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SINS OF THE FATHER

2 THE NEWS

As if normal Genestealers weren't
bad enough, they had to go and
make a bigger one! The Broodlord
is one of the new models
accompanying Codex: Tyranids, due
to be released this summer.

Phil Kelly, author of the codex
explains. “They're better than your
average Genestealer. The Broodlord
is a new HQ choice for the list,
which could originally only be led by
a Hive Tyrant or Tyranid Warrior. We
wanted to flesh out this section and
felt the vanguard of the force, the
critters like the Gaunts and
Genestealers, needed a leader. He's
the daddy.”

A leader for the Genestealers, eh?
That begs the question of whether
Genestealer cults will be part of the
new codex.

“There’s not a Limousine in sight,”
Phil states emphatically. “The
Broodlord is pure Tyranid, just like

The sinister Broodlord is at the forefront of the Tyranid attack.

the rest of the book, so there'll be

no cult list as part of this codex.”

That said, the Broodlord fulfils a
crucial role in the book. Phil sees

the Hive Tyrant at the head of a big
monster force, while the Broodlord
is an alternative for hordes of tiny
'nids, allowing for more horrible
varieties of alien armies.

BLADE OF PRINCES

Coming soon from the forges of
Warp Artefacts is Sunfang, the

runesword of High EIf Prince Tyrion.

This replica blade is 40.5" in length,
exquisitely crafted with real stones
set in the hilt and pommel. The
runes are acid-etched by expert
craftsmen and there is even a notch
at the bottom of the blade made
when Tyrion fought against Kouran,
Captain of the Black Guard.

The sword comes with a certificate
of authenticity and is due to be
released in May/June 2005.

A rendering of
the fabled blade.

* THE NEWS * THE NEWS * THE NEWS * THE NEWS * THE NEWS « 1

HEROES OF THE
RING RE-MADE!

Ever wanted to be more
adventurous with your The
Lord of The Rings models but
found conversions and getting
hold of individual models
difficult? All that is about to
change. Very soon a wealth of
box set models across the
whole The Lord of The Rings
range will become available in
separate blisters, so you will
now be able do conversions
without having to buy an entire
set for just one model or
particular component.

Where applicable the blisters
will come with both foot and
mounted versions of the
model. This is perfect for
gaming as it means you will
have a ready made foot
version of a character standing
by if his or her steed is slain in
battle. Likewise, if you want to
upgrade one of your heroes
with a horse, you'll already
have the model.

As well as existing miniatures,
the repackaged range will also
feature several new models.
These include a mounted
Isildur and armoured Celebomn.
The range of both new and old
models has been designed to
ensure you have as much
choice as possible for your
The Lord of The Rings games,
as well as providing you with
lots of new hobby potential.

Above: The new madels in the re-
packaged range will be previously
unavailable variants of existing
miniatures, like this Celeborn
wearing armour.




ADVENTURE
AWAITS YOU

In the dark ||1Iaces of the Old World, a land preyed

monsters and riven with war and
strife, there are heroes. Those brave souls who
venture into the darkness, who fight for the
innocent and the weak and are destined to fame
and glory or ignominious death.

upon by fou

Warhammer Fantasy Roleplay is
back. Originally published by Games
Workshop in 1986, and later under
license by Hogshead Publishing, a
brand new 2nd Edition of this
classic Role Playing Game is due
for release this month, published by
Black Industries. White Dwarf spoke
to the head of Black Industries,
Simon Butler (also one of the
writers involved in the project)
about this exciting update of a
classic game.

“We're hugely excited about this
new edition of Warhammer Fantasy
Roleplay” explains Simon. “Most of
the people involved in the project
have been playing this game for
nearly 20 years, and working on the
new edition has been a real
pleasure”.

Far the uninitiated, Roleplaying is
vastly different to a tabletop
wargame. For a start, you don’t
need a board to represent where
your adventures and battles take
place. Though you can use
miniatures and floorplans, much of
the action takes place in the
imagination. The game is run by a
Games Master who guides the
players' characters through the Old
World. Roleplaying is also highly

DARK AND
DEADLY DOMAINS

One of the first supplements for
Warhammer Fantasy Roleplay is
Plundered Vaults. An Adventure
Anthology set in the Empire. It
features six ready-to-play
scenarios including Rough
Night at the Three Feathers and
Carl Sergeant's, Grapes of
Wrath, both of which are
classic adventures originally
featured way back in White
Dwarfs 94 and 98 respectively!
(Rough Night is ace — Guy).

involved. The players’
generate characters who are
described in detail from
their abilities right down to
their history, allegiance, even
their eye colour! Once
created these characters
adventure together in groups
over the length and breadth
of the world for fame, fortune
or death, whichever comes
first.

Characters are integral to
Warhammer Fantasy Roleplay
(or WFRP for short), just like
armies are to Warhammer. “This
is basically a game about
individuals in the Warhammer
World,” says Simon, “I'd liken it to
portraying a character in a Black
Library novel like Gotrek or Felix.
Rather than focussing on the large
scale conflicts of the Warhammer
World, WFRP players spend their
time gathering rumours in the
taverns of Nuln, exploring the dark
caverns of the Worlds Edge
Mountains, and uncovering dark
plots by twisted Chaos Cultists”.

For those fans of WFRP, there are a
few changes in the new version. One
of the most notable is the wealth of
new background in the book. “When
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we first produced WFRP in 1986, it
was the first time we'd really delved
into the background of the
Warhammer World,” Simon
explains, “As WFRP2 is set in the
current Warhammer timeline, we
wanted to bring the new version in
line with all the changes in the
Warhammer World, like the Storm of
Chaos.” There have also been some
changes to the magic and combat
systems, which Simon refers to as,
“dark and very dangerous " and
“fast and deadly” respectively.
Despite this though the
fundamentals of the game remain
the same, and although some of the
mechanics of the game have been
updated, WFRP remains a grim
world of Perilous Adventure.

Written by Chris Pramas, the book
itself is a whopping 256 full-colour
pages. Within you'll find rules for
creating characters, loads of great
background, religions of the Empire,
a Bestiary and more. There's even an

TN L
iy S e’ P

(ot  und Frasa

1 priey
S
e A e ol ¥ |

introductory scenario to get you
started off on your adventures. A
whole raft of well-known Games
Workshop luminaries have been
involved in the project, including
Rick Priestley, Gav Thorpe and Dan ;
Abnett, who has penned a short |
story for the book. I

A whole range of supplements that
further expand the scope of the
game will accompany WFRP. These
include the adventure packs
Plundered Vaults, and a massive i
adventure trilogy called, ‘Paths of |
the Damned’, which will pitch the
players into conflict with a terrible
enemy set across the whole breadth
of the Empire. There are also a |
number of sourcebooks that expand ||
the Warhammer world including
guides to the Empire, Bretonnia and
the Dwarf Realms.

For details about WFRP, check out:

www.blackindustries.com

www.games-workshop.co.uk/news 3



HOBBY HEAVEN!

FLOCK IN TUBS, FLAT EDGE DRYBRUSHES AND SOMETHING SPECIAL

Coming over the next few months
are a brand new range of hobby
products fo aid you with your
modelling and painting. Bags of
flock, gravel, sand and static grass
| will be a thing of the past, as they
are to be replaced by tubs.

“When people buy flock for their
madels they usually pour the
contents of the bag into a tub
anyway, so we're cutting out that
process to make things more

i+ convenient," says Dave Cross,

|| Games Workshop's New Product

i R&D Manager. “It's only a small

|| thing, but it's quite cool, and it
makes flock much more usable.”

| There’s also going to be a new

|| addition to our range of basing

| materials in the form of Modelling
Snow. Also contained ina tub, this

i1 flock is perfect for basing forces

|\ fighting in the northern regions of

i1 the Warhammer world or ice planets
{| of the 41st Millenium.

| | Modelling flock is not the only thing
‘ on the revamp menu either, PVA
| glue will be moving from its current
| container to what Dave describes
|" as, “a hair gel tube.” This makes it
{1 easier and less wasteful to use.

|\ The new flack in tubs will make
storage and usage that much easier,

Drybrushing is also to take on a
new dimension with flat, straight
edged drybrushes. Flat drybrushes,
which have no point , are much
better suited tothe task of
drybrushing than our existing
brushes. These will come In half and
quarter-inch sizes. “The half-inch
brush is great for doing tanks and
the quarter inch small enough for
miniatures,” Dave says, “the long,
flat edge is really great for
drybrushing” he adds.

Perhaps the most remarkable of
these new products is Wet-effect.
This new substance will allow you to
create the effect of water on your
bases and terrain — handy for any
Sea-Elf players out there. “Wet-
effect appears like a thick, viscous
liquid but it dries clear and with a
gloss shine, making it look like
water,” Dave tells White Dwarf.

And it doesn't stop here. There is a
whole process of refinement
underway across the hobby range.
As well as new items, existing
hobby products will slowly get
redesigned to make them better and
more useful. “It's a quiet evolution,”
says Dave.

4 THE NEWS

OF FOUL BEASTS...

Not content with just re-
releasing the game, there's two
more awesome products for
Warhammer Fantasy Roleplay
available this month! First up is
the Empire Bestiary, which
details all of the creatureSftorbe
found in the realms of Emperor
Karl-Franz. Told fromthree
different paints of view, this
book is not a dry collectioh of
statistics, but an insightful
document into the arcane
creatures of the land. Also

available is the Games Mastgrs
Pack, which.contains all of t
charts and tables that every

Games Master will require for an \\x
adventure, plus a lavish GM

screen. Pictured here is some.m

the bestia ‘

GAMES DAY GETS BIGGER

Games Day and Golden Demon, Games Workshop’s premier hobby
event, is moving venue. For some time now the National Indoor Arena
has been host to around 8,000 hobbyists annually and continues to be
the highlight of our events calendar. As our hobby grows we are
constantly considering the best way to present this great event. With this
in mind we are delighted to announce that Games Day and Golden
Demon 2005 will be held on Sunday 25th September at the National
Exhibition Centre (NEC) in Birmingham. This is an exciting time for us as
we prepare this great show, and we hope that you too will be excited by
the prospect of the Games Day experience in brand new surroundings.

Please keep a lookout for further updates and news as the months
progress!
www.games-workshop.co.uk/events




GAMES WORKSHOP ONLINE

THE WAR OF THE RING store and coverage of this fantastic EVERY SINGLE WEEK...

CAMPAIGN weekend online the week after. The Web Team always make sure
Registration Coming Soon! Keep a close eye on the News page  there's something new online for

The UK Web Teamn have been busy  and Inquisitor Newsletter for more  hobbyists, with weekly updates of
creating the new War of The information! News, Hobby Articles, Sneak

Ring™ campaign website, and Peeks, New Releases, Events and
soon you'll be able to register your ~RECENTLY ADDED ARMY the infamous Pall of the Week.
forces for the battle in the summer.  MINI-HOMEPAGES

One of the things the Web Team To get all this and more sent to

Registration begins on 1st May. have been working hard on your inbox, sign up to the
Book it into your diary and get recently are ‘mini-homepages’ for Inquisitor Newsletter!
ready to join the war. the Imperial Guard and Eldar,

www.games-workshop.co.uk/

www.thewarofthering.co.uk These include background and news
articles for the variant lists of these

30TH ANNIVERSARY armies. The team assure us there www.games-workshop.co.uk/
Hopefully you'll be seeing some of  is more to come for Warhammer inquisitornewsletier
the White Dwarf team, Web Team and The Lord of The Rings too!
and Tale of Four Gamers Check out our new letters page,
personalities in Hobby Centres on www.games-workshop.co.uk/ Fuel for the Furnace, where the
the weekend of 2nd-3rd April. eldar Web Team now have a regular
The website will have full details of column. See page 167 to find out
which Hobby Centres can expect www.games-workshop.co.uk/ what our resident techpriests have
visits, what will be going on in imperialguard to say for themselves.

FROM OUT OF THE SKIES

Forge World heads to the heavens with their awe-
inspiring Elysian Drop Troops. These sky commandoes
come equipped with a vast array of kit including a cool
resin Grav Chute, which the troopers discard after
they've made groundfall.

The multi-part resin miniatures are a joint project
between Will Hayes and Simon Egan. Check out the

Forge World website for further details.
www.forgeworld.co.uk

Left to right: A drop trooper with attached Grav Chute
and trooper ready to move out after landing.

www.games-workshop.co.uk/news 5



Guy: Happy
Birthday Games
Workshop — 30
years old! And
looking
younger than
ever, | might
add. We're
celebrating this
issue with extra pages an a couple
of articles that should tickle your
nostalgia bone. These include a
History of Games Workshop, where
we peel back the layers of time and
take a look at some of our ancient
and venerable games; a look at
miniatures over the years in our
special, feature length 'Eavy Metal
showcase and, as the new
Terminators are out this month, a
wander through the armouries of the
Adeptus Astartes. It's amazing how
much the Terminators have
contributed to the games universe of
the 41st millennium over the years,
though some of the old rules for
them in old editions of Warhammer
40,000 are frightening! Saying that,
they're still a pain to take out now,
and that's without their refractor
fields and grenade harnesses. It's
also a timely reminder of how much
Warhammer 40,000 has changed.
Once upon a time it was so heavily
detailed a 3000 point game could
last a whole week. Compare that to
the ultra-slick, recently updated
version we have now. Though
Rogue Trader was brilliant for
skirmishes, | find getting two games
in during one evening a real bonus.

SCRIBBLINGS

When you turn to the Astronomican,
you'll find a couple of surprises for
you. One of these is our letters
page, the first White Dwarf UK has
had in a loooong time. Older readers

Guy Haley

THE NEWS

may remember the era of On The
Boil, but for many of you this is the
first time you will have had chance
to send in your thoughts to we
Dwarfers here in the Hold.

We get a fair few letters here every
month, but we'll try to at least give
everyone a mention who writes in.
That is also true if you submit an
article that we don't publish. Even if
it is not suitable for our purposes,
there's nearly always a good idea or
two in them, so we’ll be printing
those on that page as well. Let us
know what you're up to. Refight our
Battle Reports and tell us how you
did. Anything you like, just be nice to
us — we're soft, hysterical types
whose egos bruise easily.

Owen Rees, of UK website fame,
also gets his say on the page. In the
future we'll also be looking at the
forums to see what the hot topic is
this month (though obviously this
may seem a bit out of date when we
run it, but what the heck). Yes, in
answer to a couple of questions
some posters have written, | do read
the forums. | am watching you. |
even contribute occassionally, but
you haven’t upset me enough yet to
make me a regular poster.

ORGS

As | write this I'm in a relatively
good mood. However, | haven't yet
played my Battle Companies games
this month, so by the time you get
to the end of the magazine | may be
sulking. There are only so many bad
dice rolls a man can make before it
begins to get him down.

Happy gaming,

Guy Haley
Managing Editor

Zealots, a new unit for the Ordo
Hereticus that you can read all about
on page 54. These bad boys take to
the enemy with flame and
chainsword and will be the perfect

Nick: Hot dawg,
as | write this,
2005 is barely a
few weeks old
and already my

hobby and addition to my Sisters of Battle,
) modelling which you'll hopefully see soon.
¥ calendar
Nick Kyme (obviously 'm  I've been a bit slack on the gaming

referring to miniature modelling here
and not the catwalk/catalogue
variety) is filling right up. You can
witness a good healthy portion of
my hobby hijinks in this issue.

front this month (all this painting
and converting is taking up my time,
honest guv!) but | did manage to get
in a game against my brother and
his Imperial Guard. He ran my
Necrons pretty close in our previous
battle but the metal mickies were in
imperious form this time around and
after whacking his triple-whammy of
Leman Russ battle tanks, they gave
those monkeys a good drubbing.
Might be time to dig out the
Baneblade methinks, Rich.

As well as polishing off the rest of
my Enforcers for Necromunda and
painting the additions to my Gondor
Battle Company, I've recently had
Saruman under the knife (that
sucker is gonna pay for what he did
to the Westfold, grr!). I've converted
him so that he’s riding a horse and
now fights for the powers of good! |
know what you're thinking, “That's
some knife, to cut out his evil core”.
You betcha by golly wow it is! Well,
not really. Check out page 122 and
you'll understand.

Into the future of the 41st millenium
then, and |'ve been spending some
time with a bunch of ragged lunatics
(no, not the other Dwarfers —
although come deadline week that's
not such a far-fetched description).
For a new Witch Hunters army I'm
converting a modest squad of

Rudgie: It's all about campaigns this month, the
Necromunda campaign has come to an end but the
Battle Gompanies campaign maves ever forward.
As with all campaigns my Battle Gompany has
gained yet more experience and | am finding
myself having to paint an ever-increasing amount
of horses. Why more horses? Well, my evil horde
has stopped growing in size, but seems to be

Paul Rudge rapidly upgrading into an all Raider force. However,
as the end goal is to have a sizeable army | have decided to aim for a
balanced 820 points Harad force. Why such an odd points total? It's
simply that my fully equipped Mimak weighs in at a staggering 320
points without any Harad crew in the howdah. This means that should |
choose not to field a Mimak | can still field a balanced 500 paints force,
and as my Battle Company keeps me painting more Harad I'm well on
the way to hitting that target!

Staying with campaigns, a Mordheim campaign is about to start here at
HQ , one of my favourite games. To my horror somebody has already
claimed the command of my favourite warband, the Undead. That left
me with a hard decision that | had to make very quickly, as other eager
gamers were also claiming warbands. In the end | chose Middenheim,
next month you may even see a model or two from my warband appear
on this very page.




Christian: It
SEEMS my
contribution
to the team
page has
turned into
an account of
the building
of my own
Space Marine chapter, known as
the Imperators. So far | have
completed one Tactical squad
(whose Veteran is almost
finished), one Razorback (minus a
heavy bolter turret that is also
nearly finished), the Captain and
half his Command squad (the
other half are also in various
stages) and the Chaplain (see
right), who | converted to lead an
Assault squad that | am planning
to do. | have also stuck together
lots of bits of plastic for the next
round of units.

Christian Byrne

For me the Imperators represent
one aspect of the hobby, that
being army building. Whenever |
decide to paint an army | pick a
relatively quick method of painting
and stick to it, even if my skill

level improves. When this
happens | usually finish the units |
am working on and give the entire
force an update, this takes some
time but less than painting a new
army. | also like to practise
improving my painting, so |
choose a random model from any
of our systems and paint it as well
as | can. Along the way | try out
new techniques that | read about
or think up myself (although I'm
sure others have done them first).
My latest model is Urien Rakarth
(who you can also see pictured to
the right) who | have been
working on now and again over
the last month.

My next project is to finish off a
Sauron model that | have been
working on for some time.
Hopefully, I'll have it finished
before our The Lord of the Rings
campaign ends and then | can
lend it to Guy to give his Mordor
Ores Battle Company a fighting
chance in the last few games. But
knowing Guy's luck, Sauron will
need moare than just the One Ring
to survive.

Greg: We had a
big powercut
here last week.
And despite a
lack of light to
see the table
properly, we
downed tools at
Greg MacGregor  the first
opportunity (naturally) and started
having a quick game of Battle
Companies. Alas, we'll never find
out whether my and Kyme’s brilliant
refused flank manoeuvre would have
allowed us to put the boot into
Rudgie’s army at last, as the game
only lasted a meagre four turns,
meaning Rudgie's poor ally Christian
was stood up on the right flank
waiting for a date with destiny, and
only managed four regimented turns
of marching with his Isengard band.

As for Rudgie, after some tit-for-tat
shoating where he lost a couple of
horses, and seeing our combined
forces massing, he fled for the hills
unwilling to take on the
Kyme/MacGregor alliance of Good.
We played the Recovery scenaria,
and we were even in possession of
the recovered item by fortuitously
discovering it close to our lines.
Victory over the Rudge-meister was
beckoning at last. And then the
lights went back on, we were foiled
in our attempt to put one over on

the Geordie Scorpion of Harad and it
was time to get on with the daily
grind again... (Beat me, not a
chance! You're just lucky the power
came back on — Rudgie)

| have a rematch lined up with my
Eldar for next week when | get a
chance to exact revenge after | lost
my last game against Paul Foulkes

and his jungle-bungling catachans. |
know that he’s refined his army
since we last had a battle, hopefully
his luck from the Necromunda
campaign (see page 78) will have
run out by then, and my Guardians
will be able to clean up. I've finished
off a War Walker (pictured below)
with some new Ulthwéan runes.
Hopefully it'll do the business.
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' NEW RELEASES!

i

GODS AMONGST MEN

MARNEUS CALGAR AND HONOUR GUARD w.mmlfasn

Marneus Calgar is the renowned master of the Ultramarines and his countless g —
exploits while defeating the enemies of the Emperor have earned him no small /
measure of fame throughout the Imperium.

This multi-part boxed set contains Marneus Calgar and 4 Veteran Space Marines,
sculpted by Dave Thomas.

These models require assembly.

{MARNEUS CALGAR WITH HONOUR GUARD -£25.00
Denmark kr 300.00 Sweden kr350.00
Euro € 40.00 Norway  kr 350.00

Honour Guard - : Champion

Ancient

8 NEW RELEASES Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Gitadel producls may be dangerous if used incorrectly. Prices correct

at time of going to press, please contact us for current availabilily and prices. Prices quoted are for products sold by Games Workshep through its own stores, calalogue or website.
Independent relailers are responsible for determining their own prices.



SPACE MARINE TERMINATOR SQUAD

Combining the technology of power armour and exo-armour developed
for sealed environment suits used by starship crews forced to wark in
extremely hazardous conditions, the development of Tactical
Dreadnought armour was begun in order to provide the best protection
possible for the Space Marines. All Space Marine Chapters maintain a
number of suits of the revered and rightly feared Terminator armour and
these are amangst a Chapter's most prized relics.

This multi-part boxed set contains 5 Terminators and a Teleport Beacon, Teleport Beacon

sculpted by Jes Goodwin, Dave Thomas, Mark Harrison and
Tim Adcock.

These models require assembly.

[SPACE MARINE TERMINATOR SQUAD _........HOGB
Denmark kr 250.00 Sweden kr 300.00
Euro € 35.00 Norway kr300.00

HOW TO PAINT DETAIL PAINTING
SPACE MARI N ES T TR s M e i ok e

This book is a comprehensive and
indespensible guide to painting
armies for all Space Marine players.
Featuring step-by-step techniques I
and colour schemes for painting . e
many chapters, including
Ultramarines, Blood Angels, Space
Wolves, Dark Angels, and many
more.

Uitramarines

CREATING A

¥ you ey Gae, yu o shach » Dt
e T o egret
o sy e 3 g S i
iy e S st g 1254 7
OF g o, atwe o tha krngrvs of he 151 MAeeemEt,
e B
Miaren: g0, which 1 e
T i b o Ty o v e
T s ad you tha s i choosn
a scprnrs o
i G ha et

pca
LisT

CHAPTER cHEEi pinl R

o

With over 90 pages, the book covers

all aspects of painting the Adeptus

Astartes, from their power armour

and vehicles right down to fine

details like faces and insignia. There

is even a section on creating your

own chapter.

See page 60 for more on what you'll

find within.

HOW TO PAINT SPACE MARINES ... 12,00
Denmark kr 150.00 Sweden kr 180.00
Euro € 20.00 Norway kr180.00

Crmtat
reevartDar Wl v @ st
Vi Crapter a7 Est i 16

\ WARHAMMER
' 40900-.7_7

SPACE MARINE CHAPTER M A

8 for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Gitadel products may be dangerous if used
:etly. Prices correct at time of going to press, please comtact us for current avallability and prices. Prices quoted are for products sold by Games Workshop
through its own stores, catalogue or website. Indepandent retailars are responsible for determining their awn prices.
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| |ELDAR COBRA SUPER HEAVY GRAVTANK.....£800  'ELDAR'SCORPION SUPER HEAVY GRAVTANK..€8.00  ELDAR NIGHT SPINNERS..-cooocomeccinn 8,00
| Sculpted by Will Hayes. This blister contains Sculpted by Will Hayes. This blister contains Sculpted by Tim Adcock. This blister contains 3
.1 Cobra Super Heavy Grav Tank. 1 Scorpion Super Heavy Grav Tank. Night Spinners.

This model requires assembly. This mode! requires assembly. These models require assembly.

£7.00 SCAVVY GANG PLAGUE ZOMBIES wcvcerererevermerererssssresssssssen e E100
Sculpted by Colin Dixon. This bhsrer cantams 3 P.'ague Zombies.

[SCAVVY GANG DOGS PACK-...ooccereee ;
Sculpted by Mark Harrison. Thrs bhster contams 3 Scavvy Dogs

-

] ANT TITAN: e ~£2000] |

Sculpted by Mark Bedford. This boxed set contams Scuipted by Mamn Faot:tt Tms blrster contams 2 Efdar |
enough compaonents for 1 Thorian Inquisitor. ‘ Revenant Titans. i
This model requires assembly. These models require assembly. :
0

A i N P T RS T S B U 1 5 T o T |

10 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
al time of going to press, please contact us for current availabliity 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.
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0' THIS MONTH’S RI/%LEASES FOR THE LORD OF THE RINGS

<« Bullroarer Took

Sculpted by Alan Perry and Michael Perry, this blister pack contains 1
Bullroarer Took.

This model requires assembly.

Denmark kr X7 '115 00

Sweden  kr 140.00
Norway  kr 140.00
Euro £ 15.00

v Hobbits of the Shire

Sculpted by Alan Perry and Michael Perry, this blister pack

contains 1 Fredegar Bolger, 1 Paladin Took and 1 Hobbit Archer
with a signal horn.

Denmark kr

Sweden  kr

Norway  kr
. Euro €

A Shirriffs

Sculpted by Alan Perry and Michael Perry, this
blister pack contains 4’ Shirriffs.

bl p ) Ut
Denmark kr 70.00
Fredegar Bolger Habb.it Archer with ﬁ‘gr?,e:; E{ gggg
signal horn Euro € 10.00

Picturss for litustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citada! products may be dangerous if used
’ incarrectly. Prices correct at time of going to press, please contact us for current avallability and prices. Prices quoted are for products soid by Games Workshop
@ through its own stores, calalogue or website. Independent retailers are responsible for determining their own prices.
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Games Workshop is 30 years old this year, a venerable age for any company. Begun as a way
to make extra cash by three friends in 1975, GW was a traditional games venture that became
" the leading marketer of role-playing games in the UK before eventually turning into the
tabletop oriented games company we know today. Guy Haley investigates.

Livingstone, Steve Jackson and John
Peake set up Games Workshop to

It is now 30 years since Ian

— make traditional games, only to gently

segue into flogging role-playing games
—from the back of Steve's camper van.

NEE “The story of how John Peake left, and

0

~how Steve and Ian came to build
_Games Workshop on the back of their
# cottage industry has already been told
(see WD300 for more on this, plus
page 167 for what Steve’s been up to
since then), as has the lengthy saga of
~ the White Dwarf.

| However, what we don’t know is just
l' how this little firm came to be the
/ international behemoth of today.

~ “I think its because we have had a very

simple idea, and we’ve concentrated

on doing it well, and on doing it better

all the time. That’s why Games
“ Workshop has become so successful,”
- says John Stallard, Non-Executive
Chairman of GW's Hobby Division.
John has been with Games Workshop
* nearly since the beginning, applying
for a job as a Quality Control Manager

¢ with Citadel Miniatures and ending up

._' working in the factory way back in
= 1983. He’s done it all, working
primarily on the retail side of things

" where he has been heavily involved in
' the development of our unique Hobby

Centres, As someone who has grown

from an ex-Psychology student
searching for a career to a venerable
longbeard within the halls of GW he's
the man to ask about the past of the
company. Back to the ‘simple idea.’

“It’s all down to one thing: Which
bloke has never wanted to be a hero or
a general? It’s the pursuit of this idea
that has made us what we are; that and
a bit of luck. We had no masterplan
other than making the world’s finest
model soldiers, basically the things we
really like, and trusting that if we love
it, our customers will.”

“Establishing the heroic stature of our models was
important,” says John. "It has become our signature.”

Interestingly, John refutes the
connection between role-playing games
and tabletop gaming that many folk
see. Indeed, it is a constant battle in
our hobby to get people outside to
understand what exactly we're doing.
(The number of times I've had to
explain that White Dwarf isn’t a role-
playing magazine... ).

“If you drew a venn diagram,” says
John, forming a circle with his hands,
“and one ring was our hobby, and the
other role-playing games, you'd get the
merest touch between the two. They
only really share a similar background,
in that the worlds they inhabit are
fantasy worlds. If, on the other hand,
you were to add a third circle,
representing historical wargaming,
there would be a much bigger overlap.

“The ideas and mechanics behind a
historical and fantasy wargame are the
same, it's just the surface that is
different. In both cases you are playing
a wargame with miniatures on a
tabletop with scenery. A role-playing
game is an entirely different thing
altogether. You can use miniatures for
it, but you don’t have to. Our hobby
has that tactile element. Once you have
collected an army; it is yours forever. A
role-playing game may take a lot of
time and preparation, but once the
words are spoken it is just a memory.”
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We all know, of course, that GW once
concentrated on RPGs. But, as John
relates, it was the advent of Citadel
Miniatures that changed all that. In
1981, Bryan Ansell, then head of
Asgard Miniatures, got together with
Games Workshop to set up a miniature
producing arm of the company —
Citadel. (At this time GW was in
London, and Citadel in Newark, near
Nottingham. That’s why we're based
here, if you ever wondered). Citadel’s
heroic models rapidly became the most
popular range of miniatures, outpacing
those of other firm's which were, at the
time, mostly American imports. This
directly led to the-creation of
Warhammer, and John cites'this as the
most important eventin' GW's history:

“A lot of us at the time had played a lot
of historical wargaming, and we were
all starting to get huge collections of
Citadel models, so we wanted some
rules to so we could fight with our
entire collections!”

Though many people think that the
very first Warhammer was free, this
isn’t quite' true. “I think Rick, who was
the driving force behind the game,

. might disagree with that!” he says. “The

rules sent out with the mail orders
were trial rules, basically stats.”

Still, at a time when role-playing was
king, its success took even our budding
entrepreneurs by surprise. But it didn’t
take long for them to figure out how
big Warhammer could become, and
GW'’s emphasis moved towards
miniatures, The future was in little
lead (later white metal and plastic)
men. A couple of years later Bryan
Ansell, who now owns Foundry
Miniatures, took over the running of

. Games Workshop. Citadel and Games

Workshop became indivisible. GW as
you know it today was born.

After this, John says the second most
important event in GW'’s history was
stopping the sale of anything that was
not produced by Games Workshop in
our stores, a decision John took
himself. This other product was
mostly, John says, a lot of tat.

“We had a very unfocussed approach
to retailing., Unlike today, when you
walk into a Games Workshop and are
confronted by racks and racks of
miniatures, we had water pistols and
playing cards and all manner of
things. We got rid of all that and
started to introduce painting and
gaming tables.”

V
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What followed then was an explosion
in Games workshop’s popularity, partly
helped by the enormous success of
Warhammer 40,000, first released in
1987. The number of stores increased
from a mere handful in the mid-
eighties to 95 worldwide, with over
1,000 independent stockists, by the
mid-nineties.

“It was a crazy time, but very exciting.
At one point we seemed to be opening
a new shop every week,” says-John. “I
was head of retail then; and’though it
was-exhausting, I look:back on that
period as one of the most'satisfying.”

In 1991, Tom Kirby, current GW
overlord, headed a management by-out
of the firm. It was he who introduced
the standard format of Games
Workshop games, where you get
everything, miniatures, rulers, rules,
dice and so forth, you need to play in
one box. A deal struck with MB games
in 1989 saw the creation of HeroQuest
and Space Crusade. This, together with
new, more accessible ‘game in the box’
sets saw a huge influx of new blood
into the hobby.

In 1994, the company floated on the
stock exchange — that’s right, you can
own an actual piece of Games
Workshop! Following the flotation, the
company expanded its operations
abroad, and a year later had branches
in France, Spain, USA, Hong Kong and
Australia, though some of these had
been around for a long time already.

Some of our first plastic models were these large-scale
Fighting Fantasy Heroes.

“Tom wanted to replicate the success of

the UK hobby abroad. And he did it. I
think that is another really important
moment,” says John.

Constantly growing, GW has moved
location a few times, always staying in
the vicinity of Nottingham. We moved
to Willow Road in Lenton in 1997, a
move which enabled us to create
Warhammer World, where many of the
country’s biggest tournaments are
held. Even though our headquarters
are pretty big, we've spent the last year
taking over the industrial estate where
we reside. With Forge World over the
road, our top management bods
relocated to a brand new keep built on
part of the ear park, and an enormous
warehouse being constructed 100 yards
away, we've actually got something that
is being referred to as the Games
Workshop Campus.

Then there’s the second factory and
warehouse in America. Located in
Memphis, Tennessee, this duplicate
complex exists for two reasons: i)
America is very big. ii) If Lenton were
to be levelled by, for example, a twin-
tailed comet, it would not be'good.
Fair enough, it may herald the return
of Sigmar, but without a second facility
it would also mean the end of GW.

That’s now, and we've had then, but
what about the yet-to-come? John again
provides the answer.

“I think we’ll be doing just what we’re
doing now. It could last forever. I
don’t think you'll ever lose that appeal
of model soldiers. I get annoyed
sometimes, actually; a lot of journalists
have come to me with an agenda,

saying ‘Yeah, great performance on the /8

stockmarket, but isn't it all going to
destroyed by computer gaming?’ But
that won’t happen. Even with
computer games becoming more and
more sophisticated. We'll carry on
licensing computer games, we may
license more than we do now, but I'm
sure they won’t supplant the hobby.
They’re something extra.”

According to John, the real way
forward now is building the hobby, of
balancing the seesaw between
beginner and veteran. “We’ll see a
change in our shops. I want to see
Hobby Centres become something
that is more of a gaming centre with a
shop attached than the other way
round. That's our next challenge, to
help people get together so they can
play together.”




WARHAMMER

Designed by Rick Priestley and Richard Halliwell to give collectors of Citadel miniatures a set of rules to play
big games with, Warhammer was created at a time when gaming meant pretending to be a wizard in a cellar.
Little did they know how popular it was to prove...

ollowing the success of the trial 15 ——
Mail Order pamphlets, the first 1st Edition }
edition of Warhammer was put Y""Ff’ TITTA AR AT !
together to be sold in stores. It “‘k AI\%&\A‘I\‘IZ I_\f\ !‘,
consisted of three black and white THE MASS COMBAT FANTASY ROLE-PLAYING GAME |

rulebooks - a rulebook, magic book :
and bestiary — thus setting a format that : i
was, for several years, to remain the GW !

norm. Hlustrated throughout with art by
Tony Ackland, and with box art by John

Blanche, it was released in 1982.

The basic mechanics of the game have
remained the same, though in those
days Toughness was represented by a
letter rather than a number. There were
also four Psychological characteristics
which were eventually condensed down
into Leadership in both Warhammer and
Warhammer 40,000. A major component
of the game, army lists, were missing
from the first set. These followed a
couple of years later with Forces of
Fantasy, Warhammer’s first major
supplement.

2nd Edition 3rd Edition

Mighty Empires

A complete and customisable
campaign system for
‘Warhammer, Mighty Empires
contained dozens of hex tiles
suitable for laying out
kingdoms and plastic pieces to
represent villages, castles and
the like. Though unavailable
for years, veteran gamers still
make use of it to this day.

The second edition of the game followed the format of the first, but the third, released in the late elghties, was 25 T A N
presented in a chunky hardback book like many of Games Workshop's games of the period

14 30 YEARS OF GAMES WORKSHOP



4th Edition

The fourth edition of Warhammer
was the first to follow the Kirby
formula, where plastic miniatures
were included in the box. The game
coniained High Elves, Goblins, plus,
like the second edition, card models,
These represented a Griffon and a
Goblin Stone Throwsr. This was the
first edition that did away with Cool,
Willpower and Intelligence, the other
three ‘psychology’ stats, and
established distinct Army Books for
each race.

5th Edition

With the fifth edition, the game
reached maturity and became pretty
much the same way it Is now, though
there were relatively few changes
from the fourth after the upheavals
of the change from the third. The
Bretonnians and Lizardmen were
reinvented for the game and included
in the box. Around this time the very
popular Warhammer Quest was also
released, which allowed players to
lake parties of heroes adventuring
into the dark dungeons of the
Warhammer world.

6th Edition

And now onto the latest incarnation.
Now in its third year, the sixth edition
contains the classic match-up of
Empire and Orcs were boxed with the
rules, and for the first time this
included war machines. Though the
system now more or less stable, it is
likely we will do further editions of
this, one of our most popular games,
one day.

Mordheim

With the success of Necromunda, it was only a matter of time before a
skirmish-level game of Warhammer came out. Set in IC 1999, Mordheim
playfully made fun of our own millennial tensions to create an apocalyptic
game of warbands warring over the dangerous, yet valuable, shards of a
warpstone meteor. It has had only one edition and is still available, and is
the only game we make with fish as a recurring motif.

Realms of Chaos

Years in the making, Realms of Chaos
set the tone for much of the
background for Chaos. Though the
authors of Warhammer made mention
of the books in the first edition of the
game it was eight years later that both
these mighty tomes were finally
available. Even to this day you can find
sly nods to the content of the books in
army books, codexes and Black Library
publications.

“Why did it take so long? Gosh that’s a
loaded question,” says Rick Priestley.
“I don’t think I dare answer that —
most of the people involved are still
about and just because the judge says
‘life’ it-doesn't mean ‘life’ anymore
does it — know what I mean? All I can
say is that I had the first version of
Realm of Chaos almost ready for
Warhammer’s first edition in 1983,
then some other people got involved...
Then I came in and did a job on The
Lost and the Damp at the last minute
in 1990. But if anyone asks I shall deny
it. Other than that my mind’s'a
complete blank. No, I mean it really is.”

Slottabases, part-concelved to aid the pla yinf; of
Warhammer, are another GW trademark,

www.games-workshop.co.uk 15



WARHAMMER 40,000

Though there are other science-fiction and fantasy wargames, none have blended such a wide range

of strong ideas together as Warhammer 40,000. This colourful diversity, set against the dark
backdrop of the Imperium, is what makes Warhammer 40,000 so special.

onto shelves with all the force of a

Space Marines squad deploying by
drop pod. Though Warhammer was
already thriving when its younger sibling
was born, this dark science-fantasy
variant was to prove just as popular.

I n 1987, Warhammer 40,000 slammed

Again designed by Rick Priestley; the first
edition of Warhammer 40,000, or ‘40k’
as it is affectionately known by gamers,
was a very different game to the current
version. Based on Warhammer'’s third
edition, whose format it shared, it was
primarily a skirmish level game, and
contained a level of detail comparable to
that found in its later spin-off, Inquisitor.
It was rammed full of tables of exotic
wargear and many special rules, which
had much influence on the later Realms
of Chaos. Great fun, but it wasn'’t long
before people started to play larger
battles with the system, something it was
not really designed for.

The second edition came boxed with
two armies, Orks and Space Marines, in
1990. A drastic overhaul of the system
attempted to adapt it to larger games,
yet still with the emphasis on individual
warriors. Buckets of dice and cards were
the result, and it wasn't until 1998’s
third edition that we saw the army-level
game which is Warhammer 40,000 today.

* GAMES ‘
WORKSHOP -

PREOUET

Space Orks versus Space Marines in the Kirby pattern second edition. The rules differ vastly to
all other versions, and relied on cards. (Right) Dark Millennium, the edition’s major expansion.

16 30 YEARS OF GAMES WORKSHOP

Ist Edition

Our Games Developers
have always mined Rogue
Trader for inspiration. For
example, the Horus
Heresy, first explored.in
Adeptus Titanicus, was
inspired by a one-line
quote from this book!

The title Warhammer

40,000 was added to the
product to prevent people
confusing the game with
2000AD’s Rogue Trooper.

™

Left: The RTBO1 Space
Marines (left). Our first

multipart plastic troopers.




T S L

AX

The third edition saw the system come of age, with the main rules streamlined, yet muitiple special rules still
present in individual codexes. It also infroduced what have become one of our main chapters, the Black
Templars, who came with a force of the new race of Dark Eldar in the set.

Space Hulk. Many gamers remember this as they
remember. their first love.

It's a big universe

Warhammer 40,000 has given rise to
many spin-offs: Necromunda, Space
Fleet, Gorkamorka, Epic, Inquisitor,
Space Crusade and others, including
several computer games!. But arguably
the best loved and the most highly
regarded is 1989’s Space Hulk, a game
that drew many more hobbyists into the
exciting world of Games Workshop.

BN

AN IN;FR!JI]UBTIDN TO'THE TABLETOP Bﬂ'ﬁ’-‘LEGAME GE-?,{E FAR FUTUR

Pitting Terminator-armoured Space
Marines against an endless horde of
Genestealers aboard derelict Space

The latest version of Warhammer 40,000 has bsen I the i g,
presented in both of GW's traditional formats — a S
hardback rulebook and the ‘game in a box’ Batlle for Hulks, the great thing about Space Hulk
Macragge. Though one is aimed more at beginners, both was its infinite adaptability and replay
contain the full rules set. The update value, something made possible by the
floorplans included in the game and its
supplements. Eventually getting two
editions; Space Hulk enriched the

of ar 1 .
the tar futre theer |5 only yar

Epic universe, especially driving the
Epic originally came into the world in 1988 as Adeptus Titanicus, a game development of the Genestealers (a
that pitted the mighty war machines of the Adepts of Mars against the species first mentioned in Rogue Trader)

followers of Horus. Followed by Space Marine, and, through them, the Tyranids.
together the games allowed epic scale battles
during the Horus Heresy. Nearly all of our Warhammer 40,000
spin-off games have enjoyed long shelf
lives and several editions, a testimony to

the power of the universe.

SPACEELEET

-4
S

The first Epic-scale game and Space Fleet was released jn 1991, Tha'idea behind the game
the current edition (above). gave rige to Battlefleet Gothic, though the game systems are
very different to each other.

www.games-workshop.co.uk 17



THE LORD OF THE RINGS

The Lord of The Rings is now firmly established alongside Warhammer and Warhammer 40,000 as one
of our most popular games. Many hobbyists have long dreamed of playing out scenes from Middle-
earth, and our acquisition of licenses attached to the film in 2000 allowed them to do so.

kettle of fish to the two

Warhammers, and not just in terms
of its innovative gaming mechanics.
Though it is not the first product based
upon a book Games Workshop has
produced, it is the first based upon both
a book and a film. We talked to author
Rick Priestley about how the game came
to be.

T he Lord of The Rings is a different

“The challenge was writing a game for a
film I hadn’t seen and for which I didn’t
have a definitive manuscript, where only
something included in the film could be
included in the game, and no-one could
say for sure what was in the film. That
was tricky,” says Rick. “It certainly
teaches you how to make the most out
of what you've got, and I honestly think
the game was better for it in the end.

“But the hardest bit for me was the
travel induced sickness. Planes. Airports.
Hotels. A litter bin in Times Square,
sundry other bits of central New York —
including some quite well known
restaurants, I've chundered in "em all.
On one occasion we were flying into ! ; ?
New York and the flight crew had to ! o= ! OF MIDDLEE A‘I.‘r ;
haul me out of the toilets because they s O THEANARGY THER
wanted to land the plane. They stow a 5 2
lot of gear in the toilets when they land.
See, the things you learn...”

The three The Lord of The Rings boxed games.

T~ OF U!F

SINGS

THE Scoug;
‘OF_ _THE SHI| e
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SPECIALIST GAMES

A lot of the spin-off games from Warhammer and Warhammer 40,000 have gone on to
become extremely popular in their own right. To give them more support, GW brought
together under the umbrella of Specialist Games in 2000, as Jervis Johnson relates.

but back in the old days we

made more games systems than
we could support,” says Head Fanatic
jervis Johnson. “So we came up with
what we thought was a cunning plan,
splitting our range into ‘Core’ and
‘Specialist’ games. Each new Specialist
game was carefully planned so that afier
the initial release it wouldn’t need any
more models making. The trouble is
that each spawned a lot of die hard
fans, and we felt rather bad about
saying ‘That’s yer lot.” So five years ago
we set up Fanatic. The aim of Fanatic is
a simple one: to provide ongoing
support for specialist games. We do this
by running the Fanatic website, which is
designed to act as a ‘one-stop-shop' for
players. The website includes rules,
Q&A, forums, and articles. Plus,
whenever new Specialist models or
games come out, then the Fanatic
website team provides material to go
along with them.

Y/ c all it the enthusiasm of youth,

“If you fancy trying something a little bit
different, then you should find the
Fanatic website interesting. It might be
that you'd like to collect something in a
different scale, or play games whose
rules provide different tactical
challenges. The Specialist Games are
Blood Bowlis now on its third edition and is extremely popular in certain parts of the world. This is especially true designed to cover all of these things and

of Germany and Spain where it is held as those countries’ fourth ‘core’ system. Batilefleet Gothic (top) allows much more beside.”

space batfles in the 41st millennium.
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Necromunda (leff), now on its second edition; Warmaster (centre), uses smaller scale-models in battles set in the Warhammer World. Like Warhammer, it now Fias a
historical variant. Inquisitor (right) looked at the Warhammer 40,000 universe in the greatest details since the first edition of the wargame. “It's the closest we've yet got to
doing a Warhiammer 40,000 RPG," says author Gav Thorpe.
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AND THERE’S MORE...

Over the years GW has made or marketed a vast array of games of many different types, and
spawned products as diverse as the tanks of Forgeworld and the books of the Black Library. Below
are some of the games we’ve made, several of which are remembered as classics of their kind.

ames workshop is a company that

has lived up to its name, making
every kind. But we've also had some off
the wall ideas too. We asked Andy Jones,
another GW lifer, to tell us about some.

“Craziest idea we ever had? There’s quite
a choice. Dark Future paintballing was a
hoot - we got these live roleplay guys to
knock us up some costumes ~ leather
jackets, bike helmets with big horsehair
plumes, chainmail — you can imagine.
We bought a load of guns. We got the
use of some land oop North that
belonged to a relative of Tom Kirby: We
hired a coach and off we went. Had a
great time — although I am convinced
that no matter what the costume,
everyone thinks they are in 'Nam.
Anyhow, it all got called off because
some old dear phoned the police on the
basis that some terrorists had kidnapped
a coach driver and were up to no good. Stormbringer, RuneQuest, Warhammer Fantasy Roleplay first edition (the second edition has just been released
All the armed response teams in North by.the Black Library) and Judge Dredd. Just some of the RPG's we've sold over the years.
Yorkshire turned up, it was bull horns :
and ‘put the guns down’. So Dark
Future paintball never came to
anything...”

“Then there’s the idea of running the
Stomper Gargant mould in chocolate for
Easter; or the Troll games — I mean, I ask
you... Don't get me started on
‘Warhammer Records either.”

THEGAME
oFg
BHD: ;n“"ﬁsb": =I::u

Trolls in the Pantry, one of a range of kids’ games that somehow ended up being featured frequently in White Dwarf...
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Dark Future was a near-future game set in an Earth which, if not post-apocalyptic, was certainly working up to it. It
shared seme common ground with the Warhammers in the shape of Chaos cultists.

HeroQuest and Space Crusade
HeroQuest and Space Crusade were
made in conjunction with the renowned
family company Milton Bradley, or MB
Games. In a deal brokered by Tom Kirby
in 1989, MB would market the games
and put them out for sale in large toy
chains. There then followed a massive
national advertising campaign which
many veterans look back on fondly.

The partnership was a great success, and
numerous supplements were produced
for both. Later Games Workshop, on its
own this time, produced Advanced
HeroQuest and Advanced Space Crusade,
From the latter came the first set of
plastic Tyranid Warriors.

Although we no longer make them, the
four games introduced thousands of
children into the hobby, many of whom

Another seminal game, Talisman, was a Games Workshap original that saw you play a bold adventurer in search of went on to become staunch Games
treasure. Like many of our games, it had several supplements and three editions (first edition right, second edition Workshop hobbyists. In fact, some of the
left). The plastic dragon from the third edition is still used as a basis for several of our Warhammer models. White Dwarf team’s first exposure to

Games Workshop was through
HeroQuest and Space Crusade.

Just some of the supplements for HeroQuest,
Advanced HeroQuest, and Space Grusade.

Chainsaw Warrior (above left) was our only ever solo boardgame, in which you had only an hour to save New York!
For Doctor Who (above right) we produced a range of licensed miniatures as well as games.
www.games-workshop.co.uk 21
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For the majorily of iis lifefime, Games Workshop has primarily been o miniatures-driven company, and is now the biggest producer of
high quality wargames miniaiures in the world. We have a distinctive siyle for our models, using slightly exaggeraied anatomies o
make our characters appear superheroic on the tabletop. In the 1980s we also started making our models slightly larger than wes the
norm at the time, enabling us fo cram on more detail. Although some of these ideas have since become the fashion right the way
across the world, we can still hold our heads up high, safe in the knowledge that our models are the finest on the planet.

Bretonnian Grail Knight

The high standard of the 'Eavy Metal painting John Blanche
style is shown by this model’s heraldry. Artist John Blanche has a very distinctive
painting and modelling style.

snotling Rump Wagons

These two versions of the Snotling Pump Wagon (classic to the right) show not only how our
sculpting has become more sophisticated, buf also how trends in painting have changed.

22 'EAVY METAL SHOWCASE
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This Chaos Dwarf was part of a wide range The Lizardmen have undergone a slight ‘ FROM THE VAU LTS !

of snaggle-toothed stunties. revamp recently, as the newer model at the | Forgive the quality of these images. They |
boftom demonstrates. | are very'old, and the models sadly no

longer exist.

" Ogre/Bulls j

Many of our models are now multi-part
plastic Kits. These Ogres are but one of the
dozens we make.

Elric and Corum, from the Eternal Champion
novels of Michael Moorcock. Early '80s.

| Khorne Champion riding Juggemaut, Mid '80s. |

oz — T ——
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. Great Hatlequin Eldar Farseer )
Eldar Rebirth | GreatHarlequin | EldarFarsesr =0

This Jes Goodwin-sculpted model locks Farseers have become a key part of our Eldar
The dying race of the Eldar have fantastic, even though it was made over 15 mythos, an example of how our miniatures
been part of Warhammer 40,000 years ago. drive our game worlds.

since the heginning. Once rulers
of a vast galactic Empire, the
Eldar now desperately fight to
halt their slow, ineviiable slide
info exiinction.

Like many of our models, the
Eldar have gone through
numerous incarnations over the
years. As with many of our
ranges, they have developed
from a full metal range, to a mix
of metal and plasic, 1o mostly
plastic sets.

Eldar Guardians

A Post Warhammer 40,000
Rogue Trader first edition,
some Eldar Guardians were
metal with a seperate plastic
arm and weapons sprue.

B Mors Eidar Guardians
from seconnd edition
Warhammer 40,000. These
were two-piece plasiics.

W The Eldar Guardians of the
current edition are a versatile,
multi-part plastic kit.
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En e m I es Of Mu n kl n d The cybioar from this classic model was

In the far future of the 41st Millennium, the recently used in a White Dwarf article by
enemies of man are numerous, as have been George Dellapina (WD299).

the models that we have produced to

represent them.

Over time our models have developed,
becoming more realistic ond detailed,
making the foes of the Imperium uppear
even more impressive on the tableiop.

This model led to the development of Khorne
Berzerkers in the gaine.

f1ao U Sl
An absolute classic, this ancient model
complemented a similar imperial miniature, just got bigger and Orkier with the passage of tima!
whose look was based on a cat.

www.games-workshop.co.uk/goldendemon 25
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A Ien Evo u“on Zoais were once to be found in Warhammer

Tyranids have been present in Warhammer 40,000 since the days of Rogue Truder. Their and Warhammer 40,000, where they were
background has grown richer over time, encompussing a greater diversity of species. Prefiy scouts for the hive fleet.
much like the hive mind, in faci!

Genestealer Hybrids

Dangerous part-human monsters, Hybrids
are found in the Genestealer culis that form
part of a hive fleet’s vanguard.

An early version of the Tyranid Carnifex. Back
when this model was released, it was known
as a Screamer Killer,

b The earligst of the
plastic Tyranids came from
Advanced Space Crusade,
released in 1990.

<4 Current edition Tyranids
with more chitinous
armeur and spikier
bio-weapons.
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Golden Demon

Golden Demon has become an essential part of the Games Workshop hobby, and is one of the most importani dates in the calendar. Not
only has it driven the quality of painting ever-higher, but it has also had a profound effect on our miniafures, molking us sirive fo produce
hetter and better models with every passing year. Here are some classic entries.

Knight Panther (Orfon @

This fantastic entry was based upon a vintage Matit Parkes
John Blanche painting. Open Gompetition Winner 2001, \
Games Day UK 2001 |

Ragnar Blackmane 5

Neil Thompson
Gold, Warhammer 40,000 Single Miniature,
Games Day UK 1993

Grey Wizard

Anthony DePasquale i
Gold, Warhammer Single Miniature, i
Games Day Australia 1996

Vg

A ﬁ
En
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da best bits first after da barftle instead of daf fieving Dok Grofsnik
swipin’ all da limbs. Dere’s even places for me spessymin jars. Alex
Mekboyd made *em. Go on, giv us one.

wow! Look at dem jalopies! Dey’re great! Imagine "aving one, | could get fo

by Alex Boyd

Alex: | like the Dethkopta models but | think
if you put an Ork on anything with spinning
blades on top he'’s going to kill himself trying
to hit Space Marines with them. That’s why |
made these jethikes. The design is simple —
find a seat, put an Ork on it, then stick a
huge rocket engine on the back. The good
thing about Ork vehicles is that they don't
have an elegant design, the more bodged
they look the better. Most of the bits are
scavenged from tanks. The hatch from a
Land Raider makes a good jet outlet, while
the jet blades are plastic wheels with the

spokes shaved down to angles. Details like
the fuel lines are from the Dreadnought
sprues. Other than that, there's so much junk
attached to them that it's hard to say where it
all comes from!
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. There are few instances where Space Marine power armour is not enough

protection for a warrior. But when battle calls for durability and protection

- over agility, it is to the revered suits of Terminator armour that the Space
Marines turn. Massively thick armour plates and powerful servo-muscles
drive these defensive shells, and only the best and bravest of a Space
Marine chapter may don this ancient, holy battle-harness. Graham McNeill
takes an in-depth look at the origins and history of Terminators.

pace Marine power armour has a

long and glorious history, having its

origins in the long-forgotten time
before the Emperor's unification of Mankind
on Terra. Nothing is now known of this time,
but it is speculated that the first suits of
powered armour were worn by the techno-
barbarians that fought alongside the Emperor
as he battled to bring Terra under his rule.
Over time, these suits were refined and
improved, becoming the earliest incarnations
of fully enclosed power armour.

The first suits of Space Marine power armour
were developed from this armour and were
said-to have been worn by the first Space
Marines as they fought to unite the planets of

| the solar system under the Emperor’s control.
".>'Legend tells that once the Terran system was

secure, and.the process ef rebuilding firmly

* in hand, the galactic conguest began. Faded
techno-arcana of the Adepius Mechanicus tell
that even before-the Age-of Strife ended, the
Emperor startedto make provisioris for his
Great Crusade. s \ 5

 Part of these plans included the re-equipping

of the Space Marine armies with a far more

sophisticated fighting suit that historians
have dubbed Crusade or Crusader-armour.

| Alongside these.developments, the Emperor - -
| __initiated-a program to develop a system of

armour that would proVide even greater
protection than that offergd by power armour
for Space Marines on the battlefield.

Combining the technology of power armour
and exo-armour developed for sealed
environment suits used by starship crews
forced to work'in extremely hazardous
environments, the development of Tactical
Dreadnought armour was begun in order to
provide-the best protection possible for the
_Space Marines.

Exo-armour is constructed from heavy gauge
plasteel plating, forming an armoured shell
~that'can withstand even the colossal impact
of high-speed orbital micro-debris. It is the
only armour suitable for working inside the
high-pressure casings of plasma reactor
shields, or the extremely corrosive
environments inside the holds of bulk
chemical carriers. These same qualities,
suitably enhanced, make Tactical
Dreadnought armour virtually invulnerable to
most weapons. :

*The development of Terminator armour, as

Tactical Dreadnought armour soon became
known, was well underway by the time the
Horus Heresy erupted, and these heavily
armodred suits had become widely available
by the time the traitor Warmaster struck.

According to fragmented records of the
Adeptus Mechanicus, Terminator armour was
originally designed to-be the ultimate Space
Marine power armour, and was envisioned to
replace the older suits: However, as'the Horus |
Heresy sucked the resources from the
Imperium, Terminator suits became
increasingly rare, for they were exceptionally
difficult to create and maintain. In addition,,
during most battles their bulk became a
disadvantage against the lighter power-
armoured warriors who easily
outmanoeuvred them.

The suits were highly sought after, and they
were used to great effect.in the countless
bloody and short-ranged battles waged in
cramped conditions, such as boarding

actions in ship-to-ship engagements, hive
cities and tunnel fighting. It is in"these areas
that Terminator armour excels, as it is under
these conditions that their bulk and sturdy
frame serves best. Utilising heavy sheets of
plasteel and ceramite, Terminator-armour
contains g-full exo-skeleton and a complex
arrangement of fibre-bundle muscles that -2,
allow. a warrior fo fight with deadly skill in >
close quarters, where agility, is riot of
paramount importance.

In the same manner as power armour,
Terminator armour contains its own  ~ -
independent power supply and fully enclosed:
life-support functions, though thiose /= -
incorporated in Terminator armour aré more- -
powerful and longer lasting. Various augers
and auspex enable the Space Marine to be

fully aware of his environment, both

externally and internally and to monitor such
things as radiation levels, proximity of
biological entities and the life signals of the'
body. These operate in the same.way as the
support systems in powei:armour, although
several other devices have been added to
improve the protective aspects even furthe(_ Z

Teleport homers enable the bearers to

teleport into the midst of battle with a good =** -
degree of accuracy. Meanwhile, threat

detectors and motion sensors aid the Space - .
Marine in avoiding enemy weapon §
emplacements and other situational dangers. ( i,'*"
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. In addition, the suit is fully equipped with a: - acts of exceptional courage. These Space -~ The First Company is invariably the most i
‘range of auto-senses and targeters, allowing - © Marines are mighty heroes whose legendary pqw{érfurcompany in the chapter,.as many of
‘the tracking of targets with the utmost actions have.become part of the chapter's | its warriors are trdined to take the field of |
accuracy. Terminators are linked to-each history, and it is every warrior’s ambition to battle wearing Terminator armour. All Space
other with pict-display units, allowing the become one of their chapter's elite. Marine chapters maintain a number of suits 1

Space Marines to'see what their brother :

warriors see. All suits are capable of this, but: Je=iims R T R R R T R

to avoid confusion, it is usual for only the = REBT T o THE CRUX TER

Sergeant’s armour to broadcast pict-signals. « Each Terminator”bears a badge upon his left shoulder guard that is made from stone .
S | and isgsaid to' incorporate fragments of the Emperor's armour. At the climax of the

i VETERAN SPACE MARINES B Hords Herasy: the EmE:ror personally led an attack upon the; Warmaster's battle barge
— : <A | alongside_his most. trusfed warriors. During. the ficree fighting, the Emperor came face |

A chapter’s First Company is known as the | to face with Horus, who, in the ‘battle that resulted, grievously. wounded him.

