214238
KOUVOLA, Muovicpos
Vallukntu 3, 45100, Tek 4350 5 3117955
KUDPIO, Croxy Statiom:
Knugpakaly 40-42, 70110, Tok +350 17 266
KUOPIO, Kirfa ja Lehtilinn
Kuninkaankaw 23. 70100, Tel: +356 17 26187
KUUSANKOSKI, K]riu Savinen:
Kavppa-avkio 1, 46700, Tel +358 &6 3748271
LAHTI, Puolenkuun Pel
Aautationkaty 16, 15110,
LA TA, i
Brahenikatu 3, 53100, T
LOHJA, Lohjan Kirjakauppa:
Laurinkaly 48, 08100, ¥
MAARIENHAMINA, Dillen:
Torikan 7, 22100, Tek: 4358 16 15578
MIKKELI, Muppela:
Pormssaimankaty 21, 50100, Tel: +358 15 361611
Tyrviian Kirjokouppo:
Martliiankaty 18, 38,200, Tak +358 36127121
NUMMELA, Kimmon Poll & Leht

o 4350 3 7515151

55411 443

19 324150

Tuusantin 1, 3100, Tol. +358 9 2226047
QULU, Fentaslapelit Qul
Koulukatis 28, 90100, Tel. - 556 8 374905

PIETARSAARI, Flulursuurun Kirjakauppe:
Isokalu 11, & oaua

PORI, Porin Pilki!.

HertluanTon 2 28100, Telk +150 2 633 2000
PORVOO, Askarieluaitio/Hobbyboden:
Mannarhaininkatu 10, 96100, Tel -358
RAAHE, Rochen Astortelu la Poperi:
Lakdekorvantie 32, 37130

+25¢

Moramonkant 14, 26100, Tel +
RIHIMAKI, mmmam Toystare:
Kauppakalu 5-7,1 Tol: +358 19 765355
ROVANIEMI, uiguwnlnr.lussu
RAovaiatu 28, 96200,
5ALO, Salon Harrast
Vithankatu 21, 2 Tul; +350 2 7333022
SAVONLINNA, Savonlinnan Antikvarioatti:
Qlavinkatu 51, 57100, Tel: +358 15 534
SEINAJOKI, Fantoslalinno:
Haltankujn 4, E0320, Tal +350 405616300
SEINAJOKI, Phikakiekke:
Varkatohtaan kiatw 4, 60100, Tol: +358 & 4177680
TAMPERE, anlusluprlil ‘l'umpc
Aongankaty 5. 33100, Te
TAMPERE, Info Ko:klkeskust
Kosloke o 33700, Tek 358 3
TURKU, Fantaslapellt Turk
Vligpistakatu 33A, 20100, Tat +358 2
TURKU, Sinooperi Turku:
Villarinkatu 5, 20320, Tal:
VARSA, Nirunaru:
fnuhankaty 19, 65100, Tel: <358 6 3127027
VALKEAKOSKI, v:.lkuk.;m-nuqu
Kmiapr
VANTAA, sinnnpm
017,

VANTAR, Sinoaperi Myyrmani
Iskukuja 301, 01600, Tel 358 9 34E7
VANTAA, Sinoeperi Varlsto:
Martinkylantio 41, 01720, +358 & 340 4.

GIBRALTER
BON-MAU HOBBIES:

GREECE

ATHENS, Action Hobble

Cholargas, Tel: 0030 210 6564515
ATHENS, Fentasy Shop:

3 Seplomyitou 103, Tol: 0030 210 231072
ATHENS, Fantasy Shop:

Agtou loannow, Tel: G030 210 6005
ATHENS, Fanlasy Shopt

Drosini & U, Kryiahou, Tol: 0030 210 8016041
ATHENS, Fantasy Shop:
Peirnlas, Tek 0030 2104
ATHENS, Fantasy Shop:
Thomistoileous 43-45, Tek D030 210 £A20677
ATHENS, Koisso Amarousios
i i: 0030 210 G141675
ATHENS, Kolssa Chess & Game!
Kallidiomion 8 & Ippafiraios 114
ATHENS, Kalzsa Glyfodas
Konkan 4, Tk 0030 210 002
ATHENS, Kalssa Halandrlo
Doulisis ntas, Tell 0030
ATHENS, Kalssa Monakoras:

Tritis S nwrioy, Tol 0030 210 6813 990
ATHENS, Kalssa Pagratlo
Timathoou B, Tek G030 210 7365
ATHENS, Kaolssa Peirala:
Ipsilantou 174-176, Tol: 0030 210 4296 636
ATHENS, Kalssa Pigasos:

Dilou 22, Tel: 0030 210 5786767

CRETE, Fantasy Shop:

Harpkieion, Tel; 0030 2810 311312

CRETE, Kaoissa Hania:
Kydonias 107, Tal; 0030 2
HALKIDA, €D Corner:
Minouil 24, Tel; 0030 2221 OBT31S
LARISAS, Kaissa Larisas:
Koumoundsurou 22, Tek 0030 2410 537337
PATRA, Fantasy Sho

Pantar Tat
PATRA, Kalssa Patras:
Gaunarl & Sieini 24, Tel: 0030 2610 62
PIREUS, Dragon'’s Eye Store:
Kemisini 42, Tel: 0030 2106528163
THESSALONIKI, Fantasy Shop:
Sita 3, Tek: G030 2010 240183

10368488

10 88956

P
0030 2610 224014

32

Kolssa Th lonik
Patrarhou Lonkim 8, Tol: 0030 2310 257357
VOLOS, Fantasy Shop:
Volos, Tolk 0034 24210 26762

HUNGARY

BUDAPEST, Trollbarlang:
Andrassy ul 33, 1081 Tel, 00361
BAGYOGSZOVAT, Dawnsplll L
Kossuth sir, 12, 6145 Tel: 0016203018134

ICELAND
REYHJAVIK, Noxus:
PO Box 5065, 125, Tal: 0

a011

ISRAEL
Huifa, Kitaro:

Herzllo, Froak:

Sokolov 28, Tal: 085583077

Ramat, Tapuah:

Hasharon, Oshishkin 33, Tal: 035404712
Romat, Tapuah Fantasy:

Hasharon, Sokolov 30

Tel Avi, Freak:

Evan Gevirol €0, Tal: 036961820

Tel Aviv, Kitaro:

Merkaz Baalm, Hamolecha 12a, Tel, 006293320

MALTA

FOBBIBDEN POWERi 83 Trig Misrah Il-Borrieri, Msida:
Tal: 00
K HOBB(ES LTD: Humpes:h Road,
Fguea Pla 13, Tal: 00336 27 686423
MSIDA: Unlverslty of Malta:

Tel: D056 21 314293

NETHERLANDS

GW AMSTERDAM:
Rokin 38, 1012 KT, tol, 0031 20 §i22 3

Tek D1 10280 02
GW DEN HAAG:
Scnootstrand 128, 2511 AX, tel: 0031 70 392 7
GW HAARLE!
Ginrstraal 20 2011 GA, fel: 0051 2
ALKMAAR, Backers & Strippors:
Boterstiast 19, 1811 HP, Tol 072
ALMELO, Sombarg Modelbouw.
Groteskeaat 136, 7607 CW, Tel: (¢
ALMERE HAVEN, Fantasia
Keihgracht 41, 1354 AE. Tel, 036 5516017
ALPHEN AAN DEN RUN, Tap 1 Toys Arle vd Panne:
Hoolialfaat 68-68, 2408 GL, Tak 0172 4722
AMERSFODI!T. Spellenwinckel:
Mogiorsirasl 19, 3511 EB, Tel033
AMSTEI.VEEN, Het gonzenbord:
vinker 58, 1186 Z8, Tat: 020 64
msvenum Grote Beer Speelgoed:
Linnnnusstrant 106, 1092 CR, Tol: 020 1630066
ARNHEN, Spelkwartier Arnhom:

6812081

Miawwotad 346, 8811 L T 702028
ASSEN, Plok:
Stationstraat 1, BI01 KV, Tel0a0 2313202

BERGEN OP ZOOM, Big Boys To!
Llavevrouwestraat 4, 4611 JJ, Tel: 0164
BERGEN OP ZOOM, Stripwinkel Gilles:
Do Geus, Bossteaat 4, 4811 NG, Tol 0154 247362
BERGEYK, w»ulurs Tu:hnnhnhb,-
a1, CP, Tl 0¥

aussum Bolx Modelireinens

donung 3, 1402 BA, Tel: 0256 918410
CULEMBORG, Dreackennest:
landallapn 25: 4102 AD, Tal: D395 534501
DELFY, Top 1 Tors Speldorade:
Hippanyiu 611 HI Tek 0152134616
DEN BOSCH, A!nmlk Den Basch:
Hintham 5211 WIS, Tol 073 614

DEN HAAG ln!urlnys Thart!laslruul

73120

Zuidsirnat 36,
DEVENTEE Knlhbcl Cumit

DORDRECHT, Huhh, Modelbou
Dordreatil Vooratraat 38D, 3311 CX, Tel 078 6212711
EDE, Tinnen Suldnnr

2 . Tak: 0318 652
EINDHOVEN, Alarnlll Eindhuvua
Nisuvistiaal 7o, 5611 DA, T 1 2
EINDHOVEN, Enl n;wnrld.
Willemstraat HEB, Tek 0u0
EMMEN, lnlnﬂnys] van Peer 1
D zal 17, 7811 059 161
ENSCHEDE, Pijplines:

Pljpanstraat 24, 7511 GM, Telk 653 420
GELEEN, Tactica:
Anjelipestrant 3, 6163 CJ, Tel 045
GOES, Fantus F:Inln!y Stora:

4
GORINCHEM, Ncuun Madelbouw:
Kwakels IV, Tolk 0183 836000
GOUDA, Inleriuys vid Wal:
Hiowwn Markt 70, 2001 Gr Tal
GOUDA, Tha Mavle Stare:
Langa Groenandaal 114, 2601 LV, Tel: 0182 522850
GRONINGEN, m-mkn Habbyshap:
Miative Wag 050 A1
GRONINGEN, w'zwnr:
Cuicle Kifk n 't dalsirast 40
HEERLEN, Atomlk Heerlen:
Guleonsirant 17, 111 HP, Tek 045 57
HILVERSUM, Modelbouw Hilversum:
Hoge Larensowon 3, 1221 AJ, Tel: 035 6032077
HOORN, Het Gele Tekan:
Grote Oast 35, 1621 BR. Tal
L
St Jacahssuant 4, 8911 HT
LEEUWARDEN, Spellekijn;
Voorstiosk B4, 8511 TH, Tek 058 2131112
LEEUWARDEN, Top 1 Tays de Bocr:
Schiran: BI32 M, Tol:DSD0 212
LEIDEN, Maogic Friends:
5t Aagienstrant 26, 2312 BT, Tel071 5130522
LEIDEN, Tnlmunwlnksl-
Hoge Rijndik 195, 2314 AD, Tel: 671 5412
LEIDEN, Vllqscrs'hupu
Turfmarit 2, 2312 DK, Tel. 071 5732783
LELYSTAD, Treinenhouk:
Boner 44-15, 0243 JE, Tol: 032 0253160
MAASTRICHT, Atomik:
Wyckathurgstinnt 58,
MAASTRICHT, Houn]at:
BurgenoastorConensts 18,
MAASTRICHT, \.'l.pg
Bru
MIDDELBURG, annkhnndel Fanoy:
Karkt 51, 4331 LI, Tol: 0110 006687
NEUNEN, Schellens Speclgoed:
Parkstaat 24, 6671 GG, Tok: 040 2A320
NIJMEBEN Moenen & Marlken:
Van Weldeiensiraal 70, 6511 MP, Tel: 02
QEGSTGEEST, De Tombe Toys for Boys... and Mcm
Do Kemponaarstraat 77, 2341 GS, Tel: 0715
QUD-BELERLAND, Mourits Model-Hobhby:
Croonenburgh 32, 5261 RG, Tek 0185 621831
ROERMOND, Bloemboetiak Hermlan:
Maseapsteant 66, 6043 ED, Tel 0475
ROOSENDAAL, Jadin:
Ouide Markt 58, 4701 PI4, Tel 0165 557
SCHEVENINGEN, Acme Moviestore:
Pafaceplein 11, & 2
SCmEBAM. BTS:
Girow S, 3114 UB, Tel: 010 4738755
sl‘rrAﬂD, Atomik Sittard:
Stavonstraal 19, 5131 AX. Tol: 04
5LUIS, V/d Vijver:
Ouda Kerkstraat 7 I CT, Tel: 0117 461303
SOEST, Tap 1 Toys Saest:
V Weedasiaaat 16, 3761 GE, Tol 035
TILBURG, Labyrinth Tilburg/Breda:
Langestnal 176, 5038 SH, Tak 013 5443700
UDEN, Goblin:
Bratantptein 163, 5401 GS, Tei: 0413 270062
UTRECHT, Acme mavieshap:
Diioharinganstaal 511, Telao 7
UTRECHT, Ef Fantasy Shop:
Quda gracht 194V, 3511 MR, Tek 030 2
UTRECHT, Whoops:
Springwog 1, Tel: 030
VENLO, Modelbouw Lutha
Pastbus 1213, 5800 BE, Tok: 07
, Top 1 Toys
Langstraat 76, 3242 KK, Tab 07