Veteran Company and contains its bravest | Following. Horus™ defeat, it is said that the, Emperor. deerecd -that his:armour be taken

and most heroic battle brothers. Many of the | off and melted down, and that the picces be made into badges that all Terminators

these soldiers will have risen to the rank of - could wear in recognition of the service performed in the defeat of Horus. However, if:

Veteran Sergeant before being inducted," ji:"this is truc, then each suit of Terminator armour must only contain the most

though less experienced Space Marines are | minuscule of fragments. ; :

often accepted into its ranks for' performing !

Chapter Approved Ac:ss,!.:v;:l:'ﬂ thirty scven

Imperial Fists ‘Assault Terminator - 4 ) Ultramarines Terminator

':‘:'Ehnught for the day: Faith is _ynuf-é-lr;iclﬂ-{ : . e =3 Ra
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of the revered and rightly feared Terminator
armour and these are amongst a chapter’s
most prized relics.

Suits of Terminator armour are rare and

- highly sought after, and as such, each chapter
carefully maintains the suits that it has.
Incredibly ancient, the secrets of much )
construction have long since been lost and
each one is revered by the Space Marines

*and lovingly maintained by the chapter's
Techmarines. The armour is often ancient,
many of the older suits having been produced
before the Horus Heresy. Although new suits
are produced by the Adeptus Mechanicus, the
production rate is so slow, and the demand
for them.so great, that each chapter takes the
utmost care of its precious remaining suits.
Each suit has a special place of honour within
the First Company’s Chapel and only warriors
of the First Company and selected senior
commanders may entér'the armoury and don
these holy artefacts. It requires rigorous
training to be able to fight in Terminator
armour and, once trained in its use, a Space
Marine will be expected to perform above and
beyond his brethren, acting as an example to
the rest of the chapter.

| ARMAMENT - 3
Squads of Terminators are most often
employed in boarding actions or where the
fighting is certain to be close and bloody.
Although they can also be equipped with.
weaponry that allows them to fight at longer
ranges, it is brutal assaults that they are
primarily. designed for.
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Terminator armour is designed to carry a
variety of weapon fits, but the most common
armamertis a storm bolter and power fist.
This configuration allows a Terminator to’
engage the enemy-at long‘range while
advancing and then to deliver a devastating”+=; =
assault with the deadly energies of a power  ~
fist —a weapon capable of tearing through: .
the hull of a battle tank. Many Space Marines™
opt to carry.a chain fist, similar in effect tu';g- s
power fist; though'equipped: with & massively.
powerful chainblade attachment that can .
carve through the armoured bulkheads of a
mighty-starship:

Within each squad, one Space Marine is often

designated a fire support role. The massive, .

fibre-bundle muscles and suspensor fields

allow-a Terminator to carry a much heavier,

array of weaponry than his power-armoured

brethren. Such warriors may carry the .

dreaded assault cannon to lay down’a hail of
T e T R T T A R T R LT heavy shells, a heavy flamer whenthe "~ =

THE:CRUX ARGENTUM : fighting is cerfain to be at extreme close: - ~

Elements of the, Crux Terminatus, 6n, the shoulder pad of a Terminator, can be’adofried quarters and the enemy closely packed, or .

| with additional ornamehtation, in recognition of acts of supreme valour. One such adornment the Cyclone missile launcher to engage’

|""is the Crux Argentum, a-shoulder-bidge of silver and encrusted with gems, that is heavily armoured targets at long range:

{ awarded. 1o’ Space Marines who perform acts of valour above and beyond the call of PR
duty. Y I, : Certain squads of Terminators are also

' e - - configured specifically for close combat, with-{; ,"‘J%
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rother Sergeant Egil of ‘the Space
Wolves ducked behind the smoking:
butnt-out shell of 2 Land Raider
i and slanied i fresh magarine into> Fus
" bolter. The remains of his ‘Blood Claw
| pack were-spread thmughout the " basted -
| building, gore stréaked and exhiusted:
I Even with_the filtering cffect of his
i -armout’s auto sensesy the ‘noise of the
| ‘battle was 'still deafcning. He risked a
| plance -around the side of the ‘Land
| Raider: Ihlck clouds, of choking black
' ash feflArom a lacerated sky and! the
i entire’ city, was aflame: Massive, cxplasmns
and. the thunder ' of artillery obscuredthe
| battleiand rendered even his acuh: scnses
I useless. Egil'spun round, maising his bolter
| 104 firmg position. as he heardthe’
f Crunch of heavy footst:ps appronchmg
Behind: him. The massive Terminator—
% armoured- form of Brotb:r ‘Kaarlson. of

the Wolf Guard entered the bulIdmg and :

| Egil lowered hig gun- X

3 Rl:ady your men, s:rgc:mt We tak: thc
| fight ito the traitors,” snarled (the Wolt

I Guard. Even over: the vox-unit’s distortion
| and dix - of ‘battle, the edge of feral

| anticipation i Kaarlson's voice ‘was

| unmistakablc. ‘Egil noddedy passing the

no ranged weaponry whatsoever. These

squads are most often teleported into battle,

-where the Bnemy cannot engage them with

_*long-range firepower before the Terminators
attack. The most favoured-configuration for

.. these squads is either a pair of lightning -

. claws ~ muittple fist-mounted blades~ .

. sheathed in lethal energy that can cut through
.-armour and flash with equal ease — or

. word ‘to his_ men, The green runcs-on hi§
- wisor. d;s ay bhnkl.d as the Space’ Wolves:
'édknowlcggcd his:orders. Egil racked the
 wslidevon his belfer as' the ground
: suddcnly ‘shook under a thunderous

lmpkct The decp, rumbling crash sounded

,e again, liketdn angry god's footsteps. and

sEgil. lookcd up as a:massive shadow
swaflowed them. I:.mu‘gmg from the
smoke; like a'vist beast from. the sagas, 1
nght Gaupt' Titan towered above them,
its dark carapace silhouctted against-the
bloody -sky.

Lights flared. around the Titan's, head as
“Imperial fite impacted on its void shiclds,
but the enormous machine ignored ‘them,

~ olifting one huge leg ponderously from the

ground. Egil could clearly hear the whinc
of its powerful actuators over the
cxplosions. The gigintic war-machine’s
_foot smashed aside buildings in its: path
“ and Egil rcalised with sick horror :xactly
where it would stamp down:

‘Everybody up!'Movel' he. yelled and fired

his jump pack as the_shadow of the
Titan’s foot descended: upon them. Egil
powered through the air, heedless of the
crack of small arms firc that burst around

- “thunder hammer and storm shield. This latter __ ~ .

+ - configuration is usually employed when the
- enemy is likely to employ. weaponry that may

defeat even the-formidable armour of a

. Terminator. A ‘storm shield contains a small
= power field generator that can protect a

.warrior in‘melee and is proof-against even the

~‘most lethal close cembat weagons. The

7-thunder hammer.is a"deadly-weapon that -

" releases a ternflc' blast of enérgy. upon impact

and those it does|not kill, vehicles and the

!wmg ailke are rendered mcapamtated #

"DEPI.OYMENT

Unlike: Space Mannes in power armour, -,
Terminators are.bulky and:slow, moving, As a

_result, methods have been develﬂped to allow b

the squads-to: reacl‘rttie enemy-in enough
strength to:prevail, Termmator armour is
designed to allow its wearer to utilisethe
technology of teleportation and thokglthis <
| sometimes treacherous ‘method of transport,

- Terminators! may telgpart right into the heart
of the enemy battle lines. Although
telepurtatmn can be far from accurate it is:
-‘-often the best way to get Termin a;s into The

'hlm :mg].mi, ior the -cover of a sham:n:d

bunker. He landed hadly and, cursed ‘as- he

el to the rubble. looking “back fo sce

Kaarlson slowly [umbering through the
ruins. He ‘screamed his pameé as'the “mass
of the Titan’s foot smashed ‘through: the -
building and crashed down upon the Wolf -
Guard Terminator. Egil covercd his head .
as the Titan's other foot swept above
him, showering dust and ‘debris. Howling

- < with_rage. he fired his bolter incfectually.

at the/ Titan as it strode onwards,

unheeding of the great warrior it had" just

killed.

Egil again reloaded his weapon, his

- thoughts filled with avenging the fallen

Kaarlson He looked over towards the
flattened building and watched with
astonishment as the rubble began to shift
and heave. Massive chunks of plascrete
and stecl were pushed aside as Kaarlson
pullcd “himself: free of the debris. His
Terminator, armour had been gashed open
in a dozen-differcnt placcs and his blood
was spiashcd crimson against its grey. but
he, was alive: The Wolf Guard Terminator
joined Egil in the ruins of the bunker
and shouted, ‘Like I said scrgrant. Ready
your men. We've wasted enough time.”
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p]accs and. protected by the. bnst
armour the: Adeptus Mechanicus can
- provide, cleanse it. i

Take with you youy wca-pcns 2 val
heart and the Empcrors bla.ssmg
and cngagc tl'u: :nl:my whcrc it maku

2 o 15 ]an‘

Acknuwl:dg: d:ath asi it appruachcs

but. do' not- succumh to"its, touch, for
your purpos: is great.

L hive proved yoursplvcs to be
worthy of the status you /now hold

Evcry one ofi you standmg hcrc aall of |
:swhom have declared all ce'to the
¢ Emperoy, ind take his will as your
guide; ‘haye shown your courage and
“have been rewa dcd for it,
“Those that stand bcfnzc me, “
. I'charge you'now, go forth and
; . vanquish’the - fm;

: Sermon made by Ghaplain Ha:'yus' to Blood* "~
| Angels Termiatots béfore lh:”n'tack. on Thatm TL

thick of the fighting quiﬁkly. Teleportation is a

B barely understood science and the technology

is far from perfected. Many chapters of Space
Marines — such as the Space Wolves — have a

“healthy distrust of such things and refuse to
- ‘Use it. For chapters like this, the more

common method of depleyment for battle
remains the more straightforward Land
JRaider battle tank. In this way Space Marines

/ in Terminator armour can reach the heart of

the battle.

34 DEEP STRIKE

The Land Raider is one of the most, if not the
most, powerful tank in the Imperium’s

_-arsenal, able to withstand the impact of a

battle cannon with little or no effect. These
tanks were designed primarily to enable
Terminator squads to travel in safety through
the very worst warzones. They are equipped
with frontal assault ramps that deliver the
warriors within straight into the thick of the
fighting. In addition, the Land Raider is
armed with powerful lascannons and can act
as mobile fire support for the Terminators
once they have disembarked.

There are several Land Raider variants, but
one of the most common is the Land Raider
Crusader, a pattern developed by Marine-
Artificer Simagus during the Jerulas Crusade
of the Black Templars chapter. This crusade
involved the besiegement of many heavily
fortified bastions of a hive world and enabled
the Sword Brethren Terminators of the Black
Templars to penetrate the enemy with relative
ease. With'an increased transport capacity
and weaponry designed to inflict maximum ~
casualties amongst nearby infantry, many
other chapters quickly adopted thls Land
Ralder pattem

A great and ternble day for the Ultramarines

. care with the battle for their homeworld;

when the Tyranid hive fleet; Behemoth,
smashed through Ultima Segmentum. The
final battle against Behemoth was fought on
*the surface of Macragge itself, while-the .
Ultramarines fleet battled the massive bio-

ships of the Tyranids.in orbit. The key to the

defence of Macragge was the polar defence
fortresses, held-by the veterans of the First

_ Company, Titans of the Legio Praetor and.the

Ultramar Defence Auxilia. Though the
invaders paid in blood for every yard gained,
the defenders were ultimately pushed back
inside the darkened corridors of the fortress.

In defence of their homeworld, the warriors
of the First Company displayed heroism the
likes of which has rarely been seen since.
Dying to a man in the depths of the fortress,
the narrow corridors allowed them to excel in

- battle: Upon the eventual defeat of the Tyranid

fleet, the Ultramarines descended to the
surface of Macragge and discovered scenes
of great carnage at the northern polar defence
fortress. The dead of the First Company lay

*where they had fallen, mounds of Tyranid

corpses piled hundreds deep around each
warrior. Though the entire company had been
killed, they had broken the back of the
Tyranid invasion and helped the Ultramarines
to ultimately achieve victory.

Such a grievous loss was almost too much to
bear and Marneus Galgar, Chapter Master of

the Ultramarines, decreed that the Chapter
Banner of the Ultramarines would no longer

be unfurled until the First Company ‘was i
returned to full strength. Only now, 250 years
after the defeat of hive fleet Behemoth, has.

the banner been lifted from its-reliquary and
been once again borne by one of the

legendary Chapter-Ancients.

. THE DEFEAT OF ANGRON

The war-torn world of Armageddon has
known the tread of invaders many times,
most recently in the form of the Ork Warlord,

Ghazghkull Mag Uruk Thraka's second -~
invasion. But Ghazghkull was not the first, or

even the greatest, threat to. Armageddon.
Some 500 years;before that Ork was even
barn, the taint.of Chaos came to the planet.
Trouble had-been brewing for some time,
with riots and-civil unrest spreading
throughout the planet’s main continental
mass. 0. Armageddon Secundus, these
revolts were quickly suppressed, but those
Armageddon Prime proved'to be more )
difficult to eradicate. Imperial reinforcements::
could not easily reach Armageddon dueto ~ 7

A e



~ “space hulk appeared in orbit:..

r

4

(|

. the presence of the Mid-Calvius CVII Wa'rn o :

“storm and as the fighting continued, a vast

“

With the arrival of this space hulk, the rebels
on Armageddon were revealed as cultists of
the Ruinous Powers, and to make matters
worse, the great space hulk contained the
Daemon Primarch Angron. The fallen
Primarch of the World Eaters was :
accompanied by hordes of daemons and .
frothing Berzerkers, who hurled the warriors
of the Imperium back in a tide of bloodletting.
As the defénders rallied beyond the Chaeron
River, reinforcements arrived in_the shape of
the Space Wolves chapter of Space Marines,
led by the Great Wolf himself, Logan Grimnar.
But greater than that, the Chamber Militant of
the Ordo Malleus, the Grey Knights, answered
the defandars desperate cry fqr aid.

The Grey nghts the flghtlng arm of the
Daemonhunters, attacked while Angrons Fo

horde; built great:monoliths to their.diabolical ™

" master..Led by Brother-Captain Aurellian, 100
Grey Knights in Terminator armour teleported
. into the fiéld-of battle; fighting their way

through the enemy | host until they came face-
tn face w’th the fallen anarch
Guarded by a'dozen of his-most favoured -
Daemon Princes, Angromn was nigh
unsioppahle but the Grey Knight Terminators
attacked without thought for their own safety

[

Br survival. Many brave warriors fell in battle, .

nut one-by-one, the daemons accompanying -
_~Angron were slain, banished back to the
Warp by the faith and power of the Grey

. Knights. The battle waxed furious on the

bloody field of Armageddon, but at last, the -
Grey Knights defeated Angron and cast his
. essence back to the Warp. With his defeat,

-_jthe daemonic horde sgon vanished and, - _

without the-presence of the Daemonic

- Primarch, the hordes of cultists were soon
‘crushed beneath-the rmght of the Imperla[
counter—attack :

The aﬁermath m‘ the First War for
Armageddon was, however, to'bear, witness

| 7-fo'some of the m‘astternble cruelty

‘imaginable as the entire’ population of the-

ngnet was systematlcaliy rounded up: anc[

_blaced into forced labour camps. The planet

‘was: then tépopulated so-as to avoid.the

threat of-any- lingering.taint of Chags — a
hemuus act for which Log&n Grimnar has

- never forgnren the Administratum.

{ Graham McNeill

" “Graham s ‘worked for
GWiforfive years and

§ha an-unhealthy

i« fascinafion for Buffy the
Vampire: Slayer; ‘the

. books of David

' . Gemmel/ and Clive

\' “Barker, and shooting

| things.on his X-box."

o

ark Angcls. thnugh one of thc First Foundmg chapt:rs d1ff:rs‘fmm the S805

¢ Godex *Astattes-in a number of ways. most nstably in the composition “ofthe” First™
sand {Second Compam:s The First Company of  the Datk Angels, known and fca\rcd
; as the Deathwing, is uniqde in that its veterans never ‘take to the ficld of battle i
' power armour, but instead fight in bone-white Terminator armour. Originally the
| armour Wis black, but after a single squad of Terminators freed one of the Chapicrs

major recruiting ‘worlds - the' squad's homeworld - from Genestealer infestation it ‘was -
i for:vcr decreed that their armour would bc white to honour their valour
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I In this month’s Battle Report Pete

Haines and Mat Ward fight out a
special scenario that showcases the
brand new Terminators and
Marneus Calgar. These brave
servants of the Emperor must

attempt to seize a crashed Necron -

Monolith before its owners have a
chance to recover it.

ew Toys. That's right, nothing is

quite as exciting in this hobby as

new toys coming out. When those
new toys are the brilliant new Terminators
you simply have to do something special. In
this case we decided to create a mission in
which we could not only use all the
Terminators that Eavy Metal had painted but
also feature the rather spectacular Marneus
Calgarf_s Land Raider conversion..

328

This is something that everyone ought to do

when they have finished painting up new
stuff. You could of course wait patiently until
your new toys are the perfect guarantee of a
win in a fixed-points game but the question is
‘why- walt?' -

“We had no good excuses either so we quickly.
~came up with a new mission built around the
> models we wanted to use and frantically

started working out how many Terminators
we get with, 1,500 points.—~

Mission Introduction. Karthax Il is an

j_ 7 Imperial industrial world under attack from

the Necrons. Karthax is in an adjacent sub-
sector to Ultramar and the Ultramarines have

a Necron Monolith has been dlsabled by a
psychic machine curse laid on it by an
Imperial Guard Sanctioned Psyker. Unusually
it has failed to phase out after being
destroyed and the possibility exists to capture
it intact. Unfortunately the Imperial Guard
units fighting the Necrons have fallen back
and night has fallen. The Imperium is
determined to seize it and therefore the
Monolith must be defended until dawn when
a full counter-attack can be launched. -

L ‘ 1 _hurried to join its defence. During the fighting
e

Observing the turn of events in the Imperial
command Leviathan, Marneus Calgar takes
command of the situation. Pausing only to
order a teleport operation from the orbiting
battle barge Octavian he boards his Land
Raider and heads to the scene with his
Terminator Command squad.

e
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Forces. The attacker is Space Marines, the
defender is Necrons.

Points Limit. The game will be played with
1,500 points for six turns.

Special rules. Victory Points, Special
Objective, Night Fighting (it will be dawn on
the 6th game turn), Reserves, Deep Strike,
Alternate Attacker Force Organisation chart,
Alternate Defender Force Organisation chart.

Alternate Attacker Force Organisation chart.

The attacker must include Marneus Calgar in
Terminator armour. He and his Command
squad may be mounted in a Land Raider:
Apart from this-the Space Marine

army. may only include models capable of
performing a Deep Stnke (other than by
drop pod). g

' ‘Alternale Defender Force Organisation chart.

- The defending Necrons may not include a
Monolith.

Special Dbjective. The objective to be

secured is a disabled Necron.Monolith

positioned in the centre of the table: Terrain
’should be urban ruins. The objective is

E— — = s - —

secured if at the end of the game the Space
Marine player has a scoring unit within 3" of

“it that is not Falling Back. If at the end of the

game the Space Marine player does not
secure the objective, the Necrons do if they
have any scoring units within 12" of it.

If the Space Marines hold the objective they
automatically win; if not, and the Necrons
hold the objective, then the Necrons
automatically win. Otherwise count up
Victory Points normally.

Deployment. Marneus Calgar and his guards
arrive on turn one in their Land Raider on any
table edge. The remaining Space Marines
arrive by Deep Strike from Reserve as

normal. The Necrons must deploy two Force
Organisation Chart selections within 12" of .
the disabled Monolith, with the remainder in
Reserve arriving on any table edge except ~ °
that used by the Ultramarines to arrive.

Monolith Portal. Necron Warriors arriving
from Reserve may emerge from the Monolith
portal as it is still functioning. The Necron
player must specify how many units will
arrive this way before the game. All other
units enter play conventionally (see above)




Pete: The Ultramarines
1st Company was, as
every true enthusiast
— knows, wiped out
fighting the Tyranids at
.| the Battle for Macragge.
| In this game we would
get a chance to see
exactly how effective
Terminators can be. Led by their.Chapter
Master, the great Marneus Calgar, the

Ultramarings have to race through the night. !

to secure a disabled Monolith ‘and defend it -
until reinforcements arrive-at'sunrise (it
"~ Army selection was snmme | mcluded
Marneus Calgar in Terminator armour, his

. Land Raider and all the Wltramarine

LEGACY OF GLORY

Terminators available. Now | had to demde
whether to use a Librarian or a Chaplain.
Unable to add either character to Galgar's,
Command sqtiad (the Land Raider was fall) |
went for the Librarian as | feasoned he would
give me'a wider range of optmns As heiis an
Epistolary with-two powers; | retained the
Storm of the Emperor's Wrath ability and also
gave him Vortex of Doom. | was determined

“to make the best tactical choices available to

me, and as this power works best against low

Initiative foes, it is ideal for fighting I\{ecrons. s

e R
/’ ~

The only other choice | had to make was how
~ to divide the heavy weapons between the

Terminator squads. After some reflection |
decided that the Cyclone shou)d be with
Calgar's squad as this unit,was first on and it
would give me as mucll range as night sight

WARHAMM ER
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- would permit. I put the two assault cannons
together as | reckoned that two of these firing
tagether would be guaranteed to.do

something. This just left me with the heavy i

flamer to go. with the third squad.| was
curious fo sée how this, ‘prab Iythe least:
glamourous of the heavy We, pons would do

As for a plan, ever.yt-hmg depended onhow =
quickly the Terminators in Reserve could
teleport into action. Until they arrived | ey B
planned to go for the objective with what | ==~
had, relying on Calgar-to carry them tllrough

My Reserves would then allow me ta :es‘pdnd

to what was likely to'be a horde of NEcrons™* 31 -
swarming up from-all sides, Terminators'are.

very powerful troops and #elt sure thatdfl
~could get'inte position around the-objective - o
-they wauld be very. difficult ta'shift. i

MARNEUS CALGAR:

3 "Equipped, with Terminator armdur, bionics, Terminator honours-
i and armiéd With the Gauntlets of Ultramar.

TERMINATOR COMMAND SQUAD CALGAR

185 points

190 points

C::' ‘TERMINATOR ASSAULT SQUAD GAIUS
Sergeant armed with lightning claws ;
2 Terminators armed with lightning claws. |
2 Terminators armed with thunder hammer and storm shield.

TERMINATOR SQUAD TENNIUS

200 points |

285 points

®

Sergeant‘armed with storm bolter and‘power sword.

1 Terminater armed with cyclone missile ‘launcher, storm bolter -

and chainfist, .
2 Termmaturs armed with storm bdlter and power f|st

' Sergeant armed with storm bolter and power sword.

# 2 Terminators armed with storm bolter and power fist.

LANDRAIDER e R Do
Land Halda'f armed with 2 twm Imked Iascannons and twin- _

Imked heavy Bolier :
ERISTOLARY TERCOMAN wqehemx v

Epistolary equ:pped with Terminator armour and psychic hood
and.armed with a ‘storm bolter, force weapon, Storm of the‘

250 poinis

175 pdmts ht

' TERMIN_MOR SQUAD SANCTUS.
‘Sergeant armed with storm bolter and power sword.
1 Terminator armed with heavy flamer and power fist.
1 Terminator armed with storm bolter and chainfist. -
- 2 Terminators armed with storm bolter and power fist.

: -1 Terminator armed with storm bolter and chainfist.
T \

2 Terminators armed with assault cannon and power fist,

215 points

- Emperors Wrath and Vortex of Doom

o

1,500 points

Ultrarﬁanncs vcrsus NtCl‘OIlS Battlc chort
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NEFFABLE
*ONDERINGS OF
~THE NECRON
Mat: The scenario we
were playing put fairly
severe limitations on
what | could include in
my army: Necrons don't
3 exactly have a vast
array of Troops choices (ie, precisely one)
and looking at the models | had available
from which to‘craft my force, 1 would only be
| able to'include three squads of Warriors.
) 1 With this in-mind, | decided to splurge a few.
R points on not one, but two, Necron Lords — -
they are, after all, fairly handy fighters in their
| own right. One such individual was kitted out
with a warscythe, a Phase Shifter and a Veil
of Darkness. The second retained his Staff of
i Light and gained a Solar Pulse (which could
well prove very useful in the Night Fighting),
a Gaze of Flame, a Nightmare Shroud and a
Phylactery.

jE - The kit of the two Lords may seem a Ii_ttlé.
- § unusual (where was the Resurrection Orb?) ~

but there is a little method to my madness,
although, to be fair, a little whimsy too. I've

_played several games with and against
~ Necrons, and each time the Resurrection Orb

has made an appearance, | just wanted to do
something different this time, after all there
are plenty of other rather nice items to give to
the Lords, and it seemed a shame to pass
them by.

Anyway, as | said, there was a plan, and it
involved those other picks on the
organisation chart. With their truly loathsome
2+ Armour Saves, my best chance of
clobbering the dratted Terminator horde was
to take them on piecemeal — with this in mind
| wanted to at least improve my chances of
making them run away when the situation
demanded it. That, of course, meant taking
Pariahs — not a heavy burden as their fairly
chunky firepower and even more substantial
warscythes would also be more than
welcome. The.only downside, their
horrendous points cost, meant'that | could

~ only justify taking-half a dozen of them but it

would have fo dQ

In for a penny, in for a pound, so the next
pick went to some Flayed Ones — fairly nice
counter-attackers with, that's right, another
Leadership-based special ability. | had high
hopes that the Flayed Ones and Pariahs

- would complement not only each other, but

the Gaze of Flame, and buy me a little extra
space and time with which to fight the :
Terminators. With not even 200 points left, |
decided my final pick would be three Tomb

*Spyders (slightly sneaky, but fair) for their

high strength and ability to ignore Armour
Saves in close combat.

With the army sorted, now all | needed was a
plan. Unfortunately, I'd be on the back foot
for much of the game and forced to react to
whatever Pete did. However, | made what
decisions | could, assigning the initial defence
of the Monolith to one of the Necron Lords
and a squad of Warriors, and allocating a
second squad of Warriors to the Mdnolith
portal. Everything else would depend on
when and where my remaining troops .
arrived, and what the devious Mr Haines:
decided upon as his factics. .

NECRON LORD 200 points { (% ) NECRON WARRIORS £ atigdh 180 points
| Equipped with the Veil of Darkness and Phase Shifter. Armed =" 10Necron Warriors armed with gauss flayers.
with a warscythe % % o 2 !
| e A®N NECRON WARRIORS 180 points
' NECRON LORD . 180 points =¥ 10 Necron Warriors armed with gauss flayers, ‘
| Equipped with a Solar Pulse, Gaze of Flame, Nightmare Shroud : ‘
- and Phylactery, and armed with a Staff of° Lignt. ﬁ TOMB SPYDER 55 points .
£ i 4 ‘gt=3m 1 Tomb Spyder. 153 :
| PARIAHS 216 points it g
6 Pariahs armed with warscythes with built-in gauss blaster. % TOMB SPYDER 55 points - -
: 1 Tomb Spyder. ’ Yl
. FLAYED ONES 180 points e
, 10 Flayed Ones. TOMB SPYDER 53 points
1 Tomb Spyder with particle projector. A
. NECRON WARRIORS 198 points \
11 Necron Warriors armed with gauss flayers. 1,499 pqinii'. ,’?’#

i= — =
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! UI.TRAMARINES TURN l

*Pete: So | have only. one unit in a transport,
never mind, my starting force is still worth
over 600 points! | don’t tend to be a fan of
putting all my egds in one basket normally
but these are hard-boiled eggs ina 14-

-Armour basket so all should be well.

Small starting forces make for quick first,
turns. This is no reason not to concentrate
though. | took the direct route to the -
Monolith. This would ensure that | could
throw in one attack before the Necron
Reserves started to show up and also deny
the route to them. When you have a small
force it is generally prudent:to assume a’
position where terrain prevents the enemy
lapping around you, however | had to Jeave
space 1o link;up with my teiepqmng
Terminators and ensure.that even if they were
off target my units could support each ather: ;

That decided, | cruised-on with the Land

* Raider, lowered the ramp and deployed the
Terminators. | could have stayed mounted

- and-assatilted direct fromthe Land Raider on
turn twa bt |-had to respect the ability of
gatiss flayars to deal with any amount of
armoiir. 'would look very silly with my
Tefminators:pinned by the-side of a burning
Land Raider on Turn 2 se:l played it safe. |

- then opened up with all the firepower that my
small butformidable force could muster. The
S1ver hides of the Necrons were clearly
visible in the Land Raider’s headlights

; (translatlon - bath my units made decent

Night Fighting checks to see their target) but

-_my firing was far from accurate with only-one

. Necron a casnalty. On the plus side itwasa

= Iascannon that got him so he wouldn’t be back.

/
e T

Mat: With the forerunners of the Ultramarines
army looming out of the night and closing
fast, my outclassed Necrons.prepared to
fight. Having passed relatively unseathed
through the hail of fire-from both Calgar's
retinue and the Land Raider that lurked
behind them, | still had a fair amount of.
withering gauss fire to'throw. at my- Qnemtes
and | intended to.use it. By all means, | v
wanted.to keep the Terminators out of assault
range.as long'as ‘humanly, pussnb]e sol -
didn't want to advance into-rapid fire ranige
just yet. Conversely, | estimated that it-would

- T

v e I

A lone Necron Warrior squ&d d\}‘ends the chWned Monolith.

WARHAMMER
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have to be a very §W|ft and light-footed Space
Marinie who could-close to assault in the ‘
following turn. And my conclusmns? Open |
fire,-all weapons. 2

The ensuing hail of gauss fire was morg. .-
effective than | could possibly’ l;ewe_ hoped fur A
I'd entertained ideas of maybe downing.a -

* single Terminator in the volley, but the dice
were clearly onzmy side: an average seven
hits and four ‘wounds transposed themselves
into a very unlikely two dead Ultramarines.
Pah! Faced with the superior technology of
the Neerons, Termmator arm}ﬂr ‘Clearly could
not stand.

o
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| ULTRAMARINES TURN 2 = turn to join the fray. Better still, all three had no other choice but to slog their way

= Warriors capable of I'll Be Back hauled forwards from the board edge — with luck
: Pete: Having lost two Terminators to the _ themselves to their feet once more. they would get there in time. While this was
il Necron return fire my incentive to get into Z going on, my original defence force chose to
{--combat and secure the objective was greater Looking at the distance that my withdraw out of the assault range of the
: 'MW than ever, First things first though: | needed reinforcements had to cover with something - inconming Terminators. Anything higher than a
e to get my Reserves into action. Squad - approaching dread, | chose to Deep Strike the two on the Difficult Terrain test would have
M Sanctus and Squad Gaius duly arrived and Flayed Ones as close as | dared — my ability done the trick so, of course, | rolled double 1.
~landed in flanking positions to Calgar's squad. ~ to Deep Strike troops into walls or enemy To add insult to injury, every single gauss
Calgar's squad continued to advance directly units is rapidly becoming the stuff of legend. rifle and Staff of Light shot pattered
on the Necrons. Fortunately, although scattering, they were *harmlessly off the armour of Marneus
S better off for their unorthodox entry to the Calgar's Command squad. But my Spyders all
As the Necron Reserves were still a good way game, and may even have bought a whole managed to generate Scarab swarms and
off in the darkness | massed all my fire turn’s worth of grace for themselves. The rest suddenly looked a lot more significant.

against the unit around the Monolith. All in all
this was far more successful than last turn
with six Necrons being blasted, three of them
so severely that they wouldn't be back. Sadly
there were still some Necron Warriors left so
d the remainder would have the chance to self-
repair. However, | was confident that even if
they did | would be on them in the next turn.

NECRDN TURN 2

Mat: With another two squads of Terminators
now to worry about, | was desperately hoping
for a little in the way of reinforcement myself. .
1 A total.of six Warriors had been lost in the

/ previous: -turn of shooting, leaving me with
- four and a Lord'to defend the Monolith — all
Wl of a sudden | was looking outnumbered as

- Well as outclassed. The time for a tactical

withdrawal was upen me. Fortunately, my
Reserve rolls were quite kind. The Tomb
-Spyders, Flayed Ones, a second squad of
i . Warriors and the second Lord all chose this

Marneus Calgar leads the attack from the front.
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ULTRAMARINES TURN 3
Pete: The Necrons did pretty well at self-
repaubuﬁhe:r fire, however accuratg, failed
to\make any impact on my Terminator wall.
It's'pleasing when the 2+ save comes good — . -
gettTngthrough a turn wuh na casualtms Is a
: nlce feelmg =

'unfortunately Librariap TeArcoman and Squad
-Tennius [(with those yummy scrummy assault’

. cannon) did not turn up this turn. Evidently

‘there was some sort of disruption in the warp

. and they remained impatiently on the telepnrt
. ~pads awamng‘ the proper portents.

" Turn Q.was when | expected to make my

&

e malfunctions. I pushed Calgar’s squad right

‘into the rums so-they-were-right in the face of
the Nacren defenders; followed up slightly

_slower with Squad Gaius and'flanked toward

.the Mnnollth -portal wnth Squad Sanctus

*:Gncefagam l connent‘rated my fire'on the -
- Necrons around the Monalith.-My combined

i fire destroyed a disappainting three Necrons

o fini

TR

50 1-charged in ‘Mlth Marneus and his squad

As [ was armed wnth poweT ‘fists the Necruns

- went first and managed to. kill one of my.,
Terminators and-almost wounded Calgar. My

L 1eturn strikes killed two Necrons and put two. |

* wounds o'the Necrop Lord, winning the . . g '_
combat but the Necro&s»stood f|rm 4

Mal Okay, tﬁathurt, With almost all of my
initial forge down; arid the Lord wounded, |
.. Was going to have to get som
only problem belng that-| ci

hthemoff 1t SRR S

Marneus Calgar singles out the Necron Lord,
how to do it. Some help appeared.in the form
of the Pariahs, who Iurched onto the board
this turn, and one downed warrior passed his
self—repalr roll, but it was going to'take more
than‘that. |f Calgar managed to.gét settled in .

. the'area arpund the Monolith, it was going tu
“be a pretty difficult job’to kick'him loase.

With that in mind, it was time to unleash the

" Veil of Darkness...

$
Once rnor'e, my Deep St{iké'roll actually

*.. worked out quite well for.me, with the

teleporting Lord and his'squad of Warriors
ghosting from one table edge to the other,
materialising just on the board and within

. Rapid Fire range; of the Ultramarine

T - Terminator Assault squad\ Everyone else
“assault on the Necrons and | saw no'reason___ -
~to-delay the attack because of trivial teleport”

marched forwards as sw1ftly as they could,
but l‘kuew that somethmg,{alrly remarkable

¥,

“ would have to occur to keep my beléa'guered “ i

Lord alive beyond tlTe comlng Assault phase

'}

Once more, Termmatnr armour cheated my?

best efforts in the Shooting phase, with the -

telepertlng Necron Warrior squad chalkingg uﬁ

 only a single kill, despite managing to-inflict a

" massive ten wounds on their target. The
_Assault phase proved to be only a little better

for the Necrons for, though-the Lord’s Staff of "}
Light sliced apart the last two members of 2

Calgar's Command squad, the Chapter
Master's wrath was sufficiently roused to
obliterate both the Lord and ‘the Warriors. In~
the face of this, the fact that the,advancing
Tomb Spyders once more managed to create,

.more Scarabs without ill-effect did nothing to

quell the feeling of foreboding that was
creeping'up on me. .
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'NECRONTURN 4

Mat: With the enemy Librarian and flnal
Terminator squad still absent, things were
starting to look up. Granted, Marneus Calgar

- was now sat in front of the Monolith portal,
effectively denying me my remaining troops,
but | was now in a good position to counter-
attack the fringes of his command. On the
left, the Flayed Ones started forwards. | knew

*they would need a little help if they were to
take on the Assault squad that mustered in
front of them so, with that in mind, | moved
my surviving squad of Necron Warriors up in
support. Likewise, the two remaining Tomb
Spyders advanced on the Terminators directly
in front of them — with a bit of luck, their
Strength 6 attacks would give even the
Emperor’s finest a moment of pause.

The following Shooting phase was, once
more, at the mercy of the formidable armour
of the Terminators. A grand total of twenty-
three hits on various Tactical Dreadnought
armoured monstrosities translated into a
mere two wounds — one on Galgar himself,,
and one on the sergeant of the Terminator
Assault squad. If | was to stand any chance
of victory, my troops would have to do much
better than that in the Assault phase.
Fortunately,-they did not let me down. Desmte ‘
the almost impregnable armour of their foes,
the Flayed Ones managed to kill two of the
Terminators for only one loss in return -
better still, the remaining Space Marine was
pulled down by sheer weight of numbers as
he tried to fall back. The Tomb Spyders and
3 Scarabs also gave a good account of
| now had to hope that | had inflicted enough themselves,-managing to eviscerate another

_ \ damage and weakened the counter-attack two Terminators and forcing the others to fall
* | Pete: The Necron turn had been quite an sufficiently so that my Terminators onthe - back. Unfortunately, one Tomb Spyder was

“. }| unpleasant one for me. The appearance of __board-ctuld hold on until the last of my lost in-retdrn, but the other consolidated into_+°
another unit of Warriors in my rear " forces arrived. It was 4l getting a bit tight. | combat with Calgar, If | was lucky the
Jaccompanied by a Lord with the Veil of took some comfort that while Marneus Calgar Monolith would be in Necron hands again ifr’,
7 Darkness and a variety of other unpleasant was standing all was not lost. the followmg turn. ] 25

- bits of dark technology was bad enough.
. | Combined with the loss of Calgar’s !
‘W _Terminators, leaving him guarding the
P""'{‘ entrance to the Monolith portal on His own,
s this made for an unp_leasant turn of ‘events.

| To make matters worse neither my Librarian

| nor Squad Tennius turned up this round. This

i was a big blow as the Necron Reserves were
close enough to be a serious threat now. A
unit of Flayed Ones and a concentration of
three Tomb Spyders were in positionto
attack and | was running out of men. | could
see no advantage in sitting on the defensive
so | moved Squad Gaius fo intercept the
Flayed Ones and brought Marneus and Squad
Sanctus together to block the Tomb Spyders.

Squad Sanctus opened fire on the Tomb
Spyder in the middle and managed to destroy
il its attached Scarab Swarms. Calgar wounded
the Spyder and the Land Raider finished it off
il with its Godhammer lascannans.
|

4 = o
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8 ULTRAMARINES TURN 5

*Pete: The fourth Necron turn had been :

painful. The Flayed Onés had scored a
significant victory over Squad Gaius and the
torrent of Spyders and Scarabs had left
Calgar literally alone with his back to the wall.

. At least he was still blocking the portal and

thereby preventing the arnval of yet more
Warriors.

Itis custornary for the cavalry to arrive in the
nick of time and thankfully this game was no
exception. Epistolary Tercoman and Squad
Tennius arrived to restore the balance, and
not a moment too soon. | was beginning to
worry they weren't going to show up at all,
but now | had enough forces at my disposal
to strike back one more time. The battered
Squad Sanctus had regrouped ; as well, giving
me another couple of. Termmators mcludmg
one with a heavy flamer

| decided that | had to deal with the.

* approaching Pariahs. ‘Last time | fought

against these fellas | was using Orks and

- didn’t do foo well. It's even worse when you

~

have expsnswe Terminators whose vaunted
armour-i5'no defence against their scythes. |
decided it was time for Epistolary Tercoman
to unleash his powers. A Vortex of Doom
was duly summoned right on top of the
Par!ahs destroying two of them, it was.
fortinate for Mat that he made’a lot of good
[fiitiative rolls otherwise the Pariahs could

‘have beenwiped out there and then. Squad
: Tenmus added their fire to Tercoman's power

and destroyed two more Pariahs, one by

. means of a rending hit from an assault
. ~cannon. That'left two Pariahs, | decided that -
the.y were now weak enough to be repelled.

!

' Squad _Sanctus_brought their heavy flamer

into action against the Necron Warriors that

" - had appeared behind me. | supported them

with'the fire of the-Land Raider and knocked

. down 4 total 6f four Necrons. This was a little

e, dlsappomtmg as | covered the entire unit with

* Squad Sanctus unleash their deadly assault cannons on the Pariahs.

the heavy flamer template butiin a way the
kills were a bonus. While $guad Sanctus

occupied the Necrons they could not move
up to help in the flght around the Manollth.

In the Assault phase there was orie other
- | piecé of important business. An embattled
“Marpels Calgar struck'down more Tomb
Spyders‘and Scarah swarms. There was: "
" every chance he would finish them off inf the-
*Necron turn and be ready{o lead the flght in
my fol]owmg turn. :

' NECRON TURN 5

Mat: Ouch. The arrival of;Pete's remaining
J relnforcgmertts ‘(and the slightly.obscene
~ amount of firepower they\brought with them)
: substantrally changed the' course of the battle.
With-only two Pariahs left,\my Necron”

- Warriof unit hit quite hard (@ thotgh two did.*
make their Repair ralls) and Marneus Calgar
still standing in the Way of the portal, | was

~ going to have to do something remarkable.

- .-« the Pariahs advanced on their tormeritors and-:
o that surviving Necron Lord made for the La?id"'

b F

Going for it, all of my surwvmg umts clus,ad
W|th the enemy ‘

= s

Plckmg thew w‘ayithrough the rubble the -
Flayed Ones moved to assault:Calgar- hlmsqfi’, 5

' Raider; Yet‘again the armour of the Space ° i - J
Marmes was proof against Necron gauss
‘technology —only two Terminators.fell, one to.
the Pariahs and orie to the Necron Warriors.
Nevertheless, with a good Assault phase, they.
game could still be mine. Alas, the Flayed . 1§ 7
Ones found their footsteps sufficiently
hindered so that they couldr’t:reach their
target. The Pariahs felled only a single
Terminator before being wiped out, while:

. -Marneus Calgar had no problems in finishing.
off my remaining Tomb Spyder. Even the-

* Necron Lord failed to make much of an
impression on the Land-Raider - his single
penetrating hit only garnering a ‘crew

*stunned' result. With-one turn left, | would
need a mild miracle to win.

!
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Pete: Things were finally rolling my way. The
Pariah attack had been defeated and all that
remained to threaten Squad Tennius were the
Flayed Ones. But it was.now Turn six and the
-sun had risen. The Flayed Ones looked a lot
less scary.in the light of day.

Now was the time for a decisive attack so
Marneus Calgar and Epistolary Tercoman
joined Squad Tennius and closed with the

i Flayed Ones, unleashing a salvo of assault

cannon and storm bolter fire on the way. The-

“move could-have ended in disaster, the Flayed
" Opes-were tightly packed-so | was very

44 THE LONG NIGHT

tempted to hit them with a Vortex of Doom.
This effect can scatter, however, and | was
close to the target | contented myself with
using Storm of the Emperor’s Wrath instead.

-~ l.rolled a 12 on'the. Psychic test, Tercoman

was not wounded (the wound roll was a 1)

* however. Now if | had used Vortex of Doom

the vortex would have been centred on

 Tercoman and could have taken out most of

my remaining Terminators.: Never has my

cautious streak paid.such high dividends! The

rest of my shooting was poor, only droppmg
’two Flayed Ones.

Elsewhere, the last member of Squad Sanctus_ ,
enfiladed the Necron Warriors, again with his

The last of the Ffayed Ones are annrhrlared by the Ultramarmes

heavy flamer, and once again was stymied by
the Necrons' armour. The Land Raider's
Machine Spirit lashed out with a Godhammer
at the Necron Lord pounding on its hull and
wounded him.

In the Assault phase Calgar, Tercoman and

Squad Tennius charged the Flayed Ones. The
Flayed Ones lashed out desperately and
managed to wound Calgar but the enraged

*Ghapter Master smashed five of them in reply

and, combined with Tercoman'’s two kills, the
Flayed Ones ceased to be. The unit then
consolidated and returned to their position in
front of the Monolith portal.

The last members of Squad Tennius charged
into the Necron Warriors, but were hacked
apart before they could-attack.

It seemed there was now no way the Necrons
could prevent Squad Sanctus contrélling the
Monolith. | could relax.

| NECRON TURN 6

Mat: The game was definitely up. All that
remained was to try to destroy a couple of et
extra models so that | could play the ‘if only
there had been one more turn' card. The
Necron Lord continued to pummel the Land
Raider with what can only be described as
‘no discernable effect’. As a last throw of the
dice (literally) my surviving Warriors took a
long shot at the Terminators. They would
have to be obscenely lucky to take them
below half strength and stop them being a
scoring unit but the single wound they
managed tosinflict pattered harmlessly from
the Terminators® armour..




= HONOUR -
. THE-FALLEN
! Pete: That was a hard

o fight. Mat made good
use of wargear with his
Necron Lords -
avoiding the dull,
much-used 3
Resurrection Orb —and
‘kept me under pressure
throughout. At the end of Turn four things
were looking grim with the Necrons present
in force, not many Marines left and no sign of
my Reserves. The arrival of my Reserves
gave me just enough options to swing the
battle back around before it was too late.

Terminators are both very entertaining to use
and very stressful. Stressful becausé you wait
patiently to find out how many. Armour Saves
you have to make and then try-to think
positively when you roll the dice. In this game

there were times when ten-or'eleven wounds '

~ would bounce off and times when'a couple of
wounds resulted in dead Terminators.

Overall though, the entettainment value more
than cancels out the fear. You ean move,
shoot and'charge. When shooting, each unit
gives'you:a fistful of dice to roll and in
assaylt there’is nothing you can't kill. | am
sure there are more sophistlcated tactics |
could use but in all my years of playing
Warhammer 40,000 this was only the second
tlme that | have used an army consisting
entirely of them, the other being under the
Second edition rules. This creates a tendency
to’just rely on them being-better rather than
.. Using-clever stratagems. This is definitely.an
. area | would fike to explore more thoroughly.

I Gonclusion’T should say that the/biggest

relief was avoiding getting Marneus Calgar

killed. | had a terrible dread that Calgar was

going-to.die on my watch and suspect |

‘would never have been allowed to forget it by

the villainous Mr Ward. Yet, he was probably

the man of the match, which is:just what the .

greatest living Chapter Master.should be.

e

3 BACKTO
THE TOMB

the-technical term is: -

r i play-to Pete, he.had .
! [ | some pretty atrociols
h: | the‘gare, but he still ;
came away with a
comfortable victory at the end of it. .

So,-what went wrong?

. Well, | can't blame the dice. Aside from an

unfortunate Difficult Terra{n roll and a Necron

- Lord armed with what seemed to be a
warscythe made of toffee A cheese (neither

close; but nio cigar. Fair. -

luck aver the course of -

WARHAMMER

40,000

of which are much good at penetrating the .«
hull of a Land Raider) the fickle six-sided” -
cubes were far kinder-to me than ustal. Ag T
lost, that unfortumately means that-my tactics
were probably flawed, bt know exactiy.

; where and why they went wrong

Py

First up was th-é eqmpment on my Necmn :

Lords. Though | dan’t in‘dny:way regrat the* 3
- lack of Resurrection Orb, the wargeat carrleci

by the Lord with the Staff of Light should %7

' probably-have been given to the one with the <
“warscythe, and vice versa. More important
_wasnot taking the opportunity to deploy the

Pariahs in defence of the Manolith — their

presence earlier in the game would have casts
a lot of doubt-on the outcome. As it'was, of.

-t
my

course, they materialised just soon enough to . |

get well and truly clobbered by massed
assault cannon fire and devious Librarian
psychlc powers

Uh well, if1'd beaten Pete, I'd have had to

3 find a new challénge to-aim for, wouldn't |2

. |

{
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“War-torn lales of loyally and honour.’
-SFX
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The storming conclusion to
the Blood Angels saga!

James Swallow

BLOOD ANGELS: DEUS SANGUINIUS
by James Swallow

The fate of the Blood Angels hangs in
the balance. Brother Rafen must show
his total loyalty to the Chapter, even
if it means killing his brother!

Novel » £5.99
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THE KONRAD SAGA
by David Ferring

Collected for the first time in this
great-value omnibus, the world-spanning
saga of Konrad has captured imaginations
for over a decade.

Novel » £7.99
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Kev Horcoop * DAN ABNETT

Darkblade s

ReEran oF BLoobD [

DARKBLADE: REIGN OF BLOOD
by Dan Abnett & Kev Hopgood

Ruthless. Heartless. Treacherous. Anti-heroes
don’t come much darker than Malus Darkblade.
Now, the first four volumes of Darkblade are
collected in this great value format!

Pocket-sized graphic novel » £7.99
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'RECPERS OF
THE FLAME

Neil Mclntosh

KEEPERS OF THE FLAME
by Neil Mcintosh

The epic Stefan Kumansky trilogy thunders

to its cataclysmic conclusion. At the climax of
the Storm of Chaos, Stefan uncovers a plot
that could bring the Empire to its knees!

Novel = £6.99
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DARKNESS RISING: THE COMPLETE HISTORY OF THE STORM OF CHAOS
by Phil Kelly & Anthony Reynolds

The dust settles after the most catastrophic event in the Warhammer world. Amid the destruction and death,
the facts of the matter will be known and Olde Wierde is the only man to write it. This attractive background
book, packed with illustrations (including never-before-seen art) attempts to catalogue the places, personalities
and conflicts that shaped this war, the largest and most terrible Chaos invasion in recorded history.

Background Book = £15.00 Darkness Rising is also available as a Colleclor's Edition, featuring a hardback book in a
metal slipcase. For more details, go to www.blacklibrary.com/darknessrising

THE Horus HER
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INSIGNIUM ASTARTES HORUS HERESY Vol 1: Visions of War
by Alan Merrett by Alan Merrett

The most comprehensive guide to the uniforms This phenomenally popular art book, back in

and regalia of the most powerful fighting force print after completely selling out, gives a chilling
in the history of mankind. Packed with iflustrations, insight into the treachery of the Warmaster Horus
this is an indispensible book for Space Marines fans. and the galaxy-spanning civil war that was a result.

Background Book  £15.00 Background Book * £15.00
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If the Adeptus Astaries are the: -
champions of Humanity, then those
brethren who take to the field in
the venerated suits of Terminator -
armour are the very embodiment of
the Space Marine way of war. From
their first appearance in the classic
Space Hulk game to their newest
incarnation in Warhammer 40,000,
Terminators have been a firm
favourite of players the world over.
Adam Troke and Andy Hoare look

| back at the story of Terminators in

J Games Workshop's games.

48 RISE OF THE TERMINATORS

™

mhe distinctive silhouette of a Spage

Marine Terminator is a seminal part of
the Warhammer 40,000 universe, and .

‘t'heeubject has been rendered in metal and

plastic, ink and paint on many occasions

since their first appearance.

Terminator armour has come.to symbolise
the might of the warriors of the Imperium. It
embaodies the power of these inheritors-of the
Primarchs’ duty to prosecute the Emperor’s
wars across the stars. It also, of course,
symbolises their most dreaded of foes, as the
Chosen of Chaos wear suits of Tactical
Dreadnought armour dating back millennia to
the Horus Heresy.

- . e

The design of Terminator armour has evolved
over the years, and indeed, Jes Goodwin's
initial concept drawing (shown above) from .

1988 depicts a warrior very different from

that seen in model form now, though the very
first Terminator miniature, available in a
blister pack, did bear some resemblance 1o
this early design.

However, the de5|gn was quickly refined, end

a boxed set of reeegmsable metal

Terminators was produced alongside the .

plastic models supplied with the Spaee Hulk
game. Over the next few pages, we'll takea - .
look at the development of Terminators, and °
the miniatures that represent them.
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. THE INCREDIBLE SPACE HULK :
*Space Hulk was a miniatures-based game ‘of
“desperate combat between Man and alien.
One player togk the part of the Blood Angels,
Humanity's toughest warriors protected by
Terminator Tactical Dreadnought armour,
armed with storm bolters and heavy flamers. .
The other took the part of the Genestealers —
vicious, powerful invaders from another
galaxy. The fight was to the death,

The Space Marines aimed to use their
superior firepower to destroy the :
Genestealers before they could mass for the
assault. The Genestealers aimed to use their
speed and greater numbers to overwhelm the
.Terminators before they could accomplish

A
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" * their objective. The Genestealer player,

meanwhile, never knew:How many actions. the
Terminators would be able to take each turn.
If the Terminators were too slow, they would
be destroyed by the Genestealers’ wave
assaults; if the-Genestealers attacked at the
wrong time, they would be mown down by
deadly storm bolter fire or incinerated, by
heavy flamers. , o 4

Terminator armelr was developed for fighting
in the.close confinies of environments such as
space hulks, where an enemy such as a
Genestealer, highly lethal in close combat,
would tedr through tightly-packed: lesser-
armoured defenders with ease. The heavy

b
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armadur plates and superidrﬁrppowar offered
by Tactical Dreadnought armour made
fighting in such an environment possible -

- and it made for a great game tag, one that

attracted many of today's veterans into the-. -
hobby originally. A g

.‘3"-- A ¥
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"+ Much of ﬂie Space Marine 'i'mage'ryuse.d *

today was developed at the time Space Hulk ~
was written, such as the Grux Terminatus and
Terminatar Honours, the storm bolter, heavy
flamer and assault cannon, Soan after came
the chainfist, cyclone missilejlauticher and: -
the thunder hammer and stotm shield
combination — all- staplés of Warhammer
40,000 as we know-it now. -

-y

"2 Below: The original Space Hulk game released in 1989 marked the first* _‘. ’
- appearance of Terminators, i : 2 A

- Left: The Deathwing expansion soon followed in 1 990. -
< Bottom right: The very first Terminator sprue, -,
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Brother Sergeant Bryareus leads a Blood
Angels attack on an infested space hulk.

THE FIRST ARMY LIST {
At the same time as Terminators were
purging space hulks the world over, they

i were introduced into the game of

i Warhammer 40,000 by way of an army list

| entry in the April 1989 issue of White Dwarf.

i This entry was designed to accompany the _

H boxed set released the same month, and the
rules and miniatures established the -
Terminator squad as a truly fearsome
prospect on the gaming table.

| The boxed set contained a Terminator
Captain and Librarian, plus six Terminators,
including a sergeant, giving the option of

| arming a five-man squad with either a heavy
flamer or assault cannon. Upgrade options
included squad-wide refractor fields and
grenade harnesses, and the contents of the

50 RISE OF THE TERMINATORS

Fully —dressed in the anccstral Terminator armour
of the chapter, thcy rise to a new lcvcl of

battleficld supremacy, a level whiere monstrous

tanks are but the playthings of a child, and whcrc

Terminators, Daemons and gods stalk as equals.”
Thunder and Lightning, White Dwarf August ]98_9

box added up to a whopping 1,370 points

when maxed-out on upgrades. Over a third of
this was taken up by the Librarian, who, as a
Level 4 psyker was quite a monster under the

_Rogue Trader rules.

A couple of months later saw the release of
an upgrade for the Terminator:squad on'the

* Warhammer 40,000 tabletop in‘the form of

the cyclone missile launcher. The rules for
this devastating weapon system, though they
have changed in detail over the years, have
remained thematically cansistent. The
weapon fired either a single missile or a
salvo (much like the present option of firing
frag or krak missiles), though there was a
serious danger of ‘catastrophic launch’
should the Terminator be hit by enemy fire.

The Catastrophic Launch table included such
results-as all missiles exploding immediately, = *
to them all launching and careering randomly
around the table until they hit something!

Soon after another set of favourite weapons
combinations were introduced: the thunder
hammer and storm shield, and lightning

claws. These weapons options were added to
the canon of the ever-evolving Space Maring -~
army list. Following-on from the latest
Terminators these weapons are also set for - L
new plastics in the near future. ot

Under the first edition rules, the thupder
hammer had a particularly nasty option —the = .
bearer could decide to unleash the entirety of
the weapon's charge in a single, mighty .. 4 ®



e Termlnatnrs frrmly estabhshe
nd Warhammer 40,000, it Was!
2 .minions of Chaos:decided to geti i
‘ nuary 1990 White Dwarf introduced
ralfur Terminators to the world, in the form of a
Space Hulk‘mjssmn entitled ‘Contract Revoked’, in
“hich'a force of-Chios Terminators attacked an
| archlveenﬁnard r;-'inqms;tmn space station o BN
defended by.a mixed force of Ultramarines, Dark . . iy e ‘,
i Angels Blogd: Angels and“SaIamanders Terminators, p s wa»&m
FA range of metal m|n|atures follnwed. d|spiay|rgg_the 3 Above: This traitor: (s converted from
| samévariety of weapon configurations as their one of the new Terminator: plastics.
i Loyalist equivalents, and‘when Realm of Chaos: The
g {rost and the Damned was refeased, players of
| Warhammer 40,000 Chaos Spaca Marme armies had
\.anarmy list entry all their own’

| In 1996, Codex: Chaos was released, and along with

| it, a second range of Traitar Terminators. The range
of weaponry available to them' was increased
enurmously. |ntr0ducmg the Heaper autocannon and
aII manner of devastating cambi- weapons

Codex Chaos'introduced a new villain to the galaxy
i of the 41st millennium — Abaddon the Despoailer.
| Sculpted by Jes Goodwin, this miniature 'set the
|| benchmark for bad guys in Warhammer 40,000,-and
8| has provided the basis for an tntold number off
Chaos Lord Conversmns

strike, giving it a Template attack-and
causmg D6x6. (automatiet) wounds. This
was a desperate measure, However: a5 the
wm]der tcmk D6 wounds hlmself ;

The twin hgh‘tnlng cjaws optlnn was

especially. deadly in the hands. of Termmator

Captams -as it doubled their 3 Strength B
] Attacks making each cause 3 Wounds.
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THE DEATHWING LAND

In January of 1990 Deathwing, the first expansion for Space Hulk, was released. It introduced the First
Company of the Dark Angels chapter, named the Deathwing. Their livery was painted in clear, clean
white, as these warriors, elite even amongst their peers, strode into the background of the 41st
millennium. Their armour is painted bone white in remembrance of a legendary single squad of
Deathwing Terminators who rescued one of the chapter’s major recruitment worlds from a
Genestealer infestation.