2 EL, Tol; 050 3

1 €8, Tal 0333261631

GV, Tal 043 36

221077

Dieza

23329 90
ARENDAL, Naorli Arenasenter:

Torvot 10, N-2800, Tol. 37025850

BAERUMS VERK, Trollstven Barums Verk

Lot AS

Fortunen 4, N-5013, Tek 553
BERGEN, Lokeklassa
ol Mosiu
B8O, Rin,

71 l—‘?rﬂ:r—ll‘h N-3B09, Tol 35061132
BODO, Underhol
Sandg. 3, N-BDDE, Tel. 75
DRAMMEN, MIA:
tedta Stargaton 6, A
EQERSUND, Glaamagasint Darey:
Storgl. 33.96, M-4370, Tok: 5145
EIDSVOLD, Bria Eldsvol

SUNDGT. 7. N-2061, Té
FAUSKE, Sma
Stargl. 72,

FLISA, Ringo Bomselar:
o Stormarked, N-2270, T
FORDE, Leikehuset AS:
enhagen 9, M-G800, Tel
FREDERIKSTAD, Leketarvat:
Brock, GT 7-11, 1604, Tel: 59315630
GJOVIK, Loke-Olsen:

Storgt, 10, N-2815 , Tol; 611082
HALDEN, H. Andersen Inferbok:
Storgate 16, M-1781, Tek: 63178400
HAMAR, Lekchuset Maxi:
Aslak Bots gt 4, N-2316, Tal

e




3

=

e

HAUGESUND, Sentrum Leker AS:
Haraldsgt, 121, N.5527, Tek 52731500
HUSNES, Ringo Kulnerad:
Husnes, 5480, Tel: 53471636
JEssHErM Konutten AS:
V3, 1-2050, Tel 63674587
JESSHEIM., Brio Jesshal)
Juashem Storsenter, N-2050, Tel: 3073770
KARMSUND, Centro Handel A/S:
Haraldsgt. 125, N-5508, Tel. 52821880
KLUFI'A, Brio Trlltu

|n Knrl': Habhy:
0, Kragero Tel: 35080464
xmmmsnmx Gustav Padarsan

xu:smmsnm: Hubhy uum
fHenik Werge -4

KRIST 3 Du"nnd Krisi J
Mathensgl. 24, N-46H . Te
KROKSTADELVA, Holmax Lel
Bushond Starsamer Sandstanda 2
LANGESUND, Tarangers Eff. Pe
Torvet 4, M-3970, Tel

LARVIK, Sokrates Lokoland:
Tarvat B8, N-3256, Tel: 33 105437
LILLESAND, Ringo Gavemagasinet;
Strand Gata 6, M-4790, Tek 3727
MANDAL, Ringo Mandaf
Marna Vaion 33, H517, Tak 38265720
MO | RANA, L.-.-l«_hiurnnr Mo:
HNardahl Griogs Gi. B, 2 Tel: 75151717
MDLI:IE. I.ulm[urm:an

Torget 1. 8413, Malda Tol' 7121

MYSEN, Sclkllr ag Tin,
Jembans geten 13, N-1850, Tal:
NAKVIN Brio Lek Cl:n!'nr Nurvil:
fgsaata | Anfisen

NARVIK Barnas Vl!rdnrl

asgl 68-70, N-8514, Tal: 7609463
NESE!‘IU. Ringo Eventyrioud;
Vopgatund n 6, 1388, Tel: 76046503
ODDA, Ringe Multishop:
Sunfjordseivierat. 5750, Tol: 5364
O5LO, EB Games:
ot

& Tok 22177077

0510, Avalon Bak:
Harl Johuns gear
©5L0, Outlond:

dernanatornel 1, M.0154, Tak: 22177010
O5L0, Ringo Thumus Leker:
Barmansueion 4 3, Tok 23803250
osLo, \'Imlurun Ll:Fu!l-.
Slemdalay. 72, 10373, Tel
0O5LO, Brio cc Wesh:

Lilie Akarvown 16, N-0363, Ter 227317

L M08

22480640

PDESGHUND Brlu Burn 0G Leker:
Stor GT 101, N3821, Tol: 3
SANDNES, EB Gamas;
Gamla Stakkavel 1 4313, Tok 51631840
SANDNES, O Saeland:

Langaaten N-4031, Tel: 51661500
SANDNES, Bria Leksenfer Kvardrat:
Kvardrat Luea, H-4391, Tob: 5196044
SANDVIKA, Hobby Larsen:
Sandvika Storsentor, N-1300, Ter 67540107
SKI EB Games:

Anevaiun 6. 1400, Tol: 64867003
sm. Titt=Iny
e

gun 6, M4403
SKIEN, Gulset Leker AS:
Myhuswn. 14, G, Toli35911120
50LA, Sola Gavar og Leker:

Solakrosson, N-4030, Tel. §
EONGD.RL, Sogndal Glosmogasin:

ar, W-GES1, Tal

EORTU\ND Ringe Bomse Lekar:
Skibsgdeden, MN-8400, Tal: 76113374

Tou BAESTTTT

Eraisa

1880

005, Tol; 51895242
s-rnvnucsn. omlun:i Stavanger:

Kirke Il

sroumnnxnes Stokmarknes Altintrykkeri:
Warkedsgl, 12, M-B4G5, Tal, 761

STROMMEN, EB Gome:
Stopanvalen 3, 2010, Tol
STROMMEN, Standard Hahby o9 Lekor:
Stopariv. 5, H-2010, Tel, @38
SURNADAL, Presangan:

A22

Ambtimanteret aswn, 4, M- 0, Tal: 71657
SYK.KLWEN Ringu Blindheim:
Ty 3, Sykidyvan, Tok 70

TUNEEERE Gll:dl:shusl!l
2 a7,

TDNSHERG Mlu
Faimana Stradol, Jerabaneqt 10, 3110, Tak
TROMSO, Tromao Bruktbakhandel:

Kirliegt. 6, M-8008, Tol 77685074
TRONDHEIM, Avalon Trondhei
Kongons nue 21, N-7012, Tel; 7:

026180

TRONDHEIM Tranderfrim:
5t Olavs Gt )
TYNSET, Tynset Bokhandal
Bt 2A, - Tel: 6248
VADSO, Brio Vudsn
W, Amlorsansgl, 4, 19811
VINJE, Iilnunvi je:

Vo il 3630, Vi, Tu: 35071025
ALEsuND, K.rnmrnarhumlz

Langelands v24, 5pinlkuvi. N
ALESUND, Ringa Aluunu-
Stormon, 6018, Tol: 70145385

POLAND

BIELSKO BIALA, Gnom
Srkaina 1 00, Tak:

, Tl 70148770

GDANSK, Macle| Petriw-lskra:

80-239, Miszewakiogo 16, Tel' 0038 53 5201952

GDYNIA, Futurex:

B1-572, Waleriana Szolki, 20/88. Tek 0048 567611150

KATOWICE, Sklep Bard:

A0-048, K ugzki 8, Tel: 0048 322671817

KIELCE, Sklep RPG Grocx:

Mala W Bramie) 25-300, Tok: 0

KRAKOW, Bard Centrum Gler:

Batorega 20, 31-135, Tal: 0048 126320735

LODZ, 'Alk' Firma Kslagarska:

Pralthoweka 90, 80-103, Tol; 0048426360304

LUBIN, Belwp:

Gnatieve 8, 53-300, Tl O0-1BEQ

LUBLIN, Krzys:

Kupucynska 6, 20-009, Tal: 0048815

NOVY SAC2, Graol Morek Przplorks
ko 50A, 33-100 Tal* GOABEDH S

OPOLE, Hms II Computars:

Ko 45016, Tel 0048 7413

POZNAN, ﬂﬂrd Centrum Gier Poznon:

Sw. Mnrcing 41, 61-606, Tel: QUAEE 15

TARNOW, Firma Handlawa, Kamil:

Krakowskn 114, 33100, Tel: 0048808350562

TORUN, Sklnp Paplerniczy:

ka 46 ), Tl 0048568
WAHSZAWA, Arkhana Kslozki:
Jeviskiego B1, DE6TO

WARSZAWA, Dom Wydawnlczy Bellona:

; i 11, 00-068,

so70133a7

4813

awskn 11, G2-516. Tol L‘L.‘(‘...G-K]H

WﬂRSZAWR Impnﬂﬂlil

t 03-010, Tol: GO42601325200

WARSZAWA Sklnp Murlnn SC:
v C

A55. 12049,

WROCLAW, uurd.
Ruska 46C (P

RUSSIA

KRASNODAR, Alagris-Jug {5
Krasnaya of, b43, Tol, 6512 73
MINSK, Vuluhnncvlth ent:
at n carder OLYIAR, Tal £029 535
MINSK Vn]'ﬂh:xnuvl:h ent:

MOSCOW, Alegri

Flubinshaya

Novosmmsx leshummer:

Ksasnoy av, 050, Dom Byia

SARATOV: Mir Detskiy

Kirow &v, 143, Dotskiy Mir, sozond floce, g
ST PETERBURGH, Art-Miniatures:

Sadoy

T

¥,

TAMBOV, Habby and Igrushki:
Intomatsionainaya st, 154-b, Turgovly Mir, Tel: 812

SERBIA AND MONTENEGRO

BELGRADE, ANET Hobbystare:
Zyecanska &, 11000, Tal 00381 112

LJUBLJIANA, Crna Luknja;
Iasini g B, 1600, Tel 0028 61
LJUBLIANA, Pri Goblinu:
Dolenjska Casta 11, 1000, Tok 00386 15163577

SOUTH AFRICA
CAPETOWN, The Boys and Mens Hobby Shop:
Tk 0027 21 014 i

CAPETOWN, Wizards Warchauze:

Tal: 021-6830380

LINMEYER, Dragons Den;

Tol: 0027 0B2 B2 4124
PRETORIA, The Smelly Troll:
Tul: 0027 0833 079107
JOHANNESBURG, Esswex Reln
Tel; 0027 11 Mﬁ’iwlr‘

ot G , Wizards
Edon Vata, Tu! \ G27 21 683 0160
DURBAN, Wizards Warchouss:

Tal: 0027 031 3128271

DURBAN, Durban Narth, The Hobby Speclallsts:
Tal. DD27 031 564 8706

PORT ELIZABETH, Wizards Warchouse:

Tol: 0027 041 5610727

SWEDEN

GW STOCKHOLM:

FRuegenngsgan 30, 117 53, lel: 0046 8213
¥ GW GOTEBORG:
260 28, 41119, tol: 0046 311 43 058
ANGELH’OLM, Leksaksmagasinet:
Fi Ba, Tok (3182350

169460

franotarpsvaon

ARVIKA, Fnrzy Dnlm
1

Granvigen 2 ;
AVESTA, Vega Video:
Kungsgatar 16, 774 30, Tel: 022680078
BOLLNAS, Torghoden:

Vastn, Stalionsgatan 8, 82143, Tel: 0276611304
BORAS, Barnons Butil:

Knaflarian, 50630 Tol: 033140610

BORAS, EB Games
inallorian, Skarbargsvinen, 5
BORAS, ED Games:

0

S10ia Biogatan 7, 503 30, Tol' 033126710
ORAS, Hobbex:

506 30, Vol 033415380
anmﬁnsi Barnens Huz:

BORLANGE, TradiHon:
Kupoten, 781 70, Tel: 024380
DANDERYD, Leksalkshuse
Maby Contrury, 182 31, Tal
EKERD, Tullta/Smulteone
o 6, .0