Today, 15 years later, the Deathwing are unchanged. Unlike almost any other Space Marine force,
however, they exclusively wear Tactical Dreadnought armour, making them quite unique even amongst
the Adeptus Astartes.

1 shass it
“‘-m“u“\u‘«' :




SON OF SPACE HULK

Space Hulk returned with a new look in April
1995. The rules and background were both
updated for a new generation of gamers. This

time Warhammer 40,000 players already

knew what Tactical Dreadnought armour was,
and who the Space Marines were froma_
clutch of information rich codexes and years’'
warth of White Dwarf articles laying the

groundwork. The focus of the artwork and

background contairied within'this eddlon o
brought the i imagery and conceptiof the

' Terminators right up to/date. The Tyranid
. menace had been really fleshed out over the
- intervening years, portraying the Genestealers

as the vanguard of a galactic menace capable
of destroying entire systems as it advances
across the stars. Players now knew about the

hive flests and their dreadful purpose, and the. -

battles aboard the gigantic drifting space

‘hulks became even more desperate and tense
_'than BVer.

‘The box itself cdntamed two squads of five'

- Space Marine Terminators — two sergeants,

two Space Marines with heavy flamers and six

. -with storm bolters —along with all the terrain,

dice counters and Genestealers that the

& players would need. At the time the onglnél

- ‘Space Hulk Terminators were not available as

~ plastic models, and so new, multi-pose . -

- ~Terrn|natdrs marched into the game.

Gone were the.single- plece Terminators that
camem the drrgmal Space Hulk box, replaced

“.were the pinnacle of Terminators

with awesome new models, with hips that

" swivelled and arms that could be posed! The
design of Tactical Dreadnought armour had
evolved again to look crisper and sharper
than ever before. It wasn't long before the
new plastic Terminators began making their
way into Space Marine armies all aver the
world as players eagerly added these
versatile new models to their forces,, Until
now plastic Terminaters had only heen
available to players ‘who already dwned a
copy-of Spacé Hulk. Fortunately, shortly after
‘the second edition reached the masses, so
did & separate-boxed set of the:new models.
The Astartes* finest had truly arrived! -

GOING GREY
Grey Knights have been the :
[mperium'’s most deadly 4
warriors for more than a
decade, first emerging as a

~force in their own right way -
back in 1989, when only the
very basics about these &
champions of Humanity were.:
known. They were described as ..
the Chamber Militant of the Ordo
Malleus, a role that has not changed
one hit in the interv‘ening yéars

s Babk when they first emerged Ihey costa
1 staggenng 1,200 points for only five . -
Grey Kdlgms (at a time when.an Ork . *
" Boy was-around 10 points}, while a -
+ Grey Knight Mighty Hero'gost 600
points on his own. These models

in battle, awesomely powerful in combat
and-8hooting, and psykers of incredible
ability. Armed with Nemqsis force halberds

;. with inbuilt storm bd[ter§ the Grey Knights

- ‘were at the same time distinctive and deadly,
posing a particular. menace fo: daemans and
psykers their primary tar /g\ts

Cddex Daemonhunters added more detall to
‘the background of these stalwarts of the

WARHAMMER

Inquisition and brought thern right up to
date; Mdst |mp0rtantfy of alk, Gray Knights
became viable as-an army (consisting of
more than six models') whilst retaining their
strdng theme and imagery.

P

of all the Terminator modeis-t‘p&@rey e/

nghts have always been the mdstbmate =5
-~ theirarmour decorated in scrollwork; purity

seals and carvmgs The new Grey Knights
built on that, and ended up looking even
more dynamic and more baroque than ever
before.-The only problem was, the new
Grey Knights were so good tl‘la'tfhey

now overshadowed the existing’

Terminator models b

FROM THE OI.D TO THE NEW

That brings ys right up to date with the IatesL-—
addition to the.41st millennium, and the 9
legacy of the Terminators — the new moulti- -

part plastics. Sculpted by Jes Goodwin, Uave ;

Thomas, Mark Harrison, Tim Adcock and-*
Mdrtin Foqm these new.
“Terminators- -
- represent a team
effort of gpic -
- proportions. The 5
creative team | 5
responsible for them:
has worked hard to keepihe’
- same well-established look” *
and feel to the Terminator
" models, whilst making
B them more dyhamic

The set comes with all the parts needed to. - !

make five completely unique Space Marine

Terminators, complete with four power fIStS :
.two chainfists, five storm bolter arms, a -

power sword, an assault cannon and a heavy

" flamer. Not to. mention the cyclone missile

launcher, homing beacon and more than a
dozen other, useful accessories. Space Marine
*players have never had it so good.
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As well as the Sisters of Battle, the Ministorum can call upon the masses of
the faithful to wage its wars and smite its foes. Though forbidden by the

. Decree Passive from maintaining ‘Men under Arms’, the armies of the
Ecclesiarchy often include whole bands of zealous fanatics who rally to the
Emperor’s cause. Graham McNeill provides rules for using these frothing
maniacs on the battlefields of the 41st millennium.

fter the Age of Apostasy and the
g death of the insane High Lord of the

Administratum, Goge Vandire, the
Ecclesiarchy was forbidden from raising and
maintaining standing armies of professional
soldiers or ‘Men under Arms’. The Adeptus
Sororitas were excluded from this ban by
virtue of their sex, and the Orders Militant of
the Adepta Sororitas have served as the”
fighting arm of the Ecclesiarchy since that
time. But though there are prohibitions on
raising such armies, there is a tacit
understanding that, in times of crisis, the
faithful may rise to fight alongside the forces
of the Ecclesiarchy in determined defence of
those that uphold the Imperial Creed. There
has also been occasion when it'has been
known for a' Witch Hunter to enlist these
maniacal devotees of the Imperium into his
forces in order to serve his own clandestine

. motives and designs. :

- These armies of fanatics range from the
ordinary citizenry-of the Imperium to those
sects of the- Imperial Cult who preach fiery
persecution of the heretic, the xeno and the
unbeliever. Such cults can be useful tools for
the Ministorum or an Inquisitor, but must be

* utilised carefully lest they slip out of control.
In fact many Inquisitors, more often those of
a Puritan mindset, believe-the trouble these.
. fanatics cause outweighs the worth of any
S . benefit they might bring. Such is their -
__fervour, Zealots will often utterly destroy ina
TN e W ik frenzy those who might best be captured and

. Chapter Approved takes a look at the then interrogated.
Warhammer 40,000 game and ifs rules,
infroducifig new scenarios, weapans, rules
-and army [ist entries of all types. It also
-acts as a fortim for dedicated players of
Warhammer 40,000 who have produced
inspired, well thought out and just plain
- brilliant additions to the game. If you've -
got something good for. Chapter Approved
then write to us at'the address given-here.-

Whipped into frothing fits of religious ecstasy
by the fiery priests of the Ecclesiarchy, entire
cities can be raised to fight against those
declared heretic or Excommunicate. Armed
with whatever weapons are to hand, these
fanatical zealots march alongside the Sisters
of Battle, with the light of adoration shining in
every face. As battle approaches, the
preachers and confessors pass amongst the
_rabid followers they have gathered, giving out

_more advanced weaponry to those whose
desire to fight and die for the glory of the
Emperor seems especially strong.

£l

- B oo
. Note: Please don't include fules queries
. etc, with your letters, as'ffié volume of
mail'means that in most cases we won’t be
= -ahle to send individual replies.

- Thrown into the thickest of the fighting,
Zealots fight with fanatical fury, heedless of
danger or their threat to their lives. Indeed,
the more deadly the fighting, the harder they
fight. Frequently, at the battle’s end, there will

7 be few, if any survivors once the smoke has

cleared and the final butcher's bill récorded.

But such is the price of devotion to the

Emperor, and there are always more Zealots

where they came from...

_ Chapter Appyoved

" . Games Workshop
Willow Boad, Lenton .
- Noftingham ..+

- -NGT7 2WS; UK
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i INCLUDING ZEAI.O'I'S INA WITCH HUNTERS FORCE

If you wish to_field these frothing maniacs in
your Witch Hunters force, then you can
include them as Troops choices, though they
do not count towards the minimum number .
of compulsory Troop choices you must
include. Therefore, you must include two
Troop choices from the army list in Codex:
Witch Hunters before you can include the
Zealots in your army.

Although there aren't any Zealot models -
available there are loads of cool substitutes
available to represent them. There is a whole
Jrange of Preachers, Missionaries and
Inquisitorial Henchman that are perfectly
suitable. You could even use Warhammer
Flagellants as the basis for your unit. If you

turn to pages 58-59 you can read about how

Nick Kyme went about converting d squad of
Zealots for his Witch Hunters army ;

Pis ws-Bss TWI AL Sy
Zeoalof R E3 198-3 3 131 7 64
Fanatic’ ** +6 3 3 33-132 7 6+
Demagogue+10 4 "3 3 3 2 328 6+

Number/Squad: 10-20 Zealots.

Equipment: Mob weapuné. 7

'-_Z,éal'ots may not be jojned by any other
models, with the exception of a Priest, and
may never be transported in a vehicle.

: Dptions: Up to two models may be armed
.- with one of the following weapons each; .

" to thei
- Leadership of 10. Note that regardless of hgw

plasma qun at +8 pts: flamer at +6 pts:
meltagun at +10 pts; heavy stubber at+3 pts;
grenade launcher at +5 pts.

Up to one model in five (round u'p) may be
upgraded to a Fanatic at +5pts. Fanatics may
be gwen Evusceraturs for +T5 pts each

The_entire squad may be armed WII‘I’]
Extermmators Jor+3: pts per model

SPECIAI. RULES’ el frct
“Here comes the Pain”. Death holds no fear
for Zealots. Indeed, the more desperate the

fighting and bloodshed, the more likely they

will fight to the death. Whenevelf a unit of
Zealots is forced to take a Morale tést,

- Pinning.check or Leadership chackfor any
‘reason, treat any negative modifiers as

positive modifiers to their Leadership.-Enemy
models or items of wargear that affect
Leadership, such as Warp Amips-also affect
the Zealots this way. Units fike Pariahs, which
reduce Leadership to a specific value affect
Zealots, but they still gét their modifiers. For
example, a unit of Zealots led by a- -

Demagogue (L.d8) that loses an dssault with a. ~.
“unit of Pariahs (who reduce their Leadership . .

to 7) and is below half'strangth (-1) and -
outnumlered 2:1 (-2) would in fact gam_é +3
eadership, giving'them an effective -

dire the circumstances, the Zealots’

o Leadersmp can never r|se above 10. .

; Demagugue One mudel may be upgraded to
a Demagogue for +1 0 pq;nts He may be

-+ armaments, often bringing their own* B

- Roll-a D6 for every model'in-the Zealots unif-!

given up. to 25pts of wargear from the Witch
Hunters Armoury. ;

Mah i weapuns Few of those:¢lled to fight> ff %
for the Ministorum are eqmpped W|th nmpﬁr‘ 3 =

weapons.in service to the Ecclesiarchy. Even
then, these are genera!ly of poor quality and
often corre equipped with inadequate
ammunition. Mareover, each Zealot often
carries an gclectic mix of favoursd’ weapons
which makes any kind of we pon training-
irrelevant. In game terms these count as
laspistol and close combat weapon.

Exterminators. Exterminators are compact, zen
one-shot flamers fitted to the barrel of a gurr' B
or close combat-weapon, and are used - - '_ r-.-;“, ]
almost exclusively by Zealnts Ty A

Exterminators may’be used once per haftie |
the first time the Zealots’ gharge.an enemy.

" They are ‘used in the first round of the as,sault

and are.worked out at Initiative 8 (in addltmn ‘ 5
to the model's m)rmal number ofAttacks). * =¥

The score required to hit-depends of:the "; Y X
nuimber of Exterminators firing (all modelsHm

‘aunit must fire their Exterminators at the ey - b

b

' " same time). Models hit suffer a Strength 4 hit =
_with an Armour Piercing valug of 5. ‘

No. of Exterminators Snnre Hequlreﬂ fo mg

15 £ B
6-10 e
11-15 SRt ey
16+ AL

‘Sisters of Battle enlist the aid of Zealots o.help them purge a traitor uprising.
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mh: ground l.lna:rfout was now little
more than sul:kmg mud, the
torrential rains. having reduced the
|- once lush countryside to a stinking
M quagmirc; a morass of shell-blasted craters,
flooded trenches and sagging barricades.
Mcrl:ifnﬂy. the weeks-long downpour had
| stopped, allowing the brackish water to
“drain from the trenches and give the
Imperial soldicrs a respitc from the cndless
rains. Capfain Gromman of the 88th
Gudrun- Rifles wiped dripping water from
his shaven skull, shaking his head frec of
moisture as he stared out over the smoky
ground that stretched between the Imperial
lines and the zigzagging trench system of -
the Apostate Cardinal's last bastion. The
traitor's lies and heterodoxy had turned this
world of the Emperor into a secthing
hotbed of apostasy and wickedness, and it
was their job to root that heresy out.

“Will we attack soon?” asked his adjutant,
Rouaren. “Meteorological readings indicate
that this dry spell will only last another

nincty-seven minutes,

Grumman .nodded, “Aye, once_ the zcalots
from the Church of Mortification arrive.

M Inquisites Lord Geisslen has accorded them
‘I the honour of crossing no man's land and
attacking-the cocmy first.”

“And thus the honour of dying first.,”
pointed out- Rouaren;

| _“Let us hope so,”. said Grumman. “Though
their devotion to the Emperor is to be
-“Iaudcd there is somcthmg about these
‘p:oplc that disturbs me.”

Rouaren nodded and, ‘sensing his senior
officer’s wtsh for solitude, .said nothing
_ Mhore.

The silence that coveloped Grumman was

| uoncrving after the relentless, grinding

| _sounds of war that had become his
constant companion over the last few
months. It wouldn't last, he knew.! The .
shelling would soon start once morc and
the harsh, metallic poise of guns, blades
and men at war would begin all over again.
Though he had fought on some
nightmarish battleficlds and many of the
most lethal death worlds in his time, this ~

sct foot on. There was something here that
weighed heavily on the soul, a dark -
melancholy that brought an admirable. if
frightcning, zealousness of human spirit to
the fore of its populace. Perhaps that
explained their insufferable, dour and
impossible nature. He turned as he heard 2
group of them approaching the front lincs,
never a difficult thing, as the crack of
whips, fingle of self-mortification belts and
the ringing of bells announced their arrival
as surely as any herald. A mob of perhaps

56 ZEALOTS

place was by far the most miserable he had -

five hundred zealots made their way
towards the front trench, a naked pricst
wiclding chain scourges - with which he

" enthusiastically whipped himself - preceding

them with a droning chant. They wore an
cclectic mix of tattered, sodden robes,
many wearing iron gags and forked heretic
spikes that pricked the skin of their nccks
and jaws, inwardly spiked collars or barbed
wirc vestments. Their weapons were
similarly mixed, ranging from ancicnt black
powder weapons, to battered laspistols and
monstrous, roaring Eviscerators.

“Even madmen have their uses..”
Grumman.

whispered

The priest ceased his droning chant and
bowed deeply to the Imperial Guard
Captain.

“The Emperor watches over us and His
beneficence brings us. victory." he said.

“Indecd.” said C]I'tllmman. “Has' Lord
Geisslen informed you of your ‘objective?”

“The truc path to devotion -Iics afong the

.~road of skulls. Only Ihrough d:ath do we
achu:ve absolution,”

Grumman felt his paticnc: wearing thin, Tt
was impossible to. get a straight answer
from these fanatics without hearing passages
of scripture. Years of entrenched dogma,
learned from childhood had rendered many
?of this plam:ts populace incapable of
discourse in any other way.

“Your men are ready to commente the
attack then?” asked Grumman. 'Onc:'yon

_have-teached the cnemy trench lines. hold

them vntil following troops arrive to
consolidate the position. My soldiers and 1
will be right bchind you. Understand?”

The priest nodded. “The Emperor's Will
drives us to glory and only by cnforcing
His truth do we achieve grace. But there
can be no rest while wickedness thrives,
and the way onwards is the way forwards.”

Grumman said, “Then you may attack
when ready,” unsure of the priest’s cxact
meaning as the man returned to his”flock.

.As Grumman rcadicd his own troops.and

received word that Lord Geisslen's units of
Adepta: Sororitas were also ready to
advance, he watched as the zealots worked
“themselves into a frothing state of
apoplexy, hymnals and catechisms dripping
from their cracked and bleeding lips. Their
howls of picty cchoed across the broken
ground and Grumman winced as they again
began lashing themselves bloody with
barbed chains and hooked scourges. To the
captain’s eyc it scemed as though they
might tear themselves apart before hurling
themselves at the cocmy. :

Suddenly the Priest yclled, “Forward to the
greater glory of Terra! Only in death shall
duty end!”

With a screaming howl of devotion, the

. fanati¢s climbed from the trenches and

charged across the shattered ground of no
man’s land. There was no discipline to the
charge and small pockets of the faithful
gathered together as they ran, waving

‘ragged flags bearing the skull emblem of

the Ecclesiarchy. Within moments,
Grumman heard the snap of small arms
fire and the dull cough of ficld artillery as
the enemy opened up on the crazed zealots.
He turned to his vox-operator and said,
“While the enemy are engaged to the fore
we will advance. Give the order to
charge.”

Grumman drew his long, hcavy--blad:d
sword, looking along ‘the length of the °
trench in both directions and sccing whole
swathes of his red-uniformed Guardsmen
ready to follow him into battle. He

marched to a scaling ladder and placed his |
boot on the first rung, shouting, “With

me! Forward!"

Grumman vaulted up -the ladder and
sprinted “forwards, a swelling roar of
released fear and anger following him as
the men of the 88th clambered from the
trench and charged after him. Ahead. all he
could sce was smoke, lit from” within by
stuttering explosions and whipped by the
passage of bullets and lasblasts.” He heard
screams. from ahcad; screams of pain mixed
with screams of holy fury. Somcthing
whipped past his check, 2 bullet, and he
flinched, sccing ‘men fall to either side of
him. A tgar of heavy calibre shells sawed
th:ough the smoke, snatching soldicrs from s
their' feet in crimson sprays of blood and’
tearing up great clods of mud: with thclr"".;'_
impacts. The gunfirc worked its lethally =
methodical way towards him and he knew
that this was death, time slowing as he .. 'j'.'-
watched the shells advance towards lnm '
with an awful mmtabxllty :

He heard a shricking roar and sudd:nl}' th 2t
advancing shells were silenced. A gust of

wind cleared the smoke and he saw a
sandhaggcd gun-ncst less than twenty

metres before him, its crew little more

:than grucsome shreds of flesh as they were

hacked apart by a chammwrapp:d zealot
wiclding a gory Eviscerator, its. toothed -

blade rising and falling in a bloody arc.

The man was wounded unto death, but
continued. to chop apart the enemy before 7
he fell. Hundreds of the zealots were dead,”

but their ardour was undiminished,

screaming words of the Imperial Creed . ‘..
into the face of their focs as they, dropped
into the cnemy trench system and killed - e
without mercy. Grumman's soldicrs fired ;
from the Iup as. they ran, but it was. 1, ‘- J."’-



" up.and his, cyes
;o met Grummans ;

_as good as dead.

. difficult to pick out spc'x.:ific targets, 5o, ' - .
'cntanglcd with the ‘cnemy- wéte the fanatics * °

as they tore the beating heirt fror.n the
heretic defences.

Grumman reached ‘the cdge of the trench,
dropping onto the timber duckboards and
searching for enemy soldiers to kill. The
trench was an abattoir, filled with gutted
bodies and shorn limbs where they had
been torn from living bodies by the fury
of the mob. It was inconceivable that such
ragged fanatics could have taken this .
trench; they were only supposed to be
cannon fodder while his men advanced
behind them. But take it they had, and
were cven now butchering ‘their way down
the length of the trench to the sound of
ululating hymns of pr:us: to the Empcror
and ho]y Terra. :

Lying before Grumima on tl'n: )
ground was the pricst who had led
the fanatics in their charge,”

sitting with_his back-to the

trench wall and a mortal

wound .in"his belly. The
man’s,_harids were slick with -
blood, élémpcd over the e
injury and ‘holding his guts: -
inside his boc[y Grummaan
knelt beside him, d:srmssmg
the: idea of calling for a* :
mcdxc You didn’t ncr.d
any specialised ;
knowledge. of human
anatomy to know
that the pricst was

The man locked

-"Is th:-path to the

« truth and rightcousness ‘

; '['h: dymg man jsmiled wcakly and said,

‘ Sebastian Ther

open for the Fanhful to -
march9 ;

F:nally unci:rstandmg thc foc
syntax, Grumman said, Ayc. the

path s open. A smglc man with' faxth_ :

cap mumph over a legion’; of- thc ok
faathicss Untoldbilliops of the fa:th[ul can
never, b: opposcd

You quotc from the Scrlptm'cs of

o

[ Gremman shruggcd Itg the only one l

kDOW Y

S

“The Empcror prcpm:sL thc way; for™ ;lhc
Faithful, ‘and ye shall sibat-his right Kand =
side when thy task is fulfxllcd said the

" pricst, clzspmg ‘the Grmman’s hand tightly.

The priest’s ‘eyes glazed over -as_ his_life
slipped away and the young captain could
‘do nothmg but watch lnm ch: %

&
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| Conberting Zealots

|
B
1

{
|

‘l wanted-a suitably

-Uriah Jacobus seemed-

Nick: As I'm collecting a Witch Hunters army for Warhammer 40,000 | really liked the idea of having a frothing mob of lunatics to charge headlong
into the guns and talons of my enemies — at the very least it would preserve my precious Sisters of Battle a while longer! I've actually collected
Sisters of Battle for a long time, ever since they were first released in fact (although | am only now just getting around to painting them). In the
original Codex they could make use of Frateris Militia squads and these units made up a large part of my force. Zealots perform a similar function
to the Militia cannon-fodder, although they've got some additional wargear like Exterminators and Eviscerators, which make them really dangerous,
~| was tempted to dig out my old Frateris Militia models (these are actually still available, call direct for details — Guy) for this unit but | decided to
convert sqme instead. Below you can read about how | went about it.

| FANATIC

For my unit of Zealots |
wanted the Fanatics to-
look fairly unkempt and
wild. | based the model
on a Possessed Dark

| love the-idea of Zealots

- taking the fight to the -
enemy with the
cleansing flames of the
Emperor. To this aim |

grandiose and fervent-
looking leader for my
ramshackle horde, so .

_ like the perfect choice for ] * decided to have my special Soul with flail, removing
my Demagogue. Using the +weapons in the squad as flamers. They were.~  both the.head and ball and chain of his

~model’s body as a base | cut off the’standard =~ -also cheap, which was fine for this meat- -~ weapon. | replaced the head with one from

" he Was carrying and left hand, replacing it~ shield of a unit. For one of my flamer-armed the Middenheimer sprue, and added a plastic
‘with a Preacher's chainsword. | also modified Zealots | simply-used a Daemonhunters *. chainsword to the end of the flail's.pole to
the Uriah Jacobus shotgun arm a little,'by __Hierephant model, removed the bladed end of represent. ‘ihe Eviscerator. Finally, | added a
removingithe shotgun and replacing it witha ~ the Eviscerator and replaced it with the spout hook from an Empire FlageHant that I'd used,‘;‘ =
,meltagun as with 25 points of wargear . and flame tanks of a plastic flamer from a ~ In another conversion to-hide the Chaos ;

4 *available to him, he can buy one. Space Marines Accessery.sprue. symbol on the Possessed model's chest.

58 ZEALOTS e b 5 R ;1: i i

The Zealots above were based upon classic and current Empire Flagellant models. These fanatical followers of the Imperial Creed are perfectto . 7
represent your Zealots with their wild hair and unkempt and ragged clothing. In order to set them into a Warhammer-40,000 context | performed a

few weapon swaps. This was a fairly simply task which involved clipping off a wrist and gluing on a Warhammer 40,000 replacement. As Zealots~ < . #
wield mob weapons you can pretty much use anything you want. To maintain the flavour of the unit though, | stuck to weapons like DIS’[O[S hand °
flamers and chainswords. 3 A
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This Zealot with a flamer was converted from I'used a classic Flagellant for this conversion, | used this Preacher's chainsword for a lot of
an Empire Flagellant with a flail. 1 simply cut by cutting off the model's left hand and my Zealot conversions. Here though | made- ~
off the weapon and:replaged it with a suitable replacing it with a chainsward and hand from. the model a basis for a Zealot, replacing h|
plastic flamer from the Space Marme "~ - anlmmperial Preacher model. For some ° right hand with one holding a plastic. holt
Accessory sprue : R e ‘additional detail | added a plastic-Purity Seal. pistol from the Space Marlnes sprue: -

. The three models below, a Mlssiunarv, c:mf' ssor:and Preather are |ust examples ut the wealth of mmlatures you can putentlally use as
| ZeaTuts either ay fhe.hasis of a. conversion for your Demagugue-ul‘
‘ bulsler your squad check out the Dlrect pages (160- 165)

. REDEMPTOR K\‘HINI:IVBODY'. ; i IMPERIAL PREACHER 3 IMPERIAL MISSIONARY. 2 BODY £ IMFERIALMISS[ONAH\HBDDV
9947010801101 £6:00,  ° © © 9947010802203 £4.00 9947010801204 £4:00 o 9947010801201 £3.00

MACE OF VALAAN =+ = JMPERIAL MISSIONARY BACK PACK 2 ; IMPERIAL MISSIONAHY CHAINSWORD
994?(110801 102 !:1 00 9947010801205  £1.00: ! 9947010801202 £1.00

IMPERIAL MISSIONARY BACKPACK 1
9947010801203 £4.00
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How-To Paint Space Marines is an essential resource for all collectors of -
‘these stalwart warriors. Whether you wish to fully recreate the magpnifice cen
Ultramarines Second Company, or try your hand at inventing a new chnpter 3
of the Emperor’s Finest, this hook vill point you in the right direction. Here
Adrian Wood talks about how the idea-for the boak came about as well as 3

giving a taster of the comprehensive modelling and pamtmg unlfurm

guides within its covers.

*_Adi: The original premise of How To Pamt ik

| Space Marines was to write the ultimate .
guide ta assembling and painting a chapter of

" Space Mdrines, bar none.’With that in: mind °

" we spenta lot of time thinkirig about what .
was going to go’in the book as well.as how it
was going to relate to both How To Paint -

Citadel-Miniatures and Codex: Space Marines. .

We also sef out to create an extensive guide
to the many Space Marm&chapters fighting
. in the 41st millehnium. ‘! - ;

* THE CONTENT \oi

The bouk begins with a sezr{cmn on modelhng s

and palntmg, followed by an: thenswe

_umform guide for the Uttramarines. The four: :

_other major chapters are also featured, as
well as a uniform guide for 100 different
chapters of Space Marines that painters can
use as inspiration, along with plenty of ideas
for anyone wanting to invent their own,
unique chapter.

* CHAPTERS OF THE

.. ADEPTUS ASTARTES

Although ambitious, it was always the plan to
- showas many uniforms as we'could in the °
book. We aimed for a grand total of 100 out

of the possmfe 1,000 chapters reputed to be

- % In action i the 41st millennium. Artist Neil
e AHrJdgson has created all the marvellous

artwork shown so far in the first.five uniform
guides and it was htatask to render-up a
single Tacticaltrooper and-chapter icon for
every chapter that we |;I chosen to illustrate.

Starting W|th all the F|rst Founding Chapters,
and followed closely by.their Successors, we

also picked out examplg‘kquads W|th different

comblnatmns of weapons to sit alongsMe the
" artworkThe. speclai formations came next
“and included the Grey Knights and
. Déathwatch = you'll notice that we.didn’t

175 y

name the mysterious Legiun of the Damned!

The bulk of the chapters we show belongto %
the section on codex chapters who aren’t N
direct successors to the First Fourding. Y
These include a number we.created specially il
for the book, such as the. White Minotaurs

-and the Imperial Talons. Although we

concentrate on shdwing chapter uniforms
and icons, we also show off several cool
example squads.-

* CREATING SPACE MARINE CHAPTERS

To help us:invent our new chapters we used a
handy checklist to choose the iconography. It
seemed only natural that we finish off the
book by presenting this along with lots of
other suggestions for putting together

“original Space Marine chapters.

So, that's How To Paint Space Marines. As
you will see over the page, there are plenty of
jdeas to try and to inspire you.
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HOW TO PAINT CODEX: SPACE MARINES
-CITADEL MINIATURES If How To Paint Space Marines was to be a
It was important that we didn’t simply supplement to How To Paint Citadel
repeat all the in-depth information on Miniatures, we saw Codex: Space Marines
modelling and painting in How To Paint . as its inseparable companion. Both books

L Citadel Miniatures, with Space Marines complement each other perfectly. The Codex
slotted into it. Although we did want to contains all the background, rules and army
reference the painting techniques shown in lists needed to work out a battle-winning
How To Paint Citadel Miniatures, the new army. The new book shows the other side of
book offered a great oppartunity for us to the coin: how to actually assemble and paint
select specific modelling and painting an army, showing in minute detail how
techniques that were particularly effective Chapter livery and unit iconography is
for Space Marines. Here was our chance to applied to troops whilst giving plenty of
show how to paint specific models in options for variations in markings, should
greater depth than ever before. you so choose to use them.

| mobELLING

Assembling your chapter involves using
miniatures which range from plastic and
metal models to plastic/metal combination
/W Kits. We tackle each stage-hy-stage, with
extensive assembly tips and technigues. .

As well as looking at assembling;squads of
troops into dynamic poses, we talk about
adding that personal touch to models by
[focussing on a converted Black Templar
~ Marshall, while the section on constructing
.| vehicles-has the most detailed construction -
- f| tips we've ever assembled on the subject.

Devastator Squad Epathus of the Ninth Company of the White Minotaurs under Brother Captain Preator
‘it 1 3

. Brother Anﬁfb.r:{wg-':
with' heavy tolter -

: Brother:Tryjon . Brother Tacitus Brother Sinon Veteran Sergeant Epathus
— ‘ 2 with heayy bolter with heavy bolter with heavy balter with'bolt pistol
and chainsword

e
% i ,‘(,,.i.,. | 2

J Brother Lertes Brother Cossos Brother Sergeant Arias with Brother Tiberian Brother Probis -1

{ armed with boltgun armed with boltgun bolt pistol and chainsword with plasma cannon armed with boltgun {‘ f’f

v
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3T ) { o TP ’ /40,000- -
ULTRAMARINES m ﬂ- .
\ & | . Brother Severian of Brother Altarion
- Squad -Daceus, Fourth of Squad Gafart,us
: Gompany . Séapnd L‘ompany

Balﬂw SQUad Orion of i rhe Second Campeny Brmher Efamus . erhar Signatus of

_}f

\ho f

: * uﬂﬂ'ﬁ’i‘ Brother’ Gapraln Agemman ; of Squad S:gmus 3 Squad Invictor, Secand
o 5t ; SecondGompany - ) “*Company §

Brother Tagitus Brother Galatian. = =
of Squad Theta, Third of Squad Romulus;s E
Gompany Second Company .

P X

“. Brothel Telion ! Brother Cossos amed with - Brother Sergeant Crion armed i ‘Emth(_sr' Remus § Brother Tacitus,

armed with boftgun missile [auncher 5 with bolt pistd. " armed with flamer L~ armed with bolfgun”
AR v A g ‘and chainsword : 2 :
UNIFORM GUIDES

- The detailed look of historical uniform guides

had a huge influence on the appearance of
: our chapter, uniform,guide. To start with, we
decided to concenirate on the Ultramarines
as they are the ultimate codex chapter, and
 therefore an excellent example. We aimed to'
- present all the elements of the chapter’s
battlefield forces; including each type of

,‘ . charaater, trodper and vehicle, paying . %
> _particular attention to their company and unit = : > ' !

3 wonography .The example squads also show PAINTING :
a * ‘how much variation there could be in'the * Recognising that some pamtmg techniques and colour schemes suit some Space Marines I
I3 app;arance of an Ulttamarinies army, ideas better than-others, we use a stage-by-stage painting guide for each chapter. This showcases
‘ whrch could beadapt&d 1o other. chapters too: the best technique to suit each chapter's livery. For example, we show drybrushing to !

| .| highlight the Dark Angels and ink washes to shade the Blood Angels. There is also further
F}m th|s bluepnpt we developed umforrn © 4 | explanation on applying common details such as faces and purity seals.

gu;dn&fur the Blood Angels; Dark Angels,  *. -
~Black Templars andSnace Walves, giving us -~ 3 . b e
the opportunity fo ook at nonncodex .- 0f the:more unusual troops for‘the non-codex. victories behind him. We also decided to

organisaﬂon In comparison with the - 1 j " chapters. The, Plnnac!e of acﬁrevementWaS name each trooper who appeared in the book,
Ultramarines;their uniform guides focused = Marneus Ca[gars LandRaider, a stunning as well as his squad and Company
/on-those eiementqthat were dnigue to that - . vehicle WI‘IIGh Js more like:an armoured Commander. ¢
‘ chapter— Jlike the Blopd Angels»Hdnour Guard : '_shr:ne to the Ultramarmes chapter than a,~ i/
- orthe ~Dark Angels De 'mwmg Termmatdrs ¢ -battle tank. i ! ) In the past you'll have only ever come across Ty
{ G e R ey : do) S - e a Space Marine being named if it was a
" ‘EAVY METAL ' = "'\,' < U™ ¢ NAMING. TI{E TROOPS F character, squad or vehicle. In this book
\The Eavy Metal Team GU[U’IbUth the i We've added an extra level of detail to our every trooper, squad, character and vehicle is
“ majarity of the pamtdd troopers shown in models as never: before- Each of the models named and the background of the armies
thése sections. They particularly excelled ~ ~in-our Ultramarines army is painted with themselves has influenced the style of each.
_themselves by converting.a number of special highly personalised liturgy; creating an . For instance, Space Wolves have Nordic

‘.Vehlcles for the UItramannes hs well as some individual warrior with a history of glorious names and Black Templars Teutonic.
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i~ The Chapter Master competition is

over, the entrants have been judged. %Bﬁ’ t @h gra[l gnge[ @u&fh

As you can see, these are models of By Tapio Miettinen, Finland
the highest'standard. And we thought
everyone in Northern Europe was
obsessed with speed painting!

ore than 600 entries were received
m by hobby centres and independent

stores across Games Workshop's
Northern Europe territory. Choosing the best
from this bewildering array, the managers of
the respective stores sent in 50 in total to
Games Workshop's headquarters here in
Nottingham, where Northern Europe’s staff
had the difficult task of whittling the 50 down
to ten. These were then passed on to Games
Development and the 'Eavy Metal team, who-
chose the Best Overall, Best Converted and
Best Painted.

,Tapio‘Miettinén of Finland stole top gong with

* his Angel Guard. A 2,000 points force of
Space Marines is now winging its way to him
s0°he may build himself a full army. Expect
them to feature in a Batrep sometime in the
future. Tue Kaae-of Denmark and John
.Thompson of the Netherlands each receive : 3
-prizes for their Sons of Thor and Storm 4" : ' b
Ghosts respectively- . 2

- We've also printed a few of the runners-up,
all of which were of fantastic quality. In fact, - %Eﬁt @ﬂnh ﬁrtﬁh éﬂ“ﬂ ﬂf mbﬂf
there werg .15 that were’ otitstanding. You can 5
see themyand read the background for the ~ By Ti | Kaae Denmark A e
entries on Northern Europe’s website at: S : : o

ne.games-workshop.com ,

" -1~ THE REST OF THE BEST

Runners-up in-order of placirg

« Unsung Heroes.hy™Anja Wettergren; Sweden

* Fists of the Damned by Christian Cavonios,
Sweden

« Sons of Neptune by Roger Axelsson, Sweden

» Heralds of Terra by Toblas Pernler, Swaden

» Space Rats by Slawomir Zajeczkowski,
Poland

* Emperor Dragons by Brage Mark, Norway =

*» Legio Enigma by Per Bergstrand, Sweden

« Serpents of Hellfire by Jon Fredriksson,
Finland

e Pale Riders by Andreas Henriksson, Sweden

» The Dark Phantoms by Asger Johansen,
Denmark

= The Silver Sharks by Mick Ehrs, Denmark

= The Doom Bringers by Filip Haking, Sweden

64 CHAPTER MASTER
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"th;[ﬁﬂtﬁ uf ﬂjB EBamneh e T Pest Paintevs || B
By Christian Cavonios, Sweden ' "“L,___ o '*_ T g ¢ %tﬂrm @ﬁﬂﬁtﬁ
e TV o iy oo e s
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%alz samm

ByAndreas Hennksson Sweden i

@he ﬁﬁnﬁung %emeﬁ

Bj/ An,ra Weﬁ’érgren Sweden
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=g nquisitor Lorr has plied the pilgrim
1‘ routes of Segmentum Pacificus for

many years, hunting down those who
would prey upon the servants of the Emperor
in the space lanes between Chiros and

Macharia. His actions have saved the lives of
uncounted numbers of the faithful, and many

are the insidious heretics he has uncovered -

and brought to justice.

Yet the Inquisitor is a mystery to segmentum
authorities, such as exist in the fragmented
Imperium, for he acts quite apart from the
greater institution that is the Inquisition. Few
doubt his authority however, and none
survive to doubt again. The Inquisitor would
appear to be what some describe as a
‘monodominant- an individual who will
broak absolutely no deviation from the
prescribed-norm. But he is no bombastic
preacher, Instead, Lorr's monodominance
~borders on taking the principles of puritanism

| full-circle, straying into territory some would
Al -describeas radical. Lorr is evidently a

fanatical adherent to his ill-defined calling, as
his actions en route to the shrine world-of
Jabin Terminus illustrate.

- Lorr travelled to the Jabin system aboard a
merchantman out of Achen V. The vessel
" became becalmed in the empyrean, an event
not unheard of during warp travel, but
distressing nonetheless, for it greatly
increases the risk of the ship attracting the
i .

¥ inuisior Lo

Inquisitor Gideon Lorr, scourge of heretics,
witches and occassionally legitimate
psykers, is only available for a limited
period. Contact Games Workshop Direct
(see page 160 for more details) to get this
special edition model.

o { : [T,
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attentions of the beasts that lurk within that
eldritch realm. And this is exactly what
occurred. The vessel's Navigator fell victim to
the predations of a thousand Daemans, the
Warp threatening to burst forth through his
writhing, distended body. Lorr cornered the
Navigator and put a plasma bolt through his
skull an instant before he succumbed
completely, saving the Navigator's soul and
the entire vessel from a fate that is too
terrible to comprehend.

Ever since this event, Lorr has displayed an
uncompromising intolerance for any form of
psychic ability. It is nat that he preaches that
all practitioners of such arts should be put
down without thought, more that he looks
for, and inevitably finds, the taint of the Warp
wherever he looks. He is wont to issue a dire
judgement upon those he executes, calmly

-~ informing them that his actions are for the
benefit of their own souls, for the taint he has
detected damns-them in the eyes of the
Emperor for all eternity. .

This policy has-on many occasions put Lorr
in direct confrontation with a number of

, Imperial institutions. Confrontations only he
can win of course, for he is an Inquisitor and
acts on the direct authority of the Holy
Emperor himself. What would transpire,
however, were another faction or group of

Inquisitors to set themselves up against him *

~remalnis to be seen.

Points
165 -8 4 3

(==}
(7]
(-]
© =

Equipment: Master-crafted plasma pistol, power weapon, excrut

rosarius.

w=
=
[y
=

To date, Lorr has executed in excess of a

_hundred Astropaths. It is whispered by some
"in certain circles that he has administered the

ultimate sanction to a number of Navigators
too, though the potential ramifications of this
would be great indeed were these allegations
proven to be true, for the Navis Nobilitae are
all but untouchable. Furthermore, as these
actions suggest, should Lorr's beliefs lead
him down the path of condemning all who
exhibit any form of psychic ability, then he
will ultimately damn himself: for without such
men and women as Astropaths and_

Navigators the Imperium cannot function. The -

domain of Man would rapidly disintegrate and
the Inquisitor would find himself stranded .
upon some backwater world, unable to ~
pursue his mission. Indeed, to condemn alk _
psykers is ultimately to decry the Emperor
Himself, for all such power flows from Him. It .
is evident that Lorr walks an uncertain path,
one that some believe is likely to have only

one ending— the heresy of the radical.

For the time being, Inquisitor Gideon Lorr is'a
valuable asset to the Inquisition, for he is
undoubtedly relentless in the pursuit of the
foes of the Emperor. Exactly where his path
will lead him, however, no man can predict.
Many in-very high office watch the taciturn
Inquisitor from afar, his allies offering
surreptitious aid where they may, and his
enermiies patiently anticipating his inevitable
fall from grace. s

iators, purity seals, psi-tracker, -

Retinue: Inquisitor Lorr is accompaniéd by a retinue of three impe’rial Guard Veterans, men he
has gathered to him, and of whom he will dispose of ruthlessly when they are no longer of use.
~Each is armed with a shotgun, frag and-krak grenades, and wears Carapace armour (Sv 4+). The

W&'increase for taking these henchman is included in Lorr's profile, as is their points value.

SPECIAL RULES ;

“Iron Will: An Inquisitor Lord has an unbending determination to prevail, backed by a clinical - *
understanding of howito achieve his goals. As such, he can choose whether to pass or fail any .~
Morale check ar Pinning test he is called upon to make. This-ability is conveyed to any unit he,
joins. Even if failure is automatic, the Lord may still choose whether to pass or fail the test, . oy

Independent Character: Unless accompanied by his retinue, lnquisi{or Lorr is an independent .. -
character and follows all of the rules for characters in the Warhammer 40,000 rulebook.“If the
retinue is destroyed he becomes an independent character and is free to join other units. FRE

i
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AVAILABLE IN APRIL ONLY! YOU-€AN BUY GIDEON LORR IN STORE
ON THE SPECIAL BIRTHDAY WEEKEND (SEE PAGE 149 FOR DETAILS).
ALTERNATIVELY, RING DIRECT ON 0115 91 40000 TO GET THIS

; A
-SPECIAL EDITION MINIATURE!-
: i - )
: . : ey
66 Y will scc him now.” Lorr said, descending the stairway from There was the muffled discharge of Lorr's plasma pistol followed o
Ithc obscrvation room to the holding cell. Four guards waited by the smiell of burnt flesh. The guard slumped down, a ragged,
‘in front of the doors, holding their guard-issuc lasguns. = smoking hole burncd through his chest and out the other side. h
Upon seeing Lorr they parted and the doors opened Wwith a hiss of ‘ y
pnevmatics. Licutcnant Barak followed behind him. £%5 1 ! - In the dingy cell, Barak was coming to. Lorr pinned’ him to the

: floor with his boot, pointing his gun at Baraks ‘head.”
“Tight security,” Lorr muttered, stepping into the room. S 7 :

" “You -b}oughr me here to kill me, correct?”
“He is a heretic, my lord.” j ‘ :

' . i Barak spat a raft of obscenitics. Lorr kicked.
The cell was cold, the. metal walls.chilled from the outside by -3

Golgothan's vestigial climate: Jt-was an off-world Imperial outpost, “I know about your uprising. About the cult growing herc on”
little more than a floating rock in spacc, a seldom troubled Golgothan. Bold to try and kill an Inquisitor, though.”
observation post. It fay at the very fringes of Imperial spacc and 4 3
staff and soldiers seldom “saw anpthcr soul, so reports of heresy “I don't fear death,” Barak said dcfiznt]y.
. were often nothing more than isolation sickness. But Lorr had been : - Pei
summoned  here at the ‘behest of ‘the Ordo Hereticus and any “Licutenant Barak.” Lorr spoke
suspicion of heresy, However spurious. had to be investigated. qgﬁct]y.l_':you'll find there are

Nt ' i worse things than death,” he
Lorz appfoached. the condemned. He'd been beaten, his Ieft eye. . said. producing the
was 2 mass of pulpy flesh and he couldn’t open it. Stripped down | excrutiators from bemeath
to, the waist, and manacled to the flopr. beads of sweat dappled his = his cloak. N
body:. dcspit'c' the cold. - : 5 ; . - e

“2 “Lorr crouched ‘down “and Tlvoc;k(:z‘_[ deep into the ‘mank eyes: fFrq_aiﬁ N L
within the voluminous folds of his cloak he produced a psi-tracker. < 5
The device was made of brass, circular in shape with a brass arro

at “its. centre, its surface devoid of any scales or measuremen
a traincd Inquisitor could use one and understand the readings
. LT

Wy
: “He is a witch, yes,” said Barak from bchind him. The
- Licutenant' was acting station commander and had ordeted the!
“ imprisonment of the condemned when heretical: books ‘had"
“ found+in “his quarters. Two days earlicr the station, captain

executed himself and .this man was belicved-to be 4

* Lorr didn't answer. He looked again at the psg
surreptitionsly ‘gripping_his plasma pistol. 2

5 "Nou belicve-he uttered the words from the texts you .

found:in order to control the captain’s mind?” Lorr i
. asked, replacing the- psi-tracker and forcing the prisoner’s.
mouth open. 0 T < ¢ c : /

R A S
L ¢

, “That's rigbt:" Barak replied from-behind .
chim: Lorr_heard [something else too, men
. moving into the room. * \
7 “Interesting” Lorr said ‘quictly, letting
* the soldicr’s- head drop as‘hic rosc to' his feet,
“since this man"has no tongue” Lorr whirled
~around and' through his*flailing: cloak shot dead. two g
" the guards that-had entcred thic room. He felled anofl
Barak land the last guard could return fire. Las—fire by
the air but the shots: were deflected by the aura gene ;
rosarius. The two men rushed at. liim, Lorr “dodged the'f
from Barak; crashing thecbutt, of his pistol hard over the
* head. The steel floor Sounded as he hit it. The remaining guard
held Lopr’s throat, the murderous rage of a fanatic in his cyes
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the Underhive only the

strongest survive. This month
the toughest gangs of the Iron
Lords campaign battle for the Dome
and iis hoard of archeotech. There’s
just the small matter of negotiating
the forbidding structures of
Factorums Alpha and Beta first. In
this, the final instalment, the Iron
Lords campaign and the fate of the
Ironyard is decided in a massive
four-way batile!

I t is said that in the darkness of

THE FINALE OF THE IRON
LORDS CAMPAIGN
Nick: This is the final part of the Iron Lords, a
Necromunda campaign set within the hulking
mechanical ruins of the Ironyard. This
desolate wasteland was previously shut off to
M the denizens of the Underhive but a freak
8 storm re-activated the Iron Lords, a group of
towering machines, and they re-opened it.
Rumours persist of an ancient Dome at the
centre of the Ironyard, where a horde of
archeotech has remained untouched for
years. Now gangs have come from across the
length and depths of Hive Primus to claim it.

The campaign is broken up into three, three-
week phases and based around six Zones of
Conflict. These are areas in which the gangs
can fight and explore, representing parts of
the Ironyard. The gangs can't explore all
these areas at once though. They get to battle
over two at a time and each new phase of the
campaign closes off two areas only for two
new areas to be opened that the gangs can
then explore and fight over. This represents
the progress of the gangs as they move
through the Ironyard. The gang that wins the
most games in a given territory controls it.
This means they gain a special bonus to their
gang for the duration of the next phase of the
campaign. This only lasts for one phase
however, and after that it is of no further use
and must be removed from their roster.

So far this games-mastered campaign has
seen our eight intrepid gangs battle through
four of these zones, from the fringes of the
Ironyard, fighting for the right to control the
territories of Slum Town and the Labyrinth,

T R — — -
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then last month into the foetid Chem Wells

and the desolate Junkyard. This close to the
end of the campaign, fighting is fierce, even
the Enforcers who'd been sent to secure the
Dome have retreated to their precinct house.

Only the four strongest gangs who emerge
into the centre of the Ironyard and the site of
the Dome will be able to contest for it. For
these few there is the chance of the ultimate
prize and overall victory.

THE CAMPAIGN SO FAR

Much like the previous phase of the
campaign, the battles for turf rights over the
Chem Wells and the Junkyard have been hard
fought and bloody. Of these two areas
though, it was the Chem Wells that was the
most hotly contested. Three gangs laid a
strong claim, including the Cawdors of the
Unwashed Brotherhood, Scavvy scum the
Dead-Marsh defilers and the dark horses of
the campaign, the Van Saar Spectres. In the
end though it was the bloody but undeterred
followers of the Unwashed Brotherhood who
took the Chem Wells, giving them an extra

The mechanised merace of. HiveNet clash with the Spectres In the dark tunnels of the Ironyard.

P -

7= i)

territory that allows them to generate doses
of the combat drugs "Slaught or Spur during
this final campaign phase.

In the Junkyard only two gangs were in the
running. The previous victors of the
Labyrinth, the Phantoms of House Orlock
took on what are rapidly becoming the
I[ronyard’s toughest prospects, the Van Saar
of HiveNet, who claimed Slum Town during
the last phase. Despite the fact that several
gangs have tried to nobble HiveNet, even
enlisting the aid of the Enforcers on one
occasion, this gargantuan gang has taken the
Junkyard. This means they'll be able to
plunder it for rare items.

This far down the campaign road, there are
five contenders for a place in the final battle
for the Dome. The aforementioned HiveNet,
the Phantoms, Dead-Marsh Defilers,
Unwashed Brotherhood and the Spectres all
have a chance of winning the campaign but
during this final phase there’s still the
possibility an underdog could sneak in and
claim victory.




Factorum Alpha and Factorum Beta: This close to the central core of the Ironyard, the
huge structures that are the Factorums loom high on the horizon. These veritable
mechanical palaces are now long-dead but still have some residual power humming within
their rusted generators and conduits. They were once used to forge great quantities of
arms and armour for the forces of Necromunda but are now ghostly shadows of their

former might and power.

Factorum Alpha: A few miles from the
central dome lies Factorum Alpha. Once
this mighty plascrete structure was a hive
of industry, producing copious amounts of
munitions for the forces of the Imperium.
Now it is a ghostly shell, the great
machineries within gathering dust and
reeking of stagnancy. But the metal
engines and forgotien turbines were built
to fast. It is possible that some of the
energy cells that power them are still
usable. Perhaps if a gang could gain
control of Factorum Alpha and recharge
the mighty engines within they might yet
be put to use for one final time.

The gang that controls Factorum Alpha will
have enough time to work out how to
recharge its power cells, albeit for a brief
time. The machines can then be made to
produce a limited amount of superior
munitions to use in the final battle. To
represent the quality of the ammunition
and weapons rendered, all members of the
gang may re-roll any failed Ammo rolls
during the game. Furthermore D3+1 gang
members may be equipped with a supply
of frag grenades that they may use during
this final scenario.

Factorum Beta: Beta /s the sister site of
Factorum Alpha, the two warking in unison
to manufacture massive supplies of arms
and armour, though physically they are
many miles apart. With its flaming vent
chimneys, once it resembled a soaring,
steel pyre. But Beta is a shadow of its
former power. Its fires are extinguished,
the vent chimneys caked by thick, black
soot. Like many of the lesser Factorums in
the Ironyard, Beta had a principally
military application, forging armour for
infantry and mechanised columns. An
gerie atmosphere pervades the site now,
the sounds of churning machines and
grinding gears quashed by the silence.
However, it is possible if the machines
could somehow be fixed that Factorum
Beta could be made to function again.

The gang that controls Factorum Beta may
equip their fighters with armour for the
final battle. The energy cells that run the
Factorum only have limited power
remaining and the quantity of armour
produced will vary according to its quality.
The gang may either produce D6+1 suits
of Flak Armour, D3+2 suits of Mesh

suits of Carapace Armour,

i

ENDING THE CAMPAIGN

To end the campaign after its nine week
run, the top four players go into a final
scenario — The Battle for the Dome. The
winner of this game will be crowned
champion. Our top four players were
decided through a league system, similar
to a foatball league, with three points
awarded for a win, one for a draw and
none for a loss. Because all the players in
the campaign couldn't play the same
amount of games the total number of
points awarded was divided by games
played and so an aggregate score was
used to determine the top four positions.

Zones of Conflict

The two gangs that control each of the
last Zones of Conflict, as there is no next
phase in which to use their benefits, will

» be able to use the associated bonuses of

these territories during the final battle. If a
player controls one of these zones and
fails to'make it into the final hattle then
any bonus gained is wasted.

HAZARDS OF THE IRONYARD

The Ironyard is a dangeros place. To
represent its hazards, during each phase
of the campaign all the gangs have had td
-endure one or two events that occurred at
random intervals during their battles. In
this final phase there is only one hazard,
Power Cut,

Power Cut: This close to the dome the
massive factorums of the Ironyard still
pump fremendous amounts of latent
energy into huge ducts filled with cables
and rusting ventilation equipment that
provide heat, light and air to the sector.
This energy is highly unstable though and
random surges often result in the power
shorting out all together for long periods,
plunging the zone into a thick and
oppressive darkness.

The darkness caused by the power cut
reduces all lines of sight to 2D6x3 inches.
Each model must test individually at the
start of their turn to determine how far
they can see. If a model can not be seen it
can not be shot at. The following
equipment allows a model to re-roll the
dice roll for the distance they can see in
the darkness; bionic eye, infra-red -
goggles, photo-contacts and photo-visor.
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THE LOWEST OF THE LOW

These dishevelled individuals seek fame and fortune in the Ironyards, alas there’s little of either

THE PHANTOMS settled with Chambers. The inter-office emails have flooded my inbox
Hasta la vista baby! and Foulksey has got himself an army rather than a gang. The most
important lesson for me has to have been how to play Necromunda, or
The final showdown is upon us, the Endgame perhaps how to spell it. My first game where | moved 6" and wanted to
begun. The four horsemen have ridden out, rapid-fire was a big learning curve. I've also learned that the White
Armageddon hath come. Luckily, I'm one of the Dwarf gaming table is slightly lower than average, possibly to allow
horsemen. Finishing in the top four has earned Nick and Guy to see their models. Those pictures in the editorial are
me a place in the grand finale — a four-way, actually to scale!
Andy Smillie winner-takes-all gang fight and a fitting close to
what has been a bloody and aggressive Well, I've taken you through all the highs and lows and hopefully just
campaign. It's been an exciting couple of months and the leader board about used my word count. All that remains to say is, “The Ironyard
has fluctuated constantly. Lady luck has flirted with us all but finally shall be mine, ach aye it shall.”

THE CUSTODIANS % Now the campaign is;nearing its end, it's a-good time to take
Things are really hotting up and | cunfess the - slock of how it’s gone for me as'Games Master. A few things have
-~ Enforcement has been fairly lax in its: duties . come . out of this experience ahout runmng campaigns in-general.
* lo-restore erder and sanity to this part of the Firstly placing a limit on the number of‘games‘that caohe played. .
Underhive. But at least| do have my full during a week or month of campaigning While my hat gdes off to
patml ieam palmed.up ‘ -~ .Paul Foulkes for beiog such a stdlwart warrior, his énthusiasm
infections; it meant some of the other players had little chance
.Tngemer \mlh running the campalgn ithas agamst his uber-hard, ultra- experleuced gang.
hegn a fairly-difficult task getting games.in
and getting. my hnys in err... black finished. It, Wllh lhg henent of 2I]/2[I hmdsnghl my Enforcers weren't really
helpeu to Ila-.re d mmple colour-scheme.and I guess that's good,  theforce to he reckoned with I'd ﬁnpéd for. Perhaps it would've
adyice if you need to paint anything quickly - keep |!.sm1ple but been better fo soup them up a litilé tn. make them really
+eye-catching! I think-the cnmhmalmn of fairly dy’ and severe fearsome. As the effective peace- keapv&s of the campaign they
* .blagk armour contrasts:well with.the high visibility shoulder.pads . needed to be ahle to take on the best-tie players could throw at
and jnsignia and feflects the maad of these tacituri lawmen too. - themand Irankly most of the time they were*outgunned. That
-|'thought-about painting the wéagons red but in the end feltthis . .Said, | thoroughly enjoyed running the campaign and I now have
was loo similat to the yellow padding, so | went with green to *.* . @-painted Enforcer team to show for it. The next fime we venture
make ihem stand put. .- b oo * into'the Underhive it'll Be even better.

i thk .'Wma
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THE TRENCHCOAT COWBOYS

All I can say is, “I'm glad it's over.” As | look back
over the campaign I'm reminded of an interview
with Alan Shearer. Alan was asked how he felt
about Wembley stadium being pulled down,
jokingly he replied, “The sooner the better,” as he
could never win a match there. Now | know q

Well, it's over. So what next? | imagine another campaign will start
afresh as a few onlookers here at HQ have found their interest in this
classic game rekindled. On another note | hear a Mardheim campaign
is starting up and they need someone with a Middenheim warband.

what he meant.

Paul Rudge

My bad luck continued in the closing games.
Against Chambers and his zombie horde | took the upper hand early on
but due to low ammo most of my men were reduced to using harsh
language. As you can imagine the zombies just didn't listen. Next up
the Unwashed Brotherhood. How | wanted to beat them, and in Turn 1
it looked good for an early victory. But | just could not wound, | guess
it was just not meant to be as after three of my gangers went down, off

they ran. More positively, an unlikely hero emerged from that game;

Drew, a promoted Juve, took on three gangers and won!

HIVENET

I've been keeping up my
high game count over
the last month, but what
I've really wanted is
revenge for that double
team battle with Kyme
and Hobday.

Paul Foulkes

Hobday had the guts to
take HiveNet on on his own and pulled off a
nice Raid against my water still. | shot once
with 2+ to snipe Smelly Bob — | rolled a 1.
That was worth booting up at 6am! The
Enforcers stayed clear — something to do with
the tin opener | bought maybe?

After winning Scum Town, | had a Bounty
Hunter, Muck Gyver, for the month, who
miraculously returned each game fully healed
with new skills, so | brought him back for the
final battle.

In the final phase of the campaign Pinyo, my
fellow designer from the UK Studio, and |
took on Rob and Holmes from Direct Sales. |
thought it might be a mistake teaming up
with the worst player in the campaign, but
with some help from Holmes' knack of
shooting friendlies in the back of the head,
we got ourselves a sweet victory.

5o the final reckoning was upon me. | was
looking forward to laying the smacketh down
with the autocannon. Total Hive Domination
starts here.

o

LAZENBY’S
SPECTRES

As the dust settles
around the Ironyards |
can honestly say that
this campaign has been
brutal, hard fought and
immense fun to
participate in! The final
games this month have
been tense affairs as | have been trying to
rack up sufficient funds for my daring final
power play to take over the Ironyard, whilst
minimising losses within my gang.

Andy Holmes

Sadly | was unable to make it through
completely unscathed despite having two
gang members with the Medic skill! Raygorn
and his Roughnecks joined forces with my
Spectres to take on HiveNet and the Jade
Lotus in a big multi-player gang fight. My
first gang member death occurred when a
new Juve took the brunt of a HiveNet plasma
gun. Life is tough in the Underhive!

| never got round to adding a second heavy
to the gang as | kept on rolling rare trade
items that | just had to buy. Red Dot Laser
Sights for both my gang members with
Marksman turned them into deadly snipers.
One of whom, Laslo Vargas, became so
feared for his accuracy that some opponents
considered him more of a threat than Doc
Kananga with his Heavy Plasma Gun!

The final gambit to take control of the
Ironyard worked quite well. | resisted the
urge to spend, saving the creds to hire five
Underhive Scum to help me in the final four-
player gang fight.

Looking back, the gang progressed quite
well. A nice mix of skills and statistic

. increases made for a well-rounded gang. My

oang leader Aristotle developed into a
courageous and inspirational leader with his
Leadership of 9 and a re-roll on failed Bottle
tests. Thanks to his Iron Will skill, we rarely
bottled out when | did not want to.

e gt e

Two of Rudgie’s converted gangers, Drew 'super juve' and the heavy, Swampy.

THE DEAD-MARSH
DEFILERS

Zombies... oh how I've
loved my lucky, plucky
Plague Zombies! The
fates have smiled on my
Zombies again and
again, leading to my
success in this
campaign... Not that |
ever rely on luck to win a game, oh no!

$

Mark Chambers

This month has seen me put down the
Trenchcoat Gowboys, Jade Lotus (twice), and
| even managed a win against the dreaded
HiveNet (| took a flamer to a Shoot Out) and
1o take part in the amazing battle between the
four toughest gangs of the Ironyard.

The highlight for me has been the competitive
but very friendly gaming and the boisterous
banter around the office before and after each
game. A fine example of this is the
developing enmity between the Defilers and
the Unwashed Brotherhood. It started when
Andy won a Raid in two turns. It was time to
bring him to the table for a proper fight, but
no matter how much I tried he managed to
avoid me. Challenges by e-mail and even
telephone texts were all ignored. So | vented
my wrath against the other gangs. Andy still
laughs and winks from time to time!

5o to the end of a great campaign. A well
loved gang now sits proudly in my cabinet
waiting for ‘Uncle’ to wake up, because when
Jo wakes, all the dead
wake up too...

B
o

Mark’s converted
Scavvy leader,
complete with
archeotech grenade
launcher!

i

www.specialist~games.com/necromunda 71



THE UNWASHED
BROTHERHOOD

A better second half to
the campaign for
Smelly Bob and the
Brotherhood scoring
the most wins in the
Chem Wells (regardless
of what Mr Chambers
thinks). The gang has
now swelled to an impressive 16 members
(which includes Bob's special friend Ratty the
Ratskin) and only one loss to Pinyo'’s Escher
(vet again!).

Andy Hobday

So how was it now we've finished? | had a
great time, my only regret being | didn’t get
the chance to play everyone.

Even with my improved run of form | finished
the campaign outside the top four which, on
reflection, wasn't too disappointing,
especially as in the final games Bob finally
started to hit things with his bolter. He did,
however, manage to fail every single Bottle
test making him the biggest coward ever.

The changing conditions and areas kept the
games both testing and exciting, coupled with
the relentless banter in the office and a small
but perfectly formed GM (thanks Nick for
letting me join at the last minute!) there was
real atmosphere to the campaign. The best bit
for me was developing the story for my gang
which | played up to in all my games
resulting in opponents trying desperately (in
vain) to shoot Smelly Bob.

Right, where’s that Mordheim rulebook?

Those that have reached this far must baitfe
each other to claim the horde of archeotech
that lies within the Dome’s ancient structures.

This will be a brutal conflict — there is only
one rule: Last gang standing, wins.

Each of the four gangs plays at once in this
multi-player battle.

TERRAIN

The game is played over a 6'x4' table. This is
slightly larger than usual to take into account
that four gangs are playing at once. The
terrain at the heart of the Ironyard is dense;
s0 include lots of buildings, walkways and
other structures to represent it.

GANGS

Each of the players should roll a D6. The
highest roll may choose a corner of the
battlefield to set up in. They may set up
within 8" of the long edge and no further than
12" from the short edge. The player with the
second highest roll chooses the next corner
and so on until all of the corners are taken.

b
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CENARIO: BATTLE

RAYGORN'S
ROUGHNECKS

For me, what's great
about Necromunda is
how attached you can
become to your gang.
Obviously there are
some players who just
like to play their games
and get on with it. But |
cannot see any harm in actually caring about
the development of your gang.

Rob MacTaggart

But here we are, at the end of it all, and what
has become of the Roughnecks? Well, they're
still alive and that’s always a good sfart! My
performance could have been better, but
being new to Necromunda, | think | managed
to put up a good fight against some of the
veterans | came up against.

Goliaths will still always be the gang for me; |
focused more on a close combat gang,
arming most members with clubs and knives.
Something | am considering for future games
is a more shooty gang, so | will probably
have a mix of both. This will give me all the
back up firepower | need to get in close for
the kill (bash, grind and kill again!)

I still have some enemies from the campaign,
and |'m sure that grudge matches will be
springing up around GW Headquarters in the
near future. Right now though, I'm looking
forward to crossing swords with Andy’s
Aristotle again in a forthcoming Hobby
Specialist Necromunda campaign.

| will have my revenge...

The gangs will be closely packed together to
begin with. This represents the fact they have
just arrived. Furthermore, no gang may use
Vents or Tunnels to deploy any of their
gangers in the dome.

STARTING THE GAME

Each player rolls a D6. The highest scoring
player takes the first turn. Play then proceeds
clockwise round the table from this player for
the rest of the game.

ENDING THE GAME

The gang that is left on the battlefield when
it's all over and the dust has settled is the
winner. They will be able to enter the Dome
itself and steal the archeotech within.

Gangs must take Bottle tests as normal. If a
gang fails a Bottle roll, or one of the players
volunteers to bottle out, all of their models
are removed from the table and they can play
no further part in the game. The game ends
once three players Bottle Out. The player that
remains automatically wins.

FOR THE DOIE

JADE LOTUS

This month Jade Lotus
gave a good account of
themselves. Teaming up
with HiveNet we beat
the combined forces of
the Spectres and
Roughnecks.

Pinyo Gulashart

I've learnt a lot about
playing games of Necromunda after the [ron
Lords campaign, like using Hired Guns. Even
with their abilities you should not wholly
depend on them to win you the battle. The
tactics | used in my earlier games reflected
my Warhammer 40,000 background —
charging forward and getting info close
combat as quickly as possible. Necromunda
is entirely different and I'm glad | had the
opportunity to play in a campaign like this as
I've developed some sound tactics to use in
future games.

Although | didn't make it to the final game,
I've had a lot of fun being part of this
campaign. Watching my gang grow with each
game (even if they didn’t win) was kind of
rewarding. It was like seeing a family of
characters develop. Each of the remaining
gangers have a hard history as they have
fought to stay alive in the nightmare of
Necromunda’s Underhive.

Even though the campaign is over, |'ve now
got a Necromunda gang | can pick up and
play with in the future. Hopefully, they will be
able to develop and grow even after the
campaign. With any luck they'll be able to
start winning more games too.

Fighters who take part in Battle for the Dome
garn Experience points as noted below (note:
although this is the last battle, the players
may wish to continue with their gangs):

+D6 Survives. If a fighter survives the battle

then D6 points are earned. Even fighters who
are wounded and taken out of action receive

experience for taking part.

+5 Per Wounding Hit. A fighter earns 5
points for each wounding hit he inflicts
during the battle. Make a note on the gang
roster every time the fighter scores a hit and
wounds his target. Although it is possible to
inflict several Wounds from one shot using
some weapons, only 5 points are earned
when this happens, not 5 paints per Wound.

+10 Winning Gang Leader. The leader of the
winning side earns 10 Experience points.

Archeotech. The winning gang receives three
free rolls on the Rare Trade chart.



THE FINAL BATTLE
Through a hail of gunfire, across
miles of inhospitable wasteland
four hive gangs have made it as far
as the Dome. Now, the mechanised
monsters of HiveNet, the dread
Dead-Marsh Defilers, the insidious
Spectres and the power-hungry
Phantoms are all vying for glory.
This is the final hour. Fight to the
last man standing. Let the Battle
for the Dome commence!

THE FATE OF THE FACTORUMS

Before the final game could begin there was
the small matter of resolving who would
control Factorum Alpha and Factorum Beta,
thus gaining some useful benefits in this
battle. Resistance was indeed futile as
HiveNet re-established themselves as
Ironyard championship cantenders by
securing Factorum Alpha. On the opposite
side of the Ironyard it was the Spectres that
gained the upper hand in the struggle for
Factorum Beta. Both gangs had made it to the
final and so could use the bonuses of these
two territories. Rolling these up before the
game yielded HiveNet two frag grenades as
well as the ability to re-roll all failed Ammo
rolls, whereas the Spectres bagged three
suits of Mesh armour, which were distributed
amongst the gang's high and mighty.

CLOSE COMBAT

As Battle for the Dome is a four-way
game we decided to introduce a rule to
limit the number of close combats
fought during each game turn.Rather
than having all the close combats on the
table fought each Close Gombat phase,
they were only fought if the player
whose turn it was had models involved
in that particular fight. Therefore, if
there was an ongoing conflict
somewhere on the table, it was only
fought in the turns of the players
actually involved. We recommend you
do the same.

DIRTY TRICKS

Before the game even began a cursory glance
at the player's submitted gang rosters
revealed some pretty cheeky dealings. There
must have been a discount on Scummers as
the Spectres came with five all armed to the
teeth. However, it was the Phantoms that
took the underhand honours. Selling a shed-
load of stuff that stopped just short of their
granny, they amassed a whopping nine
Scummers. Together with four Juves that
were naked barring a knife (perhaps they
answered the Situation Vacant ad from last
month’'s Tribune), the stripped down
Phantoms weighed in at a hefty 24 models!

Of the other pre-battle malarkey, worthy of
note was the return of Muck Gyver, HiveNet's
Bounty Hunter lackey from Slum Town. There
was also an early exit for Feryl of the
Phantoms and A600 from HiveNet due to Qld
Battle Wounds.

With the preliminaries over it was time for the
main event. The fearsome foursome cast their
dice. What'd you know HiveNet were going
first... Surprise.

TURN ONE

HiveNet raced through the darkness, bursting
through the cluttered buildings with eerily
synchronised precision. A large group hung
back, detecting heat signatures that had
somehow bypassed their sensors. Through a
narrow overpass and beneath a low gantry
they saw the misshapen creatures of the
Dead-Marsh Defilers. Staccato bursts of las
and bolter fire echoed down the metallic
corridor. The two infiltrating mutants were
pinned by the fire, Klint ‘No-nose’ dragging
‘Pretty’ William, who'd suffered a flesh
wound, into cover.

“Frickin’ robot assassins!” Klint bellowed
defiantly as he went to ground.

Across from the machine workshops and
blasted towers, ‘Uncle’ Joe heard the cry of
his gangers and pressed down a feeling of
dread, “Not the frickin robot assassins,” he
muttered, “anyone but them.” Plague
Zombies ranged ahead of the rest of the
Defilers, their gait slow and shuffling. Behind
them Joe saw the blinking lights of a HiveNet
ganger through the dark and forced the
cyborg to fall back with a shot from his
grenade launcher. The rest of the Defilers got
into cover.

0On the other side of the massive Dome the
Spectres and the Phantoms moved fast
towards their hated rivals. A pact had
supposedly ensured an alliance between them
but the Spectres opened fire on the
Phantoms anyway, wounding one of the
gangers. The Phantoms were enraged at this
treachery and returned fire, downing Vargas
with a burst of heavy stubber fire. The pact, it
seemed, was off.

TURN TWO

Despite the return fire of the Defilers, HiveNet
continued their inexorable advance towards
them. In the overpass Klint and William kept
their heads down, only sustaining further

The Defilers advance behind a seemingly
indestructable Zombie meat shield,
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flesh wounds from the frenetic fire erupting
around them. Above the din they could make
out, “Exterminate, Exterminate!” Back in the
Defiler's camp Joe was shouting frantic
orders mixed with promises and threats. A
huge burst of fire erupted in his eardrums as
STE's autocannon inflicted a flesh wound on
Redscale the Scaly. The muzzle flash was
imprinted on Joe's peripheral vision. Taking
careful aim, 1200 took him down with an
expert shot from his lasgun.

Seeing his master hurt, Redscale bellowed in
primordial rage. Racing into the open with his
Scavvy brethren he made a Juve-kebab out of
A3000 who was catapulted backwards with
the blow, colliding with Pong. As the smoke
cleared, A3000's circuitry sparked and died as
he shutdown. Pong heaved the smoking
carcass off himself. When he looked up two
Plague Zombies were hurtling towards him.
One went down to a lasgun shot but the other
one marched on undeterred...

Across the Dome and the Phantoms, after
some serious cajoling by the Spectres
resumed their pact. This time Lazenby and
his boys kept their guns in their holsters and
the two gangs advanced towards HiveNet,

TURN THREE

Leaving the Scavvy infiltrators in their wake
within only 3D0’s flamer in position to torch
them, the majority of HiveNet advanced
towards the large battle developing against
the bulk of the Defilers. In an open square,
the lone Plague Zombie still advanced getting
within gnawing distance of the HiveNet
gangers. A massive burst of fire erupted from
the HiveNet lines, all targeting the Plague
Zombie. Shrugging off a flesh wound from
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Muck Gyver, it groaned, “Braaiiins,” and
shuffled onwards. 3D0's efforts in culling the
pesky infiltrators ended in failure. ZX128K,
leader of HiveNet, stepped in and downed one
of them with his bolter, while Jaguar took
down the other.

Creeping up behind their zombie shield the
Defilers shat back. Yurl, their long-serving
Scummer, nailed Cantab Joup, one of
HiveNet's Juves who had ventured too close.
Big ‘D’ let rip with his stub gun. Muck Gyver
was nearly spun off his feet with the impact,
but he gritted his teeth against the pain and
advanced. Lucky Brin, living up to his name,
downed Vic 20 and suddenly HiveNet were
chittering in binary and on the run. “Does not
compute,” shouted two of the mechanised
monstrosities as they fled.

The Spectres and the Phantoms had a lot of
ground to cover and continued towards the
embattled HiveNet and Defilers, happy for
them to kick the crud out of each other
before they arrived.

TURN FOUR

In the street, G64 and GPC464 strafed the
Defilers with their plasma guns. In the
ensuing fusillade Yurl fell. "My face, not my
beautiful face!" he screamed, but still the
irrepressible Plague Zombie remained
unscathed!

Spying the Phantoms bolting towards them,
STE levelled his autocannon and let rip at the
band of Scummers leading the gang,
downing one. Seeing one of their comrades
felled, three more of the Scummer band,
known as ‘The Unnamed’ turned tail and ran,
the discount rate of their services failing to

The Spectres line up on the gantry ready to shoat down HiveNet.

secure loyalty in the face of certain death. The
return fire of the Phantoms as they piled
down a narrow alley was ineffective.
Desperate to take down the Plague Zombie,
Toshiba weighed in against it in close combat
but failed to take the creature out.

Buoyed up by the seeming indestructibility of
their zombie mascot, Stinky, the Defilers
blasted at HiveNet with frenzied fervour.
CPC464 fell in a smoking heap from ‘Cousin’
Barker's stub gun, causing a circuit
malfunction in C64 and GeoNeo, who fell
back. Amidst the storm of shot and shrapnel,
Toshiba and Stinky clashed, the Plague
Zombie gouged at the hapless ganger and
dragged him down to feast.

Meanwhile, the Spectres still closed on the
embattled gangs, Aristotle Lazenby leading
his men up onto a slim gantry for a better
shooting position.

TURN FIVE

The struggle for the Ironyard was reaching
fever pitch. HiveNet held their nerve in the
face of fire from the Defilers and moved in to
pincer the Scavvies. A virus must have been
affecting their operating systems though as
most of the gang failed to hit anything. The
exceptions were ZX128K and STE who
blasted away at The Unnamed, downing one
Scummer and putting another to flight. The
HiveNet marksman, 1200, was also on target
but could only pin the Phantom’s Heavy, the
heavy stubber-armed Cravex.

In the street Vic20 finally shutdown, circuitry
sparking violently as his main processor died.
Of the two plasma gunners, CPC464 got up
with a flesh wound and C64 returned to the
fight, uploaded with a new mission directive.
GeoNeo just kept on running.

The sight of so many HiveNet gangers
returning to the fray and the threat of
reinforcements must’ve been enough for the
wounded ‘Uncle’ Joe who signalled the
retreat. “No robot assassin is gonna take me
down, yaaahh!" he cried. The Dead-Marsh
Defilers botiled out and four became three!

For the Phantoms the pact with the Spectres
was looking a poorer deal all the time as the
turncoats opened fire on them again. After
one of the Spectres, Kristantos, pinned one of
The Unnamed, a veritable clash of the
Scummers erupted between The Unnamed of
the Phantoms and the Spectre’s ‘Unknown
Gunmen’. Three of The Unnamed went down
from bolter and hand flamer fire, some
previous feud between them bubbling
violently to the surface.

The Phantoms now found themselves
attacked on two fronts. Despite blasting away
at the Spectres they caused no significant
damage, but the Unnamed did take down 3D0
and Gamegear from HiveNet. It was enough



for Pong and 2BCmic who fled. But that
wasn't the end of the carnage. Bellowing,
“You suckers are going down!" Cravex
wounded STE with a burst of fire from his
heavy stubber while Gindarr caused a flesh
wound on HiveNet's Jaguar. In spite of the
supposed dominance of HiveNet it seemed
that neither the Spectres nor the Phantoms
were willing to give up without a fight,

TURN SIX

Fire blasting over their heads, Muck Gyver
and Gamegear crawled desperately into cover.
The rest of HiveNet advanced to meet the
new threat of the Phantoms and the Spectres.
C64 took aim with his plasma gun and
inflicted a scorching wound on Merklyn of the
Phantoms who went down in a smoking
heap. Pong recovered his nerve, automated
probability scenarios in his CPU informing
him, however erroneously, that victory was
60% in HiveNet's favour.

As the fire-fight between HiveNet and the
Phantoms continued, the Spectres took more
high ground. Kristantos tried to assist the
Unknown Gunmen but shot one of them in
the back. "Oops,” he muttered, ducking down
after watching him slump to the ground. This
didn't seem to affect his fellow Scummer,
however, who downed Reekon and caused a
flesh wound on Ectar of the Phantoms.
Seeing his comrades brought down so
callously, Arzon freaked and ran like a girl. Up
on the gantry Koskov added to the Phantom’s
woes by nailing Fletchen with a crackshot
from his autogun. Meanwhile, on the ground
a brutal close quarter battle between The
Unnamed and the Unknown Gunmen resulted
in one of the Unnamed going out of action.

With bodies strewn about the Ironyard the
Phantoms dug in and kept fighting. One of
The Unnamed downed an Unknown Gunmen
in retaliation for the felling of his brethren,
But fate seemed against the Phantoms as
they paid for their underhand dealings.
Phantom Leader Leoric's autopistol ran out of
ammo and he was forced to draw swords,
while in the filth-choked gutters Fletchen and
Reekon fell into unconsciousness.

TURN SEVEN

With circuitry crackling from nearly a half-
dozen fragged gangers, HiveNet still stayed in
the fight. ZX128K relayed his binary-coded
orders to the rest of the gangers and they
retreated in unnerving unison to avoid the
bulk of the Phantom’s guns.

The Spectres noticed the shift in the battle's
emphasis and filled up the gantry overlooking
the dome floor. A moment of silent tension
fell over the scene and then sparadic gunfire
erupted from the Spectres. In the ensuing hail
of bullets Carver downed one of The
Unnamed, while Zukovsky took out another
with his shotgun. Taking careful aim Craven
nailed Cindaar of the Phantoms with an
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expert shot, sending Ectar fleeing for cover.
‘Doc’ Kananga finally got his heavy plasma
gun going, the weapon bucked from the
recoil as he downed another of The
Unnamed. HiveNet too fell under the
Spectre’s cosh. Scarpine and Whittaker
pinned CPC464 and 1200 with their
combined fire.

Taking it on the chin from the furious fire of
the Spectres, the Phantoms fought back.
Leoric led the charge into close combat
whilst behind him the shooting started.
Abraxas downed Scarpine and one of the
Unnamed wounded Carver. In the brutal
melee erupting amidst the shooting Learic,
aided by one of his Juves took on an
Unknown Gunman and brought him down.

FINAL TURNS

As if the Phantoms hadn’t already learned
about the perils of pacts and their inherent
fragility they entered into one anyway, this
time with HiveNet. Hated rival became hated
ally as they fought together to take down the
Spectres who were gaining a real strangle
hold on the battle.

With this in mind, only Muck Gyver, peering
through the mist and smoke, had a shot. He
made it count and took down Whittaker.

The Spectres reacted to the impromptu pact
with a ballistic barrage. Lazenby led by
example searing Leoric, the leader of the
Phantoms, with his laspistol, causing a flesh
wound. Graven poured fire into the alley
where the majority of the Phantom'’s strength
assembled and pinned Arzon. As Leoric still
smarted from the laspistol blast, one of the
Unknown Gunmen popped around the corner
and took down him and his Juve. This was
enough for Cryotek Il, who fled from the
battle. Away from the shooting gallery in the
alley, Kristantos struggled with the last
remnants of The Unnamed, The combat was
brutal but in the end Kristanos emerged
victorious and the Scummer was left in an
unceremonious heap at his fest.

Muzzle flashes exploded in the darkness as
the Phantoms tried desperately to retaliate.
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Koskov was downed by one of the Unnamed
still walking and breathing, while Cravex
wounded Lazenby as he strafed the gantry
with his heavy stubber.

With the enemy closing, Leoric rose groggily
from the ground, face spattered with mud
and oil. All around the Phantoms were locked
in bloody close quarter fighting with the
Spectres. It seemed there would be no respite
from the chaotic fighting as none of the three
leaders were willing to give in. Was what
whatever archeotech that lay in the dome
worth this? In the end he thought not and
called the retreat.

It was now that HiveNet could bring its full
force against the Spectres. Their drubbing at
the hands of the Defilers early in the battle
was deceptive and much of the gang was still
very much intact. Realising he would surely
be destroyed if he stuck around to fight the
cybernetic killing machines, Lazenby fell back
with his men, leaving the Ironyard to HiveNet.
Domination of the Ironyard was HiveNet's but
total hive domination, well that's a whole
other story...

NECROMUNDA LIVING RULEBOOK
If you've enjoyed the Iron Lords campaign
and would like to get playing your own
games of Necromunda

you can now download

the Necromunda Living

Rulebook from the

Specialist Games

websile.

This tome, one of

several living

tulebooks, is

constantly updated

with rules

amendments and is completely

free. To download your own copy see:

www.games-workshop.co.uk/
necromunda

www.specialist-games.com/necromunda 75
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"H you rc reading this.
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yeuv: been done.

FACTORUM’S ALPHA AND BETA
INVADED AS GANGERS CLOSE IN

" AS FAST AS THOSE SUCKERS ARRIVED, THE GANGS

EXERTING THEIR CONTROL OVER THE CHEM WELLS AND
JUNKYARD HAVE LEFT. I'D LIKE TO SAY IT'S DOWN TC AN
|MPROMPTU BOUT OF MORAL CONSCIENCE BUT MOST OF
SEVERE
|MPULSE CONTROL DISORDER TATTOOED TO THEIR
FOREHEADS, KAPEESH? NO, WITH THE STAKES HIGHER
THAN AT A SLUDGEJELLY SWIMMATHON THE GANGS VYING
FOR THE ARCHEOTECH HORDE IN THE IRONYARD’S
CENTRAL DOME HAVE SET UP SHOP IN THE CLOSE-BY
ALPHA AND BETA FACTORUMS. WE'VE HAD REPORTS OF
FIERCE BATTLES BUT CAN REVEAL THAT THE FACTORUMS
ARE IN THE POSSESSION OF HIVENET AND THE

THOSE AMORAL SCUMBAGS SHOULD HAVE

SPECTRES. AS THE GANGS ATTEMPT TO RE-POWER THESE
ANCIENT INDUSTRIAL MONUMENTS EXPECT POWER
SURGES AND CUTS IN THE IMMEDIATE AREA. REST EASY
THOUGH FOLKS, NOW THE DOME IS WITHIN THEIR GRASP
THE END OF THIS TURF WAR IS IN SIGHT. (THAT'S ONLY
|F YOU'VE STILL GOT POWER. DIFFICULT TO SEE
ANYTHING IN A BLAGKOUT).

BLACKOUTS RAVAGE DOWNTOWN

UNEXPLAINED BLACKOUTS HAVE PLUNGED DOWNTOWN
INTO PITCH DARKNESS. WHAT PASSES FOR SOCIETY HAS
GROUND TO A STANDSTILL AND AS OF YET THERE
LOOKS LIKE NO RESPITE. ALREADY SEVERAL ACCIDENTS
HAVE DGCURRED, ALTHOUGH THERE HAVE BEEN NO
FATALITIES. SEVERAL PEOPLE HAVE BEEN KILLED BUT
WATCHMEN IN THE AREA ASSURE US THIS HAS NOTHING
TO DO WITH THE LACK OF POWER. WHEN ASKED ABOUT
THE POWER CUT, LOCAL DOWNTOWN AUTHORITIES HAD
THIS TO SAY, “DARK, NO, NO 1 DON'T LIKE THE DARK.
MAKES ME MORE NERVOUS THAN A CULTIST AT A
REDEMPTION GCONVENTION.” THE WATCHMAN
NEGLECTED TO PASS COMMENT.

Ty e A ——

T T AT

The heart of the Ironyards are located deep in this section of Hive Primus.

IN WITH A BULLET
ENFORGER SERGEANT BASTION DEMOTED TO WATCHMAN
OF STINKTOWN AFTER POOR HANDLING OF THE
‘|RONYARD MATTER'.

® TWO-FOR-ONE DEAL ON HIRED SCUMMER SENDS HIRING
FIGURES THROUGH THE ROOF.

« \WEAPONS ONCE OWNED BY THE PHANTOMS HIT THE
BLACK MARKET, ALONG WITH THEIR KITCHEN SINKS,
GRANNIES AND SHIRTS OFF THEIR BACKS.

® SMELLY BOB OUTED AS A CULT WORSHIPPER.
ENFORCERS SEEK INFORMATION AS TO HIS
WHEREABOUTS.

e JADE LOTUS AND TRENCHCOAT COWBOYS DISBAND
AFTER MULTIPLE ASS-WHUPPINGS.

HOBBAY A.K.A ‘PENFOLD GULASHART AK.A 'THE
LAUGHING ASSASSIN'

WANTED FOR CRIMES 100

. WANTED FOR CONSFIRACY AND
AHIMAL WORRYING, A KHOWHN
'CONSORT OF THE UNWASHED
BROTHEAHDOD. THE
ENFORCERS ATVISE
AVOLDANCE AT ALL COSTS.
THREAT LEVEL: HIGH

HUMEROUS TO MENTION,
ENFORCERS WARN WE GOULD
APFEAR ANYWHERE AND AT
AHY TIME.

THREAT LEVEL: MINIMAL

DANGER! UNDER NO CIRCUMSTANCES SHOULD THESE

ROGUES GALLERY — CRIMINALS STILL AT LARGE

BELIEVED TO BE FUNDING THE NEFARIOUS ACTIVITIES OF SOME OF THE GANGS EXPLORING THE IRONYARD, THE
ENFORCEMENT HAS ISSUED A HIVE-WIDE ALERT FOR THE FOLLOWING SUSPICIOUS CHARACTERS.

MACTAGGART A.K.A ‘THE RUDGE A.K.A ‘SIXGUN RUDGE'
WANTED FOR ILLEGAL ARMS
DEALING. RUMOURED TO BE

SURPLYING THE TRENCHCOAT

CHAMELEON"

VIANTED FOR MOSHING,
GENERAL VICE AND SCARING
PUPPIES. BEWARE: HE MAY
HAVE ALTERED HIS
APPEARANCE RECENTLY,
THAEAT LEVEL: MODERATE

COWROYS, ADEPT AT
CAMDUFLAGE AND COVERT
OFERATIONS.

THREAT LEVEL: DEBATADLE

MEN BE APPROACHED! SHOOT FIRST, AIM TO KILL!

I __.‘:7—--." L = 'H' } i AR

NECROMUNDA TRIBUNE
THE DOME IN SIGHT!

25 creds

ENFORCED EXIT?
THE ENFORCERS HAVE GIVEN UP ON THE IRONYARD. THE
LACKLUSTRE PERFORMANCE IN KEEFING THE PEACE OF

PRECINGT 13'S FINEST HAS NOT GONE UNNOTICED BY ,'
NECROMUNDA'S RULING ELITE. SERGEANT BASTION HAS

ALREADY BEEN RELIEVED OF DUTY AND GIVEN A NEW
POSTING. THE REST OF THE TEAM HAVE BEEN
REASSIGNED TO NEW DETAILS AND ARE TO COMMENCE '
HUNTING DOWN THE GANGS RETURNING FROM THE
|RONYARD IMMEDIATELY. WHEN ASKED ABOUT THE.
FIASCO, ENFORCER OFFICIALS RESPONDED WITH THE.
FOLLOWING STATEMENT, “WE HAVE EXECUTED A
STRATEGIC WITHDRAWAL FROM THE IRONYARD AND PLAN
70 DETONATE EXPLOSIVES AT THE ENTRANCE TO TRAP | O
THE SCUM WITHIN, OUR TEAMS WILL MOP UP ANY THAT!
MAKE IT THROUGH.” AS FOR THE ‘RE-ASSIGNMENT' OF | |
SERGEANT BASTION OFFICIALS HAD THIS TO SAY,
«gERGEANT BASTION? NO HE WASN'T PUSHED, HE
REQUESTED THE TRANSFER TO STINKTOWN.”

TRIBUNE TO CLOSE ITS DOORS

AFTER DEDICATED SERVICE WE ARE SAD TO REPORT

THAT THE TRIBUNE 1S DUE TO CLOSE ITS DOORS. IN

POINT OF FACT WE ALREADY HAVE OUR DOORS CLOSED
AND BARRED, AS BAILIFFS FROM UPHIVE ARE TRYING TO
GET IN AND BEAT US ALL WITH STICKS. WE ARE PROUD

TO HAVE BEEN THE VOICE OF THE PEOPLE FOR WHAT A
WAS A SHORT TENURE BUT, RESPECTFULLY WITH

DIGNITY INTACT, IF NOT ARMS AND LEGS, WE BOW OUT.

OBITUARIES

44+ RATTY, DIED OF A BROKEN HEART +
RAYGORN OF THE ROUGHNECKS, POPPED VEIN
DURING WEIGHT LIFTING CONTEST ;lr BAD DOG,
DOWN AFTER A FREAK OIL LEAK -+ SMELLY BOB,
BURNT AT THE STAKE BY THE REDEMPTION + 4+

PUT
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| War in the Jungle
The upcoming
Lustria supplement
previewed.

S
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&/ The Sigmarites
An exploration of
the followers of the
god Sigmar.

R The Enemy Within
Deadly cults of
Chaos gnaw at the
heart of the Empire.
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Tactica: Ogre
Kingdoms
Getting the best
from your Ogres.,
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The vile Skaven are implacable foe.

| A hostile terrain that

' harbours equally hostile

W foes, Lustria has played host
i to many bloody battles...

) '-,’ Andy Hoare grabs a machete
.+ and heads into the

' uncharted jungles.

ext month sees the release of

Warhammer Realms: Lustria — a

brand new supplement for players
of all Warhammer armies, providing
rules and scenarios for fighting in the

' 78 WELCOME TO THE JUNGLE!

perilous depths of the Lustrian jungle,
as well as two new army lists — the
Lizardmen Red Host of Tehenhauin and
the Skaven Bubonic Court of Nurglitch —
and a new special character for each.
There’s also 2 complete campaign
system, detailed background and a
whole lot more. Any army can be ficlded
in this setting, providing many new
tactical challenges to overcome. Those
bold enough to brave Lustria will soon
find out that the environment is as
much an opponent as the enemy, and it
takes the most cunning of generals to
tackle both! J

Far across the Great Ocean lies the
legendary continent of Lustria —a vast
and sweltering land of dense tropical
jungle, warlike natives and uncounted
riches. Perhaps unsurprisingly, it is the
latter that deaws explorers from every
corner of the world, intent upon
penetrating the perilous realm of the

Lizardmen in search of gold, arcane

artefacts, slaves or the very secrets of the
ancients themselves.

But the Lizardmen have guarded their
domains for acons, and brook no
intrusion from the warm-blooded and




ignorant ‘young races’. Furthermore, the
jungle itself is wont to repulse invaders
before they have travelled more than a
few hundred metres through its
shadows. Many, varied and painful are
the ways of dying offered by the Lustrian
jungles — insects whose bites carry
poisons that reduce a man’s blood to
pus within days, acidic algae that sears
skin, carnivorous plants capable of
eviscerating the mightiest warrior, and
such creatures as the brainfluke, the
bladder maggot and the bile wyrm. All of
these have gruesome ways of killing and
consuming their victim (not necessarily

in that order) that would turn the
stomach of the most seasoned
campaigner. Few who attempt to
uncover the secrets of the jungle return.

Nonetheless, each year brings yet more
adventurers, each more foolhardy and
avaricious than the last, and each year
more artefacts sacred to the Lizardmen
are irretrievably lost, sold at exorbitant
prices to the highest bidders amongst
the Old World's scholarly elite. Vast
fortunes are made, but at such terrible
cost that few are bold enough to embark
upon such a perilous endeavour.

Tehenhauin — The
Prophet of Sorele

—
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ighting in the depths of the jungle

is an entirely different kettle of fish

to fighting a set-piece battle across
b an open plain. Warhammer Realms:
~© Lustria contains a set of rules that add
{ an additional layer of detail to the
- Warhammer rules, tailoring them to the
unique requirements and challenges of
the setting. Rules are provided for light,
dense and impenetrable jungles,
undergrowth, ruins and fast-flowing
rivers, and rules for a new formation —
Loose Order — provide the means by
which warriors can negotiate these
hazards. And speaking of hazards: the
perils of the jungle come to gruesome
life through the Events and Encounters
tables. Events take place before the
game begins, and represent such things
as the army getting lost, mired in a
tropical downpour or perhaps of hiring
the services of a native guide.

Encounters take place during a |
new phase of the game — the
Encounters phase — and
feature all manner of
unpleasantness from voracious
» carnivorous plants to wicked
native traps, all of which are
deadly to any warrior foolish
enough to stray too close.
Furthermore, Encounters are
played by one playerto the
detriment of the other, a fact
that adds a further level of
particularly guilesome
gameplay to proceedings. ..
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Lizardmen Saurus ont Gold Ones are just one of the new plastic reghnent sets you'll be seeing this year
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SCENARIOS

Warhammer Realms: Lustria contains six
entirely new scenarios, all of which are
designed to exemplify the perilous,
narrative-driven type of confrontation
typical of the setting. From a desperate
gamble to rescuing a comrade from a
gruesome ritual sacrifice, to a daring
ambush as the enemy crosses a fast-
flowing river, these scenarios offer
characterful and challenging alternatives
to the rules found in the main
Warhammer rulebook.

Extensive sections on campaigning in
Lustria are a major part of the book,
presenting for the first time a complete,
node-map campaign system that you can
pick up and use straight ‘out of the box’.
The section contains detailed
information on generating territory and
locations, and the lines of march that
connect them, as well as the special
rules associated with each. No campaign
system would be complete without a
system for advancing your mighty heroes
and nefarious bad-guys. Warhammer
Realms: Lustria also contains a
comprehensive system of veteran
honours to ensure characters advance as
befits their legendary deeds (or indeed,
ignominious defeats!).

THE RISE OF SOTEK

Central to the history of the continent of
Lustria, and to that of its inhabitants, is
the Rise of Sotek. This period saw the
emergence of the Skaven Clan Pestilens
amidst the plague-ridden swamps, and
only ended after an epic, millennium-
spanning war that culminated in the
coming of the Serpent God Sotek and
the expulsion of the rat-things from the
Lizardmen’s realm. Warhammer Realms:
Lustria presents details of this period in
history, as well as in-depth advice on

[
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running it as a campaign, using the
system presented elsewhere in the book.

The Rise of Sotek section of Warhammer
Realms: Lustria is home to two army
variants — the Red Host of Tehenhauin,
and the Bubonic Court of Nurglitch.
Each is'led by a mighty special character;
Tehenhauin, the Prophet of Sotek in the
case of the Red Host, and Nurglitch, the
Arch Plague Lord in the case of the
Bubonic Court.

The Red Host of Tehenhauin attacks in
the manner of its patron deity —
the twin-tailed serpent. As -
the snake slithers
. through the
undergrowth,
50 the Red Host
makes use of its
knowledge of the jungle,
silently approaching the
enemy and awaiting the
opportune moment to
strike. At the moment
of attack, they hit
with lethal intent,
focussing all their
venomous hatred into
the enemy’s weakest
point. Throughout
history, the
spawning pools
have produced
such hosts at times
of great strife, but
the greatest army was that led by
Tehenhauin, the Prophet of Sotek and
scourge of the rat-spawn.

Tehenhauin's armies were
predominantly composed of Red
Crested Skinks — a particularly warlike
and hardy spawning able to resist the
predations of Clan Pestilens’ vile

Nurgliteh, Arch Plague Lord of Clan Pestilens.

Skaven Plaguemonks in plastic!

plagues. The Red Host of Tehenauin
therefore emphasises Skinks above
Saurus, and the Sacred Spawning of
Sotek is much in evidence.

The Skaven of Clan Pestilens bear
corruption and disease as a sign of
their dedication to all that is foul.
The Bubonic Court of Nurglitch
has risen from the nameless
band that penetrated the
jungles of Lustria, The
majority of its-members
. succumbed to the tropical
o diseases running rampant
through the Lizardmen’s
realm, until the last
remaining Skaven sealed
their pact with a new god.
They embraced their own,
new plagues and
maladies, ‘gifts’ so vile
that they were able to
shrug off the jungle-
born plagues with ease,
Nurglitch was the first
of the Plague Lords of
Clan Pestilens, and was
responsible not only for
their ascension as a
clan and their seat
on the Council of
Thirteen, but also
for the corruption
that gnarls their
bodies and marks BT
their souls. Andy Hoare
Andy’s favourite special
The Bubonic Court of Nurglitch army character from the new
list puts the emphasis on Plague
Monks and Censer Bearers, and
contains a number of other new
units Skaven players will be keen to
explore, from the dead-on-their-feet
Pusbags to the Cauldron of a
Thousand Poxes.

Lustria book is
Tebenbauin, the Prophet
of Sotek. "He may just be,
a Skink, but be's a Skink
on a mission from the
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The Church of Sigmar
preaches a warrior doctrine
of duty, honour and courage.
Established after the
Empire’s founding father,
the priesthood of Sigmar is
one of the most powerful
organisations in the Empire.
Graham McNeill digs deep
into the origins of

the church of the Empire’s
warrior god.

he Empire is one of the greatest
i nations of the Old World, forward

thinking, populous and possessed
of great armies and leaders. But rather
than one cohesive land, the Empire is a
loose confederation of provinces and
city-states held together by a shared
belief and political structure. But the
Empire was not always thus. Two and a
half thousand years ago, the land of the
Empire was wild and untamed, the
tribes of Men moving from the northern
forests to colonise the lands of the
south, The earliest records of these
times are of the Dwarfs, rather than of
Humans, speaking of rough, fur-clad
savages who battled the Orcs and
Goblins that infested the lands in their
thousands. The Dwarfs and these
primitive Humans became allies, the
Dwarfs teaching the secrets of
metalworking and sword-making to the
humans, no doubt glad of the thousands
of well-armed warriors who came
eastwards to fight the greenskins that
lurked in the mountains,

Sigmar the warrior

Greatest of these Humans was a warrior
named Sigmar, son of the chieftain of
the Unberogen tribe. He was born in a
time of great omen, when a mighty twin-
tailed comet crossed the skies. Sigmar
fought the greenskins with a strength
and ferocity unmatched by any other
warrior and all could see that he would
go on to achieve great things. While
travelling within the forest, Sigmar came
upon a group of Orcs holding a party of
Dwarfs prisoner and freed them in a
great battle, where he slew a mighty Orc

82 THE SIGMARITES
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he Sigmarites

A history of the most holy church of Sigmar

warlord. One of the freed Dwarfs was
none other than King Kurgan Ironbeard,
who presented Sigmar with a magical
hammer known as Ghal Maraz, meaning
‘skull splitter’ in the language of the
Dwarfs. He wielded this hammer in
many battles to come, earning the name
Heldenhammer — which means Hammer
of the Goblins.

Sigmar became the chieftain of the
Unberogen tribe upon the death of his
father, and set about uniting the Human
tribes under his leadership, offering
brotherhood to those that swore
allegiance to him and death to those
who did not, driving those tribes who
would not submit to his rule into the
cold north.

When the Dwarf realms were once again
threatened by greenskins from the east,
King Kurgan sent his Runesmith, Alaric
the Mad, to ask his Human allies for aid.
Sigmar marched to fight alongside the

T
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The rough villages of his 'jaébkblez.gréw ta
become fine towns and cities-and his-. &
people multiplied. This was still 4 time
of hardship and war, but under Sigmar’s
inspirational leadership, Men prospered
like never before. Little survives to tell of
Sigmar’s rule, but after 50 years of
leadership, he set aside his crown and
travelled eastwards to Karaz-a-Karak to
see his old friend, Kurgan Ironbeard.
Sigmar travelled alone and whether or
not he ever reached the Dwarf hold has
never been known.

The Cult of Sigmar

The time of Sigmar had passed and the
first ruler of the Empire became a
legend, a heroic forebear of his people.
Shrines were set up to his memory and
soon a cult grew up around Sigmar’s
mythic deeds, with tales of how he
would return to his people in their time
of need, and his coming would be
heralded by the arrival of a fiery twin-
tailed comet.

“The rise of the Cult of Sigmar was
swift, and soon 1t had thousands upon
thousands of adherents”

Dwarfs and the hold of Zhutbar was
saved. Later that year, Dwarf and Man
stood together once again, this time at
Black Fire Pass, a strategic way over the
Worlds Edge Mountains where a vast
horde of Orcs sought to cross into the
lands of Dwarfs and Men.

In a great battle lasting many hours, the
Orcs were routed and the threat from
the east was ended for many years to
come. King Kurgan presented Sigmar
with a crown forged by Alaric the Mad,
and the following spring Sigmar was
crowned Emperor of all the lands
between the Middle Mountains and the
Grey Mountains by the high priest of
Ulric. Alaric the Mad embarked upon the
creation of 12 magical swords, the
Runefangs, as a symbol of the alliance
between the race of Man and Dwarfs,

The reign of Sigmar was just and fair, his
Empire flourishing under his rulership.

Sigmar the god

The worship of Sigmar was soon to
change from the hero worship of a
legend to something much greater when
a mysterious hermit arrived at the gates
of Reikdorf — the town that would grow
to become Altdorf - claiming to have
had a vision of Sigmar surrounded by
the other gods. A fine temple was built
in the heart of the city and such was the
power of Sigmar's legend that within a
generation he was worshipped as a god.
In due course his cult developed a
priesthood, headed by the first Grand
Theogonist, Johann Helsturm. The rise
of the Cult of Sigmar was swift, and
soon it had thousands upon thousands
of adherents and Helsturm became one
of the most powerful men in all of

the Empire.

The power of Sigmar’s church grew with
each passing year, with its organisation
becoming more structured and unified
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as time went by. Sigmar became the
patron of the Empire and its inhabitants
—who call themselves Sigmar’s People.
This is true throughout the Empire, even
in places where Ulric, Taal and other
gods are the most actively worshipped.
All Empire folk are Sigmar’s People, the
Sons of Sigmar, and the Emperor is the
Heir of Sigmar regardless of his ancestry.

Because Sigmar stands in such a
personal relationship to the Empire, he
is often portrayed as symbolic of the
nation, and the priesthood of Sigmar is
closely associated with the state and the
imperial family. Of all the gods, Sigmar is
the god of the Empire as a political body
and, to many worshippers, this high
level of state recognition is an
unattractive aspect of the Sigmarite
temples. To more spiritual folk it is seen
as an imposition upon the personal god.
As a result, many sub-sects of the cult
have grown up that worship Sigmar in
their own way.

:A it’ Hunters :
" Practices of Sigmar’s worship vary enormously from place to place, but all hlS
\ worshippers hold to certain tenets, namely the abhorrence of unnatural sorcery,
'\ the persecution of witches and mutants and the slaying of all forms of greenskin el
" and creatures of Chaos. {

. Of all these foes, practitioners of sorcery (outlawed until the formation of the ¢ :‘
Colleges of Magic following the Great War against Chaos) and the proscribed cults 1‘
of the Chaos gods are the most vile enemies and need to be rooted out wherever '
‘they are discovered. Such dangerous, thankless work is undertaken by the witch
unters. These witch hunters are zealous, puritanical individuals, however they are |
ot clerics. Witch hunters have to stand above and beyond the religious orders
‘themselves and thus do not belong to a temple and are not part of the priesthood,
though sometimes a witch hunter might have had some religious training, or: they
'L may be accompanied by priests as allies. They roam the Empire, hired by the il
- Counts to enforce state laws against witchcraft, blasphemy and the adulation of th

:;Dark Gods.

_ " On the word of a witch hunter, anyone can be tried and burned at the stake for 8 '
| witchcraft and hundreds, if not thousands, have burned in the fires of the witch
hligters for their crimes — and perhaps not all of those who died by their hand -

" were gu:lty Howcver, such concerns are nothing compzu'ed to the very real p



,‘-3"' Luthor Huss and bis comrades corner.a
rogue Chaos Sorceror in a city backsireet.
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Consequently, of all the gods, Sigmar
inspires by far the most theosophical
discussion and variation of belief and
practice. As well as the principal Holy
Temple of Sigmar there are a number of
splinter groups and several main
branches of theology. And, although
there might be a keen sense of rivalry
and even passionately expressed
differences of thought, there is still a
universal belicf in the power of Sigmar
that is respected. Only rarely, and only
amongst the more extreme sects, does

that rivalry turn to dissension. In the
most extreme cases this has given rise to
the cults of self-flagellation, mendicants,
stylites, hermits, apocalypts,
processional or wandering bands of
zealots, and so forth.

Throughout the Empire it is considered
right to honour all the gods. Showing
proper respect for the gods is a mark of
good manners and is associated with
developed ethics and high intelligence.
Neglect of the gods, disrespect, or

Sigmarite Templars
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The Knights of the Hammer have fought the enemies of the Sigmarite Church for
- more than 200 years, their Chapter House and charter being granted to them by
| the Emperor Magnus the Pious himself Armoured in burnished steel, and
" wielding lethal hammers in honour of Sigmar, they have maintained an

- untarnished record against any threat to the Empire from Orcs to Chaos-
' worshipping invaders. The piety of the Knights of the Hammer is beyond question,
and cultists and demagogues have learned to fear the shaven-headed warriors with |

(

their shining armour and terrifying martial prowess.

Currently the order is struggling to recover from the horrendous casualties it
- suffered fighting alongside the army of Valten and Luthor Huss in the Storm of

! Chaos Of the 100 Knights that rode to Middenheim, only 20 returned, losses the
" Knights of the Hammer may take years to recover from.

84 THE SIGMARITES

openly expressed disregard of such
things is seen as a mark of low breeding
and ignorance — furthermore it is just
plain unlucky. Even the priests of a
particular god show proper respect to
other gods and spirits in appropriate
situations. As such, there are many gods
worshipped by the people of the
Empire, though Sigmar is far and away
the most widely venerated.

The Grand Theogonist has remained
head of the Cult of Sigmar since the
earliest days of the Empire, appointing
two Arch Lectors beneath him. Beneath
these Arch Lectors are a number of
ordinary Lectors who minister to the
various regions of the Empire. When
Sigmar passed from mortality to divinity,
the tribal chieftains he had appointed to
control the lands of the Empire feared
for the future of his lands. But rather
than falling into civil war, they decided
that future emperors would be

chosen by election from amongst their
number, and thus were the first Elector
Counts of the Empire created.

As the power of the church grew and
expanded, it was not long until the




Grand Theogonist was appointed as an
Elector, having a powerful say in the
election of a new Emperor. With such an
influential voice in the Empire, it did not
take long for the two Arch Lectors
beneath the Grand Theogonist to be
appointed Electors also, much to the
chagrin of the Cult of Ulric.

Within the Cult of Sigmar itself there are
three orders; the Order of the Silver
Hammer, the Order of the Torch and the
Order of the Anvil, each concerned with
a different aspect of theology. Priests of
the Silver Hammer travel the Empire,
rooting out heretics, smiting greenskins
and promoting the faith in the cult.
Those of the Order of the Torch
administrate the churches and temples
of Sigmar, officiating at religious
ceremonies, while the Order of the Anvil
is a monastic order that studies and
interprets the word of Sigmar.

The Sigmarian Heresy
Though united in its belief, the Cult of
Sigmar has, on occasion, been split by
differing factions of worshippers. The
widely differing practices of worship
throughout the Empire has led to

Arch Lector of Sigmar
Arch Lectors are amongst the highest ranked priests in the
Cult of Sigmar, able to wield great power, both spiritually
and physically. They epitomise the aspect of Sigmar as a
warrior god and have a fierce hatred of all things Chaotic.
An Arch Lector of Sigmar is a fiery individual, zealous and l
proud, with a strong arm to wield a warhammer in the i
1
i

name of his god, Uttering prayers of strength and battle, it
is his duty to take the fight to the depraved, the unholy
and the unclean, and to smite them with all his holy wrath.

An Arch Lector of Sigmar is a new Lord choice for an
Empire army, though bhe may not be used in a Cult of i
Ulric or Middenland army. :

Arch Lector of Sigmar 145 Points/model !

See page 162 to order this mocdel.

M WS BS S T W I A Ld
Arch Lector 4 5 3 4 4 3 5 3 9
Warhorse 8 3 0 3 3 1 3 1 5

Equipment: Warhammer (hand weapon)

Options:

* May have light armour (+3 pts) or heavy armour (+6 pts), and may also
carry a shield (+3 pts).

* May have a second warhammer (+6 pts) or a two-handed warhammer
(great weapon +4 pts).

* May ride a warhorse (+15 pts) which may be barded (+6 pts).

* May be given magic items from the Common or Empire magic item list
with 2 maximum total value of 100 pts.

Special Rules

Blessing of Sigmar. Arch Lectors of Sigmar are blessed by Sigmar and can invoke
the god’s protection against the dark sorcery of the enemy. So long as an Arch
Lector is on the battlefield, he adds two dice to the Empire player’s Dispel dice
pool during the enemy’s Magic phase.

Righteous Fury. Arch Lectors and the unit they are with hate all models in any of
the following armies: all Chaos (Chaos Warriors, Beastmen, Chaos Dwarfs and
Daemons), all Undead (Tomb Kings and Vampire Counts) and all Skaven. Note that
this power does not affect characters (they are more difficult to influence than the
average soldier) or units Immune to Psychology. Also note that Arch Lectors will
never join units which are not followers of Sigmar, so they can never join units of
Knights of the White Wolf or any Kislevite units.

Prayers of Sigmar. An Arch Lector uses the same prayers as a Warrior Priest,
though his prayers have a Power Level of 4 and he may use two Prayers per turn.

L.

us van Diesl =
arius van Dies] was a fearsome witch huntcr who pursued the enemies of the
mpire during the Age of the Three Emperors. Many who knew him took him for
our man, but a man nonetheless committed to his task and possessed of a sense
of justice and honour often lacking in others of his calling, With a natural flair for :.
* psychology and reading people, Marius was extremely successful in his vocation.
lowever, on occasion his sense of perspective led him to create situations that
ccasionally got out of control. Ry

e on the road and constant battle left Marius haggard and careworn, and the last
- mention of him in the annals of the witch hunters puts him in his fifties, still in I:T
00d physical shape, but the elements having begun to take their toll. Normally '_2'1
dfessed in black, Marius cut a sinister figure, with an infamously low, menacing
. voice that could be turned to gentle words when needed (which wasn’t often). He

.

travelled the hmpu'e with a loyal band of followers, on the trail of those who |

-l.( grs,n

iy, i
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séveral sehxsms that have threatened to *

tear the church apart, though such a
terrible fate has, thus far, been avoided.
Internal politicking concerning the
election of Lectors and Arch Lectors has
brought about much petty squabbling,

- but such things are of little consequence

when put alongside deliberate attempts
to split the church.

According to some legends, Sigmar was
always only half-man, a demigod
fathered by Ulric upon a mortal woman,
and this is promulgated openly by the
Cult of Ulric, who are also keen to point
out that Sigmar himself was crowned
Emperor by the high priest of their
order. At one point, this belief led to the
priests of Sigmar being considered little
better than heretics during a time
known as the Sigmarian Heresy. In 1360,
Ottilia of Talabecland declared herself
Empress without election. In this she
was supported by the high priest of
Ulric, who was himself an Elector
(appointed as a counterbalance to the
growing power of the Sigmarite Grand
Theogonist and Arch Lectors).

— e
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* Relations between the two cults had

been strained for some time, and when
the Count of Stirland, Ottilia’s long-
standing rival was elected Emperor, she
approached the high priest of Ulric and
convinced him that the Church of
Sigmar had been founded on a lie. The
vision and the comet were nothing more
than signs that Sigmar’s reign had been
blessed by Ulric. This suited the high
priest’s political ambitions nicely, and he
declared all followers of the Cult of
Sigmar to be heretics, with the cult’s
outlawing in Talabecland swiftly
following. Sigmar’s temples were
burned and his followers persecuted by
witch hunters. This state of affairs was to
continue in Talabecland for several
hundred years, until the arrival of
Magnus the Pious.

Warrior Priests

Priests of Sigmar who accompany
Empire armies as senior officers and
representatives of the state god are most
commonly known as Warrior Priests. The
provision of Warrior Priests within the
army is seen as a religious duty by the

Flagellants

state and is provisioried by the Empéror.--

himself. Such priests function as atgers

and soothsayers, interpreters of Sigmag% N

will, and, in that respect, they a,mg*“‘
important advisers to the armya.@
commanders. These priests are bmh

members of the priesthood and he ¢
army itself. They are to be found i tha
armies of the Reiklasid> which is t say

of the Emperor hnﬁse gyery rmhtary
institution throughout the Reikland his

a substantial shrine to’ Slgman}:Thee é‘méf,
priest of this shrine is the’ Wamom]’?lest
who will also accompany the troops te.

war and, as likely as not,;‘ﬁght‘fagghgside

them in battle. Other states sometimes
include Warrior Priests amongst their
armed forces, but Sigmar is primarily
associated with the Reikland and the
Emperor, in the same way that Ulric is
associated with Middenland, though he
is worshipped throughout the Empire.

Warrior Priests are religious zealots,
inspired by Sigmar to great feats of
bravery and strength, and many a defeat
has been thwarted by a brave Warrior
Priest intervening to rally fleeing troops

The Old World is a dark and dangerous place, full of many hardships greater
than human fortitude can withstand. Whole villages may fall to the plague,

to drought or to the sword, and with the ever-increasing threat of Chaos, it is |
all too easy to give up all sense of hope. Flagellants are religious zealots who |
have given themselves over to a complete and inescapable belief in ultimate
doom. Flagellants often travel in ragged bands, whipping and striking each .
other in an attempt to ‘purge’ themselves of any attachment to the material
world, which they believe to be sinful and therefore not worth relying upon.
As a result of their crazed mindset and exposure to pain (a good deal of it
self-inflicted), Flagellants are effectively immune to pain or fear. I

It is not uncommon for a band of Flagellants to show up when battle is

joined between the Empire and its enemies and throw themselves into the ’

fray, showering wrath upon their foes with no concern for their own safety.
They are dangerous fighters, eager to bring death upon as many of )

the minions of Chaos as they can before meeting their !

ultimate doom. !
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. Luthor Huss & Valten
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and lead them to glorious victory. It is
popularly supposed that such heroes are
indeed suffused with the divine will of
holy Sigmar himself.

Templars

In general, the Knightly orders of the
Empire are based at a Chapter House
and have no particular religious
significance. They are lodges or centres
of martial nobility with their own
traditions which may or may not involve
worshipping one or more of the gods,
or celebrating famous victories,
founder’s days, and so on. Knightly
orders are most often founded and
sponsored by powerful nobles or
families, often Counts, though there are
knightly orders sponsored by temples.
This tends to happen during periods of
anarchy and unrest when temples were
in danger of being plundered by bandits
and miscreants. A temple would raise-
funds and pay to establish a knightly
order, often taking the younger sons of
nobles or less elevated nobles who
would not be eligible to join the older
knightly orders.

Something of a renegade, Luthor Huss is a zealous
Warrior Priest who has travelled the Empire alone ever
since his renunciation of his position within the

. Sigmarite Church. Openly defiant of the pursuit of

. wealth and position he sees rife within the Church of
Sigmar, he is the bane of corrupt clergymen everywhere.
Huss speaks out against the dishonesty he sees within
the church, all the while seeking signs of his god in
these dark times. Just before the Storm of Chaos broke,
Huss was to discover what he sought in the shape of a
young man named Valten. The signs and all pointed to
this charismatic man being Sigmar reborn and Huss was
swift to bring him before the Emperor Karl Franz, who

AR

presented Valten with the legendary hammer of Sigmar.

As Archaon’s horde marched towards Middenheim,
Valten was gifted with an Elven steed and Dwarfish
armour. Thus recognised by the Elves and the Dwarfs,
Valten and the armies of the Empire rode out to meet |
the armies of the Lord of the End Times. In a great and |
terrible battle before the walls of that northern city, the |
combined armies of the forces of light defeated ;
Archaon’s numberless horde. The Empire rejoiced as the
enemy was driven from their lands, but great sorrow was
to come as Valten was slain by an assassin’s blade as he
lay recovering from his wounds in the Temple of Shallya.