Hadmansg
ESKILSTLINA I.uﬂns Leksaker:
Hun; 2 2
ESKILSTUNA, Barnens Hus:
Folkettaladan 40, 635 10, Tok 018461138
FALI(OP]NG MysPys:

L 521 42, Tol: 051581150

STt e

1, D18, third floor, feade contar Eveia, 812 3331620

e

GAMUES WORKSHOP

FALUN, Tv-zpelsbarsen:
Falugatan 2, 791 71, Tol: 02327775
FALUN, 5pel & Hobhy:

Runnwigen 2a. 791 53, Tk 0231484R
FARIESTADEN, Loksoksmagasinot:
Ofands Kopsiad, 386 a1, Tel 04853
FARSTA, Tradition:
40 Spelia Stortorsplan
GALLIVARE, Lokia:
Metall Vagen 14, 882 38, Tel 05706
GAVLE, Hohbysllnppn
Chotnmgaaten 25, 60311, Tel: 026168299
GAVLE, Barnens Hus

Sholgangen £, D02
GISLAVED, Albe Leksaker
Stdra Storatan 1 Tok 037110733
GOTEBORG, EB Games:

Hungsiaman 56-60, 211 0B, Tel: 0317010600
GOTEBORG, Tradition:

JArmiarget 4, 413 04, Tek: 031241460
GOTEBORG, Tradition:

Fammannuzol, 411 08, Tal: 031150366
GUSTAVSBERG, Buskul-Leksakar:
Odethergs Vag 17, 134 40, Tek 0857006
HALMSTAD, Traditior

Desitring Kristini Pa;

0

2,123 47, Tel 080058160

02

an 22 R- 151, Tuk 061
HELSINGBORG, Fantasi
Morre Kyrkogatan 10, 252 23, Tal: 0422
HUDIKSVALL, Albins Leksaker:
Storgatan 24, £24 30, Tel. 0850595082
JhllFALLﬂ Hobbe:

F wianen, 17538, T\.\ 0858018091
JARFRLLA EB Gamest

Tmﬂmmhllﬂ‘\ 30, 177 30, Tak 0851032300
JUNKDPING EB Games:
Al Kipeentium Sodea lastintagat, 55305

2 31, Tok 048022002
KALMAR, Kalmor Lek & Hobby:
Shera Ldnggatan 32, 382 32, Tel: 048024
KARLSHAMN, Leksakshuset:

Aonnbyy 37, 5, Tok 045410381
KARLSKOGA, Lekladon:
smansg 17, 681 31 | 058633333
KARLSKRONA, Fu:l I F!: lan:

Lallarstedient.5, 37 154, Tol. 045524082
KAnlst EB Games;

guik Kpeantor Fryhiians Vag, 653 46,
um.s‘rnn Rnl!spels ach Ennlorp Buticars
Kun: el 054157
mm:mn, Bnrncus Hus:
Halugntan 1 45, Tal: 054
KIRUNA, Lekhuse
Box 2081 921 ¢ ; DBE0RZ550
KOPING, MD Hobby:
Seheliggatan 7, 73732, Ta:
KRISTIANSTAD, Hénon Agda:

tan 47, 281 21, Tol, 044102208
KRISTIANSTAD, Spel P4 Vallgatan:
Ostra Vollgatun 2. 281 21, Tol, D44 101091
KRISTINEHAMN, Brio Lekklasson:
Kungs, AT, G A1, Tel 0555083008
KUNGALV, Lek & Hobby:
Visira Gatan 62, 442 31, Tel
KUNGSBACKA, Lok & Habby:
S.Torgpmtan 6, 30, Tok 030014138
KUNGSBACKA, Traditlon:
Kungsmissan, 434 38, Tol: 020071240
LAHOLM, Laksoksaffiron:
TradgAmsgaran 14, 31222, Tel: 043010063
LAanKnnNA. Leksakshuset:

Tim 5. 261 38, Tok 04010790
LERUM, AIvInicm

Safkatten, 443 20, Tel. 030214240
LIDINGD, Kore!
Stockliolmay S5c. 181 34, Tel: 087658681
UDKOPING, Game Manlaes:
Torpatan 3. 53131, Tal: 0765 190274
LINKOPING, Sagoland
Svedengatan 18, 5273, Tok 013122200
LINKGPING, EB Games:
Tannglorspatan 2, Tat: 0704
LINKOPING, Tredition:
Storgatan 54, 582 25, Tel: 013137840
LJUNGBY, Lokla:

Eskilsoatan 1, 341 30, Tok 037213481
LIUSDAL, Albins Leksaker:

N. Jarwagsatan 47, B2

400

78

o

0313940

1860685

31, Tek: 0920250702
I.IJND Spel pa Clomenstarget:
Clemetistorgol 8, 222
LUND, Tradition:
tava Lund, Foretagsy.
LUND, Utopia:
Ekolgatan 3A 22361, Tol: 04
LYI:KEBV Surleslussan:
4,371 62, Tol* 045
MA!.Mo, Tradition:
Hamngatan 3, 21122, Tek 030230360
MALMO, EB Gamos
nigein, § Foremdsg 41, 217 33, Tek: 0401
mwo Kronprinsen;
Regements Gatan 52, 217
MALMO, Phantacity;
Gustav Millersgatan 2, 211 51, Tal: 040127
MALMO, Avalon:
Stora Nypalan 53, 21137, Tai: 0406118000
MALMO, Tradition:
Por Albin Hanssons v 40, 214 32, Tob04os
MORA, Lek & Hobby:
Skalmyrey, 33 Moret Koncantrim, 792 0 Tel.0;
NORRKOPING, Brio:
Drotninggatan 55, 601 32, Tak 011124
NORRKOPING, Hobbyhaman:
Drotiningy 10, 602 24, Tat: 0 1162120
NORRKOPING, Lekhuset:
Jargatan 21, 602 23, Tel: 011287070
NORSBORG, Tradition:
Hallurela Targ, 1 Tol: 0
NYKOPING, Loka TV Spel;
Chtra Storgatan 22, 51104, Tol: 0155261000
NYKOPING, Bara Spel o Hobhy:
Buga-pn-n:m. 61150, Tol msroL\r,”.n
NYNASHAMN, Svensleka Hobl
i1l n 4, 148 30, Tel: 085201009