The church of today

In these dark times, faith in Sigmar is

thousands remain without homes,
having lost everything to the war. More

needed more than ever. The tribes of
the north may have been pushed back to
their cold steppes and the Lord of the
End Times defeated, but in the wake of
such great conflict inevitably comes
famine, sickness and deprivation on a
vast scale. Many towns still lie in ruins,
the fields go untended, and countless

Kriesmann Henckler

flagration.

- His finest hour was the destruction of the Grey Haze, a vile Slaaneshi cult that was
responsible for an outbreak of child abductions throughout many of the Empire’s
 largest cities. At his order, all two hundred and sixteen members of this insidious -y

| organisation were seized in one night. At the resulting trial, held in Grunburg,

- Henckler systematically found every cultist guilty as charged, the strength of the g

- evidence he had spent months gathering shattering any and all alibis and pleas of &
 innocence — and every member of Grey Haze was sentenced to death by )

and more of the desperate people of the
Empire turn to the church for guidance
and yet others take to the path of the

Flagellant, travelling the highways ofithe °

land and spreading their apocalyptic
message of doom. It is a dark time for
the Empire, but with faith.in Sigmar and
courage, it may yet survive.

- 2 - A o

-

» Short and plump with balding head and the ruddy complexion of a2 man given to._
* too much drink, Kriesmann Henckler hardly matches the common perception ofa
‘witch hunter. However, it is within the shadows that this ferociously pious ;
. Sigmarite wages his war. Employing an evidence-gathering army of some forty me| 0
nd women, he engineers the downfall of Sigmar’s enemies from a distance. f_,.
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elations between the Cult of
4 RSigma.r and the Cult of Ulric have

never been friendly, with both
cults suspicious of one another.
Nowadays, such disputes almost never
come to more than hurled accusations
across a cathedral nave, but occasionally,
things can only be resolved by the
spilling of blood...

War of Faith

With the Sigmarian heresy at its height,
Arch Lector Kolach led an army into
Talabecland in an attempt to relieve the
suffering of his followers. Upon hearing
this, Ar-Ulric Bardolph marched out to
meet him, determined to hurl these
Sigmarite fools back to the Reikland.

Armies

Both armies are chosen to an agreed
points value, with one player choosing
“an army from the Cult of Ulric army list,
(from the Storm of Chaos book) with a
High Priest of Ulric as his general.

The other player chooses an army using
the Sigmarite army described in
Warhammer Armies: Empire, with an
Arch Lector of Sigmar as his General.

Battlefield
Lay out the terrain for the battle in any
mutually agreeable manner.

Deployment

1 Divide the gaming table into four
equal quarters. Both players roll a
dieel:;,and the player who scores ~ -

P e o,

ol e

SCENARIO: WAR OF FAITH - *

48"

highest can choose which quarter to
deploy his forces in. The other
player’s deployment zone is the
Opposite quarter.

2 The players roll a dice — the highest
scorer may choose whether to start
deploying first or second. Taking it in
turns, each player deploys one unit at
a time within his deployment zone
until both armies are deployed.

3 The player who deploys first may not
put a unit within 8" of the centre of
the board and no unit may be placed
closer than 18" to the enemy. All war
machines are deployed at the same
time, though they can be deployed in
different parts of the battlefield.
Characters are deployed after all other
units, each player deploying their
characters at the same time.

4 Scouting units are not deployed with
the rest of the units. Instead they are
placed on the table after all other
units in both armies have been
deployed, as described in the rules
for Scouts.

Who goes first?

Both players roll a dice; the player who
finished deploying first (not including
scouting units) may add +1 to their dice
roll. The player who scores highest may
choose whether to go first or second
(re-roll ties).

Length of game

The game lasts for six turns.

Special Rules

Such is the ferocity with which both
armies are defending their beliefs, that
so long as the general is alive, all units
are stubborn (unless already
Unbreakable and even if Immune to
Psychology) and hate the opposing army.
If the general joins a unit, that unit
becomes Unbreakable.

Victory Conditions

The winner of the battle is determined
by Victory Points, with the following
bonus Victory Points awarded:

Your general (or the unit he has
joined) slays the enemy general
+500 Victory Points.

Most Righteous

Further Reading

by CL Werner.

www.blacklibrary.com

How did you fare? If you’ve played this scenario,
write in and let us know how it went.

Want to find out more about the scourges of the
unholy, the witch hunters? Pick up Black
Library’s novels Witch Hunter and Witch Finder
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Adam Troke delves into the
manifold organisations that
threaten to destabilise the
safety of the Empire, from
mutant bands to depraved
human cults worshipping
the Dark Gods.

A time of unrest

The Empire is beset by dark times, all
around them the people of the Empire
witness cire portents. Fear darkens their
souls as thcy wonder if Sigmar has the
strength — and the desire — to protect
them. Such fear is understandable, for

b
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‘he Enemy

The most dangerous threat of all comes not from without

the malign influence of Chaos rests
upon the land; Beastmen stalk the
forests in increasing numbers and
children are born with mutations and
aberrations that set them apart from
normal humans. For the fortunate, these
mutations are minor, barely noticeable —
webbed toes, moles that contain
suppurating mouths, or any number of
other easily hidden and disguised
abnormalities. Some mutations,
however, are so utterly foul and so
glaringly obvious that there can be no
concealment. Mutants are forced to live
a life of deception or flee into the
forests and seek a life amongst other,
dangerous outcasts.

Within

In the countryside, roving bands of
Beastmen and mutants lurk, preying on
scattered farmsteads and small villages.
Drawn together as outcasts and freaks,
they find kinship and strength in their
shared company. Meanwhile, in the
cities and towns, rumours abound of
babies born with two heads, of men
with transparent skin and of how the
Cult of Sigmar is powerless to prevent it.
The taint of Chaos is upon the land, and
fear of its power tests the faith of even
the most devout. The Cult of Sigmar
preaches fiery destruction to all mutants
and deviants, and intolerance and
distrust of all who bear the mark of
Chaos. Perhaps it is unsurprising that




the weak-willed, fearing destruction,
turn their hearts to salvation from
another source, any source that offers
them the protection that they crave. The
Dark Gods willingly accept followers
from any quarter, always grateful for
minds and bodies to bend to their will.
And so, at a time when the Empire
emerges from the aftermath of a terrible
war, desperately fighting for its survival,
the enemy within its borders — the secret
cults of the Empire — are growing
stronger than ever before.

Lures and loyalty

The myriad cults that fester within the
Empire share many common traits and
utilise similar methods and practices.
The cult leaders make enticing offers to
the confused, frightened and deranged
in an effort to bolster their

ranks and forward their

goals. They lure in the

weak of spirit by

offering riches,

friendship,

POWer or more
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 League of Karl Franz T

Little more than a schoolboy society, the League of Karl Franz nonetheless has a

' sour reputation, mostly for its part in the Great Fog Riots. The League prides itself

. on only allowing those students of the University of Altdorf with noble blood to.
enter. Applicants are subjected to a humiliating series of hazing ceremonies befﬁifﬁ‘.:i |

they are afforded membership and granted their ‘Leaguer’s Jacket'. These 4

' ceremonies include the Screaming Daisy Exercise and the Nine Pints Test and havi

. earned the League no little notoriety, Despite these degrading ordeals, no student

‘would ever turn down the chance to join the League. :

o~

! 'Jl-ﬂiough corruption and intrigue within the League are rife, and university rules
. and strictures bend beyond belief to accommodate its antics, the Cult of Sigmar
- and the witch hunters have never found the need to formally investigate.

B ’

carnal rewards to those who will join allowed to leave the cult, with little

them and swear loyalty to their cause. more than a threat to keep their silence,
however, an established member could

To protect it from infiltrators there are never leave and be safe.

varying levels of involvement within any

cult, as new initiates are introduced to The cunning minds that run these

the mysteries of the organisation. As the shadowy sects know that once they have

ncwcomer is entrusted with deeper entrapped new members, most will be

secrets and obligations, there are greater far too terrified or enamoured of the

expectations and loyalties placed upon cult’s activities to ever consider leaving,

them. A brand new initiate might be regardless of the rewards for doing so.




E@unded by Qumtis Baumann, r.he ’
'Brotherhood of the Light are one of =
‘the rare cults that appear to strive.
| towards a virtuous goal. A captainin |
the Reiksguard, Quintis believed that
destiny had chosen him to slay the |
. Everchosen of Chaos, and protect the
' Old World from the coming Storm of |
" Chaos. Rumours of his belief rippled

through military and aristocratic i
_ circles, and Baumann soon found
" himself at the head of a cult of sorts,

formed of a curious combination of

like-minded individuals and
sycophants. The organisation
arranged clandestine duels to the
death where they could determine
the true champion of the light. The
members of the cult came from as far
‘as Bretonnia, Tilea and Estalia with
. that single purpose. Archaon struck %
. Middenland before they could decide &
. who amongst them would be his
' nemesis, and so as a group they set
off, intent on slaying the Everchosen
| of Chaos. Whatever their fate, it
 appears they were not successful.

' The Purple Hand
A secret cult of the Dark Gods, the
Purple Hand is dedicated to the
- worship of Tzeentch and to
. overthrowing the Empire. It is said
. that they have agents in positions of
. power throughout the land,
‘including high-ranking members of
. the Cults of Ulric and Sigmar. Part of
their main goal is re-igniting the
‘schism caused by the Sigmarian
Heresies (see page 85), a time of
despair and persecution, in an
‘attempt to further destabilise the
Empire and bring it to its knees.
Although similar in outlook and
‘belief to the Cult of the Red Crown,
‘both cults hate one another and do
{ their utmost to destroy the other.
Whereas the Cult of the Purple Hand
- seeks to infiltrate positions of power,
. the Cult of the Red Crown would
organise the growing mutant
- and Beastmen population of
. the Empire, ready for
“when authority
breaks down and
| civil war erupts.
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Structure of the cult

Every cult operates in a different way,
the actions always dictated by the goal.
Such diversity makes monitoring and
assessing the threat offered by an
individual cult difficult for the witch
hunters who diligently investigate all
such activity. All cults it seems, however,
have three similar traits, and it is within
these traits that they diverge. In order
they are: recruitment, indoctrination
and execution. Each leads the members
willingly to the next.

At the head of any cult within the
Empire is its mastermind, the cult
leader. This leader either believes
himself to be chosen by some dark deity,
selected to further the vile works of that
god, or is simply a demagogue seeking
personal gain and private glory. These
leaders will, by means of flattery,
promises and guile, inveigle their way
into the lives of prospective cult
members, and begin dominating them.
Those with fears of rejection, stricken by
poverty or on the fringes of society
make the easiest converts, and as a
consequence, form the backbone of
many a cult within the Empire. By being
offered nurture, support, finance and
acceptance, those who feel outcast by
society are given place within the ranks
of the cult and a purpose in life, which
in turn engenders fanatical loyalty.

The indoctrination process, or
domination, is where the newly
recruited members have the dogma of
the cult inculcated into their
consciousness. The powerful intellect
and charisma of the cult leader easily
overwhelms those who are chosen as
initiates, and within a short period of
time they are in the thrall of the leader,
convinced of the worth of his values and
ideals. Quite why some are so easily
convinced is a mystery, though it is
speculated by the Order of the Hammer
that in many cases the initiates harbour
some deep rooted deviancy of their own
prior to joining the cult, whilst others
are sufficiently weak-willed to allow
mundane domination to overrule their
senses. Of course, many cult leaders
have other means of dominating
potential candidates, some with magical
powers, extensive psychological abuse
or other nefarious means.

Execution refers to the cult carrying out
its dark purpose. In the case of the
various murder-cults that revere Khaine,
the execution is the perpetuation of
murder and death, seeking new, violent
ways to kill in his vile name. For a
pleasure cult dedicated to Slaanesh, the
execution would be increasingly
debauched and evil gratification

ceremonies, where the members find
themselves increasingly desensitised,
inured to the depravities and
wickedness that they participate in. In
both these examples, the cult leader is
attempting to ingratiate himself with
their relevant deity, and so gain personal
power. Other cults that do not overtly
serve one of the forbidden gods bring
power and influence to the leader
through crime and fear. Both are utterly
objectionable, and damage the very
fabric of the Empire.

The Fate of the cults

It is fortunate that most cults are
discovered well before their growth has
become too large, for it is far harder to
exterminate an extensive organisation
than a small collective of twisted
deviants. When a cult reaches a certain
stage one of two things will take place —
either it will complete its aim or it will
self-destruct. For the Empire, both are
terrible outcomes. Self-destruction
inevitably leaves the vast multitude of
cult members dead, either at the hands
of some bizarre ritual, the aim of which
is to summon some malefic presence, or
from the attentions of the witch hunters.
To even speak the name of one of the
Dark Gods is a blasphemy and a crime
against the state, and the witch hunters
are swift to punish those who threaten
the stability of the Empire.

Sadly, however, many cults manage to
grow in strength and influence until
they are able to begin their diabolical
schemes. More often than not this will
reveal them, but by this point the
damage to society has been done.
Hundreds can be slaughtered as the cult
carries out its sinister agenda, either in
evil ceremonies or in open rebellion as
the cult seeks to throw off the shackles
of authority. Should this take place, only
quick and decisive action can prevent
terrible catastrophe.

Non-human cults

In the forests and woodland areas of the
Empire there are cults of a very different
nature that grow every day as more and
more are drawn to them. These are
mutant bands, groups of foully
deformed creatures, more beast than
man. Drawn by common cause and a
perceived strength in unity, they band
together into truly terrifying
conglomerations of hideous mutants,
intent on murder and destruction. State
troops and the Knightly Orders often
make forays into the forests with the
express purpose of rooting out and
destroying such bands, for should they
gain too much strength they can become
a menace to isolated villages and even
small townships, but the soldiers of the



Empire are not the only men to display
an interest in these vile creatures.

Many cults preach of a day when the
beasts of the forest will rise up in their
thousands and, united with their cultist
brethren in the towns and cities, will
cast down the Empire and its gods to
usher in an era of glory for the Ruinous
Powers. These foolish groups worship
mutants and Beastmen as the chosen of
Chaos, blessed with hideous visages,
their terrible deformities a sign of their
favour. The members of such groups are
utterly degenerate, and will journey into
the woods in the dark of night to tryst
and worship with their aberrant cousins.

There are other cults growing in the
Empire that have an entirely different
motivation than those previously
discussed. These are the groups that
plan to undermine the Empire for the
benefit of another, equally evil master.
Lured by the promises of the foul
ratmen, intelligent and influential men
and women are duped into fostering the
growth of the Under-Empire, a vast
kingdom of tunnels and sewers lorded
over by the accursed Skaven. Led either
by one of the Skaven themselves, or
more often by a Human who meets
occasionally with the Skaven to learn
their will, these cults offer sacrifices in
the hope that when the Great Horned
Rat brings about the destruction of
Mankind they will be spared. These cults
assist in the smuggling of warpstone and
many other deadly and proscribed
substances, while those in prominent
positions will do what they can to
hinder improvements in urban areas,
diverting funds from sewer works and
other public improvements. What makes
Skaven cults so dangerous is the
common perception in the Empire that
the evil ratmen do not exist at all. Most
who have witnessed them are
considered insane or slightly ‘touched’
at best, as they spread their stories of
rats that can walk on their hind legs and:
talk like men. While the witch hunters
crush rat-cults wherever they are found,

there are few enough in the Empire that
believe in them, let alone know where
to find them.

Acceptable Cults

Not all cults that are discovered are
suppressed out of hand, nor are all a
menace to society at large. The Empire
has literally dozens of small, secret
organisations that exist in its cities and
towns. For example, the League of Karl
Franz, founded in the University of
Altdorf, exists to provide the aristocratic

en. The group focuses on accumulating vast amounts of wealth and using
resources to elevate their members into positions of power and influence

uilders of Destiny are known to have well-placed members within the Cul
igmar, Ulric and a myriad other public offices. Membership is by invitation o
1d only those possessed of tremendous wealth or intellect are ever considere

ﬁ'-group has no one master, and worships no one god, and whilst (for now)

£

ies with an attentive eye.

A7 - .

ken no laws, the witch hunters make no secret of the fact that they moni

" corrupt as easily as Chaos.5 5

heirs of the Empire an entertaining
diversion from their studies. The league
boasts secret initiation rights, ranks and
a uniform of sorts. It is not surprising
therefore that many consider it a cult.
However, the truth is nothing so i
exciting, and essentially the League is,
just as so many groups like it, simply a
mundane and generally harmless society,
although a raucous, juvenile one at that.

A scarce few secret groups are more
useful to the Empire than they are
dangerous to it; the Brotherhood of
Light, the Palisades and the witch
hunters all work to protect the Empire
from any threat. While, of course, the '
latter are funded and licensed by law; all
three have taken it upon themselves to :
root out sources of evil, and destroy g
them. As long as their activities do not i
bring them into conflict with the - o
provincial and Imperial authorities their
existence is tolerated, for men who do
good deeds are few enough in the
Empire. Despite this they are watched. .,
carefully by the church and each othér
for signs of treachery, for powey Eg;nf* b

e
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e
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Cult Leaders:
One of the,most famous and influential
cult leadersever to afflict the Empire,
. Al.ﬁ'_igif chade was a self-proclaimed
' Emissary of Sigmar. A sinister and evil
».man, he managed to inveigle his way
" into the Imperial court of Dicter IV,
Claiming enlightenment and divine
v wisdom from Sigmar himself he duped
2 numerous courtiers into joining his
~& . sordid, Chaos-inspired ‘gatherings’.

Three of the Emperor’s cousins,
realising the threat this villain posed to
the Empire, abducted Alfrict and spirited
him to their hunting lodge in the
Reikwald, there to put an end to his
nefarious schemes. According to
fashionable rumour it took a pint-and-a-
half of poison, six knife wounds and
three pistol shots to finally slay Alfrict
Schade. Still not content with his
execution, the cousins are then reputed
to have dragged his corpse back to
Altdorf, loaded his remains into a great
cannon and fired them across the Reik.

B A

Disbelief in the Skavens' existence is their greatest weapon.

|CULTS IN AN EMPIRE ARMY

ccasionally a cult will prove so successful that it

will corrupt an entire army, bringing turmoil to the
Empire as brother fights against brother in a violent
and self-destructive civil war. If you and your opponent
would like to play out such a battle you should both use
an Empire army, and one player (or indeed both, in the
case of an inter-cult war) nominate their force as the
‘cultist’ army.

Cult Leader

Cult Leaders are represented by selecting a Captain, Warrior
Priest (representing a cult preacher or priest) or Wizard from
the Empire Hero section at the points indicated. They may be
equipped from their normal options, in addition to those
detailed in the following list.

* May choose magic items from the Common, Empire or
Hordes of Chaos magic items lists, with a2 maximum total
value of 50 pts.

* May be given the Mark of Chaos Undivided for 10 pts.

* May swap the Mark of Chaos Undivided with the Mark of
Tzeentch, Slaanesh, Khorne or Nurgle at the price indicated
(see page 47 of Hordes of Chaos).
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SCENARIO: TH

he Purple Hand has long been a
i prolific and dangerous cult,

becoming even more so during
the Storm of Chaos. The Purple Hand
preached a strong warrior ethos, and
had many members well-placed in the
state army, many of them captains and
sergeants. Initially this cult army, led by
the vile Moritz Mellinger, razed several
farmsteads and a coaching-town before
the ill-prepared army of Nuln, hastily
rallied by Arch Lector Kaslein of Nuln
managed to march against them. The
battle took place on the edge of
Gerdinger, the destroyed town, and
though initially the Purple Hand held
the advantage, eventually they were
annihilated by the Empire troops as
more soldiers marched to the attack.

Overview

The defender must fight for survival
while the attacker brings the might of a
significantly larger force to bear.

Armies

The defender’s army is 1,000 points in
size and subject to all the usual
restrictions for army creation. The
attacker’s force is 2,000 points in size
and must include a Lord level character.

Battlefield

The scenery should be placed in a
mutually agreed manner, with a village
in the defender’s deployment area.

Deployment
1. The defending player sets up his
force within his deployment zone.

2. The attacker divides his army into
three approximately equal forces —
units may not be split between
different forces. The defending player
then randomly selects one of the
three forces, which is placed within
the attacker’s deployment zone. The
other two forces are not deployed
yet, but held in reserve.

MR
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Attacker’s Deployment Zone

3. Both players place any scouting units,
as described in the rules for scouts —
note, only scouts from the part of the
attacking army already on the table
may deploy at this stage, any others
are held in reserve.

Who goes first?

The attacking player goes first.

Length of game

This game lasts six turns.

Special rules

At the start of the game the attacker only

has one part of his force on the table.

However, as the battle progresses

reinforcements will arrive. From the

second attacker’s turn onward, roll a D6

for each force not yet on the table. The

unit will be available to move onto the
table on a 5+. On each

Ry  subsequent turn add +1 to the
dice roll, so on turn three the unit

will arrive on a 4+, on turn

five on a 3+ and so on. The first force to
become available will enter from one
short edge on D6 roll of 1-3, and the
other on a 4-6.

Victory Conditions

The Cult army must inflict as much
damage as it can upon the enemy. Work
out the winner using Victory Points at
the end of turn 6. There are no Victory
Points awarded for capturing standards
or table quarters in this scenario.

Adam Troke
Adam insists be is not a
mutant and has never
been tempted by Chaos, !
despite often being seen
accompanied by a
familiar masquerading 35
as a rabbit answering to
the name of Gregor, ]




Tale of
Four Gamers

Another month and another chance for our dear Four Gamers to try and impress us with exciting
original hobby, improve their armies, and escape from the basement where they currently fester. We
present for you their work so far with pictures of all the armies. Guards, unleash the Gamers...

The pride of Nebekhara.
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ete Scholey
has been
mentoring me

along the rocky path
of becoming a
master Tomb King
general. I will now
impart the wisdom
he has given me,
plus a few things I
have learned along the way.

Stephen Green

'First — Troop Choices

You must have: a Tomb Scorpion (at

. least one), Sereaming Skull Catapult,

more than one Liche Priest.

' The Tomb Scorpion is great. It can take
" down small units or characters, but the

greatest advantage is that everybody is
terrified of it, and not just because it is
a fear-causing creature. Just placing the
marker means that every turn your
opponent is apprehensively awaiting
this tunnelling terror’s appearance.

Screaming Skull Catapults fill the very
special roll of hitting very hard from
the first turn of the game. Team them
up with a Liche Priest and they can fire
in the Magic phase and the Shooting
phase too. Couple this with their panic
causing capabilities and you are right
on the money.

You have to get your spells off. The
only way to ensure you do this is to
cast as many as possible. The only way
to do this, is to get as many magic
users as you can and kit them out

Skgy
Wap REIO N

with magic items that give them
more spells or casting abilities. As

I have played lots of games

against Dwarfs I have learned to my
cost that you cannot survive on one
Liche Priest, it just will not work.

Second — Combine Attacks
If you look hard at most of your basic
troops you will notice they have rubbish
Weapon skill, mediocre Strength and
poor saving throws. This does not bode
well for a slugger close combat army.

So if you are going to lose in a straight
fight, don't go for a straight fight. You
have light and heavy cavalry and
chariots. With the chariots moving
like Fast Cavalry (if you have a

Tomb King, these count as core
choices) and the ability to move

and charge units with incantations,
concentrate your attack and back up
your skeleton blocks as they go in.

Remember that you only have to win
one round of combat for your fear-
causing troops to break a unit they
outnumber, so pile them into units and
simply overwhelm parts of the line.
Charge often to make the most of them.
Attack aggressively and let tunnelling
troops do the rest.

Tiwo of the Tomb Kings army's beavy hitters.

THIS MONTH
%£25.50 to spend (+£0.50 left over)

PURCHASED COST
Third - Don’'t give up L DR———— T
With the resurrection abilities of Tomb 2 Swarm Bases.......cocccveeereerriessinrnnnn 7
King magic and all your army causing

Jfear, even if everything is going wrong, a
few bad dice rolls from your opponent
will put you right back in the fight.

Remainder: .............ccoooeevvnnnen. £3.50 —I

SKELETON
WARRIORS
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his month has
been a
f particularly

good one for me,

I'm not whingeing

or ranting about a

single thing! Why? It

has been really

enjoyable working

on my River Patrol

elites and heirloom mortar. It has

. brought home how much fun creating

" a Warhammer army can be, the
potential you have to create a very

. personal army. It has seen me sat for
hours thinking of more units to

. convert and creating dozens of army

! lists. Could Geordie Paul have fallen in

" love with Warhammer and be ready to
relegate the 40,000 variant to the old
cupboard in the spare room?

Paul Scott

P e

Up until now, the only thing in my
army that really tied into the
background I'd come up with was the
Bull and maybe my rank and file
archers. This is not to say that I wasn’t
bothered about the others, but they
were just basic models in my colour
scheme, not that personal to me.
Making the River Patrol and Mortar let
me experiment with the plastic models
I had and dabble a little in the use of
Green Stuff.

Off the back of this, I decided to start
what I will do next month. The idea of
the Knights of Morr is still very

98 A TALE OF FOUR GAMERS
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Squelch, squelch, squelch... the River Patrol are no good on night raids.

attractive. As the Empire Knights are
plastic models I can use spare bits to
convert them and do swaps from
different kits. I'll then use the militia
pieces I have left over with more knight
components to create a Cleric of Morr,
who will count as a wizard.

So obviously, this month I'm buying a
set of knights and lots of metal bits to
convert them. (What’s this £0.50 over
business? That's not on! Where's my
Dointy prodding stick? — Guy).

River Patrol

When modelling the River Patrol I tried
to make them a little more uniform than
my other militia models. To make them
look like they all had the same
equipment I gave them all the torso with
the quilted jerkin, so they had
serviceable-looking outfits.

After a few minutes of chopping their
legs off, doing a little Green Stuffing on
the base and abusing a shoe polishing

brush to get reeds for my bases, they
were all converted. There you go. Nice
and simple.

A lot of people think of converting as a
titanic task, with the idea of every model
having to be like death incarnate, 50 feet
tall and looking absolutely nothing like
it originally did. It doesn’t have to be
this hard. In fact, little conversions and
swaps can be very effective.

THIS MONTH
%25 to spend
PURCHASED COST
Empire Knights Boxed Set .......... £15
4 Skeleton Champion Mace ..........&4

Black Coach Brazier
Imperial Missionary.........
Steam Tank Pennant

TOTAL: cooeiiiiiiiiiiiiieeeeeeeeeeeeeeene £25.50
Remainder: .........ccocceceiiiieeeenns -£0.50




A raggedy bunch of old basbeens? No... it is the might of the Stirland militia!

Mathilda

It has, since day one, been an ongoing
battle to fight the temptation to get big
things that go boom in my army. But I've
finally broken and given in. In my
defence I would like to say that this was
because I really like the Mortar and
wanted to experiment with it. It has
nothing to do with the pie-plate-sized
template of doom it chucks out every
turn. I wanted it to be old and different
looking and decided that it would be
wheelless, more suited to fixed defence.
I therefore needed a fancy-looking
mortar mount. Using both the bracings
for the mortar and the cannon I created
a carriage for it. This looked cool but
was not what I had in mind. So after
much coercion of my housemate and
the waving about of the spare
handgunners I had left from last month,
I managed to get him to swap two more
bracings from cannons to add to it. This
gave it a much wider carriage, just as I
had imagined it to have.

Paul succumbs to the temptation of the black powder and drags Mathilda out of the Bull's barn.
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i again guys.

This has

been a hectic
month for me. A
nice loooong
Christmas holiday
in Copenhagen,
Denmark, really
recharged my
batteries. Got to see
all the family, friends and a few

Asger Granerud

. Warhammer buddies. I even found
' time to visit my old club, where they

had a small 20-man tournament.
Finishing second, winning all my
games and staying up until five in the
morning two days in a row, was a

' good start to the tournament season.

Chariot painting

While painting the chariot, I tried to
stay within the same palette of colours
used for the rest of the army. The
Nurgle beast (we can't tell you what
we call it. ‘Fleshb Crab’ will suffice —
Guy), was painted in the same colours
as my Demon Prince’s wings. From a
base of equal amounts of Dark Flesh
and Bleached Bone, I gradually
highlighted it by adding increasing
amounts of Bleached Bone.

The chassis of the Chariot I painted
Scorched Brown and then drybrushed
it in two stages — Bestial Brown and

Urrrrggggpephb... it'’s enough to make even Trollslayers recoil.

then Snakebite Leather. Usually when
painting, I try to steer away from
drybrushing, but when painting wood
the grainy effect it gives you seems
appropriate. I then applied a thinned-
down Brown Ink wash to both the
woodwork and the metal. This takes the
edge off the sharp contrast made by the
drybrushing and ages the metal. I often
use the same wash on several different
parts of the model, as this saves a lot of
time (especially useful for painting
horde armies like Skaven).

The ‘arms’ I painted in the same colours
as the Plaguebearers (see the step-by-
step opposite for more detail), while the
eyes are Sunburst Yellow worked up
from a base of Bestial Brown. Entrail
and bones were the last things to be

finished and, like the flesh, were painted
exactly like the Plaguebearers’ exposed
innards.

That'’s it for now. I'll be back next month
with more yet Nurgle models for all you
dirty daemonic people out there. And
maybe a cold for you to enjoy.

THIS MONTH
£28 to spend (+£3 left over)

PURCHASED
3 Hormagaunt Sprues
6 Plaguebearers ..........ccccevenennn. ]

COST

T e
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Start from a basecoat of Chaos Black. Apply Graveyard Earth to the whole model apart from the

weapon, though at this early stage you don't have to worry about whether or not the paint gets
onto it, as it will be repainted later anyway. (Brown is the future! — Guy). Make sure the paint
covers all the black though, or the contrast will be too stark when the model is finished.

Mix Graveyard Earth and Camo Green in Now reverse the previous step! Mix 2:1 Highlight the flesh areas with unmixed
2 a 2:1 ratio, then dilute with a little water. Camo Green to Graveyard Earth. Dilute Camo Green. Use a 2:1 Red
Use a standard brush to apply it to the skin the mix with water and apply a layer of paint Gore/Bleached Bone mix on top of the Red
of the model, leaving Graveyard Earth in the to the higher parts of the flesh. Paint all the Gore, leaving Red Gore in the recesses. Paint
recesses of the flesh. Leave the other parts, bone, teeth and tongue Red Gore. Paint the the sword edge with long streaks of
like the mouth and bandages, brown. weapon Boltgun Metal. Paint Graveyard Earth Chainmail at right angles to the blade,
with a little Kommando Khaki on all the cloth occasionally going on to the flat of the blade.
areas, again allowing the Graveyard Earth to Highlight the cloth with a 1:1 mix of
stay in the crevices. Graveyard Earth and Kommando Khaki. Paint

all areas of teeth, bone and nails with Codex
Grey, leaving some Red Gore visible. Paint
Bestial Brown on the wooden sword grip.

Paint a 2:1 Bleached Bone/Red Gore mix Use the same wash from Step 5 on the Now for the detailing, or in this case,
5 on the tongue. Apply final highlights of rest of the model apart from the tongue. dirtying. Paint every second sore on the
Snakebite Leather to the sword grip, Make sure the wash is diluted, as you just model with diluted Red Ink. This makes them
Kommando Khaki to the cloth, Mithril Silver want to give all the areas a brown tint. This look open. A few of the sores are then
to the sword edge, and Bleached Bone to the ties all the different colours closer together, painted with a touch of Golden Yellow. Now
bone. Paint a diluted Brown Ink wash with a making them match better in the final effect. they don’t only look sore but also infected!
very small amount of soap, (normal washing Slightly thinned Red Ink is painted on the Mmm, lovely, special gifts from Nurgle!
up liquid will do) on the above parts. flesh areas for a slimy look.
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odelling and

painting

tutorials are
one of the services
available from our
Warhammer World
store in Lenton. I
wanted to make
some considerable
changes to my
Grimgor model, and because I

Dawve Allen

. thought the alterations needed might

be beyond my ken to make
competently, I booked myself in for a

- lesson with sculpting expert Chris

T i

102

Straw.

I don’t like the Empire-specific
trophies that Grimgor waves about,
after all I doubt it would threaten a
Chaos opponent to see Grimgor
brandishing the head of a Knight of
the Empire. I wanted to completely
remove the knight's head and replace
it with an aggressively wielded
Gitsnik. I also wanted to remove the
shields from beneath Grimgor’s foot
and make it look like he was lurching
forward for a fresh combat. I'm a fairly
confident metal worker, and was able
to do quite a bit of preparation. I
clipped Gitsnik out of Grimgor's left
hand and removed the Knight's head
from his right by drilling a hole in it
and then eroding it from the inside
with a file. I placed Gitsnik in the
space left by the knight's head and
bent the fingers round to grasp its
haft properly. I sawed the shields off
from underneath Grimgor's foot too.

5 SRS

A TALE OF FOUR GAMERS

A pivotal moment in the operation.

Chris Straw did this for Dave. See page 146 for details on bow to book a tutorial with bim.

Chris then pinned the left arm and head
to Grimgor’s Body (teaching me in the
process that the twirly bits that are
produced when drilling a hole in metal
are called “swarf”). Even though
Grimgor’s left arm came with what Chris
told me was a “locating lug” he felt it
should still be reinforced with a pin. I
wanted Grimgor to look like he was
reaching out for a fresh opponent,
which would mean rebuilding his left
hand. He also thought that the job of
replacing the fingers on Grimgor’s left
hand would require some formers in
order to be strong enough to withstand
the rigors of gaming. Formers are short
lengths and hoops of brass rod that
form the rough shape of the fingers
before any Green Stuff is applied. Chris

e

added a rod for the thumb and little
finger and a small hoop for the rest of
the fingers.

Chris used GW modelling tools and
dentist’s tools to sculpt the details of the
hand, which he kept wet so the Green
Stuff stuck to the model rather than on
the tools. He also twisted the putty
together rather than kneading it to help
produce a better consistency.

As well as remaking Grimgor’s hand
Chris also added a sleeve of Green Stuff
to the haft of Gitsnik in order to make it
appear smooth. A sleeve is a coating of
putty applied to things such as banner
poles and weapon hafts to give them a
uniform thickness. Due to damage I had
inflicted whilst removing it from
Grimgor’s left hand, the axe haft was
looking a little rough and was a bit
thinner than it should have been. The
sleeve repaired this damage.

Whilst I had removed the Knight's head
with aplomb I hadn’t managed to get rid
of the ribbons that had made up part of
his crest and they were still attached to
the top of Grimgor's right shoulder. The
last sculpting job was to make sense of
these and I decided with Chris that
whilst Grimgor had thrown the Knight's
head away long ago (or eaten it) he had
retained the ribbon as a trophy tied to
Gitsnik’s haft. Chris used a rubber clay
sculpting tool (This looks like a
paintbrush except the ‘bristles’ are made
up of a single piece of soft rubber. They
are available from many good hobby and
craft shops.) to tease out a roll of Green
Stuff into the desired shape.



After building a few test runs last month
I had a go at making my Effigy of Gork.
The feedback I received about last
month’s trial efforts was that they might
have looked better if I had placed the
eyes towards the top of the head and
made the mouth look less like the Great
Maw of the Ogres.

I carved the Effigy from some high
density polystyrene using a Hot Wire
Cutter. The cutter was also used to add
the strata texture by gently pressing it
into the surface of the Effigy. I then
mounted the Effigy on a couple of Epic
Titan bases glued back-to-back.

Paul Rudge kindly offered to take the
Effigy home and texture it with a couple
of layers of Masonry paint before
finishing it off with a coat of GW’s new
Rough Coat textured spray. The Effigy

Dave’s brutish Orcs in full force.

now has a more convincing rock-like
texture that should pick up layers of
drybrushing better than the polystyrene
would have if I had just undercoated it
with normal paint.

I added sand to the base and also glued
on all the Orc and human skulls I had
spare from the plastic Orc Regiment. I
added some static grass and coarse turf
to the Effigy before undercoating it with
Black Spray paint. I find that if I add
things like sand and static grass before
undercoating it makes it far more hard-
wearing and less likely to fall off when I
come to paint the model and then play
games with it.

Whilst my painting and modelling has
been provoking noises of mild approval
from all and sundry, my feats of gaming
have been less than impressive this

The three stages of Dave's Effigy, from foam to finished.

month. First, Mark Chambers’ Dark
Elves outflanked me and subjected my
Orcs to decimation via repeated castings
of Arnizipal's Black Horror and a
withering hail of Repeater Crossbow
bolts. His advice at the end of the game
(I paraphrase him here for the benefit of
a family magazine): “Why do you take
Trolls? They're thick and a mite
crummy.” Two more defeats followed.

THIS MONTH
£27 to spend (+%£2 left over)
PURCHASED COST
1 Goblin Rock Lobba .......ccceeees £15
1 Grimgor Ironhide..........cveennee £7

Remainder: ...miemiiminininBd I
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The great Maw has ordained that
Phil Kelly should be a
splendiferous herald to all
budding Ogre generals, helping
them to achieve victory on the
battleficld. Here he imparts some
valuable tactical insights. And
there’s even some advice for
nobbling the enemy with your
Gnoblars - an underestimated
arm of the Ogre military. Read
on, cat well, and smash thy foe
beneath thy belly!

Ta-c-t-i-c-a

By Phil Ktlly

ppetite for
Destruction

Tactics for Ogres? They just charge, don't they?

Ogres excel at eating and
fighting, their sheer mass
making them formidable
foes on the battlefield. But
it’s not all brute force. Phil
Kelly picks the brains of
some premier tacticians for
their Ogre strategies.

hose players unfamiliar with the
C Ogres army would be mistaken

for thinking that it consists of
brutish thugs (correct) and that their
tactics involve nothing more than
lowering their heads and charging
(incorrect). Though ploughing several
tonnes of angry eating machine into the
enemy ranks is a good start, without
proper support a unit of Ogres can
quickly be outflanked and run down. As
with all armies, there are ways of getting
the most out of the Ogres. This tactica
takes you through a few little tricks to
make sure your army of brutes doesn't
g0 to war on an empty stomach, with
contributions from generals of different
persuasions who employ Ogres as Dogs
of War.

The Charge of the
Heavy Brigade

As Ogres of all stripes can move a
healthy 12", charging the opponent
before he charges you is not particularly
difficult. But to be sure of giving the
enemy a good kicking when you get
there, you'll need to charge them from
distance. When a unit of monsters hits
an equal amount of points of fully-
ranked infantry it's usually the infantry
that win out — that rank bonus is a killer.
The Bull Charge can tip the balance. It is
a tremendous advantage — if all of the
Ogres in a given unit manage to charge
over 6" and contact the enemy they have
built up such momentum that they each
cause an impact hit at their basic
Strength. Your opponent will try his best
to deny you these free Impact hits whilst
you should do your level best to make
sure they count. The key to making sure
your Bull Charges hit home is a unit or
two of Gnoblar Trappers.

Gnoblar Trappers?

You're Kidding, right?

Well, no, not really. To understand this
peculiar statement you only need to
remember two things:

e Scouting Units (such as Trappers) are
excellent at denying your opponent
his march moves.

e When facing Ogres the best way to
stop a Bull Charge (if you cannot
charge the Ogres before they charge
you) is to move right up to that Ogre
unit, trust to the rank bonus and
prepare a nasty countercharge next
turn. After all, every Ogre in the unit
needs to charge 6" or more to get
those Impact hits.

By moving your Trappers within 8" of
your enemy’s units, you can ensure he is
unable to move his own units to within
6" of your Ogres. That means that your
lads can almost be assured of getting a
good solid charge when the time comes
and, in the meantime, the Trappers can
happily pelt the enemy ranks with sharp
stuff, and even strip off a point of rank
bonus with a kill or two in time for the
big punch. If the Trappers die in a
subsequent turn, well hey, they’re only
Gnoblars.

Sic 'em, boys!

The Ogre Hunter and his Sabretusks are
the most tactically versatile unit in the
Ogre Kingdoms army. This is primarily
because of the Hunter’s Sic ’em Boys
rule, allowing his Sabretusks to charge
independently.

Though hard enough to take on a small
detachment, unit of infantry or light
cavalry and come out on top, the
Sabretusks really excel when unleashed
upon enemy characters. They have a
charge range of 18", good enough to get
them almost anywhere on the board
from the second turn, and with their
three 54 attacks each they are perfect for
killing off wizards and tricksy battle
standard bearers. Yhetees also excel at
this role. Both units may lose the
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i Mark Owen'’s Ostermark Empire march
to war, accompanied by their Ogre allies.
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Mark Owen, from the production studio, has added Ogre mercenaries to his Empire army, painted in their
paymasters’ colours. His wicked Chaos Dwarfs are also reinforced by units of Ironguts and Bulls. They get

everywhere, these Ogres...

Mark: After working on the Ogre
Kingdoms book, I really wanted to
collect some of these monsters, but
with a house full of figures already, I
had to be a bit more restrained than
usual. Being able to pick a few units to
add to my existing armies was the ideal
compromise.

Firstly, I have added two units of Ogres
to my Empire army. The first unit — a
unit of Bulls — is generally used to
support the main attacking part of the
army and tends to prove very useful
against anything that causes fear. I've
lost count of the number of times my
Knights or Pistoliers have failed to
charge for this very reason, and been
run down by the enemy in the
following turn. They’re also really
useful against Chariots, as most Empire
units will have no attacks back after the
Impact hits of a heavy chariot, while my
opponent would have to be very lucky
to take out all the Ogres in contact with
one charge.

To bolster the army's defence, I have a
unit of Leadbelchers which does a great

job of protecting my artillery, especially
against the light infantry or cavalry units
that tend to be assigned the task of
neutralising them. Four Artillery dice
worth of shots (which hit almost
anything except for skirmishers,
characters and charging units on a 4+)
or simply getting in the way and forcing
the enemy to come through them is a
great deterrent.

Including these has also added variety
to my army — at around 8,000 points,
you start to run out of variety in the
Rare choices, and people tend to
complain about the third Steam Tank...

The other army I've added units to is
my Chaos Dwarf army, and they've been
in desperate need of new troop types
for a while. Unless I'm playing a huge
game, 1 generally only use one Ogre
unit, as one Rare choice will always be
taken up by an Earthshaker cannon.
The Ogre unit is either a unit of Bulls
or Ironguts, depending on whether I
need a large unit to soak up firepower
.or a smaller unit to deal with heavily-
armoured opponents.

The hardest-hitting unit in the army is
my Bull Centaurs, which are a bit fragile
compared to other cavalry. The Ogres
absorb a lot more enemy shooting and
return attacks instead. Since they’re
slower than the Bull Centaurs, it’s also
less tempting to advance them ahead of
the rest of the army, something I'm
often guilty of, and from which my Bull
Centaurs really suffer.

I've also had ridiculously bad luck with
the Bull Centaurs in the past; I don’t
think I've ever passed a Fear test with
them, so they usually end up being
butchered by Trolls or Minotaurs!
Admittedly, the points cost for a unit of
Ogres is significantly higher, but an
expensive unit that survives to get to
grips with the enemy is much more
effective than a cheaper one that dies
before it reaches combat.

Adding Ogres to these armies has also
given me something different to paint.
The Empire Ogres have been painted
with Ostermark colours, whereas the
Chaos Dwarf army have Ogres that look
like broken and beaten slave units.

o
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A Hunter's Sabretusks can be used
to bunt out enemy characters.

106 APPETITE FOR DESTRUCTION

The Hunter uses his Greyback
Pelt to charge through the woods
into the flank of an enemy unit,

combat but both can flee 3D6 and rally
in the next turn.

Sure, most of the time that nasty wizard
will be in the front rank of a fat unit of
infantry, so you’ll lose the combat and
the "tusks will run off. But by then it will
be too late — they will almost always be
hitting and wounding on 3's.

With six Attacks from those two 'tusks,
that equals one dead wizard, or even
wizard lord if you're lucky. Given the
number of points these spellslingers
cost, Sabretusks are a hell of an
investment — two of them set you back a
mere 40 points. If you're lucky you'll
take out a Dispel Scroll or two into the
bargain, increasing the effectiveness of
your Gut Magic.

This tactic works even better against
artillery crew. The Sabretusks are tough
enough to chomp through anything up
to a Hellcannon, and once they have
done so, can harry the rear of the
opponent’s lines as a fear-causing Fast
Cavalry unit. They aren’t high enough
Unit Strength to negate rank bonus, but
their six S4 Attacks can tip a combat
your way, and their 3D6 pursuit move
can run down opponents the Ogres
might otherwise struggle to catch. In
summary, sic 'em on something weak
early on, as it can affect the Magic
phases, and the Hunter and his pets
tend to be vulnerable to incoming fire.

There are other ways to use the Hunter.
Not only does he have a harpoon
launcher — great for the odd enfilading
shot into the flank of a knights unit (or
sniping enemy characters — 1 once
managed to take out a Khornate Chaos
Lord and a hero with the Banner of the
Gods with a single sharp-eyed Hunter)
but he can also act as a nice flanking
unit (see diagram, left). Remember that
you can set the 'tusks on their prey and
fire the harpoon launcher in the same
turn for some real double jeopardy —
you may even bag two characters at
once if you're lucky.

The Greyback Pelt is a nice item for such
a Hunter if you don’t plan on fielding
any Yhetees (they're reticent to fight
alongside someone who is wearing their
relative). One of these means he can
launch a surprise attack on the
opposition even when they think they
are safe due to the presence of difficult
terrain. Not only that, but it means the
enemy is at -1 to hit in any combat he
joins. If he still has a ’tusk or two, his
Unit Strength will be high enough to
break their flank, and you can Sic 'Em
Boys in pursuit to run down the victims.



Here comes the cavalry

Ogre units do not like facing off against
heavy cavalry. Cavalry can charge further
than Ogres, they usually have higher
Weapon Skill, their lances (or whatever)
generally have high enough Strength to
make the Ogre’s Toughness and armour
redundant, and their superb Armour
Saves can make the wounds the Ogres
dish out disappear faster than a Gnoblar
Scrapper with a new spoon. You need to
plan carefully to ensure your opponent’s
cavalry doesn’t ram through your lines.

My favourite tactic is to stick a Maneater
or two in front of the enemy cavalry and
just let them charge. Maneaters are
Stubborn and hence can act a little like a
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swarm or Unbreakable unit in another
army. It’s a good idea to arm the
Maneater on anti-cavalry duty with a
Cathayan longsword - this boosts both
his Weapon Skill and Initiative.

Big deal, you think, those characteristics
aren’t that important, but if your
Maneater holds his ground after the
charge this can really make the
difference. With a longsword, the
Maneater’s Initiative creeps up to 4,
enough to ensure he attacks first against
all but Elven cavalry. The Weapon Skill
boost means that the Maneater’s attacks
will hit on 3’s, and his already high
Strength means his attacks usually
wound on 2’s. There's one last bonus

from the Cathayan longsword - it's
Armour Piercing. This makes all the
difference, as your Maneater will
generally kill at least one or two Knights
before they get to strike, meaning you ]
can tie them up for that much longer.

As you can mix weapon options in your
Maneater units, you might like to have
one Maneater with a Cathayan
longsword and one with a great weapon
(those S7 attacks come in really handy
against chariots) in your units, but I
prefer the longsword any day — there’s
only really a single pip of save modifier
between the two against normal foes,
and it strikes first instead of last. A pair
of these guys will usually be enough to

Lead from the front

B

Adam felt the full impact of hungry Ogres during their inaugural Battle Report in WD302. After a close battle
it ended as a draw, allowing him to walk around the Games Development Studio with his pride intact. Having
playtested the Ogres, Adam’s Empire army regularly makes use of Maneater Dogs of War reinforcements.

Adam: The Ogre Kingdoms are a
tempting resource for the Empire
general with gold in his coffers.

Leadbelchers are great but
considering the firepower that the
Empire can bring to bear on its
own, they are probably an over-
indulgence for an Empire player.
The Empire army already has plenty
of deadly long-range support, with
Handgunners and Crossbowmen
(that don’t misfire, can shoot every
turn and have better range). In an
Ogre Kingdoms army I consider
these a must-have unit, but you've
really got to love Leadbelchers to
take them as well.

Maneaters however, which I think
are the coolest Ogres, have proven
to be a splendid addition to my
Empire army. With an even more
impressive profile than a ‘normal’
Ogre, I can simply hurl them at my
enemy’s hardest unit and keep it
tied up until my heavy cavalry
arrives. Maneaters are so dangerous
that you can count on them to pull
some of the enemy down whilst
they hold the line. Bear in mind
that you can equip them with a
variety of weapons to make them
even more efficient (a Maneater
with a great weapon can take down
a chariot with one blow), and their
stubborn rule allows them to stick
out the fight even if it goes against
them. Excellent value for points,
place them near your Battle
Standard Bearer and watch them
hold the line.

Adam puts theory into practice in
the Ogre'Kingdoms Battle Report
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Pete: Like all Dogs of War, you can use

chosen army. I don’t recommend this
however, as you will lose some of the

of War should help to further develop
the character of your core army.

As I am looking for troops to add to a
Chaos army that already included a
large number of Ogres it was clear I
have lots of choice. Ogre Bulls cost the
least points and give me the
opportunity to include some hard
charging Ogres without breaking the
bank. Personally though, I like to

ensure that anything the Ogres hit, stays

Ogres to paper over weaknesses in your

character of your army. Ideally the Dogs

Ogres will fight for anyone... even Chaos
Strategic mastermind Pete Haines takes Chaos to the field of battle in Warhammer. And even this venerable
general can’t resist the allure of a few of the big chaps to stiffen the lines.

hit, so I was lured towards the Ironguts.
You can’t go far wrong with heavy
armour and a great weapon, this is the
way most of my Chaos Qgres are
equipped. The idea of having a similar
unit that is capable of delivering a Bull
Charge really appeals.

There are two other Ogre mercenary
units to be considered before I make
my normal impulsive decision however.
The Leadbelchers can be as fearsome in
a charge as any Ogres but also provide
the option of a bit of firepower. Whilst
far from reliable, having a Leadbelcher
volley up your sleeve is an extremely
useful option in an army with no real

AR, R

Pete bas a variely of older Ogre C
models in the ranks of his Ghaos. 9'
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firepower. To an extent though, this
would be making up for a weakness so,
although tempting, I must resist. The
last mercenary unit is the Maneaters.
These fellows certainly provide a
guarantee of stopping whatever
absolutely needs stopping prior to
counter-attacking with a full stampede
of other Ogres. And so, my Chaos army
has just had a couple of flexible new
options added to it: Maneaters and
Ironguts. It’s going to be very
interesting seeing how these new
choices will affect the way my Chaos
horde fights. I may even be able to start
a new Ogre army soon if I collect a few
MOre units.

drive the enemy cavalry off altogether.
Failing that, a unit of Ironguts can
sometimes do the job, though I
wouldn’t rely on them.

Other tactics are to redirect the charge
of the cavalry with a nice disposable unit
of Gnoblars (this is covered over the
page) or to face them down with a unit
of Yhetees. Though Yhetees need some
luck to come out on top against knights,
they can charge 14", so the knights are
by no means guaranteed the charge
against them.

A canny Ogre player will take advantage
of his Yhetees' ability to ignore almost
all difficult terrain, positioning his unit
so that the Yhetees cannot be charged
but can launch an unimpeded attack at,
say, the flank of a Knights unit. A last
tactic is to face them off with a Slave
giant — the Knights may fail their Terror
test and run before the combat.

e s, 4457 - . o S
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Boom, hur hur hur...

Getting the most out of your
Leadbelchers requires patience and
timing. A Leadbelcher Cannon volley is a
real trump card, so make sure you use it
at the right time. In the WD302 Battle
Report I used two units of Leadbelchers
— one three-Ogre unit fired its volley at a
bunch of spearmen behind hard cover
and killed but one human, whereas the
pair on the other side of the field took
out six Greatswords with ease. Though
Leadbelchers do not take penalties to hit
from multiple shots and long range, they
fall down against skirmishers and single
characters. In short, if you fire them at
all, make sure it’s at a nice big target.

I like to use Leadbelchers on the rear
flanks of my battle line. Fielding two
units of two allows me to deploy them
either one on each side to stop any
sneaky flyers or fast cavalry poking
around and restricting my march moves.

If my enemy has a particularly nasty unit
on one flank, like a dragon, I'll deploy
them both in the same place — they can
fire just as much lead and if one gets
caught and killed I'll only lose half the
Victory Points.

Alternatively, field them in a unit of four
and stick them opposite your
opponent’s most numerous infantry
regiment, then march forward and open
fire on turn two from about 11" away.
Four Artillery dice worth of shots will
average 20 shots, ten of which should
hit. This will almost always cause
enough kills for a Panic test, and even if
he passes this test, the opponent will
not be able to charge you next turn.
Even if he is in range for a charge, he’ll
have to pass a Fear test, and should he
pass both of the above tests, he will have
to face between nine and 13 S$4 armour-
piercing attacks back, as Leadbelcher
cannons can be used as Ogre clubs too.
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Used properly, Leadbelchers can be the

Perfect antidote to those annaying monsters @!i
in the enemy ranks. “Kill it, kill it, kill it..." =%
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And so where do the dear old Gnoblars fit into this highly evolved, fine tactical discussion?

noblars. Scrawny, dirty, horrible
6 little monsters with no more

right to live on Sigmar’s clean
earth than a weasel. But like it or not,
the Gnoblars are one of the most
important tactical aspects of the Ogre
Kingdoms army, as a friend of mine
recently found out. Being a purist, he
fielded his Ogre army ‘sans Gnobleur'
for a good few games, but found it very
tricky to overcome the Ogre’s natural
weaknesses. A couple of Gnoblar units
later and his fully rounded force is
having a lot more luck. This is because
cheap units are actually very useful in
‘Warhammer, due to them being so
wonderfully disposable, and each
Gnoblar only costs two points.

So what are these vaunted ten uses,
then, given that each Gnoblar has a stat
line worse than even a lowly common
Goblin? Weapon Skill and Strength of 2
does not a warrior make, after all. Well,
an Ogre would tell you uses for the
common Gnoblar include things like
being thrown to a hungry Sabretusk to
avoid pursuit, giving body to a
nourishing stew and being used as a
draught excluder, but the reasons you're
reading this are listed below.

1. Rank bonus and outnumbering
The most obvious reason of the lot: rank
bonus and outnumbering. The Ogres
are so pricey that to get a full rank of
even the cheapest type of Ogre sets you
back a scary 140 points, whereas a rank
of Gnoblars sets you back a mere 8. For
less than 50 points you can field a whole
box full of little guys, 24 bodies to throw
into the same combat as your Ogres and
immediately give a bonus of +4 to their
combat resolution. This will almost
always tip the balance. The real trick is
to get the Gnoblars and a unit of Ogres
(with a standard) to charge the same
enemy at the same time, but this
requires a bit of practice.

2. Take out other weak units
The number of units out there that a

. fully ranked infantry unit, even one as

poor as Gnoblars, can take on and beat
in a straight fight is actually really large —
even when the enemy costs far more
points. There’s at least one in every
army list, in fact. Here’s an example
from each of the other army lists:

110 APPETITE FOR DESTRUCTION

Small, but deadly!

Beasts of Chaos............ Chaos Hounds

DwWarfs .......cccooiiiiinnaicinn.s Gyrocopters
Empire ..........ooooeniiiniiiinninee..o Archers
Dark Elves ...............c...............Shades
Tomb Kings ... Tomb Scorpions
Bretonnia ....................Peasant Archers
Orcs and Goblms .............. Wolf Riders
Skaven .........................Night Runners
High Elves ............ccconinieiinnn Archers
Vampire Counts.. ..Dire Wolves
Lizardmen........... » ...Skinks
Hordes of Chaos.... ...Chaos Hounds
Wood Elves ........ ....Archers

Just get them into the right fight and let
that magic +4 do the rest.

3. Protect the flanks

This one’s a doddle - simply deploy
your Gnoblar units on the flanks of the
Ogre battle line. Anyone with a couple
of games under their belt where the
enemy seriously outnumbers them will
know how tricky it is not to have enemy
units threatening the flanks. This goes

‘banners and cheerleading? Gathering food supplies from the fallen? Uncorking bottles of Win :
says Phil Kelly — alongside their larger brethren with an equally vital battlefield role. Read on..

i!-\w 7'_-_

double for Ogrés tﬁey have such g
large frontage that it’s easy ﬁar thet,
enemy to move around,\:h%'*" o i ;
A decent fast cavalry unit; suchias
Empire Pistoliers, can quickly mp mﬁn,d :
the back of the Ogre lines and harry
them with missile fire, picking the right
time to launch a charge into the rear of
an Ogre unit. Gnoblars can prevent this
by simply sitting in place to intercept
any flanking forces. The fact they move
slower than Ogres actually helps in this
respect; they can loiter back a little and
still do their duty.

4. Set up a countercharge

The tactic of placing a disposable unit in
harm'’s way, then fleeing the charge
(only to countercharge the failed
chargers with a much harder unit) is a
tactic beloved of Orc and Skaven players
across the globe. Gnoblars excel in this
role, even more so than the previous
masters of running away, Skaven Slaves.
Due to their Largely Insignificant rule,
Gnoblars never cause Panic tests when
they run — not even in other Gnoblars!
After all, Gnoblars do so love to see
their fellow Hill Goblins in a screaming
panic. Once they have fled, the Ogre
units nearby will be perfectly placed to
charge into the beleaguered foe. Squish.

5. The Thin Green Line
Not only do they appear in their dozens
and hence make a useful skirmish

Gnoblar can be used to repel flank attacks like so.



screen but, believe it or not, the
Gnoblars have a reasonable missile
attack. If you're a gambling man, you
might like to put a long line of
Gnoblars, say two models deep, along
part of your battle line. They will screen
the units behind them from missile fire
and hostile magic, taking the
punishment so that when your Ogres do
attack they are untouched. Not only
that, but if you have a Butcher behind
them with the Bangstick, you can launch
magic missiles at your enemy without
them being able to return fire (though it
may cost you a Gnoblar or three). Then,
when the enemy charges the skirmish
screen, they can flee as described above,
revealing several tonnes of angry Ogre.

An added bonus to this is that the
Gnoblars are able to throw out a lot of
shots with their missile attack, Sharp
Stuff. You can move your skirmish
screen to within 8" of the enemy, even
whilst marching, due to the fact that
they are using a thrown weapon, and
unleash anything from 30 to 50 shots.
Sure, they are Strength 2, but throw
enough mud at a wall and some of it
will stick — even a stand and shoot
reaction can be enough to drive offa
charging unit.

‘Warning: this is only really a tactic to
employ against really shooty armies. The
downside is that Gnoblars bicker — roll a
1 at the beginning of a turn and your
skirmish screen will stay exactly where it
is, halting the advance of units behind.