igen 10, 2

el 040910645

175100

IMarknndsvigen 9, 26036, Tek 42202140

o=
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o, 054560830

OREERO, Traditian:
Kramaran Oratininggatan 27, 702 22, Tak: 019120140
ORNSKOLDSVIK, Laojbans:
Nygatan 18, B31 43, Tol: 0BB0B3100
ORNSKOLDSVIK, Sound & Vislon:
Skolgntan 11, B9 53, Tol. 08601542
OSTERSUND, Hohbybadan:
Képmangatan 31, 831 30, Tek 083513310
PITEA, Barnens Hus:
55, 841 47, Tel: 091115810
RIMBO, Fontasybutikes
Hopmannngatan 7, 76281,
SAFFLE, Hobhykallarn:
ViA Storgatan 6, 661 30, Tel: 053314504
SALA, Elons Leksaker:
Radhusgatan 10, 733 30, Tel: 022410314
SALTSIOBOO, Tummeliten:
Ormingeplan 3, 13230, Tel: 087158081
SIGTUNA, Ide Houso:
Sitora Gatan 52, 163 30, Tot. 0BSI255766
SKARHOLMEN, EB Games:
Storholmsg. &, 127 48, Tol: 087
SKELLEFTEA, Barnens Hus:
Uppfinnare 5,931 42, Tek 091013590
SKELLEFTEA, Lek & Hobby AB:
Mygatan 49, 831 31, Tol; 091012280
SKOVDE, Tv-spelshutiken:
Kyrkogatan 11, 541 30, Tal. 0500488610
SODERHAMN, Barnens Hus:
E£-Cuntor, B2G 40, Tol: 02701
SODERTALJE, EB Games:
Storgatan 4 , {5t 71, Tal 0855016202
SOLENTUNA, Barnens Hus:
Sollatansy. 1, 192 76, Tol: 0BE2E5340
SOLNA, Gameshop:
Ridsundavagan 157, 169 36, Tel 06730
SOLNA, EB Gnmn:
Hotalgatan 8, 171 48 , Tak; 084705400
STENUNGSUND, Bnmhule!.
Staru 7. 444 30, Tel
STOCKHOLM, Tradition:
Hamngaran 57, 111 53, Tak 684112
STOCKHOLM, EB Games:
Iarlaplan 12, 115 20, Tak: 006603110
STOCKHOLM, Sclence Fiction Bokhondaln:
lang Gatan 48, 141 27, Tl Q8215052
STRANGNAS, Tv Spelsbérsen:
Tridgardsgatan 20, 645 31, Tel: 01521010)
STROMSTAD, EB Games;
toiby Shopping Cantre,
STROMSTAD, Kiells Lek & Hobby:
Stddra Hamngntn &, 462 30, Tol, 0
SUNDSVALL, Troditi
Virrshuset Storq 26, 852 30, Tel: 060538473
SUNDSVALL, Orion Spel:
Kopmangatan 5. 852 31, Tel: 080155847
SVEDALA, Elbe Lokis:
St 40, 233 31, Tol: 046200918
TABY, Hobby & Prylar:
Vailmtarp 1F, 1 il 851050426
TABY, EB Games:
Starorgat 150, 183 34, Tal: 0954474400
TOMELILLA, AII: uk::lknr
Nareeqaten 6 041710008
raoLLHArrAN, Punn[.
Ladugdrdsvagon 12, 481 70, Tal: (52076450
TROLLHATTAN, EB Games S&S Husct:
Lallur‘]\i(lg\._p_icn 13, 481 70, Tel 052031670

ol 17572777

15100

147 30, Tal: DASA0FB000
TUMBA, Kom & Lk

Brygparv. 57, 147 30, Tel: 0053060011
UDEVALLA, Tradifion Torp:

Bredvid Golierix, 451 76. Tol
UDEVALLA, Alfreds
Torp Kepeentrum, 451
UMEA, BARNENS HUS:

Bjginv 11, 906 40, Tel690777702
UMEA, Traditian:

Wasagallarian, 803 26, Tal' 090701590
Umed, Fantasiar

Stargatan 14, 903 26, Tel. 030770360
UPLANDS VASBY, Lekla:

Dragunv. 36, 194 00, Tok. 0855030825
UPPSALA, Prisfynde
Kungsgatan 39, 753 21, Tol: 018106607
UPPSALA, Tradition

Bradrind 4, Tak 010141315
UPPSALA, HobbyGames:

Skolgitan 7, 750 02, Tol; 018711560
UPPSALA, Barnans Hus:

Holandsgatan 154, 753 23, Tel: 018602970
VARBERG, Spelbutlicen:

Warrgatan 10, 432 41, Tal: 0340678980
VARNAMO, Gamesmanla

Storg 331 31, Tel: 037010648
VASTERAS, Zetterlunds:
Storagatan 33, 722 12, Tl 021104
VASTERVIK, Lehstugan:

Harmn Gatan 38, 533 30, Tal: 04903
VASTRA FROLUNDA, Tays:

Box 30, 421 21, Tok 03145
VAXIO, Hnlgas Héilo:
Kl . 30, Tet 047
vnunnA, Leksakslagret:
Lasarelsgatan 21, 574 40, Tol 038316630
VIMMERBY, Kerstins Hus:

Stdm Industigatan 15, 598 40, Tol: 046231188
VISBY, Lekstugan:
Hastgatan 18, 7. Tek 04982150
YSTAD, Lekplatsen

Stariorgal 14, 271 43, Tel: 041116263
YSTAD, Tv Spelsharnan:

Tobaksgatan 16, 271 51, Tel: 044156680

TURKEY
ISTANBUL, Beslkias:
Hasfirin Cad, 15 Merkari 67/235 Tol: 0080 212274

UNITED ARAB EMIRATES
Fanlosy Games:
Jumalra Plazn, 28 Daach Foad, Dubal

208630

30

UKRAINE

KIEV Charge:

na sl 40 (1Muio Batastoska), Apt 30, Tei: 0038
571




H10BBY SUPPL

[ES

TOP TIPS

AND TOOLS

On these pages you will find a selection of some of the
Hohby tools and aids Games Workshop produces. These
specially made products make the assembly and
painting of your maodels easier. This month we’re
focussing on the construction of fanks.

Paint Station £18

Self assembly modelling and painting area. Medels and paints etc, not included.
Dimensions: 60cm x 40cm approx.

CITADEL BRUSHES

._.,—i__"'“"""——__.- . m““.ﬂ. .....
Fine Detall Brush Detail Brush £2
K 25.00
kr 30.00
kr 30.00
SR/ 1 £350

e et e Iusosammia R - -

Standard Brush £2 Basecual Brush £2.50
Denmark.....kr 25.00 Denmark......kr 30.00
Norway.......kr 30.00 Norway........kr 35.00
Swaden ......kr 30.00 Swedsn ......kr 35.00
EUrg............ €3.50 FURO v EA.00
Large Brush £2.50 Small Dnrhrush £2.50

Scab Red

Red Gore

Blood Red
Blazing Orange
Fiery Orange
Golden Yellow
Sunburst Yellow
Bad Moon Yellow
Scorched Brown
Graveyard Earth
Bestial Brown
Snakebite Leather
Desert Yellow
Bubonic Brown
Vomit Brown
Bleached Bone
Dark Flesh
Terracotta
Vermin Brown
Tanned Flesh
Dwarf Flesh
Bronzed Flesh
Elf Flesh

Liche Purple
Warlock Purple
Tentacle Pink
Midnight Blue
Regal Blue
Ultramarines Blue
Enchanted Blue
Ice Blue

Hawk Turquoise
Catachan Green

CITADEL COLOUR PAINTS AND INKS - £1.75 EACH

Denmark kr 20.00  Norway kr 30.00  Sweden kr 30.00  Euro €2.50

Dark Angels Green
Snot Green
Scaly Green
Goblin Green
Scorpion Green
Camo Green
Kommando Khaki
Rotting Flesh
Fortress Grey
Codex Grey
Shadow Grey
Space Wolves Grey
Chaos Black
Skull White
Mithril Silver
Boltgun Metal
Chainmail

Tin Bitz

Dwarf Bronze
Brazen Brass
Burnished Gold
Shining Gold
Red Ink
Magenta Ink
Yellow Ink
Chestnut Ink
Brown Ink
Flesh Wash
Purple Ink

Blue Ink

Dark Green Ink
Black Ink

Gloss Varnish

.
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Games Workshop proticts are usially sold llflml'l'll md unazs sembled and their rmulsms may vary from those shiown- Pictures are for \Ilu lr\lu.emlluu o Grly. Ga
prahibited fram s 2rs i

recomingnd thel childsen under 1he age of mullmut adult sy ices cu[rn:tatlnrne af gnmu (] nr S Wnr}- hap far current a

prices. Priges i produets soid by Games Workshop theough i s. calajogue or sebsite. lndejend e far determiring their o

Available in Skull White
and Chaos Black.

Large Drybrush £2.50  Tank Brush £4
Denmark......kr 35.00 Danmark......kr 50.00
Nonway......kr 40.00 Norway........kr 60.00
Swede kr 40.00 Swaden ......kr 60.00
T B— €5.00 [ e €6.50 1
AHDGO T :,
— m»..u !.
S
Painthrush Set Citadel Colour 400ml Spray Cans  £6  'Ardcoat Gloss Varnish 26
Deail Brush, Standard Brush, Small Drybrush 400ml cans (above). Denmark....he 7500 400mI can of Gloss

Varnish spray.

T s S £ A o« 1 L

sl 5 B
" caroful yehen using glus and ks sure hatyoi read and fallow the fnsiructians on tho parlunmn



Games Workshop Paint Set £15
Denmark....kr 200.00

This paint set contains nine of the most regularly used colours

in our paint range, a painting guide and a paintbrush, e

€25.00

CITADEL
MODELLING

Side Cutters £7  Cutting Set £12

kr 90.00 Only available from
Ari00.00  Hobby Centres.
100.00

.............. €11.00

Denmark....kr 150.00

Plastic Glue £3  PVA Glue £3

Denmark.....kr 40.00

Ha caralul when using glue.
Make sure you read and follow the
instruciions o the packaging.

Superglue £3  Mixing Pot £0.50

Denmark......kr 40.60 Denmark.......kr 7.00
kr 10.00

ally-sold unpaiated anll Unassembled and help

GAUES WORKSHOP

e-mail: hobbyspecialists@games-workshop.co.uk

call: 0115 91 40000
website: www.games-workshop.co.uk/store

WEATHERING VEHICLES

On page 62 you'll find a number of techniques
for painting Space Marine tanks, including
tips on adding weathering effects. Here are

a few more you may want to try.

SNOW AND ICE

Ta get this effect, dip a toothbrush into some slightly thinned Skull White, then
flick the paint onto the tank using your thumb. Keep doing it to build up
coverage. Drybrush the tank with white where you want there to be more ice.

MUD AND CLAY

Basic mud technigues can be enhanced by gluing sand, small pebbles or
clumped flock onto the tank. Paint the flocking material Scorched Brown.
Drybrush the tank Graveyard Earth and flick an spots of Bestial Brown.

ACID WASTES

Some of the more unusual battlezones in the 41st millennium are industrial
wastelands. This acid effect was created by painting the lower portion of the
tank Codex Grey, drybrushing the upper part and streaking the grey with white.

DESERT TERRAIN

Tanks that have been driving through deserts tend to get very dusty, Recreate
this by drybrushing the lower hull Snakebite Leather then Desert Yellow. Finish
off with a 1:1 drybrushed mix of Desert Yellow and Skull White,

www.games-workshop.co.uk/store 135
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Whlte Dwarf magazme What have you missed?

WD289:

» Battle Report:
Space Walves vs
Iron Warriors

* Mike Walker:
Dice rolling!