6. The Refused Flank

A good way to get the tactical advantage
before a single dice has been rolled is to
deploy cleverly. When your opponent
requires you to put down a unit, you
can deploy a unit of Gnoblars without
really giving anything away — after all,
it's a unit you can safely abandon (see 7,
below). He then has to decide where to
put one of his own units — guaranteed
to be more important than the Gnoblars
— before you deploy your next unit. If
this is another unit of Gnoblars, you can
have your opponent commit two or
three decent units to the board whilst
committing just Gnoblars yourself.

7. Earn over twice the Gnoblar
unit’s points without moving them
Claim a table quarter. I've had several
games when my 40-point Gnoblar units
have just loitered around, betting on the
outcome of the battle and picking their
noses, only to claim 100 Victory Points
by occupying a table quarter. After all,
your opponent has other fish to fry.

8. Misdirect big, close combat units
This is a good all-round tactic to deal

Gnablars protecting their masters
[from enemy fire — as it should be.

with those really nasty close combat
units, like Chosen Knights, Dragon
Ogres and so forth. When the threat of
such beasties looms large, move the
Gnoblars up to them but place them at
an angle so that a) the big bad unit has
no choice but to stay still or charge the
Gnoblars and b) when they do charge
they align to the Gnoblar unit in such a
manner that they face away from the rest
of the battle line. Sure, the Gnoblars will
get eaten for breakfast, but a) no one
cares and b) the enemy unit has to
waste a turn killing them, and the next
turn repositioning before they can even
come close to threatening another unit,

9. Occupy enemy missile troops
whilst the Ogres close in

-Those four guaranteed points of combat
resolution go a long way. If you march
your Gnoblars quick-sharp acress the.
board, towards say, a unit of
Handgunners, Elven Archers or even a
war machine, the enemy knows that
when that unit of little green guys gets
into base contact, their delicate and
expensive missile troops will break and
flee — the embarrassment! As a result
they will soon have to waste precious
shots trying to get rid of the Gnoblars,
killing a few a turn and making no real
difference to their numbers, or commit a
far more expensive unit to intercept
them. This means even less incoming
fire for your main units to worry about.

-10. Bulk out the ranks
As any Warhammer veteran will tell you,
having a decent number of playing
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pieces (ie, units) on the board is the key
to success. If your opponent has far
more units than you he will have far
more options and a better chance of
winning. So, say you've added up your
list and have 40 points left over. Those
40 points could buy another Ogre for
your Bulls unit, or a whole unit of
Gnoblars unto itself. The latter is
without a doubt the more useful option
from a gameplay perspective.

101/2. Get a Scraplauncher!
Scraplaunchers are great all-rounders

and can cause a hell of a lot of damage
with their large template, Killing Blow
missile attack. Taking a unit of Gnoblars |
allows you the option of taking a :
Scraplauncher — a good reason in itself

to get some of those greenies in. }

Sadly that’s all T have space for, but
there’s plenty of other units with
individual tactics to try in the Ogre army
—and I haven’t even mentioned Gut
Magic yet! Try these strategies yourself
and see how you get on.

e - ————

Pbil Kelly

Phil's personal
[favourite Ogre unit is
the Scraplauncher
because it’s “so chaotic. §
and is proof that ;
sometimes a really

the grade. It’s !
Gnoblars recyclingl”

www.games-workshop.co.uk:
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Sclafyn of the Annulii 5 6 6

Cost: 122 points.

4 n the north of Ulthuan berween
I the Forests of Avelorn and the
coastlands of Chrace lies the most
dangerous part of the Annulii
Mountains. It is an unearthly place,
where writhing mist enfolds the bare
‘ hills in its chill embrace and the heaths
i are shunned by bird and beast. As the
" winds of magic are drawn to Ulthuan,
their power eddies and flows around the
Annulii. All manner of dark things have
sought refuge in the peaks, so fortified
gates guard the passes and a network of
watchtowers and patrols ward against
them. The dangers posed by the
creatures that dwell in the hills waxes
and wanes with the winds of magic in a
way even the greatest sorcerers do not
fully understand.

Selafyn is one of the Wardens of the
Annulii Mountains and it is his duty to
track and combat whatever comes out of
the mists. It is a task he knows well, for
it has been the duty of his family since
the Sundering. To Selafyn, the
magnificent isolation of the mountains is
infinitely more desirable than the
precise formality of the court. When
hunting he has an unerring instinct that
tells him when and where to find his
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Equipment: Selafyn wears Shadow Armour and carries a Foe Bane sword and shield.

prey. He always knows when the danger
is greatest and does not hesitate to place
himself in harm’s path.

His skill in battling monsters has not
gone unnoticed, on one occasion he
concluded a manticore hunt at the very
gates of Tor Achare, finishing the pain of
the blood-maddened beast with an
elegant sword thrust to the eye. Such
deeds linger in the observer’s mind and
have led to Selafyn being called to join
the Ulthuan Warhost when it battles the
Dark Elves. The Dark EIf armies
frequently include all manner of
unnatural abominations under the thrall
of their Beastmasters, and it is fighting
these, under the eyes of the great Lords
of Ulthuan, that has continued to build
Selafyn’s growing reputation. Although
the taciturn Warden lacks high
sophistication, his forthrightness and
honesty have won him courtly friends,
charmed by his coarse naiveté. While his
sword arm remains strong his star will
continue to rise.

Selafyn accomplished his most
acclaimed feat when the Storm of Chaos
struck the world and the blood mist
flowed from the Blighted Isles. When

Selafyn counts as a Hero choice and may be used by any High EIf army. He must be used as
defined here and cannot be given additional equipment.

Black Arks appeared off Chrace, and
battle was joined. The arrow storm was
thick but, although it cost them dear, the
Dark Elves continued to fight at range
until the High EIf archers’ quivers were
spent. Only then did the Dark EIf
Corsairs and spearmen glide forward,
formed into great columns, between
each of which came a Beastmaster and
his charges. High EIf spears and the
fabled White Lions met them half way
across the field of battle, but for all their
valour they were overmatched, and a
huge hydra at the centre of the Dark EIf
army seemed certain to break the High
Elf line. It was then that Selafyn
attacked. Appearing from nowhere, with
each swing of his sword he cut off one
of the hydra’s heads, driving it back into
the press of Dark Elves. As the last head
was tumbled, the beast’s death throes
threw their ranks into disorder and the
Dark Elves broke before a renewed
onslaught from the White Lions.

Selafyn could have parleyed his triumph
into a place at court, trading the cruel
howl of the mountain winds for the soft
songs of minstrels, but he freely chose
his birthright, and remains the Hawk of
the Annulii.

112 THE SLAYER OF MONSTERS
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waited. Mist wreathed him like a cloak of ice, chilling his

exposed flesh. Tiny rivulets of water ran down the plates of
his shadow armour. His hair was damp and stuck to the side of
his face. His heart and his breath were almost still. The creature
he had tracked for three days was below him, feasting upon the
body of onc of his kindred. The EIf was dead before he got
there, caught unawares and felled by the beast. Selafyn watched
without cmotion as it tore through armour, flesh and bone with
its powerful beak and talons.

In the shadowed crags of the Annulii mountains, Selafyn

A cockatrice. It looked smaller than he'd expected. It was an
aberration, a corrupted bird as big as a wolfhound with pitiful,
flightless wings. Its glance could freeze the blood and turn man or
beast to stone. The creature had not seen him, it was absorbed in
finishing the corpse. picking away at the gristle, tendon and sinew.

Sclafyn drew his sword and muttered a prayer to Kournos. A
weak sun glared overhead, attempting to pierce the growing blanket
of dense cloud that threatened a storm. The High Elf concealed
his blade beneath his cloak lest an crrant ray reflect off the steel
and warn the creature of his presence.

A shallow ravine was all that stood between Selafyn and his prey.
With tentative steps he crept toward it. Still the beast gnawed at
the carcass.

Within feet of it, Sclafyn stopped breathing and slid his sword
out from under his cloak. As he did so a tiny stone, disturbed by
his passage fcll down the side of the ravine. It was the tiniest
sound, little more than a whisper in a storm.

The creatuse turned and saw him. A high-pitched ululating screech
came from its gullet, ragged and bloody strips of flesh hanging
down from its beak. Sclafyn brought up his shicld and was
sprinting now as the cockatrice brought its gaze around to him.
The High EIf kept his cycs low, taking care not to look at it
and using his shicld to block his view as he focused on its
taloned feet.

The beast lunged forward, striking Sclafyn's shield hard. He nearly
lost his grip but sidestepped to the creature’s right flank and

readjusted his hold. The creature lunged again, beak first. This
time it punched a small hole in the shicld. Selafyn was pushed
back by the impact and nearly lost his footing. He edged around
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to the beast’s left flank. sidestepping quickly. It funged again and
this time he dodged it. Selafyn backed away as the cockatrice
tricd to turn around and face him again, kicking up rocks and
dust with its clawed feet. He had forged a gap of a few feet
between him and his prey. Raising his shicld and clattering it with
the flat of his sword he invited the beast to come at him.

Rain was falling, pattering against his armour. A shout of thunder
cracked in the heavens. Selafyn held his breath, gaze low, as the
cockatrice charged at him once more. Just before the beast reached
him, the High EIf sprang, all his weight forward onto his shicld.
The collision ripped the shield in two but the creature was dazed
at the sudden and powerful impact. With his eyes still to the
ground, Selafyn struck a blow born of instinct.

The cockatrice screamed in pain. Selafyn looked up and saw the
bloody gash he had carved across its eyes. Blinded, the beast
stumbled about, snapping widely. Calmly, Selafyn advanced,
dodging its frantic attacks. and drove his blade deep into the
creature’s heart. Its death scream rang out into the mountains and
was answered by thunder. With that it slumped down dead.

Lightning flashed overhead, throwing a long dark shadow across
the High EIf as he stood next to the monster's corpse. He
looked up and in the mountain side saw a marrow cleft in the
rock. Sheathing his blade, he headed up the rock face.

Weaving through massive boulders and gliding over the scattered
scree of the mountainside, Sefafyn reached the entrance to a small
eyrie. His EIf cyes penetrating the pressing gloom, he saw
numerous bones of both EIf and beast. The creature had been
nesting here, clearly for some time. There was a patch of twigs
and rough grasses towards the back of the cave. Outside the
tempest grew and rain lashed against the mountainside while the
thunder vented its anger. :

Selafyn approached the nest. Within were the remains of three
huge eggs. All had hatched, though scattered, deformed bones told
him two of the chicks had not lived long. The creature he'd
fought had been small. The third infant, months old at most.

Through the storm Selafyn heard something scratch at the (
rocks below. The mother had returned. he turned to face the
cave entrance, drew his sword and headed out into the
breaking storm.

et - O 2l

NIATURE IS ONLY AVAILABLE DURING THE MONTH OF APRIL!

= Sclafyn, the Hawk of the Annulii, is only available for a short period of time. You can buy this Special Edition
Miniature in store on the special birthday weekend (see page 149 for details). Alternatively you can contact

il Games Workshop Direct on 0115 91 40000 to order him.
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What’s worse than one competitive player? TWO competltlve playefsf

The adventures of Andy
Smillie, Scotsmen, as he
prepares to compete in a
Doubles Tournament. In part
one of two, the wily Weejie
teams up with his partner in
crime, Adam Hall, to concoct
the most fiendishly beardy
Wood EIf army list ever
conceived of by man, (and
that’s saying something).

ndy: I've never been to a
ATournament. I just don’t have the

discipline to paint a 2,000 point
force to a decent standard. I've tried,
repeatedly, and each time 1 end up with
a case full of shiny miniatures, only a
heroic few have anything resembling
actual colour. In fact, recently I have had
trouble even assembling a complete
force. My attention constantly shifis
from project to project, paintbrush to
Playstation. Not that this has ever been
much of an issue. I play games, lots in
fact, and besides the occasional
grumble from my opponents

about shiny miniatures having a -1 to
dice roles, I tend to do fairly well (fairly
well? The man’s a monster! — Guy)*.
This, I'd decided, was pretty much how
it would be. That was until I discovered
the Warhammer Doubles Tournament.

The Doubles Tournament is mostly the
500 points Border Patrol rules with a
few minor tweaks (5o no assemblage of
a huge army is required ~ excellent). But
there is one major difference to other
events, namely the doubles bit. I needed
a partner, Preferably someone of
experience, who could guide me
through the minefield of my first
competitive outing. Luckily, I while away
my ‘9 to 5 sitting opposite Adam Hall, a
born and bred tournament player.
Gaming is not his hobby — winning is his
hobby. Not the most rounded of
hobbyists, but under the circumstances
just the man I was looking for. Anyway,
the Doubles Tournament is less
competitive than the Grand
Tournament, focussing more on having
fun than world domination. Who knows,
it might even start Adam on a new
path. A quick chat and he was in,
and one step closer to normality.

It didn't take long before the challcngés
of 500 points games hit us;. nt;ver miz’id :
the added complication of teammg;up -
We couldn’t even decide which army to'
take. We were hampered even further in
this because the Doubles rules allow you
to take separate races as long as it is
allowed by the Alliance Table (see
overleaf). We ran through what we knew
about small games of Warhammer.
Shooting and magic are effective,
skirmishing and fast cavalry units do
well. Armoured units are hard to shift
due to lack of meaty characters and war
machines. I had it! A couple of units of
Chaos Knights and some Wood ELf
shootiness. But the alliance table said
different. At this point Adam thought of
the other major issue with small games,
lack of manpower. This, he reasoned,
was something the Undead could
overcome. Especially if we both took
them and had two Necromancers. But I
wasn't convinced. I reckoned that a
missile army could take them out
quicker than they could rise again.

We did agree on one important issue —
we should both take the same race. No
sense in half measures. But which race?
Using our earlier criteria and one other
— did we want to game with them? — we
decided to break them down and group
them by what they were good at. Yes, we
made a table and ticked the boxes. Sad
as it is, it helped. Wood Elves came out
top. A quick recap of the Doubles army
selection rules convinced us.

The theory behind the list was sound
and our tactics foolproof; shoot them to

FJVood Elves doubles army

Andy

Level 2 Mage .....c.ccccevvveevireevnnierann, 105
5 Archers
5 Archers ...
5 Archers ...
10 Dryads...
TOTAL
Adam
Level 2 Mage
10 Archers .............
BAYCHETS: vvnsiinsrissinmisiain
8 Waywatchers .......coooveuiieeiioaennns
TOITAT, tsvvvowssomssmmsemmsnnisiiigs 499
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'High Elves
¢ 1 took command. I did suggest that Adam use the High Elves
_ but he mumbled something about them not being “True

- Elves’ while gazing at the tree outside in my garden.

' 1 deployed as a standard line, Bolt Throwers on a hill and
| Silver Helms on each flank. Adam set up his Archers, keeping
| the Dryads and Mages back. The Waywatchers concealed
i themselves in a wood, obvious but cffective nonetheless. 1
. took the Second Sign of Amul for both of my Mages, to boost
. my Bolt Throwers’ accuracy. Winning the role for first turn I
' tried and failed to cast some magic. Alas, my shooting was
¢ equally poor, unlike the return fire. The end of the first turn
E.';, and my Bolt Thrower crew lay dead and one of the Archer
i units was reduced to two men, who promptly fled the field.
§ Irwas a gamble leaving the Bolt Throwers on the hill, but I
had hoped that maybe I could have dispelled Master of
Stone. Adam’s double 6 put paid to that. Turn two and I
" advanced with the Silver Helms — it was now or never, My
- magie was again poor, and shooting lacklustre. With only ten
| archers left I killed off a unit of five archers. In return, the
| Wood Elves took out all my Silver Helms! By Turn three it
" was over. I had lost everything but a wounded Mage.
» Deciding discretion was the better part of valour, he limped
* pathetically off the table.

ornate Chaos

Ihe main drawback with the Chaos army is its
lack of skirmishers and Fast Cavalry, It also

¢ lacks magic missiles and so would have real
trouble with the Waywatchers. This proved to

be the case. Thanks to their special rules the
L3;‘‘}V'ay'watchm's managed to stop the Chaos army

{ from marching, I saw no point in turning around
{ to'face them, as they were far more mobile than
' any of my units. Adam, ignoring my Marauders,

| concentrated on killing the knights. On Turn four

. when the knights charged only three of them

- remained. The Marauders, thanks to the
*‘Waywatehers,rncver magde it to combat. It ended a

¢ draw. Arrows did little to stop knights and the dispel
dice the Khorne armz generated put paid to magie,
' but our plan of ¢ d in a draw:

; €y

bits before they bashed us in. (Rather
than just turn up with two separate
forces, we'd tell our opponents that our
respective mages were long lost cousins
reunited in the heat of battle, we

TR

C uld we be out-shot? Would horde armies overrun us? What about mounted armies? We decided to put

‘together some forces we’d have real problems against and play some practice games. These we played
ibetween ourselves before taking on ‘real’ opponents. We thought this would let us try out our Wood Elves
‘against armies designed to beat them and iron out the wrinkles. But basically we're just not very sociable.

The right EIf for the right job
We decided we’d use Scout models to
form the core of our force. The only
problem was that there are few
variations available, so even in a 1,000

2

Undead

Now was my chance to prove that a horde of unliving
monstrosities is not an ideal Doubles selection.

It was my turn with the defenders of Loren. T won the roll for
first rurn. With all my magic out of range, I went straight to )i
shooting. The combined fire of my archers got rid of the Dire "
Wolves and Ghouls, The Undead advanced. I kept the bulk of
their magic in check, though the ranks of both Skeleton units
swelled. Turn two and the Black Knights had to go down; 33 B4
shots later and only the standard remained. The Waywatchers =
shot the Skeletons up a bit, re-slaying the newly arisen. The
Undead adyvanced some more and the last Black Knight was
cut down. The Banshee got close enough to the Waywatchers
to kill some and make the rest flee in horror. Turn three and
the Waywatchers rallied and I killed the Banshee with
magic.Turn four and everything I had magical and otherwise
was targeted at one of the Skeleton units. It died. The
remaining Undead unit charged some Archers who fled the
table, The failed charge brought the Undead within reach of ;
my Dryads. Game over. A quick performance of the Aha I was y
right!” dance and the argument was settled. ¢

=
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Chaos and Night Goblins E
‘We had to play some actual opponents rather than each 7 %
other. Although playing each other meant one of us always |
won. If our egos kept growing at this rate, we would have -
one too many players for a Doubles tournament. A walk

round the office, some beer bribery and we had our game.

Nick Kristofoli’s and Mark Chambers’ Chaos and Goblin g
alliance was a/'scary prospect. Their chariot survived three
Master of Stone spells and lots of arrows. It hit our lines
and slew all before it. The Dryads died to a e
spell of fiery death and the Waywatchers
followed suit. All in all a bloody, affair.: 1

In retrospect, our mistake was not hiding in a far |
corner, and we didn’t play to the strengths of our
army. Having tried, and failed, for the whole game to

kill the chariot, we ended up killing nothing of R
note, If we did that in the tournament, we'd be

more stuffed than a king-size haggis. :

every model sounded just a little too
much for us, so in the end we went for
three variants of each; the original, a
weapon swap or reposition and a head
swap. This ensured that within the two

decided that a little background
wouldn’t go amiss. It would make it hurt
less when we killed them if they thought
of us as ‘fluffy’ hobbyists). But could we
do it for real? We set to, putting our two
500 points army lists together. This is
what we came up with (see left).

points force we would have to double up
on models. This is something I am not
keen on, especially in such a small army,
It should all be about character and each
valiant defender of Loren had to be an
individual. For our 33 archers we had
six models to play with. Six variations on

500 points forces none were used twice.
For the Waywatchers and Dryads we did
some minor arm bending and weapon
swapping. For my Mage I used the High
Elf Everqueen model (above), as it is by
far my favourite Mage model. Adam
opted to do his own conversion.

*Perhaps we should point out that any anti-tournament bias exbibited by Guy In bis comments bere may be explained by the frequent drubbing his fluff-beavy all-Goblin army gets.

Oue of these massacres was perpetrated by Andy's 18 Pegasus Knight Bretonnian squadron, known in these parts as ‘The French Tickler”,

R -
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SIENNA MIST — THIS YEAR'S AUTUMN COLLECTION %

To tie the armies together, Andy and Adam went for a green/brown and a brown/ green colour scheme respecﬁvelx;i 1

(i e PRy
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I wanted the model dark, so I painted I highlighted the cloths and, as I 1 added the clothes’ final highlight —
the clothes Scorched Brown over a 1:1 wanted the flesh dark too, I Bestial Brown, and began to add in
Catachan Green/ black basecoat, and highlighted the face Dwarf Flesh. the details, painting the sword

the face Dark Flesh. Boltgun Metal.

T

Andy Smillie
Andy is a very, very
competitive player,
something be’s
extremely good at.
We've all fallen prey
to bis two Monolith
1,000 points Necron
army. Aside from that,
he's a great blokel

As 1 added more detail, I decided to The details are in light colours, so he Next Month: Andy and Adam
change the trousers to a natural looks Elfy, but, as the colours are travel to the tournament. Will
green, as the model was too brown. complementary, in tune with nature. their tricks of cheese prevail?

THE WARHAMMER DOUBLES TOURNAMENT RULES

The next Doubles tournament is on July 23rd-24th at Warhammer World. Contact GW Direct on 0115 91 40000 for a ticket.

* Players must choose an army of not more than 500 points. item per pick, like Goblin Wolf Chariots. You may only buy ONE per
* You must have a SINGLE Hero to lead the force, but the Hero may not choice.
be an Army Battle Standard Bearer. = All models must be WYSIWYG — “What you see is what you get".
* The Army must consist of at least TWO units and no more than FOUR * All models must be painted Citadel miniatures.
units.
* You must have at least ONE Core choice. Each army may ally with only the armies shown on the following
* You may take ONE choice of either Special or Rare units, but not both. Alliances chart. Simply cross-reference the races you wish to ally with.
* You must include at least ONE infantry unit of 10+ models, The following notations represent:
* No unit may be larger than 25 models. B= Battle Brothers — same race, so no problems.
* No unit may carry a magical standard. X= Disallowed — cannot ally under any circumstance.
* No single model may cost more than 125 points. T= Trusted allies — no special rules, alliance is permitted.
* An army may have no more than ONE Chariot (exception: Tomb Kings) D= Distrustful allies — permitted, but allied units and characters within 6"
or War machine. This also applies to choices that allow more than one of each other suffer a -1 Leadership penalty (after other delﬁ(‘:r.'s)

~ Emp 0&G Skav Chaos  TKings  Vamp DElves HEIves WElves CDwarfs Bret Dwa DoV
B X X X D X X T D X T T T
X B T T X D D X X D X X T
X T B T D X D X X D X X T
X T T B D D D X X el X X T4
D X D D B X D D D D X D 14
X D X D X B D X X D X X T
X D D D D D B X X D X X T
T X 5% X D X X B T X T D T
D X X X D X X T B X T D T
X D D T D D D X X B X X T
T X X X X X X T T X B T t
T X X X D X X D D X T B T a8
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‘Winter in Middle-earth * Scouring the Shire * The War Begins :
arg Rider Chieftains, snow How to make terrain for a More tales of gaming, plus *
Genery, and a scenariol devastated landscape. simple scenery.
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9 Chronicles of Middle-earth

The story of the fall of Saruman, by Mat Ward

Saruman was once a noble Wizard histories and tongues. Our concern here,

and Master of the White COUI‘ICI], however, is with the head of the Order,
N . i S the White.

tasked with preventing Sauron Guzunit;ior Sardinan the White

from regaining the One Ring. Even in those early years, Saruman was evel

Unknown to the other members intrigued by the mechanisms that drove the

though he was in league with world. He had a mind of metal and

Sauron and covets the ring for his gearwork, an astute observer who saw things
) OWn use only in terms of potential use. Rock, tree,

man, bird and beast were all fulcrums and
levers to his eye, requiring only the proper
here are few things more deserving manipulations to effect change. Always he
| of pity in this world than the fate of looked for larger patterns in the tide of

a noble being whose feet have history, how the change in destiny of an
wandered from the path of light. Some do individual could come to rule the fates of
so because they have no choice, their many. With such skill and knowledge at his
actions provoked by desperation or by a command he was responsible for many
higher responsibility, others out of greed noble deeds, for his insights gave him an air
for wealth or knowledge. Most tragic, of prescience to rival the Elves of old: It
howeyver, are those whose descent into should be of little surprise, therefore, that
darkness is fuelled by hubris and who are Saruman swiftly rose to become Master of
driven by a sense of great worth and the White Council, the great assemblage of
importance in the web of existence. the Wise. The council had set itself the chief
Fortunately these are the rarest of all task to prevent Sauron regaining the One
betrayers, yet they are capable of causing Ring, the whereabouts of which was, at that
ruin on an unimaginable scale. In the First time, unknown.

Age of the world, when Morgoth cast his

shadow upon all lands, many fell prey to THE WEAKNESS OF PRIDE

the dictates of pride, but it is of more Alas, Saruman’s pride was a terrible thing
recent events I write this day, of the tale even then, for he believed he could turn the
of Curunir, of Saruman the White. His Ruling Ring to his own will. Though he had
deeds in the later years are well mastery of the council, he grew envious of
documented, and with this in mind I Gandalf, for he knew in his heart that the
shall restrict myself to the recounting of Grey Pilgrim’s wisdom was the greater and
events long past. that his voice carried much weight with the
other members of the council and the
It was in the middle years of the Third common folk of Middle-earth. The simple
Age, when Sauron’s influence was truth was that had Gandalf wished
growing once more, that the Wizards leadership of the council, he almost certainly
first appeared in Middle-earth. I can could have taken it for his own, yet such
only put names to three of them, things were not in his ambitions. Eaten away
though it is commonly understood by his own deception and the lure of the
amongst the Wise that they were at Ring, Saruman began to fear Gandalf, for he
least five in number. All had been sent worried that the Grey Wizard saw more of
from over the sundered sea to combat his growing fixation with Sauron’s Ring
the growing power of the Dark Lord. than he openly declared.
Each was a vessel of great power in
their own right, yet that strength In light of subsequent events, it seems
exhibited itself in different ways. The doubtful that Gandalf was aware of any
most junior of the order, Radagast, was more than he spoke of, yet Saruman was
a friend to all the birds and beasts of dogged by his own fears and began to spy
Middle-earth, versed in their tongues upon Gandalf. In due time he discovered his
and master of their hues and forms. In peer’s interest in the Shire, and resolved to
contrast, Olorin, who in the western learn of the reason for his interest through
lands became more commonly known all manner of spying and investigation. Of
as Gandalf, was a traveller whose course, at this time, Gandalf had no reason
attention was drawn to the people of for visiting the Shire that Saruman could
Middle-earth and a scholar of their have seen value in, simply seeing it as a

= i
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THE WHITE COUNCIL

Though an important gathering of

the Wise in Middle-earth, the White

Council’s membership is never

openly mentioned in The Lord of

The Rings. We know that Gandalf,

{ Saruman, Elrond and Galadriel wete.

4 all members of the council, and that

§ Celeborn, Glorfindel, Radagast,

Cirdan, Gildor and Erestor (and

maybe even Aragorn) possibly were

also. Even this brief selection gives

1 plenty of potential to playing

b | scenarios with alternate Fellowships.

& | If you wish to have other members
of the White Council take part in
your scenarios instead, Cirdan can

4 be represented with Celeborn’s

= profile, Gildor with Haldir’s profile

and Erestor with the profile of an

Elven captain.

place to pass time in good company, but
Curunir was not to be convinced of this. In
all honesty, there is nothing to suggest evil
intent in Saruman’s actions at this ime, and
they can perhaps be deemed a folly brought
about by his great conceit. Nevertheless,
Saruman began to see opposition where
none truly existed, and the council became
split more often than it was united.

Saruman now saw himself in a race not only
against Sauron, but also against the
members of the White Council. He did not
credit the council with the courage to seize
the opportunity before them, a chance to
seize Sauron’s Ring of Power and to use it
against him. His opposition swiftly turned to
disdain of his fellows, and from that
moment forth Saruman’s will hardened
against the council, seeing them as weak and
unworthy of the power they commanded,
though he took pains to conceal his thoughts
from them.

So it was that Saruman began to block the
council’s attempts to confront Sauron.
Saruman now saw the Ring as the vessel
through which he could assert his will, not
dnly on the council, but across all Middle-
sarth, a challenger to Sauron’s might. To his
nind there was no longer any difference
setween ally and enemy, all would deny him
he Ring, so all must be thwarted. He used
Ul of his skill to manipulate events for more

than a hundred years, using his influence
over the council, and thus the wider world,
to create a situation in which neither his
unwitting allies nor his enemy could be
assured of victory and, more importantly,
possession of The Ring.

ASSAULTING DOL GULDUR
On at least one occasion Gandalf counselled
the Wise to assault Dol Guldur, then a chief
stronghold of the Dark Lord, only to be
blocked by Saruman’s decree. It was when
Sauron’s forces began to search the area
where Isildur had been slain that Saruman
finally relented, fearing that the Lord of
Mordor would find the Ruling Ring. By this
time, possession of the Ring must have
begun to lie heavily on Saruman’s mind for
he redoubled his efforts, desperate to
maintain his advantage. He began using the
Palantir of Orthanc, which he had found
locked away in Orthanc when he took up
residence within, to spy upon Sauron’s
intent, giving little regard for the dangers of
such an enterprise, and from this time
onwards it is unclear as to how many of his
actions were truly his own and how many
were the whims of a greater manipulator
than he.

When the White Council met for the final
time, discussion turned once more to the
Rings of Power. It was here that Saruman
purported to know the fate of the One Ring,

that it had passed down Anduin after
Isildur’s death and was now lost in the great
sea. Of course, by now it had come into the
possession of one Bilbo Baggins in the
Shire, but none were to know that — even
Gandalf had yet to guess.it. Saruman, for
his part, did not truly believe that the Ring
was lost, but perhaps saw this as the
simplest way to divert the attentions of the
council. If this is the case he failed, for
even as he withdrew to Isengard and began
to fortify it in preparation for the next stage
of events and began to assemble the
beginnings of his own army, Gandalf
redoubled his search for the Ring. The
White Council never met again,

Much is written elsewhere of how Saruman
sought to acquire the Ring, proving himself
a bedevilment to both Sauron and Gandalf,
of his invasion of Rohan, and his eventual
death at the hand of one of his vassals. The
fate of the One Ring is also common
knowledge too. What is often forgotten is
that but for the folly of his pride, Curunir
could have been, and indeed was for a time,
a great force for good in the world. That he
chose to leave the path in pursuit of
forbidden goals is that for which he will be
remembered, as he will also for his
arrogance, weakness and pride. Not all evil
deeds begin with evil thoughts but the
choice between light and dark was his, and
his alone.
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Saruman as a Good hero

You can use Saruman as he was before
he left the path of the White Council.
Obviously, as a profile for Saruman
already exists as an Evil Hero, you'll
have to agree with your opponent to
ensure that you don’t end up with
two Sarumans in the game.

If you wish to use a Saruman as a
Good Hero then follow all of the rules
given in The Return of the King
rulebook on page 85. He has exactly
the same characteristics and spells but
does not have the Voice of Command
or Palantir special rules. Otherwise he
is unchanged and has the following

additional Wargear option.

Wargear

Saruman carries his staff (two-handed
weapon). At additional cost, he may have
the following item:

Horse 10 pis

CONVERTING SARUMAN

Nick: It may have escaped your notice but
at present there isn’t a model to represent
the ‘Good’ Saruman riding a horse, which
as he is a Good Hero, he is allowed to have
as wargear. So I thought I'd have a go at
converting one.

This conversion requires two models.
Gandalf on Shadowfax as the basis and the
Orthanc Saruman for the details (both of
these are available from GW Direct, see
page 160 for more information).

1 clipped off Gandalf's
right arm and filed it
down. I then clipped
off Saruman’s staff
arm and glued it to
where Gandalf’s
shoulder had been.
Any gaps I filled with
Green Stuff.

Next I cut off
Gandalf’s head and
filed it down. I then
clipped off Saruman’s
head, taking care to
preserve the beard and
glued this in place. [
filled the gaps with a
strip of Green Stuff.

As I'd clipped away a
lot of Saruman’s hair
when I removed his
head, there was a
small gap at the
model’s neck, so I
sculpted some more
hair out of Green Stuff
to finish him off.




SCENARIO - NAN CURUNIR

first siege of Helin’s Deep is ended

and the Dunlendings are fleeing
tohan for the safety of their mountain
iomes. However, all is not well on the
wrthern marches of Rohan, for the Goblins
f the Misty Mountains have begun to
ipread south across the wolds, raiding and
wurning as they come. The worn and weary
Rohirrim have little choice but to ride north
and confront these new invaders. The
confrontation comes at the northernmost
point of the Gap of Rohan, in the vale of
Isengard, at the centre of which stands the
forbidding tower of Orthanc. The Rohirrim
are greatly outnumbered by their foes, and
several hulking Cave Trolls are sighted
amongst the horde. Help comes to the sons
of Rohan from an unexpected source —
Saruman, master of the White Council. The
White Wizard has been given leave to take
up residence in Orthanc and has travelled
north with an honour guard bestowed upon
him in recognition of his station. With the
assistance of Saruman and his escort, the
Rohirrim may yet prevail.

The year is 2759 of the Third Age. The

Participants

Good

Saruman the White

12 Riders of Rohan

6 Riders of Rohan with throwing spears
6 Citadel Guard with spear

Evil

12 Moria Goblins with spear

12 Moria Goblins with Orc bow
12 Moria Goblins with shield

2 Cave Trolls with spear

1 Cave Troll with Troll chain

Layout

This scenario is played on a board
48"/112cm by 48"/112cm. The game takes
place at the entrance to what will later be
known as the Wizard's Vale so the table
should be mostly flat with some rocky
outcrops and trees.

Mat Ward: Mat
began working at
GW in the summer
of 2002 as an
Assistant Games
Developer.

He tells us that his
favourite character
in the whole of The
Lord of The Rings story is game old
Gandalf, who coincidentally was also the
last model that he painted.
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Starting Positions

The Good player deploys his force
(excluding Saruman and the Citadel Guard)
in the Good deployment zone. The Evil
player then places his force within the Evil
deployment zone. Finally, the Good player
deploys Saruman in the Good deployment
zone and the Citadel Guard within 6"/14cm.

Obijectives

The Good player wins if he reduces the Evil
side to 25% or less of its starting numbers.
The Evil player wins if the Good side is
reduced to 50% of its starting numbers and
Saruman is slain as well. If both conditions
are met in the same turn, the game ends as a
draw instead.

48"/112¢cm

Special Rules

The Citadel Guard. For the purposes of
this scenario, the Citadel Guard’s Bodyguard
special rule must be used on Saruman (he
effectively counts as being a Hero of
Gondor for this scenario),

Points Match “
To play this scenario with different
forces, choose two sides of roughly
equal points value. Neither side may
arm more than 50% of its warriors with
bows. The most expensive model on the
Good side takes the role of Saruman.
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couring the Shire

Steve Cumiskey gives us some tips on bow to trash Hobbiton

QOver the years the relative peace
of the Shire has been broken
several times, but nothing
matches the damage done by
Sharkey and his dastardly
Ruffians. Here are some
techniques you can use to create
terrain representing the Shire
during this dark period.

he Shire has seen a surprising

amount of conflict throughout its

history, from marauding Orcs, Wargs
and Ringwraiths, to the devastation
wrought by Sharkey and his Ruffians and
their tendency towards arson. All of these
were a series of assaults on the Hobbits’
homes, fended off by the Hobbits and their
allies — most notably the Rangers of
Gondor and Gandalf. The Scouring of the
Shire book covers much of the Shire’s
history, and the guide to building terrain in
the book has some fantastic tips on
building various types of Hobbit homes.

Of course, some gamers will be particularly
drawn to the events of the Scouring of the
Shire itself and will want to add suitable
pieces to their terrain collection to help
represent these events. On the following
pages, we’ll be looking at some of the
terrain that will help bring the time of the
Scouring to life. By theming your games
with terrain like this, you’ll find that you
can add much more flavour to your battles.
Those pesky Ruffians...

Collapsed Hobbit-hole

The most obvious sign of the Scouring is
the damage done to the dwellings of the
Hobbits. Hobbit-holes are quite
straightforward to make, being mainly just
a shaped polystyrene hill with some extra
detail. The book gives you many tips on
how to make an intact Hobbit-hole. This
model uses many of these techniques, but
features both a collapsed roof and fire
damage in addition. Either or both effects
can be used on your terrain pieces to show
the damage done to the beautiful lands of
the Shire by Sharkey’s men.

Safety
When using a knife, always make sure
to cut away from yourself.
When using cocktail sticks, take care
to blunt their points to avoid
accidents.

Tools and Materials
= Polystyrene

* Foamboard

= Balsa wood sheet

* Balsa wood dowel

* Ready mixed filler

= Thin card

e Cartridge paper

e Citadel PVA glue

* Cocktail sticks

¢ Modelling knife

e Textured paint

= Modelling putty

= Sculpting tool

* Flock and static grass

Build the Hobbit-hole in the normal way
(details can be found in The Scouring of
the Shire book), but leave the front wall
off for the moment.

Gouge holes into the surface of the hill
with your knife.

Cut pieces of balsa wood sheet to make
broken rafters. Decide where on the
edges of the holes you want to put
them, and then cut enough polystyrene
to allow the rafters to sit in place, level
with the surrounding surface.




Paint the interior of the holes first with Tear pieces of cartridge paper and glue Drybrush the areas around the hole,

textured paint and then stipple them them in place around the holes. Ensure door and window Chaos Black.
with patches of Scorched Brown, that they hang out slightly over the

Chaos Black and Codex Grey. Once hole. Once the glue has had time to

the painting is done, glue the pieces of dry, use ready mixed filler to disguise

balsa wood and front wall in place. the edges of the paper and then paint

and flock the model as normal.

uilding specific terrain can do a lot to bring a setting to life, but you don’t need to build an entirely new set for each
campaign that you run. Most of the pieces shown here are relatively easy to build and can be used again in other games.
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Ruined Landscape

Barricades

During the final battle against the Ruffians, the Hobbits constructed a series of barricades to block the passage of their enemies.
Additional barricades could also be used to provide cover for Hobbit Archers. In this case, we made a barricade using the method
for creating tree trunks described below. These were glued to a base roughly 15cm long with Citadel PVA glue and supported by
pieces of balsa wood and cocktail sticks. We also shaved a sliver of wood from the side of some of the logs resting on the base. Not
only will this make the logs appear to have settled a little into the earth, but it will also make it easier to glue them in place.

Painting Bark

] Over a black undercoat, paint the bark 2 Drybrush the bark with Codex Grey. ' Finally, drybrush the bark lightly with
Scorched Brown. Rotting Flesh.

Painting Wood

l Paint the wood Scorched Brown. 2 Drybrush with Bestial Brown. Complete the painting by drybrushing
with Bleached Bone.

Balsa Dowelling

Both the barricade and devastated copse
on these pages feature trees trunks. In
both cases, we’ve used balsa wood dowel
to represent them. Simply break off a
length of dowel and then mix some of
your filler with Citadel PVA glue and
paint it onto the dowel. The streaks left in
the hardening filler are an effective way
of representing the texture of bark.
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Devastated Copse

Aside from building their own dwellings and defences, the Ruffians also ravaged much of the landscape of the Shire. A ruined copse
of trees is a great piece of terrain to help create an atmosphere of ruination. Copses also have the advantage of being very quick to
build. The copse consists of a set of tree stumps, made in a similar way as the barricades, glued to a base made from thin wood or
foamboard, and painted to look blackened by fire.

Broken Tree Stumps

The broken tree stumps in our copse differ

from the logs in our barricades in two ways
~ they have roots and the distinctive break

created when a tree is chopped down.

The roots are sausages of Green Stuff
squashed onto the trunk before the filler is
applied. The distinctive break is produced
by cutting half way through the dowel with
a sharp knife and then completing the
break by hand,

Fire Damage ;

The best way to paint fire damage is to paint the copse intact first. At this stage, most of the

base can be flocked to match your gaming table, with only the area to be burnt left clear. i
Then take a large drybrush and apply Chaos Black paint over the burnt area. To finish off

the effect, we added piles of ash. This is quite easy to do — just stipple on patches of Codex

Grey followed by Skull White, applied in the same way.




e Lockholes

Paladin Took leads a dangerous raid on Sharkey’s Lockholes

The storage tunnels of Michel
Delving were once a place where
food and supplies were gathered.
Now, transformed into the
Lockholes, they are a vile place
where those who defy Sharkey
are imprisoned. Adam Troke sets
the scene for a daring escape...

purred into action by the tales of
S cruelty in the Lockholes that are

circulating across the Shire, a small
group of Hobbits, led by Paladin, make a
daring daytime raid on a Lockhole. Hoping
to free as many Hobbits from the evil place
as possible, the rescuers must employ
courage and cunning in equal amounts if
they are to rescue their friends from the
clutches of the Ruffians.

Forces

Good

Paladin Took

Fredegar Bolger

Lobelia Sackville-Baggins
8 Hobbit Militia

4 Hobbit Shirriffs

4 Hobbit Archers

Evil
6 Ruffians with bows
6 Ruffians with whips

Layout

48"/112cm x 48"/112cm — The board
represents Michel Delving, an area of the
Shire firmly in the grasp of the Ruffians.
The board should have plenty of broken
fences, damaged hedgerows and withered
trees on it (see map). The Lockholes should
be placed in the centre of the north board
cdge. As the Lockholes were once the
storage tunnels of Michel Delving, a large
Hobbit-hole will suffice to represent
Sharkey’s improvised Hobbit prison.

Starting positions

The Evil player should deploy three
Ruffians with bows within 6"/14cm of the
Lockhole; these are the Ruffian sentries.
The remaining Evil models are not
deployed at the start of the gamie, but may
become available for use later. The Good
player should deploy Paladin, the Hobbit
Shirriffs, Archers and four of the Hobbit

Militia within 12"/28cm of the southern
board edge.

The remaining Good models are not
deployed, but are considered to be
prisoners within the Lockholes and may
become available for use later in the
scenario.

Objectives

Spurred into action by the dreadful
rumours that abound, Paladin and a small
group of Hobbits decide to make a swift
raid on the Lockholes, determined to free
as many Hobbits from the clutches of
Sharkey as possible. The Good player is
victorious if five imprisoned models can
successfully move off either the east, west
or south board edges. Lobelia counts as
two towards this total, whilst Fredegar
counts as three. The Evil player is
victorious if the Good player is prevented
from completing his objective.

Special Rules

Calling for reinforcements. The Ruffians
have seen the Hobbits coming, and have
sounded their homs. Reinforcements are
only a short distance away. At the end of
each Evil Move phase, from turn 2
onwards, roll a D6 for each Ruffian not yet
on the table.

On the score of a 4 or 5 one Ruffian has
arrived and is available for use. On the roll
of a 6, two Ruffians may enter play. Roll a
D6 and consult the map below for each
model that enters play. The model may
move onto the board from the edge
indicated. Newly arrived models may not
charge but may otherwise act normally.

Thain of the Shire. Whilst Paladin is
clearly not a warrior, he is a conscientious
Hobbit and will not suffer his kin to
embark on such a daring raid without
taking some of the responsibility upon

A [ sl

48"/112cm
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48"/112cm
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himself. As such, the attackers have a
doubly pressing burden. If Paladin is killed
during the course of the game, the Good
side automatically loses, regardless of any
other conditions.

« Freeing prisoners. To free imprisoned
Hobbits, a Good model must move into
base contact with the main door to the
Lockhole. Providing that the rescuing
model does not shoot or fight, one
imprisoned Hobbit may exit the Lockhole
at the end of the Fight phase. Place the
escaping model in base contact with his
rescuer. The newly freed Hobbit may act
from the following turn onwards. To
determine which Hobbit is freed, the Good

player should simply line up the captured
Hobbits and roll a D6 to determine which
is freed — if the Good player rolls higher
than the number of remaining Hobbits, he
may choose which is freed. Free Hobbits
are eligible to act from the beginning of the
next Good Movement phase. Only one
Hobbit may be freed each turn.

Weary and half starved. The prisoners
within the Lockholes are malnourished and
sickly from their imprisonment. Escaping
prisoners may not charge or throw stones,
but they will fight and strike blows as
normal if attacked by Ruffians. Before
moving an escaping prisoner, roll a D6. On
the score of a 1 the model stumbles and

falls to the ground. Lie the model down; it
may move no further that turn.

Points Match

If you wish to play this scenario using
aother models, the Good player should
select a force containing three Heroes and
a number of Warriors. Two of the Heroes,
and a third (33%) of the Warriors must
start within the Lockhole. The Evil player
should select a force that is only two
thirds (66%) the points value of the Good
side. The Evil side may not contain any
Heroes. No more than half the models in
either force may be armed with bows.
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Middle-earth in Winter

Brrrrrrr... how to create effective winter landscapes for your games

Steve Cumiskey shows you how
to chill out your battles with
cool winter landscape.
Meanwhile Adi Wood converts
some White Warg Chieftains and
Mat Ward presents a new winter
scenario for you to use them in.

he scenarios featured in the
I Scouring of the Shire cover the

most significant events in the
history of the Shire from its founding to
the end of the Third Age. Naturally, the
focus is on the Scouring itself — explored
in detail through the book. Of course, there
are plenty of other stories that are only
touched on, leaving room for you to fill in
the events around them in your own games
of The Lord of The Rings.

One such story is described in the Wolves
of Winter scenario, set during the winter
when the rivers that border the Shire froze
over. Wargs were able to use the frozen
river to cross into the Shire, fight past its
defending Rangers and attack the Hobbits.
The scenario in the book describes the
timely arrival of Gandalf, and the Hobbits’
spirited defence of their land. While you
could simply play out those events as a
one-off game, it’s a great opportunity to
explore the story further in a campaign.

To really make these stories come to life,
you'll need a winter environment in which

to play them, along with a few key items
of terrain. We're going to be show you a
variety of ways to create the winter
scenery that forms the backdrop to these
stories, from temporarily transforming
your table into a frozen wilderness to
making a permanent winter board.

Temporary winter terrain

The simplest way to create an authentic
winter environment for your gaming table
is to temporarily cover the one you’ve
already got. Snow scatter is available from
most hobby shops and consists of a fine
white powder; there are alternatives, but
scatter is the best. After you’ve set up all
of the terrain, spread the powder across the
board using a large sieve. Scattering the
powder in irregular piles will make it seem
more natural. After you’ve finished your

A large brush can be used to clear paths
through the snow scatter.

game, simply pour the scatter onto a piece
of folded newspaper on the floor, and
return it to its jar. Occasionally, some
scatter will stick to the flock already on
your models, but it can easily be shaken or
brushed off.

Alternative materials

While there are some other materials
that can work almost as well as snow
scatter, there are a few that would be
best avoided. Baking soda looks quite
realistic but can be extremely difficult
to remove from your table and can
discolour your terrain. Salt also looks
convincing, but tends to absorb
moisture from the air, becoming a
S0ggy mess.

Snow scatter is relatively easy to remove from
your gaming board.




Permanent Terrain

If you're building a new board for yourself or your club, then you may want to think about making it a winter table. Not only
does a snow-covered environment make for a striking gaming table, it also makes for a surface that's quite hard-wearing and

relatively easy to maintain.

Baseboard and hills

Both the baseboard itself and hills or rocky outcrops can be treated in more or less the same way. Cover the surface with textured paint
(preferably grey), and then drybrush the surface with successive layers of Shadow Grey, Fortress Grey and Skull White. By building up the
colour in this way, you:should end up with a patchy, natural looking board (1). Alternatively, you can achieve the appearance of thawing
snow by adding patches of static grass or flock to your table before you apply the textured paint, then paint around the patches as you would
for a fully covered table (2).

Trees and man-made structures

The easiest way to create a snow effect on trees or buildings is
to paint them at the same time and in the same way as the
baseboard, using a fairly large brush. Alternatively you can
spray your trees with Purity Seal, and then dip them in snow
scatter. Another coat of Purity Seal will help prevent the scatter
from flaking off. If you decide to use this method, make sure
you spray from above or at a high angle to simulate the way
snow settles. You can cover your buildings with snow scatter in
much the same way as trees. The only real difference is that :
drifts tend to build up along one side of a building and gather on
ledges. Build these drifts up in layers, letting each layer dry first
before applying the next.
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frozen river is a piece of terrain
A made specifically for a winter

environment. The ice effect used
here can also be used on other water
features, like ponds or swamps. While
there’s nothing stopping you building a
long, one-piece river, it’s usually a better
idea to make it in foot-long sections, for
both ease of storage and flexibility in
gaming. If you do decide to build your
river in sections, make sure that the ends of
the sections are all the same width, so that
they can match up in any order.

* Thick card or thin wood
} * Polystyrene

¢ Ready mixed filler
+ Citadel PVA glue
* Plastic document wallets
Sand and Gravel

.} Tools and materials

Building a frozen river

Cut the shape of the dver from thick
card or thin wood. Mark the position of
the bank, roughly 1" from the edges,
and bevel the long edges.

Cut two strips of polystyrene to
represent the banks and glue them in
place.

Shape the bank to match the edges of
the river. Blend the bank to the base
with ready mixed filler.

For Interior or
Exterior Use

Glue sand and gravel onto the bank in
patches. Once dry, apply a coat of
textured paint to the bank.

Paint the river Chaos Black, and then
drybrush in patches with Codex Grey
and Fortress Grey.

Cut a clear plastic wallet to the shape of
the river, and then glue it in place with
PVA glue.

Paint the edges of the banks with
Scorched Brown and Bestial Brown,
and then glue snow scatter to the banks
and river.
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The new Wargs offer great
opportunities for modellers and
painters alike to create their own
personalised models. Adrian
Wood talks about how he built
some Warg Chieftains to use in
scenarios set in the Third Age’s
‘Fell Winter’ of 2911.

Adi was drawn to the subile nuances that
distinguished the White Warg Chieftain from
the rest of the 'Eavy Metal pack, and it
compelled him to try out his own
conversion ideas.

Adi: The attack of the Wargs from The
Two Towers is one of the most exciting
action sequences in the film and stimulated
a lot of modelling ideas when I first saw it.
So, of course, when the new Wargs came
out, I had to have a set. Assembling them
was great fun and I couldn’t resist taking
advantage of their flexibility to convert
some into Chieftains.

Initially I took my inspiration from a model
of a Warg Chieftain [ saw in the Scouring
of the Shire book. The beast had not been
converted, and had been painted in the
same way as the rest of his pack. But what
made him stand out was a scarred eye. The
modelling wasn’t too large or exaggerated,
which fits with the look and feel of The
Lord of The Rings, but still made him look
even meaner than an average Warg. I’ve
tried to go for the same subtle effect on my
own models,

Adi has also recently converted some Orc
Chieftains riding the new multipart plastic
Wargs. As Warg riders are generally smallish
Ores, Adi used the plastic models from The
Return of The King boxed sel to represent
their larger leaders.

You can see Adi's Warg Riders in our Hobby
Supplies section on page 151.

Warg Chieftains

Initial Preparation

Before getting stuck into converting the
Wargs, I spent some time looking at how
the basic models went together. It became
apparent that not only could the four
sections of the bodies go together in
different combinations but it was also a
straightforward job to remove the heads
and swap them. This initial prep work

became the foundation for my conversions.

a3
/ NS, .

Charge! :

When making Captain models in the past
I’ve found that a distinctive base goes a
long way to making them stand out from
the rest of the troops. This model’s pose
already had plenty of forward impetus
which a raised surface would help to
accentuate. Slate looks great when painted
and is quite easy to break into the right size
and shape.

e

Adi wood

Adi has greatest claim of
any of us to being an
Orc. When not thumping
the forces of Good, he
writes things like How
To Paint Space Marines.

Steve Cumiskey

Steve works ‘upstairs’
with Adi in our Hobby
Department, and writes
many of the scenery and
painting workshops for
White Dwarf.

Pinning

Pinning a model strengthens the join
between two pieces that might not
easily stick together. Slate is quite easy
to drill into with a pin vice. First, drill
a hole approximately 2mm deep in
both pieces and cut a piece of brass rod
long enough to fit inside the hole when
both pieces are brought together. Then
superglue the parts.




Dead Horse

The next model I made looked like he was
stood, ready to pounce on another victim.
Although this model would also look
effective standing on a rock, I had another
idea. Once again inspired by the attack of
the Wargs in The Two Towers movie, 1
decided to make a dead horse for the
Chieftain to stand on.

The other limbs and tail needed to be
cut and repositioned so that they lay
naturally.

l To start with I used a block of
sandpaper to grind one side of the horse
flat enough so that it appeared to be
lying on the ground.

For a finishing touch I drybrushed both
the base and the horse with Bleached
Bone to bring them together.

To finish off, I mixed up some Green
Stuff and filled in the gaps before
gluing the Warg on top of the horse.

Hobbit

This model is my favourite out of the
three. I began with the idea of a Warg
menacing someone and then
remembered there was a model of
Pippin cowering which I could take
from the Merry and Pippin versus
Grishndkh set. The Warg itself needed
to be in a prowling pose similar to the
Warg on the dead horse, but this time
with the gaping mouth. All I needed to
do was change the angle of the head so
that the beast was looking straight at the
hapless Hobbit.

This time I cut away a ‘v’ shape of
plastic so that I could angle the
head downwards. \

There were some unsightly gaps for
me to fill with Green Stuff,
sculpting the material so that it
matched the creature’s fur. Then it
was a simple matter of gluing the
Hobbit to the base and positioning
the Warg so it looked on the verge

of striking.
‘s 133




Building Fires

Steve: If you've taken the trouble to
convert your gaming table into a winter
landscape (if only for an evening), then a
few pieces of additional terrain can add to
your collection. The fires pictured here
were built to play the Wolves of Winter
scenario from the Scouring of the Shire,
but illustrate the sort of small-scale terrain
pieces that can add atmosphere to any
scenery sef.

Tools and materials
* Cocktail sticks
* 40mm round bases
* Thin wooden dowel Make a hole in the centre of a 40mm
* PVA woodworking glue round base and glue a cocktail stick
} * Twigs into it.
* Wire wool

} Bark

An extra option-for detailing your fires
is to create a realistic bark texture on
the wooden dowels. Just mix together
PVA glue and ready mixed filler and
paint it onto the dowels, before adding
the wire wool. We also used this
technique for the wooden barricades
and burnt copse on pages 124-125.

Paint the base with PVA glue, and then
begin to add pieces of twig. Add drops
of watered-down PVA to the branches
to help bind them together, and then
build up another few layers of twigs.

Painting the Fires
Begin by thoroughly undercoating the
fire with Chaos Black spray. Drybrush
the bark with successive layers of
Scorched Brown, Codex Grey and
Rotting Flesh. Next, paint the inside of
the wood with Bestial Brown and then
Bleached Bone.

With the wood painted in its natural
colour, it’s time to apply the effects of
the fire. Paint the upper parts of the
logs and the heart of the fire with
Chaos Black. Once this is done, stipple
the base of the smoke and fuel with
successive layers of Red Gore, Blazing
Orange, Fiery Orange, Golden Yellow
and Skull White.

When painting fire, concentrate the

) brighter colours near the base, and
don’t get too worried about some of the
colours of the flame touching the

surrounding wood.

{

Take three lengths of wooden dowel,
sharpen the ends to resemble chopped
logs, and then glue them to the base
and cocktail stick, one at a time. When
the glue has dried, clip off the excess
cocktail stick.

Glue wire wool in place to represent
the flames and smoke, then glue sand
to the exposed parts of the base.
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The Fell Winter

A chilly new The Lord of The Rings scenario by Mat Ward

he year is 2911 of the Third Age,
I and a terrible cold has settled upon

the lands of Middle-earth. Warmth is
gone from the land and all folk, both fair
and foul, huddle around fires in peasant
huts and great halls alike. The Hobbits are
ill-prepared for the fury of the winter and
suffer greatly as fuel and food grow
shorter. A great many Wargs, driven from
the far north by hunger, pour across the
frozen expanse of the Brandywine river.
The Rangers of the North, ever the
protectors of the Halflings, mount a
determined defence — they cannot hope to
stop all of the Wargs, but for every one
slain the following battle will go easier for
the Halflings.

Participants
Good
6 Rangers of the North

Evil
1 Warg Chieftain
18 White Wargs

Layout

This scenario is played on a board
48"/112cm by 48"/112cm. The game takes
place along the Brandywine river, frozen
by the extreme cold. The river itself is
about 6"/14cm wide and lies in the centre
of the board. A thin strip of heavily wooded
land lines the hills — represent this with a
double row of trees about 3"/8cm wide. A
row of hedges lines the far bank of the
river (see map).

Starting Positions

The Good player deploys his force within
12"/28cm of the centre of the board. The
Evil player then deploys his entire force
within 6"/14cm of the western board edge.
The Good player may also place four
fires (see below) within 12"/28cm of

the centre of the board.

Objectives

The Good player wins if he manages to kill
at least half of the Evil force before his
Rangers are slain or flee. The Evil player
wins if the Good player does not achieve
his objectives.

Special Rules
The Watchfires. Though the
Wargs are driven by
extreme hunger, they
still retain an animal’s
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primal fear of flame. Any Good model
within 3"/8cm of a fire counts as causing
terror. However, the fires cannot burn
forever. If the Priority roll is ever tied on a
5 or 6, the Evil player may nominate a
Watchfire. That fire goes out and is
removed from play.

The Brandywine. A frozen river makes for
treacherous footing — any model beginning
its move on the Brandywine must roll a
D6. On the roll of a 1, the mode] falls to
the ground and its move ends.

Y

Points Match
To play this scenario with different forces,
simply choose two forces — the Evil'side
should be roughly twice the size in points
as the Good force. Neither side may arm
more than 50% of its warriors with bows
and no models may be mounted for the!
purposes of this scenario.

\®,




Farmer Maggot’s Crop

A new The Lord of The Rings scenario by Mat Ward

Young Hobbits often wander into
Farmer Maggot’s fields in search
of easy pickings amongst his
crops. But what starts out as a bit
of mischief takes a turn for the
worse as Maggot sets his vicious
and terrifying dogs upon them.

not well-loved, member of the Shire’s

community. He is'a stubborn and
practical fellow who devotes his time and
resources to growing the most exceptional
crops in all of the Farthings. His carrots are
without peer, and his cabbages and turnips
know no equal. Of all his produce that are
envied far and wide, it is the mushrooms,
howeyver, that receive the most'attention.