* Heroes & Villains:
0'Shovah

* Chapter Approved:
Tyranid Bio-weapons

* Chronicles:
Cult of Ulric army list

WD295:
= Free Storm of Chaos
Map Poster
« Warhammer
Storm of Chaos
Battle Report:
Chaos vs Empire
« Storm of Chaos
Tactica: Halting the Tide
* Tactica: Imperial Guard
« Art of Warhammer:
Close Combat

WD290:

* Free Golden Demon
Booklet

» Battle Report:
Necrarchs vs
Dwarfs

» Designer’s Notes:
Bretonnians

* Heroes & Villains:
Ghazghkull

* Chapter Approved:
Ork Clanz

amtmmmnmmumm

WD296:

= Free Warhammer
Order of Battle Booklet

= Warmaster:
Battle Report

= The Lord of The Rings:
The Battle of The
Pelennor Fields

= Warhammer 40,000:
Armoured Companies

» Warhammer:
Deathmaster Snikch

WD291:

« Battle Report:
Mecrons vs
Chaos Space Marines

* Tactica;
Death Guard

* Olde Weirde's:
Army of Sylvania

= Epic: Armageddon:
Speed Freeks

* Index Astartes:
Techmarines

wp2a7:

= Free Paini Pot Lid
Stickers

= Warhammer 40,000:
Inaugural Battle Report

= The Lord of The Rings:
Battle Companies

« Warhammer:
Siege of Middenheim

» Warmaster: Big Future

= Art of Warhammer:
Army Selection

WD292:

* Battle Report:
Tomb Kings vs
Bretonnians

= Chapter Approved:
Creatures

= Warhammer:
Scenario Generator

= Epic: Armageddon
Steel Legions

= Designers’ Notes:
Witch Hunters

e L AR NER 1001 005 O BATTLEBINL

WD298:

* Free Warhammer
40,000 Order of
Battie Booklet

* Codex: Space Marines
praview

= Battle Report:

Speed Freeks vs
Imperial Guard

* Bugman's Lament

 The Lord of The Rings:
Momak masterclass

OF CHADS HIEVIERY

WD293:

= Battle Report:
Witch Hunters
vs Tau

« Warhammer:
Storm of Chaos:
Prelude

= Warhammer: Dark Pact

* Index Malleus:
Blood Pact

» Art of Warhammer:
Deployment

oiutle NEW CODEX SPACE MARINES!

WD299:

= Warhammer Battle
Report: Dags of War
versus Beastmen

» Bugman's Lament
part two

= Warhammer 40,000
Designer’s notes:
Codex: Space Marines

= Feral Orks

* The Lord of The Rings:
Legions of the Eye

<=L, [HE STOXN OF €

WHITE!
gma%

i

WD294:

e Free Storm of Chaos
Compilation

= Battle Report:
Tyranids
vs Imperial Guard

= Warhammer:
Eye of The Storm

= Warhammer 40,000:
Rules of Engagement

* Art of Warhammer:
Magic

-I:b SPECIAL COLOSSAL X0TH ISSUE 3

WD300:

* Free: Two douhle-
sided posters plus a
Warhammer 40,000
reference sheet

* Ultramarines versus
Orks Battle Report

« Lord of The Rings:
Mamakil versus Rohan

= Warhammer: Bretonnia
in Flames campaign

* White Dwarf comic

HOW TO SUBSCRIBE:

POST
Complee the form on the right and post it to
the address given on the form.

TELEPHONE
For details call now on:
(+44) 0115 91 40000

IN-STORE
Just ask the guys at your local Games
Warkshop store for more details,

ONLINE STORE
You can also subscribe online at:
Www.games-workshop.co.uk/storefront

CILIDC T
SUBSCRIPTION OFFER
- Take out a one year subscription for £36 and save £12 off the

cost of the cover pri:ce - gffectively giving you 3 issues free!
Or

- Take out a two year subs’bription for the hargain price of £60 -
- saving you a massive £36 off the cost of the cover price,
 effectively giving you a very impressive 9 issues free!

These.offers-are only available in the UK.

O e B S i~ S~ e
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GAMES WORKSHOP

Reply 701/05:10 take
advantage of-this offer

| would like to subscribe to White Dwarf magazine
starting with issue number WD [_J[1[ ]

Desperate to get your eager
paws on the next issue of
White Dwarf?

Luckily, there’s no need to wait.
By subscribing you’ll get your
copy up to a week earlier than
it’s available in the shops!

(If no issue number is stated or if the issue number selected is no longer available we shall start your with the next avaiable issug)

MY DETAILS
Mr/MES/MSIOTHET: oo FOTENAMES oo ee s ss s

SUMMATE! ssmcammnmummirsnsnmsmsssiavisa Date:of Birth s

You’ll receive:

e Your crisp, new issue rushed to your
letterbox, hot off the presses.

) . , i POSIEO08 wvssmssmmmsmssaassssampsissminsss) GO ssssssssmimmmsmsisssi
e Peace of mind knowing that you'll never miss

an issue of your favourite magazine.

0 T o N
e Special offers — as a subscriber you'll also

i
L i The subscription is a gift for the person detailed helow [ piesse et
be able to buy tickets for events such as i

Mr/MES/MSIOHIEE 1viviiamissssmvsiusesssionss FOTBIBITIRS ivisemimissvinivisssmssicsuriinsomssrirsssiainisisssas
Games Day a week before they go on

e T —
general sale. bl e

wibtfior NEW! WARHAMMER: OGRE KINGDOMS

| WHITE |
 _DWARE,

" Postal Order (L;K u‘ﬁly)mﬁEﬁL_!E B (llﬂ;ldé_pﬁya.hlﬁ 10 Game WorAkshn;) hid)

Card NB:HHHD HHDD L ||_j|:| LI \DDHH
Valid From: [JJCJ]  Expiry Date: (LI ] Issue No:[1[]

Cardholder’'s Name: ...

BIOMAIIIE: vnsimminnansrennsiminsising R s e
(Signature of parent or guardian required if recipient is under 16 years of age.)

Fill in and return this form to:
GW DIRECT SALES, WILLOW ROAD, LENTON, NOTTINGHAM NG7 2WS, UNITED KINGDOM

Data Protection. Games Workshap Limited is regi | as a Data G ller in the United Kingdom under the
Data Protection Act 1998. The data will be held and processed under the terms of the Dala Protection Act in
accordance with our notification to the Data Protection Commissioner. We may use your details for internal
marketing and sacurity reasons, for the purposes of the subscription and to occasionally e-mail you with
details of special promotions and offers. Please nate that we will not send material to people who have not
opled lo receive it below. We will not sell, share or give the above Information lo anyone outside the Games
Workshop group of companies without your explicit consent or unless the law permits or requires us to do so.

OF THE | WANT TO REGEIVE FURTHER maTERIALC] (please tick)

RINGS w N

¢ WATTLE G

e e |
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