F armer Maggot is a well-respected, if

All Hobbits like mushrooms, and they
almost certainly like Maggot’s the most.
Whether by virtue of his exceptional talent,
or the quality of the soil upon which his
farm is sited, it is well known that the best
crop can be found on Maggot’s farm,

Raids upon his crop are commonplace as a
direct result. Not the blatant and aggressive
thievery that might occur in other, less
gentle lands, but the mischievous
endeavours of youth. This scenario details
one such raid, Farmer Maggot, tired from a
day’s hard labour, has retired to his
armchair for the evening, leaving his trusty
(and much-feared) hounds Grip, Fang and
Wolf to watch over his prized crops. Whilst
good stock grows all across Maggot’s
extensive lands, the very best is only grown
in his special vegetable garden, a short way
from his house.

Author’s Note

This scenario is designed to be enjoyed by
five players, and it is worth the effort of all
involved to get together enough friends to
play it as it is intended. Four players form
the Evil side, and control Frodo, Sam,
Merry and Pippin, while the remaining
player takes the part of Farmer Maggot
and his dogs. If there are less than five
players then the participants should divide
up the forces in an agreeable manner.

Here the dogs are set to guard, ready to see
off any would-be intruders from the farm. It
is into this scene that our four Hobbit
adventurers stumble, ready to pit their wits
against Maggot and his dogs. Their reward
will be food of the highest quality. The price
of failure, however, will be bruises and bite
marks aplenty.

Forces
Good
¢ Farmer Maggot
(with Grip, Fang and Wolf)

Evil

* Frodo
* Sam
* Merry
* Pippin

No models may select extra wargear.
Additionally, no models in this scenario are
considered to have Might, Will or Fate.

Layout

This scenario is played on a board
48"/112cm x 48"/112cm. The board
represents the area of Maggot’s farm
immediately surrounding his house, A
medium-sized building should be placed
6"/14cm from the north board edge to
represent this. A kennel should be located at
least 6"/14cm from Maggot’s house. A
fenced field 6"/14cm x 4"/10cm should be
placed in the centre of the board to represent
Farmer Maggot’s special crop. Elsewhere on
the board, buildings, hedges and trees
should be liberally scattered making the
scene more interesting.

Starting Positions

Grip, Fang and Wolf are placed touching the
kennel. Next, the four Hobbits must each be
placed more than 12" from the special crop.
The Evil players should roll to see the order
in which their Hobbits are placed, with the
highest scoring player going first.

48"/112cm

6"/14cm

Farmer
> Maggot's
v Hobbit Hole

6"/ 14cm
P

Field 4"/10cm

48"/112cm

A

Y




Hobbits may not start within 6"/14cm of one
another. Beside each Hobbit a counter
should be placed. This represent the stash
where they will conceal their stolen food.
Farmer Maggot is not deployed at the start
of the game, although he may become
available later.

Points Match

This scenario does not lend itself to being
played with other forces due to the small
scale and nature of the engagement, though
you could experiment with Goblins raiding
gold from an Orc Chieftain’s stash, guarded
by Wargs, for example.

Objectives
The raiding Hobbits must secure as much
loot as they can before Maggot and his dogs
. drive them off for good. The first Hobbit to
gather three plunder counters wins, and the
Evil side wins overall. Should all four
Hobbits be driven off by Maggot and his
dogs before they accomplish this, the Good
side wins.

Special Rules

Definitely not life or death. Hobbits are not
violent, and scrumping some crops from the
good farmer’s field is not something to risk
life and 1imb over. Likewise, while Maggot
Jealously guards his crops, he would never
think to administer more than a well-

The Hobbits hide from Farmer Maggot’s hounds.

descrved walloping to a Hobbit youth out
for plunder. As such, Hobbits are wounded
in a special way for this scenario, Each
Hobbit counts as having three Wounds on
their profile. Only when all three of these
Wounds are suffered are they removed from
play, the bruises and bite-marks from the
dogs, and firm clips around the ear from the
Farmer having overcome their desire for a
tasty feed. If any of Maggot’s dogs are
wounded, they must immediately return to
their kennel, moving directly towards it,
going around enemy control zones. Once
there, the dog will not act unless Maggot
moves into base contact with it, after which
it may act as normally from the following
Move phase onwards. :

Farmer Maggot. If any dog suffers a

wound, Maggot will become alerted to the
commotion, and begin pulling on his smock
and hat. At the end of each Good Move
phase after this, once all other Good models
have been moved, the Good player should
roll a D6. On the roll of a 3 or more Farmer
Maggot may immediately be placed on the
board touching one of the doors to his
house. Maggot may not charge in the turn
that he arrives, but may otherwise act
normally.

Thrown stones, dog bites and fighting
farmers. The Shoot and Fight phase work

as normal during this scenario with the
following exceptions. Because of the respect
that his reputation demands, no Hobbit will
strike blows on Farmer Maggot, nor target
him with thrown stones. He, however, is
quite unrestrained by such things and may
throw stones and fight as normal in an effort
to drive the miscreants off his-land. Hobbits
may fight against the dogs, and target them
with stones as normal. However, s‘houid a
Hobbit wish to charge either Maggot or one
of his dogs, they must first pass a Terror
test, such is the fear these renowned local
personalities generate.

Loot and plunder. The spoils of this
scenario are mushrooms, carrots and other
good food. If a Hobbit ends its Move phase
within Farmer Maggot’s special crop, and
does not Fight or Shoot, place a Plunder
counter touching its base. A Hobbit with a
Plunder counter can move normally,
dragging the counter alongside. A Hobbit
dragging a Plunder counter will
automatically release the plunder if engaged
in combat, place the Plunder marker 1"/2cm
from the Hobbit. Hobbits may only carry
one Plunder counter at a time. The Hobbit
may release the Plunder counter by moving
into base contact with its stash marker,
adding one to his plunder score. After this,
the Hobbit may complete the rest of his

move as normal.
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The War Begins

The campaign draws ever nearer, dear readers. Are you ready for war?

The shadow of Barad Diir grows longer, blotting the sun from the earth. Foul creatures scuttle from their
hiding places to walk unafraid beneath the darkling sky. Men and Elves and other races more fair in

temperament feel fear clutch at their hearts, The War of The Ring begins!

ail and well met, fellow warlords of

Middle-earth. If you’ve been

following our adventures through
the last few months you’ll know that we’ve
been fighting Battle Company games to
prepare us for this year’s The War of The
Ring™., This is not only to get us all
excited, (and boy, has Rudgie got too
excited) but also to get us painting up some
models so we’ll have a small force of
warriors to structure an army round. The
time we’ll need these armies approaches
soon, for the campaign begins in June.

The territories
Now it’s your turn to decide whether or not
Middle-earth will fall. You can play with

any of the The Lord of the Rings armies we
have thus far published in a field of conflict
that ranges right the way across Middle-
earth. The campaign map has been divided
into 12 territories. Each of these territories
has its own special rules for points match
games, unique hobby content and scenarios,
all of which can be found at:

www.thewarofthering.co.uk

These rules add a little extra flavour to your
games, for example, Rohirrim have a +1
modifier to their courage when fighting in
Rohan. Though you can input results for
anywhere in Middle-earth with any army, all
armies suffer somewhere and benefit

elsewhere. In addition to this, certain areas
will count for more than others, and be
worth more for different sides. For example
Mordor is worth more to the Good side, and
Gondor counts for more to the forces of
Evil. This will affect the overall result, so
deciding which territory to fight in offers
some tough choices.

The Fellowship

The Fellowship also have a part to play in
the campaign. As war builds around them,
they will move along a predetermined path
over the course of the three months. As they
progress across the map, special scenarios
and secret areas will open for a short time
only in various places. For example, when

Already our Battle Companies approach the size of armies.




The Fellowship reach Moria, Moria will
open, and any results inputted into Moria
will count for more in the Good vs Evil
battle for that entire territory; in the case of
Moria the results will count for more in area
5 — the Misty Mountains,

There are also special Fellowship scenarios
to be played in each of these special areas.
The results of these Fellowship scenarios
will affect the next Fellowship scenario in
the next special area — if good win overall
then they will have an advantage in the next
scenario game, if not then Evil will, These
results also count towards the final tally,

In White Dwarf

This month we’re giving away a free Order
of Battle Booklet with the magazine, so you
can keep track of your forces. Next month
there's a free A0, full colour map of Middle-
earth upon which you can plot your next
move. As for us, we’ll be expanding our
Battle Companies into proper armies, and in
White Dwarf 306 will be fighting a Battle
Report for one of the contested territories.
‘We're ready, are you?

The theatre of conflict.

THE WRATH OF UMBAR!

Stop the Corsairs in the Games Workshop Roa'ds'how.

Throughout the summer there will be a
fantastic roadshow which is going to visit 42
of our UK Hobby Centres.

In The Wrath of Umbar, you’ll have to repel
the wicked corsairs from the Southern
Gondorian coast, and prevent them from
burning towns and taking their inhabitants
into slavery. These black-hearted men are
ancient allies of Sauron. Do you have the
mettle to defeat them?

The roadshow uses the boat rules from WD
300 and 301, and features a whole fleet of
stunning, scratchbuilt boats, Corsairs and a
specially made coastal board. As well as
playing, you’ll be able Lo pick up tips on
how to make your own landing craft and
conversions. There’s also a special
promotional miniature only available to buy
at these events. Below is a list of dates. Ring
your local Hobby Centre for more details,

* 2 July: Aberdeen

* 9 July: Edinburgh

* 16 July: Glasgow, Hull, Cardiff, Romforcl
and Brighton

* 23 July: Carlisle, Nottingham, Bristol,
Thurrock, Maidstone

* 30 July: Newcastle, Derby, Exeter.
Harrow, Guildford

* 6 August: Middlesborough, Northampton,
Poole, Uxbridge, Maidenhead

* 13 August: Harrogate, Leicester, Oxford,
Bromley, Milton Keynes

* 20 August: Leeds, Manchester, Worcester,
Kingston, Cambridge

* 27 August: Wakefield, Chester,
Birmingham, Sutton, Norwich

* 3 September: Sheffield Central, Liverpool,
Shrewsbury, Croydon, Ipswich

INDEPENDENT STOCKISTS
Check out the website below from 1st May
for details of events at independent stockists.

WWW.THEWAROFTHERING.CO.UK

The website is open for registration in May. The campaign begins 1st June.
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Flash Gondorians

Kyme struggles on.

Nick: I was feeling a bit like a classic
Queen song this month. No, I don’t mean
‘Radio Ga Ga’ (that’s Guy who’s losing it,
just read his text!) I am of course referring
to ‘Under Pressure’. Yup, I still have the
boot prints where Lord Byron of Isengard
and the merciless ‘Scorpion of Harad’,
Rudgie gave me a royal kicking. I needed
better this month or my lands really would
be covered in a second darkness. So to Dol
Amroth and Mordor I travelled (admittedly
the former is an ally of Gondor, but in the
campaign we play each other alternately and
since Greg is using a Dol Amroth Battle
Company, we duked it out anyway).

Those Dol Amroth Knights were going to
be tough nuts to crack, but I had my
Rangers back to full health and those guys
could shoot a gnat off Gollum’s derriere so I
had high hopes. I'd also need to use my
Knights more effectively than riding round
like horses on a merry-go-round like I did
against the Uruks. A counter-charge from
the Dol Amroth Knights could be painful.
No worries for my second game. It was
against Haley, so that was pretty much a
given. He’s got precious little in the way of
missile fire, so won’t be shooting back for
long, while his inability to get a high dice
score when rolling for wounds should help
keep my men safe from his rusty blades.
That’ll be some nice Influence dice for me!

Rudge: Unbeaten with four wins, I was
starting to feel rather confident, however
this month I had to play Christian’s Isengard
Battle Company. His warband had grown
since my last encounter, gathering more
than a few nasty Uruk-hai. As I and
Christian sit next to each other the
conversation more than once turned to how
he was going to exact revenge, and, to tell
the truth, those Uruk-hai scared me silly...

Nick’s warband new contains two heroes.

GAME ONE (Dol Amroth): This started out as a tactical game of cat and mouse as Greg and
I tried to locate the special item in Recovery. After a few volleys of bow fire, we both got stuck
in and a massive ruck ensued in the centre of the field around the objective. My Knights and
Hero proved their worth and with the Guard of the Fountain Court and Warriors of Minas Tirith
backing them up, I eventually put the warriors of Dol Amroth to flight and claimed the prize.

« Post battle: Upgrades — Dagorgrad gained +1 Attack and thanks to the recovered item, the
‘Rally to me’ skill. I also bought him a lance. My bowman Nuledan was promoted to a Ranger.
Reinforcements — Finilgar, Warrior of Minas Tirith with bow and Dalorath, Ranger.

GAME TWO (Mordor): This went all too quickly for the forces of Mordor. Guy and I fought
Chance Encounter but sadly for him luck deserted him completely. After shooting down his
bowmen and Orc Tracker I then used the superior firepower of the Rangers to bring down his
Warg Riders. Ugbrag seemed determined to add to his already impressive injury list and made
a suicidal charge. He didn’t get far and he is now in my custody and waiting for his Battle
Company to rescue him (poor chap). The rest of the Orcs, who’d been skulking in the rocks,
then quit the field and the glory was Gondor's.

* Post battle: Upgrades — Dagorgrad gained +1 Strength. Nuledan became a Hero.
Reinforcements — Hadanar, Warrior of Minas Tirith with spear and shield, Duragar, Ranger and
Baragir, Knight of Minas Tirith.

For the glory of Harad!

Rudgie continues his unblemished run of victories

GAME ONE (Isengard): We rolled the Recovery mission and I was the underdog! Christian’s
Battle Company now has so much armour I could hear it before I could see it. I used volley fire
in an attempt to whittle his force down but his armour saved him from most of the fire and I
only managed to kill the weaker parts of his force. My six raiders made a combined charge,
Christian smiled! I then proceeded to roll 6 after 6 and Christian’s smile disappeared along with
his Uruk-hai, fear the mighty Army of Harad! One of my archers also managed to find the
objective and run away with it across the battlefield.

» Post battle: Upgrades — a warrior with bow was promoted to Hero. I then used all my
Influence dice to buy horses and lances for two of my Heroes on foot. Reinforcements — None.

GAME TWO (Mordor): Next up, Hold the line, and 1 was the defender. The difference in
Battle Company ratings meant that Guy had a staggering six re-rolls at his disposal, so I knew I
was going to lose some of the dice offs and I was correct as Guy inflicted the most damage my
Battle Company has seen, a staggering three casualties! The number of Harad warriors with
bows fell below the magic six and so I lost the ability to volley fire. However, my eight raiders
charged and Guy decided running away was a better choice than being butchered to an Orc.
Victory — the unbeaten run continues!

* Post battle: A warrior with bow died. Upgrades — My leader, Raza gained another point of
Courage. Charic one of my four Heroes, added +1 to his Fight value. Reinforcements — a
warrior with bow and a warrior with spear swelled my warband to 21 models.




Orcish upset

Just don'’t ask.

There’s a lot of them, but they're all made of jelly.

Guy: *%3$& it! Why can’t I roll a single 67  further step — gone are 99% of the I suppose my glee comes from the look on
This is beginning to tick me off mightily highlights, to be replaced with a Bleached Lord Byron’s face every time I show him
now. I've played six games of Battle Bone drybrush after the Brown Ink wash another model T have painted primarily with
Companies (besides the one-I wrote about, I (see WD 302). I can now paint an Orc from a tank brush. He spends hours: on-his with
had one against Greg last month) and won beginning to end in about 40 minutes, Of something less hairy than a Buddhist monk’s
precisely NONE OF THEM! None. Nada. course, I paint several at once, in different head, and they only look marginally better.
Zero. Zilch, Grrr. Let’s look at the facts. stages, so I'm getting plenty done. Ha ha!

* Ugbrag my hero is rubbish. He’s now

virtually crippled, with a chest wound (- GAME ONE (Haradrim) How shall I regale you with this woeful tale of Hold the Line? I

1 strength); a gammy leg (-1 move); and lost! However, 1 did inflict more casualties on Rudgie than any other gamer has yet managed!

a shattered arm (no shield). His only roll

on the advancement chart thus far gave * Post battle: Ugbrag loses an arm, Big Mick dies without having killed anything, one of my

him one extra point of courage. He's: doughty Trackers falls. Reinforcements — I get a new Tracker and Uruk, Orc with spear, Orc

obviously been smacked about the.chops with Bow and another Warg Rider from my huge handful of influence dice. Upgrades — None.

S0'many times now. that he is impervious

to pain, finding that, actually, life- GAME TWO (Gondor) A Chance Encounter, No, not two strangers aboard a train, their

threatening wounds.don’t hurt as much lonely eyes meeting across a crowded compartment, signalling a night of illicit passion they

as he thought. It's either that or he’s so will never forget, but a severe beating for my Orcs (again). This time I mostly ran away and

imbecilic he won’t run away. This hid, after it proved unwise to advance into the withering hail of fire’kicked out by Nick’s

overall is bad, because it means he sticks Rangers. The net result of this was that Ugbrag, unable to hobble off qmck]y enough, was

around longer, affording more bagged by the Gondorians, and now T have to rescue him.

opportunities for limb-loss.

* Post battle: Bagged Ugbrag. One bow-armed Orc misses a game. Upgrades — None.
* In the course of the campaign, I have Reinforcements — Two Uruks. (See, it’s not all bad — Guy). Great. Now I'm talking to myself.
had at least one warrior die in every

battle. In one I had four croak it as I
rolled four consecutive 1’s. Eight Evil
Orcs of various shades of nasty have
died in total.

* My first Uruk, Big Mick, who arrived
to such acclaim from the other tiny Orcs,
got-a Jance through the head in his first
battle. “He is our saviour!” they cried.
“No he’s'not,” said Keith, watching
Mick’s poor allowance of brain hit the
floor (see below).

* In a desperate attempt to cheer myself
up, I began to give my Orcs daft names
(see Big Mick, above). However, these
fellows have had an even lower life
expectancy than the others. Obviously
the spirit of Tolkien does not approve of
Orcs called Keith, As they’re all dead,
it’s back to Black Speech for me.

In spite of this, I am enjoying myself. I have
advanced my ‘Brown Coat’ technique a




Armed and dangerous

Greg’s hero is doing fine, despite having only one arm!

Greg: It was Christmas time when I fought
my second battle last month, against Guy.
Both literally and metaphorically as an easy
victory presented me with some upgrades.
Despite feeling the pressure (I didn’t want
to be the one who lost to Guy) my troops
dispatched his puny Orcs without receiving
a scratch. Indeed, the hardest task was to
stop laughing as Guy fluffed roll after roll. I
purchased some more men and a horse.
There were no promotions even though I
had loads of kills — my giggling during the
battle must have irritated the dice gods

My reinforcements came mostly in the form
of Gondor Fiefdom warriors, allowing for a
little conversion tomfoolery. As there aren’t
any Bowmen of Morthond or Axemen of
Lossarnach models available I followed the
suggestions in WD295. A little Green Stuff
helped to ensure they still had necks.

So I march to face the unrelenting Rudge
and his band from the sand next month.

The forces of Dol Amroth favour blue.

GAME ONE (Gondor): And so it was that I returned to the battlefield with renewed
confidence: my foe was Nick Kyme, as the Good took on the Good (which left the bad and the
ugly fighting it out on the adjoining table). After a long strategic battle of attrition Kyme
emerged victorious.

» Post battle: Reinforcements — My sole Influence dice produced another Axeman of
Lossarnach (I decided to bail out early rather than suffer more injuries) but one of my Swan
Knights tragically bit the dust. Upgrades — none.

GAME TWO (Isengard): We played the Take the High Ground scenario, and luck was clearly
on my side as three of Christian’s troops came onto the board wherever I chose. Naturally this
was in the middle of my lines and they were duly butchered. As we closed on the high ground
my archers managed to eliminate the Evil archers around the objective (just) while the rest of
my force drew out Christian’s Uruk-hai. Fortune favoured me once again though just as the
Byrne Half-Orc machine really got going. As the battle began to turn in Christian’s favour with
his Uruk-hai mincing my Swan Knights and their associates, I rolled a 1 to end the game as
half of his force was downed, leaving my solitary archer close enough to win the game.

» Post battle: Upgrades —A warrior of Minas Tirith became worthy of the status of a Swan
Knight and I suffered no fresh injuries, despite being mauled by several irked Uruk-hai. My
Hero has now bulked up to the point where he can suffer two Wounds too. Five Influence Dice
stocked (to be used at a later date).

New Scenario: Death in the Dark

A weary party rests for the night in a ruinous
hall, deep in the wilds of Middle-earth,
Unknown to them, an enemy band has found
their encampment and plans to attack in the
dead of night when they their foes will be at
their most vulnerable.

Layout

Set up a board of 48"/112cm by 48"/112cm.
Place some ruins in the centre of the board, no
bigger than 12"/28cm by 12"/28cm. Place two
campfires in the ruins, within 6"/14cm of the
centre. The ruins and campfires can be
represented by those you get on the The
Return of The King scenery sprue, though if
you have some, ruins with one or more extra
floors add to the dynamism of the game. The
rest of the table should be fairly dense,
covered with areas of woodland, scrub, and
piles of stone.

Starting Positions

The Battle Company with the highest rating is
the Defender in this scenario, as the smaller,
weaker Company seeks to use the cover of the
night to overpower their enemy.

48"/112Zcm
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The Defender chooses three models as his
sentries. These are placed at least 12"/28cm
away from the campfires. All other models are
placed within 6"/14cm of the fires.

The Attacker can bring his Battle Company
onto the table from any or all board edges.

Obijectives
The Attacker is attempting to sneak up on the
defender’s camp.

The Defender must detect the Attackers before
they assault and drive them off.

Special Rules

Sentries. Before priority rolls, the defender
rolls a dice for each sentry at the start of each
turn. On a roll of 1-3, the Attacker may move
the sentry 3"/8cm in any direction during the
Defender’s move phase. On a roll of 4-5, the
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Hands up!

Christian has the second-largest company.

Christian: The White Wizard was certainly
looking out for me last issue, but this time T
would be going up against Rudgie’s
Haradrim who gave me a severe beating in
our first encounter. The good news was that
even if I lost a few men I had extra Orcs
and Dunlendings to fill in until T influenced
more Uruk-hai to the cause. One thing I
decided though, with the others’ permission,
was to replace my Mordor Uruk-hai (which
I got two of last time) with Uruk-hai armed
with pikes. One of the reasons we started
doing this campaign was to build up an
army and Isengard isn’t a province of
Mordor. I have also started working on extra
models both for upgrades (if T ever get one)
and for my final 500 points army.

Christian has painted extra models (not shown here) which means he’s well on the way to an arnry.

GAME 1 (Haradrim): It's one thing to have them shoot at you from the other side of the table
in perfect safety, but losing so badly to them when you outnumber them in close combat with
Uruk-hai is the pits. Oh, and then all my men ran away. Rudge is still grinning.

* Post Battle: Four guys out of commission, one Uruk-hai with bow dead. Reinforcements —
One Uruk-hai, so the company remains at full strength.

GAME 2 (Dol Amroth): Greg and I played the Take the High Ground scenario. After losing
some lesser minions that deployed on the other side of the table, the main part of both Battle
Companies clashed in the centre. It was really heating up when the game ended due to
casualties, and Greg won because he was closer to the objective. ;

* Post Battle: Upgrades — I wanted some promotions, I received none. Reinforcements — I did
recruit an Orc Tracker, who I believe defected from team Haley just in case he got left in

charge and started losing his limbs.

Defender may move them 3"/8cm. On a roll of
6, the sentry has heard a suspicious noise, and
the Defender may move the model normaily
that turn.

Detection. Sentries may detect enemy models
within 18"/42cm. Roll a dice at the beginning
of the turn, before Priority rolls, and consult
the chart below to see if they’re discovered.

Attackers within:
185/4%em, o ate L TR el G
12V 8cmiien il e B A ah
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If there is more than one enemy model within
18"/42cm, add +1 to your dice roll, because of
the extra noise.

If the enemy attack the men by the campfires,
the alarm is raised and they are detected.

If the enemy are detected, then normal game
play commences. All models may act normally
from now on. No attacking model may be
attacked until the alarm is raised.

Killing sentries. If an Attacker manages to get
into base-to-base contact with a sentry, he may
immediately attack him, The Defender can
only defend, and if he wins, will cause no
damage to the attacking model. If the Attacker
kills the sentry, the alarm is not raised, if he
survives, the alarm is raised.

Priority. Until the Attackers are detected, they
count as having priority for each turn, and also
get priority on the turn they are detected as
they spring their trap. Roll for Priority
normally after that turn is done.

Shooting. Because it is dark, no ranged
weapons may be fired further than 12"/28cm.

Mounts. All models start this scenario
dismounted. The Defender’s mounts set up,
tethered, at least 8"/18cm from a campfire. If
an Attacker reaches the mounts before the
alarm is raised, he can turn them loose by
maving into base contact with one of them.
They are removed immediately. If not turned
loose, they may be mounted as normal. The
attacker leaves his steeds at his own camp.

Victory. The attacker must inflict 33%
casualties on the Defender. The Defender must
drive the Attacker off.

Defeat. The Attacker loses if he flees the table
or is reduced to below 33%. The Defender
loses if he suffers 33% casualties.

Draw. If the Attacker flees or is reduced to
below 33% on the same turn he inflicts 33%
casualties on the Defender, it is a draw.

— (&
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SHAPING CLAY
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Using modelling clay to create scenery.

Guy: Having revealed my ‘tarbrush technique’ (blame Kyme for this demeaning nomenclature), I thought I"d share some quir.:k scenery
tips. You can make effective ruins quickly with modelling clay (you get it in hobby stores). When using clay, make sure you keep your
tools wet, as you would when sculpting Green Stuff, and give it a good coat of PVA when dry, as this seals it and prevents it cracking.

I made some fallen stone out of cubes of
clay. Clay is great for representing rock
outcrops or ancient masonry, as it gives you
a natural, uneven look.

Ancient beyond ken

Clay is easy to use. This ruin only required a bit of foamboard, the clay, flock, Citadel PVA
glue and plasti-card for the base, so it’s good for simple terrain pieces. Sometimes I mix PVA

Clay contracts as it dries, and can make flat
surfaces warp, especially if they are
completely covered, so I used thick
plasti-card for the base to prevent this.

with the clay to help bond it to the surface of whatever it sits on, but not this time. When it
was dry, I glued a mix of sand and gravel onto the base, along with any bits that had fallen
off. Once dry, I sprayed the whole thing with Roughcoat, and painted the base brown.

Using clay is a good way of making stone that looks ancient and weathered.

%

The clay is smoothed over a core of
foamboard or cardboard glued to the base. I
used a steel ruler to press the clay flat, and '
scored in the mortar lines with its corner.

On the corners I made some heavier

masonry to represent cornerstones. These

are small bits of clay pressed and shaped

over the masonry I'd already sculpted. 1

I stuck a heavy scatter flock onto the
outside of the ruin to represent ivy. The
stone is simply drybrushed up from a base
of dark grey to white.

Rudgie has a fantastic way of flocking
bases, which I used here so my ruin would
match his baseboard. We'll reveal it in a

future White Dwarf.
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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
awesome gaming tables built by Warhammer World’s scenery team. All of
¥ Games Workshop’s current game systems are represented, from cathedral
ruins for the Warhammer 40,000 Universe, to the rolling plains of the
4 Warmaster hoard. Whatever game you play, Warhammer World is the place
£ to fight your war!
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« Hobby Centre stocking the Specialist
Games Range, as well as Forge World
items and a limited range of Warp
Artefacts products.

¢ Available for Club or Gaming Group
activities (subject to availability).

» The Warhammer World Exhibition

« Sample the legendary hospitality of
the Dwarfs at Bugman'’s Bar!

» Feature tables in the Warhammer,
Warhammer 40,000, Lord of The Rings
and Specialist Games zones.

« A variety of standard gaming tables that
can be used for all systems.

* Gaming nights to cater for all levels of
gaming knowledge and experience.

= Hobby tutorials for all areas of the hobby
and all levels of expertise.

RING 0115 9168410 FOR MORE DETAILS
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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. Glubs 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
number to the left or by e-mail for
more information.

Events@games-workshop.co.uk

Here are just a few
Warhammer World
events. See page 148-
149 for more!

The Lord of The Rings
Grand Tournament
2nd-3rd April

Fury of Champions
(Specialist Games)
23rd-24th April

The Blood Bowl
Grand Tournament
7th-8th May

Masterclass: Sculpting
(expert tuition)
25th-26th June

( COMING EVENTS |

\_ J
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Event information garrect al Ume-of going lo press. Games Workshop is not respansible for events not run by Games Workshop.
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WAKEFIELD

GAMING ROOM

Wakefield has the country’s largest Gaming
Room, and there is always something

spenlal gnlng on there.

* Twenty ﬁtt_'x 4it gaming tables
* Eight individually lit paint stations.
» Tea and coffee facilities.

e A busy timetable of evenis, tournaments,
campaign days, and more.

» Have a great fun day in the biggest-and best
gaming facility in Yorkshire!

The Wakefield store is hig,

. boasting the largest Gaming
Room in the whole of the
United Kingdom!

We do our best to-eater for
every taste, with most
weekends having some sort
. of event.-Madelling, painting
--and-terrain-building skills all
feature in-our workshops,
and we run campaigns-and
tournaments for our three
_core and many of our
. specialist games systems.

“We have our gaming
timetable planned right up to

“the end of December 2005,

“s0-if you are wanting to play

" particular system or type
of event give us a call.

- I you are interested in
running an event — maybe
you're a elub searching a
venue or a store wanting to
. challenge another store or

. club in the Yorkshire area—

| The Wakefield Hobby Centre

Ijs availahle as a venue.

+ Contact-us for-more

L information.

-Manager: Rob Cardiss
Telephone: 01924 369431

Bviint informalian norrect at time ol going o press. Ganies Warkshop is nol responsible for events nol run by Games Workshop.

COMING SOON
Some of our great events.

The Lord of The Rings Open
Day — 24th April

Features army building and
painting tutorials, as well as
a special Balin's Tomb
scenario.-Showcasing the
Scouring of the Shire.

Conflict: The Lord of The
Rings — 24th April
Achieve Middle-earth glory

The Warzone Tournament —
14th May

Thisisa 1,500 points
Warhammer 40,000
tournament with special
hattlefield conditions.

Ready, Steady, Convert -
21st and 22nd May

Using parts from 20 hitz
hags, huild what you can in
two hours:. Paint it in a
limited time too, to win this
canversion competition.

Scenery Workshop ~ 28th
and 29th April

Specialising in scatter
terrain, these classes will
help you build great terrain.
Limited places, book now.

GAMES WORKSHOP

THE GAMING CLUB NETWORK
(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 hobbyists a
venue to enjoy painting,
modelling and gaming.

The GCN is run by volunteers
who want to set a new
standard for clubs.

All GCN clubs have a Child
Protection Policy, a committee
to manage club affairs and
clear club rules.

The GCN is independent of
Games Workshop.

THE GCN ROLL OF HONDUR
A complete list of all current GCN clubs:

Madgamers (Maidenhead)

Contact: Dennis Jackman

Phone: 01628 540398

Email: DENIS_JACKMAN@hotmail.com

Gatekeepers Wargames Club
(Shrewsbury)

Contact: James Sherry

Phone: 01743 369605 or 07792469648
Email: n.sherry@btopenwaorld.com

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

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

Nuneaton Model and Gaming Club
Contact: Ken Huxtable

Phone; 07870 477315

Email: k.huxtable@ntiworld.com

Newmarket Dwarf Wargames Society
Contact: Chris Peachy
Phone: 01638 720861

Yeovil Games
Contact: Chris Lowe
Phone: 07811 843747

Walburton Wargamers
Contact: Mike Roddham
Email: walhertonwargamers@yahoo 0. uk

e Err i T A et T R e N

Information correct at time of press.

Sad Muppet Society (Basingstoke)
Contact: Richard Kerry
Phone: 0118 982 1512

Middlesbrough Wargames Club
Contact: Shaun Atherton

Phone: 01642 272021

Email: shaunatherton@netscape.net

1st Company Veterans (Notlingham)
Contact: Chris Taylor
Email: info@1stcompanyveterans.net

Colchester Games Club
Contact: James Godfrey
Phone: 07813 394217

Bridgend YMCA Games Club
Contact: Matt Churchill

Phone: 01656 668298

Email: velvetfiend@yahoo.co.uk

Dursley Games Club (Cambridge)
Contact: Dan Bisho
Phone: 01453 549377

Gobstyks (Lincaln)
Contact: Will Platten
Phone: 01522 803310
Email: info@gobstyks.co.uk

Oxford Gaming Club

Contact: Mike Sharp

Phone: 07802 764143

Email: Mike.sharp4@btopenworld.com

That Dam Gaming Club
Contact: lain Dalton

Phone: 07863 311481

Email: votemaose@hotmail.com

Battienet

Contact: Richard Miller

Phaone: 07710 702297

Email: Richard@battienet.co.uk

Battlescar

Contact: Paul Cleveland
Phone: 01202 258194
Email: paul@battlescar.co.uk

Portbury Knights

Contact: Alan Vowles

Phone: 07771 985488

Email: mravowles@mravowles.plus.com

Watford Wargames Federation
Contact: Robert Phipps
Phone: 01494 465244
Email: rp@a-b-a.co.uk

Jersey Privateers Gaming Club
Contact; Richard Mallet

Phane: 07797 725481

Email: director@black-helicopters.com

Northumbrian Adventurer's Guild
Contact: Mark Anderson Coulter
Phone: 01670 522661

Email: coultermi49@acl.com

If you would like to know more
about the GCN, contact Sean Curtis.
Email:  contact@gcnm.org.uk

For info on GW's support of the
GCN, contact Bek Iggledon.
Email: clubguy@games-
workshop.co.uk

.
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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
now, so if you want your club to
take part, contact us at the
address below. Regional finals
will be held at Easter and the
national final is 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 with other schools and
hang out with loads of your
fellow Hobbyists!

JOIN THE LEAGUE

The League is a great reason 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
Community Hobby Managers
will get in touch with you.

Are you running an event? If you want to advertise it for
free in this fine publication simply drop us an e-mail at:

evenisdiary@games-workshop.co.uk

The closing dates for receiving
details for publication in the
following issues are:

11th April for WD307 (June issue)
9th May for WD308 (July issue)

13th June for WD309 (August issue)
Please note all dates and details are

correct at the time of going to print
but are subject to change.

Events diary abbreviation guide

WH ... Warhammer

40K ...... Warhammer 40,000

BE .o Blood Bow!
WAB......Warhammer Ancient Battles
WPS......Warhammer Players' Society
WECW ... Warhammer English Civil War
Epic ...... Epic Armageddon

LOTR ...The Lord of The Rings

G ...... Games Workshap

GT ... Grand Tournament

EURDPEAN GET TOGETHER 11

Date: 1st, 2nd and 3rd April, 2005
Venue: Ostend, Belgium.

Details: The Euro GT is set up by
gamers for a weekend of gaming in a
non-tournament environment. Gamers
will be grouped into teams of
Mordheim, Warmaster and Warhammer
players in campaign-driven stories.
Previous events have involved up to 60
players from all different

nationalities. The focation is situated
with easy access to both the city,
station and airport. Anyone interested
can go to the website to enter the event.
The event will be held at: Hotel 'De
Kinkhoorn', Zeedijk 330, 8400
Daostende, Belgium

Contact:
Christof.simons@thebrassman.org or
Lex Van Rooy at:
lex.van.rooy@gmail.com

Website: www.eurogt.org

BLOOD BOWL CUP

Date: 2nd April, 2005

Venue: GW Middlesbrough Gaming
Room.

Details: Kick off the season in style as
10 Blood Bow! coaches go head to
head to show off their coaching skills.
Coniact:

GW Middlesbrough — 01642 254091
Website:
www.games-workshop.co.uk/events

MIGHTY EMPIRES WEEKEND

Date: 2nd-3rd April, 2005

Venue: GW Carlisle.

Delails: Muster your forces and gather
your supplies — war has begun! Using
cunning, experience and strength,
expand your borders and increase the
might of your Warhammer army.
Contact:

GW Carlisle — 01228 598216
Website:
WWww.games-workshop.co.uk/events

RUMBLE IN THE JUNGLE

Date: 3rd April, 2005

Venue: GW Plaza.

Details: Welcome all sports fans! It's
that time of year again, Rumble in
Jungle. This is a Lustria-based Blood
Bow! league played on Thursdays and
Sundays throughout Aprif and May.
Starting teams, no star players.
Confact:

GW Plaza - 02074 360839 (Andy)

Website:
www.games-workshop.co.uk/events

ARTEFACTS OF THE OLD ONES
CAMPAIGN

Date: 5th April, 2005

Venue: GW Hammersmith.

Details: Discover the mystery of the
polar gateways by taking part in this
Warhammer campaign. Run on Veterans
nights for those who are 16 and over,
Tuesdays 6-10pm. You will need a
2,000pt Warhammer army to take part.
Contact:

GW Hammersmith — 0208 846 9744

Website:
www.games-workshop.co.uk/event

LANCASHIRE OPEN WARHAMMER
ANCIENTS TOURNAMENT

Date: 9th April, 2005

Venue: Wargames World, 22 Gooper
Strest, St Helens.

Details: This is a Warhammer Ancients
2,000pts swiss pairings tournament
running from 10.30am-5.30pm. All
Armies must be painted. Only 20 places
avaifable.

The cost of entry is £10. There are
prizes for 1st place, Best Painted Army
and Most Sporting Player.

Contact:

info@wargamesworld.com or send a
large SAE to: Wargames World, 50-52
Skipton Road, likiey, West Yorkshire,
L529 9ER

Website:
www.wargamesworld.com/events.htm

WARHAMMER DOUBLES

Date: 9th April, 2005

Venue: GW Dumfries Gaming Room.
Details: Last time it was the Skinks who
emerged victorious and fought their
way to fame and fortune, now the floor
is open once again for challengers to
win this prestigious tournament. Bring
500pts of Warhammer, following the
Border Patrol rules (see White Dwarf
285 for a copy) to earn your place one
the wall of heroes.

Gontact:

GW Dumiries — 01387 249702

Website:
www.games-workshop.co.uk/events

THE WAR OF THE BEARD IV

Date: 23rd April, 2005

Venue: Ekeren, Belgivm

Details: A WH 2,000 points tournament
to test your skills as a tabletop general.
Contact:

dirk.bruylants@skynet.be

Website: www.tsoa.be

OPEN WAR 3

Date: 9th April, 2005

Venue: Warhammer World, Nottingham.
Details: Third in the successful Open
War series of tournaments held by the
1st Company Veterans at Warhammer
World. Compete in either WFB, 40K,
LOTR and Epic competitions. Tickets are
priced at £15 including lunch. The event
is open to anyone aged 16 years and
over with a painted force for their
chosen system.

The Open War event is limited to 100
places. For further entry details and to
download a tournament pack and entry
farm visit our website.

Conlact:

info@1stcompanyveterans.net

Website:

www. 1stcompanyveterans.net/events

ST VALENTINES DAY AFTERMATH V:
BETWEEN A ROGK AND A HARD PLAGE
Date: 9th-10th April, 2005

Venue: Warhammer World, Nottingham.
Details: In the dark coldness of space,
the remnants of the Planet She-Kargo
twist in space, fractured by the forces
of the Warp.

Enter this 40k weekend and experience
an action-packed campaign.

Contact:

Sean Curiis —
ookthelibrarian@hotmail.com

VARGON CAMPAIGN DAY

Date: 15th April, 2005

Venue: GW Plaza.

Details: Become the scourge of the
galaxy by taking part in this 40K
tournament!

Swordwind hosts of the Biel-tan
Craftworld have come to reclaim the
beautiful Maidenworld of Vargron Il in
order to 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!
commanded by vile Warlord Ashnak.
Bring down your 1,000pis army and
help (or hinder) the Efdar 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

SALUTE D5

Date: 23rd April, 2005

Venue: Olympia 2, South Kensington,
London.

Details: One of the biggest independent
one day shows in the whole of the UK.
More than 100 games and stands,
including Games Workshop and Forge
World.

Games Include Warhammer,
Warhammer 40,000, Epic, Warmaster
and Warhammer Ancients.

Tickets are £8, the event is open to alf,
but under 16's must be accompanied by
an adult.

Contact:

pro@salute.co.uk

Website:

www.saltie.co.uk
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iTOCKHOLM ROGUE TRADER
WARHAMMER OPEN 2

Date: 23rd-24th April, 2005

Venue: Dragons Lair, Stockholm,
Sweden.

Details: Rogue Trader STHLM s proud
to present the second WH Open
tournament in Stockholm. You will need
a 2,150pts army, no special characters
allowed. The entry fee is 150skr. The
tournament is open to those aged 16
and over. Fun games and nice prices.
Check the website for more details.
Contact: info-rto@roguetrader.nu or
fantasy@roguetrader.nu

Website:
rto.roguetrader.ny

THE NEW KINGDOM

Date: 24th April, 2005

Venue: GW Newcastle.

Details: As the Ogres rise to
prominence in the Old World,
mercenaries and cut-throats journey
eastwards fo prove their worth against
this new foe. Join this conflict and show
your qualities as a general.

You will need a fully painted 1,500pts
army to take part in this Warhammer
campaign day. Call fo register as places
are limited. Entrants must be 16 or over.
Contact:

GW Newcastle - 01912 322418
Website:
www.games-workshop.co.uk/events

KING OF THE SPIRE

Date: 30th April, 2005

Venue: GW Middiesbrough Gaming
Room.

Details: Gangs representing all houses
and outlanders gather their strength to
prove who is mightiest of all,

Contact:

GW Middlesbrough — 01642 254091
Website:
www.games-workshop.co.ul/events

GW PRESENTS: WARHAMMER
HISTORICAL WEEKEND

Date: 30th April-May 1st, 2005

Venue: Warhammer World, Nottingham.
Details: It’s the Warhammer Historical
Gampaign Weekend - enter a carmpaign
over the two days. Tickets are available
from April and cost £38 (this includes
three meals too).

This year you can enter a posse in the
Wild West campaign (the first time
we've used these rules in an event).
Contact: Rob Braom (0115 916 8466).
Website:
www.warhammer-historical.com

GW PRESENTS: BLOOD BOWL GRAND
TOURNAMENT

Date: 6th and 7th May, 2005,

Venue: Warhammer Warld, Nottingham
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? Enter the biggest Blood
Bowl tournament of them all!

Gan you take your team to the very
Ppinnacle of sporting achievement? Find
out by entering the highest of Blood
Bow! competitions. Prepare your team
to play for the biggest frophy of them
all — The Biood Bowl itself!

Bvanit information-corruet at time of going to piess. Ganes Workshop is hot responsible{or events riol rn hy Games Warkshop.
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Games Workshop is 30 this year! To celebrate, our Hobby Centres will be holding a
variety of special events on the weekend of 2nd-3rd April. Besides celebratory games,
the White Dwarf staff, Weh team and the Four Gamers will be visiting Gaming Rooms
“throughout the country! The special edition miniatures will be available in stare too, on
a first-come, first-served basis. Ring your local Hobby Centre for details.

" ULTIMATE BETRAYAL

- To celebrate the 30th anniversary of Games

: Workshop over the May-Bank-Haliday Period,
“some Hobhy Centres are haolding a linked series
--of campaign days. Each store will be playing

Hobhy Centres. A host of Warhammer 40,000

their part and reenacting the battle of Calth and

ofher key Horus Heresy Battles. Bring along your
 force and take part in this mega battle. What
- happens in your store will affect games in other

Contaci:
Warhammer World - 0115 916 8410

Web: www.games-workshop.co.uk

THE TOR’VASH CRUSADE

Date: 7th May, 2005.

Venue; GW Carlisle.

Details: Governor \Vorn of the Tor'Vash
system has reneged on his pledge to
the Emperor of Man. Four companies of
the Emperor’s finest have been sent fo
purge the system, This is a one day
linked campaign using Battlefleet
Gothic, Epic: Armageddon and
Warhammer 40,000. Contact the
Carlisle Hobby Centre for details.
Contact: GW Carlisle — 01228 598216
Web: www.games-workshop.co.uk

STOCKHOLM ROGUE TRADER
WARHAMMER 40,000 OPEN 2

Date: 7th-8th May, 2005

Venue: Dragons Lair, Stackholm,
Sweden.

Details: Rogue Trader STHLM is proud
to present the second Rogue Trader

B e b e
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Open — a 40K tournament in Stockholm.
You will need a 1,750pts army, no
special characters allowed. The entry
fee is 150skr. The tournament is open to
those aged 16 and over.

Contact: info-rto@roguetrader.nu or
40k@roguetrader.nu

Website: rto.roguetrader.nu

A SMALL MATTER OF HONOUR 2005
Date: 7th May, 2005.

Venue: Church Cottage, Church Sireet,
Basingstoke.

Details: The Sad Muppet Society
proudly presents its annual 1,750pts
Warhammer 40000 tournament.

Many years ago the forces of the
Imperium cleansed the world of St
Michael. But many years have passed...
Now traitors, aliens, and worse have set
foot on this world. The time has come
for the righteous to heed the call to
glory! Entry is £10 for the whole day.
Conlact: muppet@genesis-sf.org.uk
Web: www.rkerry.fsnet.co.uk

¥-/I /~\‘( 1.

activities will be taking place so, if you live in
the north call your local Hobby Cenire now.
Baltle commences on Saturday 30th April,
Sunday 1st May and Manday 2nd of May.

Participating hohby centres are in Scotland,
Ireland, and northern England. Ring your nearest
Games Workshop Hobby Centre for details.

THE MUMAK RETURNS

Date: 14th May, 2005

Venue: GW Dumfries Gaming Room.
Details: Bring 250 points of Good or
Evil and see who can slay the Mumaks.
Contact:

GW Dumfries — 01387 249702

Website:
www.games-workshop.co.uk/events

LANCASHIRE OPEN 40K TOURNAMENT
Date: 14th May, 2005

Venue: Wargames World, 22 Cooper
Street, St Helens.

Details: A 40K 1,500pis swiss pairings
tournament. All armies must be painted.
20 Places available. Entry £10.
Contact: info@wargamesworld.com or
send a large SAE to: Wargames World,
50-52 Skipton Rd, likley, West Yorks,
L829 9ER

Website:www.wargamesworld.com/
events.htm

Cro=eeg
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There’s plenty of battles awaiting your-army at your local Hobby Centre over Easter and

May half term. Contact your lacal Games Workshop to
takes place and for further details (see page 152 for a

find out exactly when each event
list of every Hobhy Centre).

The Kraken Awakes — Easter — As the hive fleat continues to spread throughout the Ultima segmentum, it seems drawn lowards

Ihe Ichar system. As the hive lleet encounters more plane
disposal. Bring along your Combal Palrol force or up to

: The Kraken Descends~ May Half- Term ~ Feeding swarms move into he Ichar system. The Velerans
“remunants.of the [mperial forces. As the Tyranids increase their presence so lhe hive resonance increg

-called towards lehar-1V,

its-aceess Lo fresh resources increases, as do the forces at its
pts, o take part in [his Warhammer 40,000 campaign,

n and bring together the
and more of the fleel is

: Staughter on the lvory Road - Easler - Traders fram the Old World selout-from their slaging posts and strive Lo be the first 1o
make contacl with Cathay.- Can your-Warhammer force successlully’run the gauntiet? Find out at this event.

¢ The Land of the Gads - May Half Term — Bands of adventurers leave the-0ld Warld in an atlempt Lo Tind and plunder Lustria. Use
your Warharmer army fo-gain fame and fortune; ar repel the invaders.

The Rise of The Ring - Easter Holidays - War is coming. Build your Battle Company fike the White Dwacf team and play special
scenarios tohelp Good. (or Evil) prepare for this summer's natianal campaign event,

The War of The Ring™ - Summier—~ With darkness growing in Mordor. Sauron has dispatched the Nine. The Fellowship must
complete their-quest or life-In Middle-earth will change forever, Join the Good or Fvil side and register your resulls along wilh the
rest.of he UK lo determine: the Tate of the One Ring i our online campaign! See page 140-for more delails,
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'HOBBY SUPPLIES

On these pages you will find a selection of some of the Hobby tools and aids Games Workshop produces. These
specially made products make the assembly and painting of your models easier.

[CITADEL|
MODELLING

CITADEL

CITADEL
MODELLING MODELLING

—
\

MODELLING
L]

Side Cutters £7  Sel of files
Denmark ...kr 90.00

£5  Sculpting Tool £3  Tweezers £4

Denmark ...kr  40.00 Denmark ..kr  60.00

ke 45.00 Norway .....kr  70.00
45.00 Swaden ....kr  70.00
5.50 Euro........ € 800
m Be careful when using
ising glue.
MODELLING Make sura you raad and follow tho
instruclions on the packaging.
feasmacien
PARA FLASTICO.
Pliers £6  Pin Vice Set £8  Superglue £3  Plaslic Glue £3
Denmark ...kr  90.00 Denmark ...kr  100.00 Danmark ...kr  40.00 Denmark ...kr 40.00
Norway . Norway .....kr  45.00 Norway ....kr 4500
Swaden A kr 45.00 Sweden kr 45.00
Euro...... 71.00 5.50 Euro.... € 5.50

CITADEL MODELLL!

Modelling Saw and Blades £10  Pin Vice Drill Bit Set £5  Modelling Putty (Green Stuff) £4  Culting Set £12
Denmark ...kr 125.00 Deamark ...kr 60.00 Denmark ..kr  50.00  Only available from Deamark ..kr 150.00
kr 60.00 Hobby Centras.
60.00
6.50

150 HOBBY SUPPLIES
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WARG RIDER CHIEFTAINS by Adrian Wood

As well as the White Warg Chieftains you can see on page 132, Adi wanted to make some Warg
Rider Chieftains to lead his Orcs. Our plastic is very easy to cut with a modelling knife or clippers, so
Adi made his Orc heroes out of the new plastic Wargs and the plastic Mordor Orc sprue.

] | started by looking at how to
combine the Warg Riders

with other models. Mordor
Orcs are larger and more
imposing than the wiry riders,
so | decided to use them to
build a couple of powerful
looking Chieftains. The first
conversion was pretty
straightforward. | cut the
bodies of both models at the
waist and glued the Mordor
Orc onto the rider's legs. |
then angled his body so that
he looked like he was striking
down with his sword.

2 For my next model | chose to
adapt an Orc wielding a two-
handed axe. Warg Riders
don't use such weapons, so |

trimmed the axe haft down
and attached a shield to the
left arm. Although this is just
a small conversion, | think
the finished pose looks
dramatic.

3 For my third rider | tried out

a simple head swap. My
favourite head on the Mordor
Orc sprue is a fully armoured
helmet, so | mercilessly
lopped off the rider's head
with a pair of clippers and
glued on this one. The
helmet was a little large but
didn’t look too odd; it just
made the Chieftain stand out
even more. | then angled the
head slightly, before adding a
shield slung on his saddle.

g I
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OAENADRETTe)? HOBBY CENTRES & INDEPENDENT STOCKIST

Games Workshop products are sold by a large number of shops in 16 different  If you're still unsure as to where your nearest stockist is located, why not call
countries across the world. What follows is a large listing of all the stores that Games Workshop Direct on 0115 916 40000. Stores highlighted in yellow

sell Games Workshop products across the UK, parts of Eurobe, South Africa indicate new stores. Stores in green are elite Northern European stores; store
and the Middle East. Most Games Workshops are open seven days a week in blue are Northern European partnership stores. To be sure they will have
and late for gaming evenings. Contact your local store for more details.You exactly what you want in stock, we recommend you give them a quick phone ci
can find a list of all our retail outlets on our website at: before visiting.

wwiw.games-workshop.co.uk/storefinder Hobby centres marked with a cross (x) have Gaming Room facilities.

A Games Workshop Hobby Centre is much more than just a shop...

FREE GAMING AND TACTICS ADVICE ~ FREE PAINTING AND MODELLING ADVICE FULL RANGE OF PRODUCTS

All our staff are gaming veterans (after all it's what they da for a livingl) They No matter what your level of painling or madelling skill, if you spend 30 minules All our centras stock a full range of Warhammar 40,000, Warhammer and The
can give you sound factical advice, help you build batlle-winning armies and with one of our members of stall you will see those skills improved and might Lord of The Rings games and models as well as all the hobby materials yau
clear up most of your rules queries. find out samething you never knew! need to colfect, bulld and paint your armles.

IN-STORE ORDER POINT BEGINNERS HOBBY ACTIVITIES

Al of our stores are fitted with an In-store order point which you can use  Qur speclal Beginners' programme teaches you how to play and halps Gamas Workshop hobby centres provide support and expert advice

to gat your hands on all of our Specialist Games products, plus many you lake your first staps into the Games Workshop hobby, The on all aspacts of the hobby. They featura team participation battles

components and classic models with which to customise your armies. programme runs on Sundays, so whether you want to learn how ta for you 1o take part in, painting workshops to develop your painting
charga your knights into your cpponent’s battle line or lead & squad of skills, and a forum for gamers to talk about the hobby. On Sunday
Space Marines into ballle, all you need to do is come along! evenings many stores run specific activilies for those who have

graduated from the Beginners' Programme.

VETERANS HOBBY CENTRE GAMING ROOMS

Many Games Workshop hobby centres run evenings (usually Tuesdays A growing number of our hobby centres now have additional space in the shape of Gaming Rooms. This makes It perfect far meating fellow

and Thursdays) for veleran gamaers. They are aimed at older gamers hobbyists and arranging larger games, playing campaigns or just painting and modelling. On Monday lo Friday these rooms are reserved for
with plsnty of experience on the batllefield. You can share Ideas about velerans over the age of 16 but the weekend is free for all veteran gamers and those who have been through the Beginners’ programme. These
all aspecls of your hobby, play games against equally experienced centres are marked by a cross. Glve them a ring te find out what's going on and 1o avoid dissapolntment! See page 158 for a ull list of Gaming
opponents, and also play Games Workshop's more specialised gaming Rooms and contact delails. Gaming Rooms are also in this Slore Finder list, marked with an (¥).

systems well into the evening.

Tk s <A 1 s
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Find your nearest Hobby Centre or independent retailer on these pages

on our website: www.games-workshop.co.ult/storefinder
by e-mailing us: hobbyspecialists@games-workshop.co.uk
by calling us: 0115 91 40000

VON

W BRISTOL (CENTRAL):

i Broadtwerr. Ter 0117 925 1533

W BRISTOL (CRIBBS CAUSEWAY):
W 420, Tha Mall. Tol: 0117 850 2628
RISTOL, Area 51:

il D117 9244655

ORTISHEAD, Makin:

RUNCORN, Hallon Dacmons:
Tek 01928 71535

STOCKPORT, Gosllngs Toymasior:
Tal: 0151 4 099

WIRRALL, Isls:

Tl 0151 666 1148

WIDNES, R G Marsh Lid/ Widnes:
Tol: 01514 221947

DARTMOUTH, WG Pillar & Cor
Tol: 01803 £32139

EXETER, P1 Hawklns and Sons:
Tel: 01582 203930

EXMOUTH, Gamezane Models:
Tal: 01385 267733

HONITON, Art of War:

Tek 01404 42151

HONITON, Hun!.h:n Toy Shop:

GOSPORT, IC Baoks:

Tel: 02382 520931

MILEORD ON 5EA, Milford Modals and Habbles:
Tal: 01580 642112

NEW MILTON, Tny: of New Milton:

Tal: 03425 6
PETERSFIELD, Folly Models:
Tal: 01730 267 932
PETERSFIELD, Fun for All;

ok G1275 B4 751

ATE, Huggusnums Toystare: CLEVELAND Tel Q1404 4374 Tel: 01730 267271

el 6568 X GW MIDDLESBROUGH: KINGSBRIDGE Thc Trading Post: RINGWOOD, Toys of Ringwood:
Unit 33, 39 Dundes Shaet. Toi: € 51 061 Tol: 01548 Tul, 01425 ¢

JEDFORDSHIRE HARTLEROOL, Wuslgule Depuﬂmunl Stare: NEWTON AEBOT Austins: ROMSEY, Roundabout:
W BEDFORD: Co. Duriam. Tal. 01420 Tel. 01626 334 Tel 11794 512145
0 Greylriare. Tel: 01234 273 663 PAIGNTON, Thu odel Shop: SOUTHSEA, Southsea Models:

EIGHTON BUZZARD, Cuddlers:

Tel: 01803 553355
PLYMOUTH, Mndel Shop:

03705 713208
WATERLOOVILLE, Paul's Hobby Shop:

"al; 04525 217415
AUTON, Ottakers: E\?ﬁm‘g’m-'- Tol 0175 Tok 01706 259160
“al: 01582 486320 ] TAVISTOCK, Ka In?dns:u et
JUTON, Flnul Fantasy Unit 1, Bndge House, Mew Britga Simel Tak 01822 615 235 s HEREFORDSHIRE
BERKSHIRE ;‘g;&;”: ‘;:’i’: i TEIGNMOUTH, Jackmans Toybox: HEREFORD, Heraford Model Shap:
, Bricknells: Tol, 01626 770755 Tol: 01432 352000

W MAIDENHEAD: JekD1a02:2 17 08l TIVERTON, Wings "N’ Wheals: LEOMINSTER, Martin's Moduls & Crafts:

BUDE, Nliro RC: Tol: 01884 2420 Tel 01568 613 782

it 2, 17 Market Stroal

01626 631 747

Man, Fob 0118 959 g

GW SLOUGH:

101 High Steeat. Tek
BRACKNELL, Ottakers:
Ted 01344 468124

575 675

NEWBURY, Miniorfure Merchonts:
Tok: 01635 5268176

NEWBURY, Swompys:

Tai: 01635 36555

SANDHUHE‘E Toyworld:

2 B73350

WINDSDR W.J. Daniels:

Tol; 01753 862106

ok 01288 353360
FALMOUTH, Wonderland Falmouth:
1601326 312574
HAYLE, Blawatts of Hayle:
Tal: 01736 753012
HELSTON, Ec‘dy & Son:
Tel: 1326 572787
NEWQUAY, Planet Hobbywood:
Tal: 01637 B58941
ST AUSTELL, Adeba Toys:
Tel: 01726 72125
ST AUSTELL, Mod for Minlatures:
Tol: 01726 72259
TRURO, Turmum:r
Tel 61872 2

TORRINGTON, nnullng Pastimas:
Tel: 01005 625888

DORSET
GW DOURNEMOUTH:;
24 Post Offico Roau. Tok 01202 319 252
GW POOLE:
Undt 12 Townsgate Centie. Tel (1202 BES 634
BUURNEMOUTH Bottle-Scar:
Tel 01202 258
BOURNEMOUTH Maorcello Toys:
Tel 01202 770500
BOURNEMOUTH, Roberts Toys & Gomes:
Tol: 01202 482031
BRIDPORT, Fmsls Toymaster:
206

ROS5 ON WYE, Linle & Hall:
Tol. 07988

HERTFORDSHIRE
GW HEMEL HEMPSTEAD:
16 Bndgo Swoal. Tel: 0144
GW ST ALBAN:
18 Horitage Cle:
BERKHAMSTED,
Tob 01447
BISHOP'S smrmnnn Boardmans:
Tel. (14279 654 033

CHORLEYWOOD, Chorlaywaod Models:
Tel: 01923 284 513

COCKFOSTERS, Murray & Brand:

Tal 0208 4490627

. olf High Sheet. Tal, 01727 881 103
Hﬂmllhs<

BIRMINGHAM AREA Tal- 01308 4
GW BIRMINGHAM: COUNTY DURHAM DORCRF.STER Dorchester Toys: HARPENDEN, migneunm-
116 Comoranan Straet Tek 0121 236 7880 X GW DURHAM: Fol. 01305 780601 Tal: 01624 622
GW DUDLEY: B4 Marih Road. Tek 01213 743082 ml.uNGHAM, Mervyn’s Toys & Models: ;'-‘\T'ﬂ%ﬁ_'. ':l :ﬂﬂﬂ!
ol 7

Unit 36, Marry Hill Contra Tel: 01364 481 818
GW SOLIHULL:

680 Wanwck Road. Tol 0121 705 7997

GW S5UTTON COLDFIELD:

a5-47 Burninghiom Aoad. Tel: 01213 543174
GW WOLVERHAMPTON:

Mander Centre, Tel. 07902 310 486
GW WALSALL:

GW DARLINGTON:

78 Shinnorgato. Tel: 01325 382 463
BISHOP AUCKLAND, Windsock Models:
Tok: 01388 609 766

CONSETT, Kwikpart:

Conaatt, Co. Tel: 012207 361024
DARLINGTON, Lamb’s:

Tok 01325 466042

Tal 01747 823 ass
SHAFI'SBUI?\' Hardings:
Tel 01747 832158
SHAFTSBURY, Howards:
Tok 1747 852156
SHERBORNE, Pursulis:
Tel 01835 816072
SWANAGE, Lecnards:

HERTFORD, Marquee Models:
Tel: 01952 504710

HITCHIN, Mainly Models:

Tal: 2 422204

LETCHWORTH, Comics Unlimitad:
Tal: 01462 4B001A

ROYSTON, Toyshop:

Tol: 01763 243270

7, Oidt Square Shopping Centre. TEESDALE, Yoy Shop: Tok (1528 426096
2 725 207 Tel: 01833 837308 TH, Raxzamotaz: STEVENAGE, KS Models:
ACOCKS GREEN, J:rr's Games and Workshop: Tol: 01305 780601 Fol: 01436 746616
Tel. 0121 706 517 CUMBRIA WELWYN GARDEN CITY, Toys Toys Toys:
% GW CARLISLE: ESSEX Tel, 01707 2319

GREAT BARR, Gumlng Crypt:
Ll

Tet: 0127 260 Unit 2. Emls Lana. Tal: 01228 500 2 GW CHELMSFORD:
EDGEBASTON, Wayland's Farge: BARROW-IN-FURNESS, Heaths: unit o tendovs Gentie. Tet: 012 ISLE OF MAN
Tol: 0121 687 01105 Tal: 01229 620 235 GW COLCHESTER: DOUGLAS, Jac Distribution:
RUBERY, Roys Habblos & Toya: BOWNESS-ON-WINDERMERE, 2 Shon Vit Streol. Tel: € Tet: 01624 6221

Tut 0121 453 Ernest Atkinson & Sons: GW SOUTHEND: PORT ERIN, Mndnl'ln(h‘
SUTTON CutDFIELD Digltal Drogons: Tel: 01539 443047 12 Southchurch Boss, Tel, 0173 Tal: 01624 A3604

Tal: 07941 637 793 BRAMPTON, The Card Cenire: Cw THURRDCIG RAMSEY, Model Warld:

BUCKINGHAMSHIRE

GW HIGH WYCOMBE:

29, The Octagon Cantre. Tel: 01494 531 484
GW MILTON KEYNES:

Unit 2 West End Extension, 502 :lluury Houlovard,
Shopping Contre. Tel: 01508 630 47
BUCKINGHAM, Abacus Toys:

Tai: 01280 821615

GERARDS CROSS, Howard Marshall:

Tal: 01753 8A2352

MILTON KEYNES, Daoron's Books:

Tel 01908 560088

PRINCES RISBOROUGH, Treata:

01844 344354

Tol: 01697 72267

COCKERMOUTH, The Toy Shop:
Tel 01900 B25655

KENDAL, Nerth West Warriors:
Tel 01539 731666

KENDAL, O'loughlins’s

Teol. 01539 723264

KESWICK, JB Dixon Lid:

Tet 01788 772 381

KESWICK, Lakeland Toys and Hobbies:
Tal: 01768 775275

PENRITH, Horpors Cycles:

Tek 01768 BE44TS

ULVERSTON, Sawdust ‘n Stitches:

1159, Level & Lakeside Shopping Centeo. T 01700

:um‘rwnan BAM Cyclos:
Tel: 01277 214342

CLACTON ON SEA, Clacton Ant & Craft Centre:
Tal: 01255 436346

cou:nmzu, Taymariet Kngdors

ok 012
HARI.OW Murqu:u Modols:
Tel: 01278 423334

HOCKLEY, Hobbiton:

Tol: 01702 20180
LEIGH-ON-SEA, Caliver Books:
Tl 01702 472986

MALDON, Colin Bliss Models:

Tel: 01624 At6048

ISLE OF WIGHT
COWES, Chivarions Nowsagents:
- 01983 292013

NEWPORT, Batle On:

Tal: 01933 533207

NEWFORT, Toy & Models:

Tal: 01902 520250

RYDE, The Spurls & Mode! Shop:
Tel: 01983 BE2
RYDE, Fun, Fucl und Fonlasy:
Tak: 01903 617
SANDOWN, luymamr:
Tel: D108 4047162

Tek 01229 582284 %
" High Strget, Tol: 01621 851327 SHANKLIN, Toymaster:
CAMBRIDGESHIRE VUNEHAVEN, Robinsn's Maddt Show: RAYLEIGH, Tays N Tucks Tol. 01983 HioEB2a
GW CAMBRIDGE: ¢l: 01946 66525 &
54 Aegent Straat, Tel: 01223 315 350 WORKINGTON, KSA Models and Hobbles: SAFFRON WALDEN, Game Or: KENT

GW PETERBOROUGH:
3 Wentwonn Straor. Tai: 01733 890 052
ELY, Clty Cycle Centre:

Tel: 01900 873338
WORKINGTON, Toymaster:
Tel. 01900 873322

Tek 01769 506 070
ON-SEA, T ingd:

50
Tak 1702 34

GW BLUEWATER:
Unit 0528, Uppaer T
Kant Tel 01322 4
GW CANTERBUR'

Tel 01353 663131
HUNTINGDON, Sports & Fashlons: DERBYSHIRE GLOUCESTERSHIRE {Init 5, tron Bar Lo, Tel: 01207 452
Tel 01480 454 541 GW DERBY: GW MAIDSTONE:

PETERBOROUGH, Westgate Deporiment Store:
Tol: 01730 563151

ORTON, PN Hobbles:

Tak: 01733 750854

SAWSTON, ‘I’hn Tny & Model Centre:

Tak 0122
SAWSTON, :rm Plus:

Tel: 01223 837820

ST NEOTS, Barretts of 5t Noaots:
Tal: 01480 408700

A2 Sadier Gale. Tel: 01332 371657
BEI.PEI?. Frearsens:

Tel 01773 823 244
BURTON ON TRENT Toymoster Kingdom:
Tal. 01283
BUXTON, D&E Knuwlns & Sons:
Tel 01200 24203
CHESTERFIELD, Cooperative Sodety:
Tl 01245 220200
CHESTERFIELD, Specdfng Bullet:

GW CHELTENHAM:
16 Pittviite Stras '
GW GLOUCESTER:

35 Claronce Sheet Tal: 01452 X
BOURTON ON THE WATER, E:uﬂnn Model Raollway:
Tal: 07451 B20G0G

STROUD, Antics:

Tul: 0 o487

STROUD, Cyberdyne:

Toi 01453 7677
STI'IDUD Psisoft Games:

7a Pudding Lang, Tol: 01622 677 435
GW TUNBRIDGE WELLS:

4A Camdon Steeer, Tol 01892 525 783
ASHFORD, GZ Cnmpul!rs Lid:

Tet: (12

BEXLEY HEATH, m Krazy:

Tek 0208 208 7177
BROADSTAIRS, Time & Space:
Tel: 01243 868
CHATHAM, Moynes:

ST NEOTS, Weslgate Department Store: Tel: 01246 22 Tel: 087 Tal: 01634 400035

Tel: 01480 473242 DEREY, Tﬂvmumf Kingdom: mwu:saumr Tay Zane: DOVER, Turners Models:

TEVERSHAM, Invocotion Lid: Eagie CM!%T;! iuil. 38636 Tol MIEDS 295 776 Tal: 01304 2007 1t

Tel: 01223 293432 ‘GLOS50P, Wain Services: GRAVESEND, The Stomp Centre:
Tel 01457 853548 HAMPSHIRE Tol: 0147 534166 i

WISBECH, wmgme Deporiment Store:
Tal: 01576 ¢

ILKESTON, llkestan Co-op:

GW BASINGSTOKE:

MARGATE, Space Ciy Gill:

Tek 01158 327777 3 Potters Walh, Tok 01256 456 050 Tal, 01833
CHESHIRE MATLOCK, Shawes LTD: GW PORTSMOUTH; MARGATE ru,mmur Kingdom:
GW ALTRINCHAM; T (171628 34 Arural Streal, Tak 02362 676 2 Tel: D1B43 228
Unit 1. 19 Grafton Strant. Tal: 0161 929 8396 GW SOUTHAMPTON: ROCHESTER, Mlninlure Waorld:

GW CHESTER:

2 Forogate Stieol Tel 01244311 967
GW MACCLESFIELD:

Unit 38, Chestargate Mall, Grasvenar Gentie,
Fot 01625 639020

GW STOCKPORT:

52 Mursny Squara. Tol: 9161
CONGLETON, Deans Toys & Cycles:
Tel 01260 273277

SWADLINCOTE, Slipstream Madels:
Tel: 01283 552500

B4 Comwall Straer. Tol: 01757
GW TORQUA
12 Mariot Strod

Tol 01603 201 036

23 Ensgt Swowt. Tel: 02380 30 063
GW WINCHESTER:

G St Georges Streot. Tel: 019562 DGO 199
ALDERSHO‘F T‘hu Gnmn Shop:

fob 0 .

Tol. 01834 813988
SEVENOAKS, JH Lorimert
Tel: 01732 452840
SEVENOAKS, Manklows;
Tek 01732
slﬂlNGluuaNE AJ Blundell & Son:
Tol. 017 43,
TONBRIDGE, Kldl Stutls
Tel 01737 368186

CREWE, ABC Models Sport: AXMINSTER, Abocus Toys:
Tal 01270 505048 Tal: 81207 63177 LANCASHIRE
KNUTSFORD, Hal Whitioker: CRANLEIGH, David Mann: GW BLACKPOO!

Tul 015685 632003 Tal; 01271 321344 Tl 01482 273777 8 Birlay Street. 1
NANTWICH, Funfayre LTD: BIDEFO| FAREHAM, Farcham Tays and Hobbles: GW BOLTO

Tek 01270 626346 Tel: 012 Tal. 01329 262153 Unit 27, 36 Ack
NORTHWICH, Lovel 1 BDSEUMBE Marcello Toymaster: FARNBOROUGH, Darkstar: GW PRESTON

53
NORTHWICH, The Model Shop:
Tell DIEQG 47740

BARNSTAPLE, The Bottlezona:
4

amnazun Parapharnalia:
Tal 01656 86-

Tal: 01252 376

FLEET, Fleot Tays
Tel: 01252 613049

V5 Millar Arcade. Tal, 01772 821 BS5
ASHTON UNDER LYNE, Byte Size:
Tal: D161 343 7556

www.games-workshop.co.uk/stor



ASHTON UNDER LYNE, Roundabout Tays:
Tol 01613 432344
n?mcm UNDER LYNE, Staphan Hall #/a The Cooked
ce
BLACKBURN, Batcave;
Tet: 01254 667488
BLACKBURN, Mercer & Sons:
Tel: 01254 58700
BLACKPOOL, Toymaster:
Tek: 01253 526461
BOLTON, Greens Toymaster:
Tal 01204 365330
BOLYON, Toymaster:
Tek: 01942 512330
BOLTON, Whitaker's Toymasters:
Tal: 01204 330248
BURNLEY, Arthur Benn:
Tal: 01202 422 546
BURY, Toymaster:
Tel: 0161 761 6208
CHORLEY, A & B Games:
Tol: 01257 261033
CHORLEY, Hompsons Tays & Nursary Warld:
Tel: 01257 263045
CLITHEROE, Cawgllls of Ciltharce LTD:
Tok: 01200 423587
KIRKHAM, RK Boyas:
Tel: 01772 671900
LANCASTER, Lawsans Toymaster:
ol 01524 64516
LANCASTER, Micro Markats:
Tol 01524 340426
LEIGH, Storktown Limited:
Tel 01842 671116
LEIGH, Toyma:
Tol: 01842 6711
MORECAMBE, Richord Lancaster:
Tei: 01524 410 304
OLDHAM, Ottakers:
Tok 0161 6205543
PRESTON, Toymaster:
al: (011772 887799
ROCHDALE, Micrashack:
Tek 01706 715938
ROSSENDALE, Rossandals Models:
Tek 01706 250007
ST HELENS, Wargames World:
Tal: 01744 28500
THORNTON l.nm.vs Toy2save Collectoblest

WIGAN, John WIquTuy and Cot
Pambaron, Tok 01942 214864
WIGAN, Sophies:

Tal: 01942 700356

WIGAN, Wigan Madel Centre:
Tel: 01942 245 683

LEICESTERSHIRE

GW LEICESTER:

Unit 2.16/20 Silver Streel. Tal: 0116
GW LOUGHBOROUGH:

22 Bigghn Stroat, Tol: 01509 238 107
ASHBY-DE-LA-ZQUCH, Steve’s Madels:
Tol 01530 418827

COALVILLE, Geoffs Toys:

Tol: 01530 832705

HINCKLEY, Punciillo Medel Spot:

Tol 01455 230952

LOUGHBOROUGH, Geoffs Toys:

Tol. 01509 216956

LINCOLNSHIRE AREA

GW GRIMSBY:

8 West St Mary's Gato. Tol: 01472 347 757

GW LINCOLN:

Ui 5UA, Saliergrie (an aulstde of Watorside Canira). Tel
01522 548 027

BOURNE, GT Colloctabla Cards:

Tek 01778 422638

GAINSBOROUGH, Toymaster:

Tei: 01427 676000

GRANTHAM, Arbon & Wahs:
Tal: 01664 855030
GRANTHAM, Access Model:
Tal: 01476 562 001
GRANTHAM, Forlprince Modals and Hobbles Lid:
Tek: 01475 532001

LOUTH, Castaline:

Tal; 01507 602148

MABLETHORPE, Balas Toymastar:

Tal: 01507 473328

QUADRING, MS Sturgass:

Tol: 01775 621967

SCUNTHORPE, Shermans Model Shop:

Tal: 01724 842 439

SCUNTHORPE, Toymaster:

Tel: 01724 271020

SKEGNESS, The Model Shop:

Tal: 754 763428

SPALDING, Moson’s Models:

Tol: 01775 722468

SPALDING, Spalding Models and Collectables:
Tol 01775 713270

SPALDING, Spalding News:

Tel 01775 723249

STAMFORD, Hawleys:

Tol: 07780 762125

LONDON
GW BRENT CROSS:
unit F9, Lower Malt fuum !'mmtm Brent Cross Shapping
Centro, Tok 1208 502

X GW BROMLEY:
Unit 24, The Mall, Bromisy. Tel: 0208 466 0678
GW CROYDON:
Unit 35, Brummand Centre (oulside the back of the centrs)
Koeloy Raad. Tel: 0208 600 4600
GW ENFIELD:
A5 Ganotin Road. Tel: 0206 363 3236
GW HAMMERSMITH:
161 King Street. Tel: 0208 846 G744
GW HARROW.
206 Stavon Sheel. Tel 0208 881 2350
GW KENSINGTON:
Shap 7, Luncer Square, Kensinglon Ghurch Straet,
Tek 0207 937 7011
GW KINGSTON ON THAMES
33 File Huad, Tek 0208 543 5224
GW LONDON (OXFORD 5T):
Unit F10, Tha Plaze Shopmng r.en.ru 1st Flaar, 116-128
Oxford Streel, Tal: 0207 436 082
GW RICHMOND:
Unit B, Wesiminst
GW ROMFORD:
12 Quadrant Arcada, Tei: 01708 742 140
GW STAINES:
8 Clarenca Streot, Tel: 01784 460 675

r House, Kew Aoad. Tal: 0208 9848 6122

154 STORE FINDER

GW SUTTON:

Unit 26, Times Squara Shopping Canire. Tal: 6208 770 9454
GW UXBRIDGE:

Unit 32, Chequars Mal, Tha Favilions Shopping Gentre
(B85 252800

GW WATFORD:

Unit Q, 1A Quean Strant, Hadceuin Gentro

Tek: 01825 245 308

BLACKHEATH, 2nd Impressians:

Tal. 02088 526182

CHINGFORD, Hobby Stop:

Tol: 02085297377

CHINGFORD, Rossis of London:

Tel: 0207 528 1920

CLAPHAM JUNCTION, Taystop:

Tol: 0207 2289079

DULWICH, The Art Stationers:

Tel: 0208 6335938

EAST SHEEN, Toystap:

Tel: 0208 878 5229

ELTHAM, Eltham Models:

Tol: 0:208 850 4324

FINCHLEY, Lelsure Games:

Tal 0308 546 2327

HAMPSTEAD, Happy Refurns:

Tek: 0207 435 2431

ISLINGTON, Frederick Beck:

Tal, 0207 226 5403

KNIGHTSBRIDGE, Horrods:

Tat: 6207 730 1234

PUTNEY, To;
Tal: 0200 7R59555
RUISLIP, John Sanders:

Tel: 01895 634848

WALTHAMSTOW, Ottakers:

Tel: D208 5200202

WIMBLEDON, Elys:

Tol: 0208 946 9191

WOoOD GREEN SHOPPING CENTRE,
Tay City: Tol: 0208 8810770

MANCHESTER AREA

GW MANCHESTER (central):
Unit R35, Marsdan Way South, Amdale Cenne Tal: D161 834
BATI

H, Toymaster:
Tel: 01042 671116
MANCHESTER, Waterstones:
Tek: 0161 8321982
WARRINGTON, Steve Webb Models & Hobbles:
Tal: 01928 735225

MERSEYSIDE AREA

GW LIVERPOOL:

b Cantral Shopping Canms, Aanslaigh. Tak 0151 703 0963
GW SOUTHPORT:

Unit K2, tAarste Place Shopping Centre.
Tal: 01704 501 255

GW WARRINGTON:

Unit 20, Tims Squara. Tel: 01325 651 304
WALLASEY, Fireside Minlatures:

Tol: 0151 691 1883

WIRRAL, RS Madels:

Tel: 0151 348 4363

MIDDLESEX

ENFIELD, Jonnings Staras:
Tl 0208 8041604

NORFOLK
GW NORWICH:
12-14 Exchange Sheol. Tel: 01803 767 656
DISS, Toymaster:

Tel: 01379 831743

EAST DEREHAM, Youngsters World:

Tal. 01708 562 :

GORLESTON, Toymaster:

Tel: 01293 443097

HOLT, Starll
Tol 01263
HUNSTANTON, Hunstantan Models:
Tol: 01485 533324 / 834466

IPSWICH, Tuymumr Kingdam:

Tal: 01/

KINGS mm, wmqm- Dapartmant Stora:
Tol: 01553 760981

KINGS LYNN, Emplre:

Tal: 01553 765 174

NORWICH, Kerrisons:

Tal: 01603 484 0DG

NORWICH, Langleys:

Rackhaath industial osiale

NORWICH, Oliver’s Toys:

Tel: 01223 B37638

NORTH WALSHAM, Blockiish Games:

Fol; 01692 403 372

1

Tal. 01263 822568 f
WYMONDHAM, The Toy Loft:

Tel: 01950 §07 730

WROXHAM, Point House Toyshop:
Tol: 01603 708604

NORTHAMPTONSHIRE

GW NORTHAMPTON:

24-28 Abinglon Square. Tel: 01604 £30 825
CORBY, Westgate Dapariment Store:
Tel: 01536 203525

KETTERING, Tuymrxllnr Kingdom:

Tel: 07536 53250

KETTERING, Green Angel Cards & Games:
Tol: 01536 359 248

NORTHAMPTON, Toymastar:

Tek 01604 620 320

RUSHDEN, Osbome Sports & Toys:

Tal: 01933 312415

WELLINGBOROUGH, Software Seller:
Taok 01933 440861

NORTHUMBERLAND

ALNWICK, Woadys Computer and Video Game:
Tal: 01663 608351

AMBLE, Gromlynz Imports:

Tel: 085 125 9306

BERWICK UPON TWEED, Barwick Computer Games
and DVDs:

Tel: 017289 308561

HEXHAM, Falrplay:

Tal: 01434 606678

HEXHAM, Robbs Department Store:

Tal: 01434 602151

MORPETH, TG Allan:

Tal: 01670 515136

NOTTINGHAMSHIRE

GW NOTTINGHAM (central):

3da Friar Lane. Tel: 0115 948 0851

GW WARHAMMER WORLD:

Willov: Fload, Lenton. Tok: 0115 216 8410

®

=

NEWARK, Access Madals:
Tel: 01636 673116
NEWARK, Taymastar:
Tol: 01636 511211
NOTTINGHAM, Shawes:
Tol: 0115 8416646
RETFORD, Toymast:
Tek 01777 700330
RETFORP, Puzzles Flus:

Fol. 03777 708620

SHIREBROOK, Shire Models:

Talk 01623 748565

WOODBOROUGH, Regency Printers:
Tel, 0315 965 6500

WORKSOP, Teymaster:

Tol: 01909 431330

WORKSOP, Model Bose:

Tel. 01809 501 752

OXFORDSHIRE
GW OXFORD:
1A Bush House, Mew Inn, Halt Sirpot, Tel 01865 242 182
ABINGDON, Just Toys:

Tul 01235 524333

BANBURY, Trinder Bros:

Tok 01295 262 546

BICESTER, Dentons:

Vel 01869 323046

CARTERTON, Giles Sports:

Tel: 01993 B42336

COWLEY, Dantans:
Tok 01865 7309748
DIDCOT, Dontons:

Tal: 01235 816566

OXFORD, Boswells Toymastar:
Tel 01865 241244

THAME, Pied Pedoller:

Tal: 01844 260022
w.m.unaronu, Petiits of Wallingtord:
Tel: D149

wnNr.ne Swu py's:

WITNEY, Dentons:
Tel: 01993 704 070

SHROPSHIRE

GW SHREWSBURY:

& Market Stroal. Tok 01743 362 007
BRIDGENORTH, Hobby Horse:
Tel: 01748 766 659

NEWPORT, Model Mania:

Tel: 01952 610827

OSWESTRY, Funfayre:

Tol 01691 670 846
SHREWSBURY, Funfayret

Tel: 01743 233647

TELFORD, Sanda Games:

59 676720

TELFORD, qumlng Knight Games:
Tol: 04852 417747

SOMERSET

GW DATH:

510 Wastgalo Buldings. Avon Stro
BRIDGEWATER, Games Morl;
Tel: 01278 433677

BURNHAM ON SEA, GW Hurlay:
Tol: 01278 7HA261

FROME, The Ellenbroy Pross:
Tel 01373 462135

CHARD, Games Wizard:

Tel: 01460 235030

FROME, Iksentric Models:

Tol. 01953 33304

GLASTONBUI
Tal 01458 834562
MINEHEAD, Minehead Toys & Models:
Tet: 01643 705550

TAUNTON, Krackers:

Tol: 01823 335057

WELLS, Walls Models:

Tek 01748 675 262

WESTON SUPER-MARE, Gritfins Games:
Tak 01934 426798

WESTON SUPER-MARE, 1) Toys:

Tok 03934 418151

YEOVIL, Yeovil Collectors Centre:

Tek 01635 433738

STAFFORDSHIRE
GW BURTON ON TRENT:
Unit B8, Unlon Coun, Unicn Staat, Tel 01283 5356865
BURTON ON TRENT, Toymaster Kingdom:
Tel: 01283 544 560
COCKERMOUTH, Tho Toy Shap:
Tal: 01900 0250
NEWCASTLE UNDER LYME, Sundowner Modols:
Tel: 01762 B108GE
STAFFORD, JW Bagnall:
Tel: 01785 223349
STAFFORD, Too Far Goblinz:
440

Tel: 01225 334044

Pedalers:

Tal, 01785 2.
TAMWORTH, ﬂm Old Bell:
Tol: 01 0320

TAMWORTH, Geofi's Toys:
Tel: 01530 832795
UTTOXETER, The Toybox:
Tol: 01689 565 357

SUFFOLK
GW IPSWICH:
48 Buttiermarket. Tok 01473 210031

BURY 5T. EDMUNDS, Madel Junctlen:

Tel: 01284 753 456

BURY 5T. EDMUNDS, Taymaster Kingdom:
Toi: 01284 761646

FELIXSTOWE, Wizords Taxis:

Tel 01394 275555

HALESWORTH, Halesworth Tay Shop:

Tel 01986 874270

HAVERHILL, Baby Connexion:

Tol: 01440 708202

LOWESTOFT, Toymastar Kingdoms

Tel: 01502 56:

NEWMARKET, Moons Toyland:
Tet: 01638 663
STOWMARKET, Simpson & Senst
Tal 01448 Gy:
SUDBURY, FT Games:

Tel: 01767 466060

SUDBURY, Toymaster Kingdam:
Tel: 1787 372238

SUDBURY, Toy Connaxian:

Tot 01787 888002
WOODBRIDGE, Toylawn:

Tek: 01384 333170

01483 451 793

Umt 3 Cleary Court. Tel. 01483 771 675
CAMBERLEY, Morningstar:

Tel 01276 895160

COULSDEN, Taylors Toys and Sparts:
Tor 02 660 0710

DORKING, Dorking Models:

Tal 01306 881747

EPSOM, D“uknn

Tek 013
FARNHAM, uphmm
Tak 012!
REDHILL, Gamers Gulld:

Tet 01737 749123

REIGATE, Tha Tay Shop:

Tal 01737 245300

WALTON ON THAMES, Naseem:

Tet; 01952 352560

WALTON ON THAMES, Trashouse Tays:
Tel: 01932 252272

SUSSEX AREA
GW BRIGHTON:
Unir 7, hitle
GW CRAWLEY:

11 Braadway Tek: 01203 562 072
GW EASTBOURNE:

13 Tarmunus Road Tel: 015323 641 423
BEXHILL ON SEA, Molek Models ond Hobblas:
Tol. D142 810039
BOGNOR REGIS, Tralns Medels and Hobbles:
Tel: 01243 DEATZ7
BURGESS Hltl, Kid‘s Stuff:

Tol D144 21
CARFAX, Gundn:r:s Toymasier:

Tel: 01203 252930
CHICHESTER, ('.hl:lmsl:r Tays:

Tul. 01243 70
EAST GRINS‘I’EAD Ready To Run Models
HASIINEE Jnda Martial Arts:

ons Tel: 01273 200

HAYWARDS HU\TH, Heath Models and Toys:
Tal: D1add A5ATAG

HORSHAM, Gentle Gallery:

Tl 01403 258567

HORSHAM, Ottokers:

LEWES, Tha Hobby Shap:
Tol 01273 472344
STEYNING, Gentle Gallery:
Tol: 01603 B12953
UCKFIELD, Kld'l Stuff:

Tol: 018
WORTHING, K.C': Games Shap:
Tal 03803 237903

TYNE AND WEAR AREA

¥ GW NEWCASTLE (Central);

Unit BA, Novgoie Shopping Cantre Tel G191
GW METRO (METRO CENTRE):

Unit 2, First Floor it
Wi

METRO CENTRE, Gareshead, Taymaster:
Tel 0101460 2200

NORTH SHIELDS, 5R Gladstone & Son:
Tol 0191 357 0235

scluTH SHIELDS, Coats Madsls:

5uunzm.nuu Exkuyu

Tet 0191 5147

SUNDERLAND, 'rh- Toy & Camputer Shap:
Tol 0181 5655165

SUNDERLAND, Joplings:

Tek 019} 5102105

WASHINGTON, Teymastar:

Tek 0161 415 5444

WHITLEY BAY, T&G Allan:

Tek 01912 531564

WARWICKSHIRE
GW COVENTR
Uit 59, Upper Lovel, Gathodral Lines Sho
02476 227 311

GW LEAMINGTON SPA:

22 Park Stroet, Tol: 01926 435 771
BEDWORTH, Roilway & Medellers Junction:
Tel, 02476 316285

KENILWORTH, Abacraft Arts & Pictures:
Tk 01926
LEAMINGTON SPA, Trinders Toy Town Lid:
Tel 01926 A
Nui N CofTos
Ennksi\op.

24 Abboy St
RUGEY, Joto Raliways & Models:

Tal 01700 562 372

STOCKINGFORD, Whittleford Post Office:
Tol: 02¢ 7638 5740
WARMINSTER, Raw Models:
Tal: 01985 215418

WILTSHIRE
GW SALISBURY:
18 Winchestor St
GW SWINDO!
50 Ficet Stread. Tob 01793 436 038
DEVIZES, Hoggosaurus Toystore:
Tol: 01360 723 841
MARLBOROUGH, H Duck:

Tel 01672 S12170

MELKSHAM, The Toyshap:

Tol: 01225 768415

SWINDON, Spot On Models:

Tet: 017945 522008

WARMINSTER, Tymaogaln Lid:
Tal 01385 340035

WORCESTERSHIRE

g Cantro. Tal

204

X GW WORCESTER:

23 Lychgate tall, Cathexdr
B'HOMSGRQVF. Kids Cottage:
Tel: 0152
DROITWICH, TvYVﬂJrlﬂ1

Tak 01905 772403

EVESHAM, Batile Honours UK:
Tel 01388 45875

REDDITCH, Haggasaurus Tay St
Tek 01527 GG 092

STOURPORT ON SEVERN, TP Activity Toys:
Tal: 01, 872800

YORKSHIRE
GW BRADFORD:
4 Plecagily, Bractiord. Tel: 01272 738

Tel: U105 616 707

30




DONCASTER:
10, Tho Colonnades. Tel: 01302 320 535
HARROGATE:
itation Parade. Tol: TBC
HULL:
Taragen Siraal. Tok: 01482 589 576

! LEEDS (central):
15 Coniral Road. Tek: 0113 242 0834
1 LEEDS (WHITE ROSE):
240, Whita Fosa Centre, Tel; 0113 272 3470
¥ SHEFFIELD (central):
s Fitzwiliiar Gole. Tak: 0114 275 0114
W SHEFFIELD (MEADOWHALL CENTRE):
nit 218, High Steeot, Upper tdall {next to ontrenca near
te). Tel; 0114 256 9935
W WAKEFIELD:
3 iirkgata, tha Aidings Contra. Tol: D1924 369431
W YORK:
3A Lendal. Tel: 01804 628 014
ARNSLEY, Kitcrafi:
el 01226 206080
IRADFORD, Toymaoster:
‘ol DIZT4 724723
IRIDLINGTON, Croppers:
‘el D1262 677727
{ALIFAX, Hallfox Modellers World:
Tol: 01422 349157
HALIFAX, Muncn.lna World:
Tel 01422 33054
HALIFAX, Iuymml-r.
Fal: 01422 353806
HARROGATE, Toymaster:
Tal: 01423 654 335
HUDDERSFIELD, Collectamania:
Tal: 01484 688366
HUDDERSFIELD, Toymasicr:
Tal: Q1484 344664
HUDDERSFIELD, Something Wicked:
Tal: 01484 538226
HULL, Mayfair Toymaster:
Tal: 61482 862 777
ILKLEY, Worgomes World:
Tot: 01943 607500
KEIGHLEY, Toymoster:
Tek: 01535 604045
LEEDS, The Hobbit:
Tol; 0113 2556562
LEEDS, Toywarld:
Tel: 0113 2429800
LEEDS, Royal Armouries Museum:
Tok: 01132 201990
NORTHALLERTON, T & FM Grover Ltd:
Tel: 1608 773334
OTLEY, Toymaster:
Tol: 01843 462065
POCKLINGTON, Chylds Ploy:
Ruilway Strast, Tel: 01756 306041
RICHMOND, Anything Goes:
Tal: 011748 BID1S
SCARBOROUGH, Space, Myth and Magle:
Tel: OB4S 6441113
SELBY, A1 Sports and Toys:
Tal: 01757 705115
SHEFFIELD, Atkins Yoymaster:
Tel: 0114 278 1660
SHEFFIELD, Toymaster:
Meadowhall Shapping Contro. Tok 0114 256 9979
SHEFFIELD, Wargames Emporium:
Tel: 0114 2754826
WAKEFIELD, Model & Craft Centre:
Tol. 01924 374037
WHITBY, John Anderson - Toymastar:
Tel: 01947 602213

WALES
GW CARDIFF:
31 Hagh Sweot. Tel: 02020 844 917

¢ GW NEWPORT:
25 Skinnor Strmet Tak: 01639 256 295
GW SWANSE
45 Princoss Way

Tol. Q1792 483 260
Richards of Abarg Wy

Tak 01673 852466

ABERYSTWYTH, Albatross:

Tal: 01970 617836

BANCHORY, Banchery Toy & GIff shep:

Tol: 01330 B25586

BANGOR, ACME Computers:

Tal; 01248 871457

BRECON, J Clark Toys & Gifts:

Tel: 01874 622 BES

BRIDGEND, Joust for Fun:

Tol: 01656 767680

CARDIFF, Dice and Disc,

Computer and Videa Vision:

Tel: 02620 252122

CARMARTHEN, Good News:

Tel: 01267 237789

CARMARTHEN, Hardings:

Tel: 01656 650044

CHEPSTOW, Artists Corner:

Tal: (11291 527 393

DYFED, Clarice Toys:

Tek: 034 43403

'GWERSYLLT, Brite Ideas:

Tal: 01976 758451

HAVERFORDWEST, Merlin Models:

Tal: 01457 762633

LLANDUDNO, nlh: Toymaster:

Tol: 01875 75845

LLANTWIT MA.IDR, Rainbew Plaxa:

Tal: 01446 784118

PEMBROKE, Dragan Alley:
1456

Tel: 01646 62
RHYL, Lightfact Madals & Teys:
Tel: 01745 331 564

SWANSEA, Comix Shappe:

Tol: 01782 542087

WREXHAM, Brite Idoas:

Tol: 01578 75451

SCOTLAND
* GW ABERDEEN:
Unit 1, 12-14 Upper Kinkgate. Tat 61224 648 778
GW AYR:
10 Arran Mail. Tol: 01282 610 673
GW BRAEHEAD:
115 Braghend Shopping Contra, Kings Inch Road
Tel 0141 BES D440
GW DUMFRIES:
<4 High Streot. Tel: 01387 220702
GW DUNDEE:
110 Commercial Sireet, Tel: 01382 202 362
GW EDINBURGH:
126 High Streel. Tak: D131 220 6540
CW FALKIR|
12 Cow Wynd, Tol: 01324 624 553

X GW GLASGOW:
81 Unlon Stiaet. Tol 0341 2211673
ABERDEENSHIRE, Buchan Collectibles:
Tel 01358 751774
ABERDEENSHIRE, Robertson Sportsi
Tek 01779 472584
ABERDEENSHIRE, Toywarld
Tal: 01569768330
ANGUS, Gardiners:

Tal: 01356 622265

DINGWALL, Sports and Model Shop:
Tal: 01340 862346

EAST LOTHIAN, Fonezone:
Dunbar, Tel 01368 850444
EDINBURGH, Marlonville Models:
Tal 01313 177010

ELGIN, Junner’s Taymastor:

Tal: 0143 542 402

FIFE (CUPAR), The Noppy Pin:

Tol 01334 653 160

FORT WILLIAM, Tho Granlta House:
Tak: 01387 703651

GALASHIELS, Books Plus:

Tol: 01896 752043

GLASGOW, Statlc Gomas:

Tel: 0141 2265414

HADDINGTON, Cycle Services:
Tol: 01620 5260049

HELENSBURGH, Game Domain:
Tek Q1436 673007

INVERNESS, Junners Toymaster:
Tel: 01463 230234

KINROSS, The Hope Chest:

Tek 01577 482516
KIRKCUDBRIGHT, SW Computerst

Tei: 01557 331622

KIRKCALDY, The Hope Chest:

Tel: 01502 280116

KIRKWALL, George Leonard & Co:

Tel: 01858 877788

NORTH BERWICK, Laws Cycles:

Tol: 01620 890843

ORKNEY, Mclennan-Toymaster;

Tel: (1656 677786

SHETLAND, Hurryl Dopt Stara;

o 603087

STIRLING, Da It @ Your Lalsure:

Ter (1786 626075

THURSO, J Allan:

Tol: 01847 893255

TURRIFF, E Rae and Son:

Tel: 0tAHB GE2610

WEST LOTHIAN, Tay Works:

Tak: 01505 432200

CHANNEL ISLANDS

JERSEY, ST. HELIER, The Little Shop:

Tak 01534 752167

GUERNSEY, 5T. PETERS PORT, Creasys Toymaster:
Tok 01487 720203

GUERNSEY, 5T, PETERS PORT, Carouseh

Tel: 01481 721721

NORTHERN IRELAND

GW BELFAST:

20A Castio Court {towards back of the Centre).
Tal: 02890 23 536 B4

€O. ANTRIM, Madalmania:

Lisburn, Tel: 04882634491

CO. ANTRIM, Comerans:

Tai: 048-2564082 1

€O, ANTRIM, Comarons:

Ballyntana, Tal: 0266-40021

CO. ANTRIM, World of Wander:

Tol: 04882663405

CO. ARMAGH, D. Joffars:

Panadown, Tel: 0762-350889

CO. DOWN, Replay Games:

Bangor, Tel: 048-81452210

co, DOW’N. Shwrl Miller & Sons Lid:

&
co. DOW‘N. Sluwﬂ Miller & Sons Lid:
Banger, Tel: 1247270108
(0 FERMANAGH, Modellors Comner:
Enniskillan, Tel. 048-66322367
€O. TYRONE, Whites Toymaster:

Onwgi, Tel: 0662-242427
PORTADOWN, D Jetfers:
Cork, Tek 048-15350689

GW BLANCHARDSTOWN:

Unit 2493, Blanchardstown Sniopping Genlra, Dublin, Tel

00 353 1622 3866

GW DUBLIN:

Unit 8, Lower Litiey Stmet. Tol, 00 353 1872 5721
CO. CLARE, Warld of Wander:

Cork, Tal: 055-6048597

CORK, World of Wonder:

Tel 0214210445

€O. CORK, Coughlan Educational Supplies:
Tol: 023-33066

€O. CORK, Mary’s Taymaster:

Macroom, Tok 026-42491

€O. CORK, Murphy’s World of Wander:
Mailow, Tok 02221197

€O. CORK, Murphy’s World of Wander:
Blackpaal, Tal: 021-4210445

CO. CORK, Warld of Wander:

Tal: 02221197

€O. CORK, Noddy’s Toymastar:

Cork, Tok 024-275846

€0. CORK, Other Realma:

Cork, Tek 021 4222224

€0, DUBLIN, Banba Toymuoster:

Oun Laaire, Tel: D1-2004011

€0, DUBLIN, Nimble Fingers:

Stillrgan, Tol: 01-2660700

€0, DUBLIN 1, Banba Toymaster:

Tal. 01-8727100

CO. DUBLIN 3, Furlongs Teymaster:
Clontart, Tal: 07-8530305

C€O. DUBLIN 5, Toymaster:

Malahide Read, Tel: 01-8530395

€O. GALWAY, Gamers Realm:

Tel: 091-563006

€O, GALWAY, It's Magic:

way, Tel 091-563M13

CO. KERRY, Killarney Model Rallway:
Kilamay, Tol: 064-34000

€O, KILDARE, World of Wonder:
Howbridge, Tel: 045-447267

€O. KILKENNY, Ml:h:ml Crotty Toymaster;
Kilkanny, Tel: 056-210:
€O. LIMERICK, The G:l}harlng,
menick, Tok 061-315133

€O. LOUTH, Pick & Save:
Bundntk, Tel: 042-6327358

BALES WORKSHOP

€O, MAYO, World of Wonder:

Cork, Tel: 086- 76676

CO. OFFALY, Rabbins:

Cloiarf, Tul: G508-21541

CO, TIPPERARY, Hogon's Toymaoster:
Bray. Tek 052-23973

CO. WATERFORD, Murphy Toy and Cycle Speciallsts:

Dungawen, Tol: 058-41378

€O, WATERFORD, The Hobby Shop:
Tol 51-852227

CO. WATERFORD, Fitzmaurice Toymaster:
Tel: 051-876568

€O, WESTMEATH, Toy City:

Athiono, Tel; 090279851

CO. WEXFORD, Play & Learn;

Tel 053-23188

€0. WICKLOW, ER Harrls & Sens:
Bray. Tal; 01-2667095

€O. WICKLOW, Hopkins:

Bray, Tel: 0404-67225

INTERNATIONAL ACCOUNTS
BELGIUM

AALST, Christlaensen Aalst:

Langa Zoulstraat 163. 9300

AARSCHOT, Conect'r:

Gasthuissteal 47, 3200, Tol, 016 588830
ANTWERPEN, Caltic Cross:
Zilversmidsiract 9, 2000, Tel. 03288165
ANTWERP, Red Dragen Gamest

5t Katatiinevest 55, 2000 Tel: 03251 7161
BLANKENBERGE, De Spealhoal:
Lungestrant 41, B370, Tel: 050414923
BRUGGE, West
Langestraat 163. 2000

BRUGGE, Falir Play:

Spocrwegstraat 162, B200, Tek; 050 385183
BRUGGE, Papyros:

Sint Piotarskorkiaan 50, 6000, Tel
BRUSSEL, Christacnsen Loken:

8-10 Avenun Busiaydon, 1020
BRUSSEL, NV Tnys:u (Chrls}uurucn]
$ Dupluistaan 315, 1070

050 311715

Chr
Sinl-Gillsiraal 75, 9200, Tek 052 2:17na
DEURNE, The Gameslore:
Van Duytssiraal 144, 2160, Tal: 033265533
GENT, Betty Booj
Ovepcarisirnl 110, B000, Tek 08222 0576
GENT, Christiaensen Gent:
Vaiderstmaat |7, 5000
GENT, Minlatuurauto’s Eeckhout:
Burgstrat 87, 9000, Tek 032281786
GERAARDSBERGEN, Leroux:
Gullleminlagn 237, 5500, Tek G544 1 (#45
HALLE, Mishre's Playground:
Minoofsesteanwag 104, 1500, Tok02 3615053
HALLE, Top 1 Toys Holla:
Basiickstraat 86, 1500, Tel, 02 35
HASSELT, D-Six:

0403

Kunngarstesnviog 43-15, 3500, Ter0$1 325355
HERENTALS, Christaensen Herentals:
Bovanrj 58, 2200, Tok 014 211538
HERENTALS, Play It

Stationspioin 11, 2200 Tel: 014 848864
IXELLES, Christaensen Ixelles (Boumax SA):
104 Chausseo d'ixalles, 1050,

i 322, 8300, Tel, 092 244286
KORTRUK, Do Concordes:
Brugsestrast 40, 0500, Tel: 056 370565
KORTRUK, Play It:
Viandelingensiant 32, BS00
LANAKEN, Christinensen Lanaken:
Stationsir 3620
LEOPOLDSBURG, NV Moestarmans:
Moneschalk-Fochsirant 20, 3970,Tol. 011 399846
LEUVEN, The Dice Pook:

Hailign Ganststrast, 54301, 4000, Tel. 016 204994
LOKEREN, Do Goest:
Raamstrant 27, 8160, Tol 49348 40 50

MECHELEN, Do SpeHonaat:

Keizorsicaal 14, 2500, Tel- 015 201745

MERKSEM, Gome Garden, The:

Bradubnan 376, 2170, Tel: 03 6665774

MOL, Christloensen Mol:

Graaf do Broquevifiesiraat §, 2400, Tek 014 220824
OOSTENDE, Timma:

Viuandaransicant 4B, 460, Tok: 059 804563
OOSTENDE, King Arthur:

Amalerdamsitaat 638, 5400, Tol: 038 515756
OVERWSE, Christocnsan Overijse (Sherpa BVBA)
Brussalsesleanwap 4024, 3090

ROESELARE, Willl's Wereld:

Hunn Homissirn: 20, 6300, Tok 0512
ST NIKLAAS, HQ:

Ankarstcaal 44, 8100, Tel: 03 7763645
TOURNAY, Christionsen Taurnal:
12 e Aeyalu, 7500,

BULGARIA

SOPHIA, Maglc Worlds:
Stovelkov Sq 9. 1000,
SOPHIA, Marla:

Svedne Gom Sir 133, 1303,

CROATIA

CAKOVEC, HAMA Centar:

Rabna kuen ‘Medjimurka’, 31000
OSUEK, Zelda:

Tig A Starcevica, 31000

RIEKA, Game Master:
Krizaniceva f¢, Tol: 0036 551371308
SLAVONSKI BRO! Ln:(:.
Strozsmayarava 7,
ZAGREB, Land of Muni

Frankapanska 22, 10000, Tal: 0038514870077
ZAGRER, Lond of Magic:

Fudicova 13, 16000, Tai: DO3051:4025971

BRNO, Corny Rytir:

Chladkova 3, G160, Tol: 6042 605 684062
LIBEREC, Ogri Doupe Libarac:

Slikova 236/11, 46001
OLOMOUC, Ogri Daupa Olomauc:
Krapkava 40, Tel: 0042 0685 412133
PLZEN, Ogri Doupe Plza:
Plachgho 30, Tal: 0042 0377 221763

PRAHA, Ogri Doupe Proho:

WMikulandska, 41122, 11000, Tel: 0042 0377 221763

DENMARK

GW KOBENHAVN:
Fredenksboragade 5K, 1360, tel 3312 22 17
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AALBORG, Aalbarg Hobby Service:
orregaas 18, 8000, Tel, 98121315
AALBORG, Bog & idé Aalborg, Nyforv:
Hyiorv 5, G000, Tak: 98 11 66 11
AALBORG, Guns n' Games:
Danmarksgade 45, 8300, Tol: 88134260
AALBORG, BO Bogar Alba
Altiorg 5L Center, 9200, Tol:38791545
AALBORG C, EB Gomes:
Bispansgadn 10, 3000, Tal: 8811
AALBORG SV, EB Games:
Hebravaj 452, 9200, Tak: 98157520
AARS, Ting og sag
Sendeigado §, 9600, Tﬁl asm22147
ABENRA, Legekarden;
Storeguds 17, 6200, Tel, 74622405
ALBERTSLUND, Albertslund Bog & idé:
Statisnstoryet 2, 2620, Tol. 43 64 88 77
ALLEROD, Bog & Ide:
4.0 matsonsva), 34
ARHUS C, Bog & 1da:
Ciemans 5er. Clemens Torv B, 8000, Tol85 13 33 52
ARHUS ¢, EB Games:
1AP. Druun'e Gads 25, 6000, Tel: B74BG0G0
ARHUS , EB Games:
Frodarlisqado 26, 8000, Tel: 7415913
ARHUS €, Dragons Lai
Abculavardon 33, 8000, Tat, 56190052
ARHUS €, Hobby House:
Norogada 51, B009, Tel: B6120062
ARHUS €, Svend A. Larsen Bog & Idé:
Sonder Alig 4, BO0D, Tel: 86 12 56 11
ARHUS C, EB Games:
Vastorgade 58, 8000, tal. 86131788
ASNAS, Bog & 1da:
Asnms Contrat 2, 4650, Tel: 56650014
BALLERUP, EB Games:
Ballorup Centar 1, 2750, Tal: 44074422
BILLUND, Nicaline:
Butikstorvet 14,
BJERRINGBRO, Bog & idé
Sloregade 4, 8350, Tl BREB 1077
BRABAND, EB Games:
Guthunsvej 7, 8220, Tel: 6258869
BRONDERSLEV, Bog & Idé:
Srondersiov Aigade 18, 9700, Tel:00822520
BRONSHDJ, Charlaties Legelof:
Frodefikasuntsvoj 148, 2700, Tol: 38603626
CHARLOTTENLUND, Bog & Ide:
Jrogarsborg Alld 5, 2920, Tel, G0E4EE40
ESBJERG, BO Bagar:
Kongensgade 33, 6700, Tel: 75121177
ESBIERG, Junkers Bunker:
Kongansgadn 19, 6700, Te
RDE, BO Bog
Esporgmde Cant., 3008, Tok- 8159846
FAKSE, Fokse Bog & Idé
Tarvagadu 14, 4540, Tok 5
FARUM, Bog & Id
Farum Bylorv 64, 3250, Tal: 44951225
FREDERIKSBERG, EB Games:
Falkoner Alle 46, 2000, Tal: 35262000
FRERERIKSBERG, EB Games:
Falligner Alla 38, 2000, Tel: 35368099
FREDERIKSBERG, Legekeeden:
Godthibsve| 36, 2000, Tal. 38157025
FREDERIKSHAVN, Fraderikshavn Bog & idé:
Sondargada 4, 9300, Tal: 96 43 25 84
FREDERIKSHAVN, Rosas Boghondal:
Sondargade 41, 5300, Tal: 98421454
FREDERIKSSUND, Onkel Buch:
Jambanegads 31, 3500, Tof: 47203958
FREDERIKSSUND, Rose's Bog & Idé:
Er.sund Osiergade 1, 3600, Tak 47310245
FREDERIKSVERK, Hobby & Legeio|:
Horregade 38, 3300. Tol, 47721693
GILLELEJE, Lillys Legeto)
Vasterbrogade 9. 3250, Tal: 48303020
GRENA, Bog & Ide:
Torvet B, 8500, Tol: 66321933
GREVE, BO Boger:
Hundine: Storcenter, 2670, Tel: 43906008
HADERSLEY, Legekmden:
HNatrogade 20, 6100, Tel: 74550385
HADSTEN, Mosquito Cykelconter:
firkovaj 1, D370, Tol: 06960839
HADSUND, Lorentz Nlelsan Bog & idé:
Storaguda 14, 8560, Tek: 30 57 18 33
HELSINGE, Schwariz Bog & Id
Helsings Ustergada 17 - 18, 3200,
HELSINGE, Teaterbixen:
Fruderlishargve] 10, 3200, Tal: 20022391
HELSINGER, BO Bager:
Sturups Plads 1, 3000, Tal: 492
HELSING@R, Hobby & Fritid:
Rosankiidava) 2, 3000, Tel: 49214542
HERLEV, Bog & Idé Herlev:
Heudov Bymidis, 2730, Tol
HERNING, BO Bager Herning:
Bradgace 6, 7400, Tok 67120747
HERNING, Fmrges Kmidar:
Linda Alla, &4, 7400, Tel; 22824353
HERNING, Buddy Logeta]:
Horing Centrar, Markuree) 17, 7400, Tok: 07220552
HILLEROD, Hobby og Fritld Hillerad:
Hostrupveg 4, 3400, Tel: 48253616
HILLER@D, Lille Eventyrland:
Slolsgnde 15, 5400, Tal: 20677605
HILLERDD, Talle Toys:
Slotsgade 27, 3900, Tel: 48246161
HIBRRING, Bog & 1dé Hjorring:
Stromgada 1, 9800, Tel:88 92 99 98
HIORRING, Rossels Boghandel:
P Norkcarsplads 4, 9300, Tol. 28921
HOLBEK, Geppals loguto]:
Smedslundsqada 22 E, 4300, T
HOLBAK, Storkialt Bog & id
Halbmk Ahigada 31, 4300, Tal: 59 43 00 74
HOLBEK, Wulfl Boger & Popir:
Ahlgade 53, 4300, Tok: 59430045
HOLSTEBRO, Legekodon:
Norregads 53, 7500, Tek 07413738
HOLTE, Legeta|sbulikken:
Hollemigipunkt 23, 1, Tel; 45461782,
HORSENS, Bog & Idé Hersens:
Sandargade 30, 6700, Tol: 75 61 17 11
HORSENS, Legekmden:
Hospatsgata 15, 8700,
HORSHOLM, Bog & Ide:
Houadgadan 55 C, 2070, Tel 97850408
HUMLEBRK, Rodes:
Torpenve] 4, 3050, Tal: 49191220
KALUNDBORG, Koch's Bager & Papir:
Kardignde 9, 4400, Tai: 53510054
KASTRUP, Bixen:
Kashuplundgada 24, 2770, Tal: 20856634
KASTRUP, Legetajsbutikken:
Tambylary U, 2770, Tal: 32507062

Tel 97420144

5181199

79 40 01

00

9441888

1. 75816011

www.games-workshop.co.uk/storefinder




KJELLERUP, Ide & Hobby:
Sondergade 12, BG20, Tal: BE0A1325
KOBENHAVN, EB Game:
Atne Jacobsen Allo 12, Du
KOBENHAVN, EB Games:
Kalvebo Bryggo 59, 1560, Tl
KOBENHAVN, EB Game:
bygace 2, 1184, Tek 13320248
KOBENHAVN, Steenberps Bog & Idé Aps:
Nongbiogave 163, 2200 , Tal: 35 05 52 77
KOBENHAVN K, Faraos Clgarar:

derqude 27, 1157, Tet: 3332331 ¢
KOBENHAVN K, Fantask:

SKI Pedarsirande 18, 1453, Tet 33538558

102, 2300, Tel: 32620067

amanTz

Fanatorvet 133, 12
KOBENHAVN NV, Arena:

flenlemestorve) 60, 2400, Tel 38335700
KOBENHAVN 5, Amager Bog & Idé A/S:
Amager Ceniret 103, 2300, Tal: 32643666
KOBENHAVN 5, Tafca For Barn:
Amagerbragarde 20, 2300, Tek 32051716
KOGE, Koge Bog & Papirhandel:
tomogada 12, 4600, Tal: 56 85 00 82
KOLDING, EB Gamas:
Skevvangen 42, G000, Tel: 75501079
KOLDING, BO Boger Kolding:
Storcentar 52, 6000, Tol: 75503834
KOLDING, Buddy Legeta|
Otergado 19, 5000, Tal: 765
KOLDING, Good Games:
Lamsbygada 13, 6000, Tek 75500304
LEMVIG, Logekmden:
Toreei 13, 7620, Tal: 87821591
LYNGBY, BO Boger:

Lyngly Starcontar 54, 2800, Tel
LYNGBY, EB Gam
Lejomal 3750 'Jmn Tel 45870500
MARIBO, Legekmden:

Catmgado 8, 4930, Tok 547832521
MNAESTVED, Bog & Idé Axaltorv:
Hmstvad Axaitary 10, 4700, Tol; 55 72 20
NAESTVED, Holsted Bog & idé:
Westvod Storcentet 16, 4700, Tel: 55734241
N/ESTVED, Langes Bog & [dé:
Tarvestrnda 13, 4700, Tol: 55 7201 16
NAKSKOV, Tusind Ting:

Sondermada 12, 4800, Tal: 54922697
NYKOBING F, Nykobing F. Bog & idé:
dembanegade B, 4800, Tel 5485 24 73
NYKOBING M, Morso Beghandel;
Algada 1, 7500, Tel: 97720700

NYKDBING 5J, Nykabing Bog & idé:
Algade 32, 4500, Tel 59 91 00 06

ODDER, Lagakmdan:

Ansens Gade 32, B300, Tel: 6544276
ODENSE C, EB Gamas:
iKangansgada 43, 5000, Tek: 661
ODENSE €, Dragons Lair:
Kongansgade 71, si.th, 5000, Tel, 65819701
‘ODENSE C, BO Boger Odense C:
Vestorgads 58-51, 5100, Tel. 66114033
ODENSE 50, Bog & idé Odenset
Rasangardsconirot 53 Gul Gagade, 5220,
Tak: 60 15 99 26

ODENSE 50, EB Game:!
Ormbovej 75, 5220, Tol: 63850070

RANDERS, Byrge Scransen Hobby:
Rédhustorat 4, B0, Tel; 86425814

RANDERS, Randers Hobby Impart:

Aduignda 13, 8300, Tal: 86433023

RINGE, Flords Bog & Idé, Ringe:

Kirkapladson 2, 5750, Tal 62 62 11 25
RINGKOBING, Buddy Legeto]:

Algade 4, 5850, Tol: 97320806

RISSKOV, Vajiby-Risskav Bag & idé:

Ven Gontrt Frijsenborgve] 5, 8240, Tol, 86 21 53 20
RODOVRE, BO Boger:

Aadovia Contrum 116, 2610, Tak 36410485
RODOVRE, Mr Games:

Aadovre Stationgeante, 2610, Tel 36720255
RONNE, Dorthe's Hobbystue:
Lillsiore 14, 3700, Tol: 56959449
RONNE, Williom Dam Bog & idé:
Snallsmark 36, 3700, Tel: 56 95 01 67
ROSKILDE, EB Gomes:

Statiancanterel 2, 4000, Tol: 46371516
ROSKILDE, Fanall

Allahaigonsgode 15, 2060, Tel, 46 383548
ROSKILDE, Flenshorg Bog & fdé:
Steenduriorvat 4, 4000, Tel 46 35 00 08
ROSKILDE, Onskelag:

Algada 2BC, 4000, Tol: 46 323463

SKIERN, Bog & idé Skjern

Jambanegads 14, 6900, Tol: 97 35 16 65
SILKEBORG, Bog & Ide;

ade 33, 8600, Tel; BEE20287
SILKEBORG, Byens Hobby & Fritid:
Borgergado 49-51, BR00. Tel. 86815815
SKAGEN, Legekmden:

Set. Lourentivef 40, 9390, Tel: DBAA5IES
SKANDERBORG, Hobbymageren:

Adalgado 118, 8650, Tel: 86521826
SKANDERBORG, Schmidt Bog & Idé:
Skandaruorg Adeigade 60, Tel: BE520027
5KIBBY, Skibby Bog & idé:

Bymistien 2, 4050, Tel; 47 51 25 02

SKIVE, Jydsk Boghandel:

Narregado 19, 7800, Tel: 97512599
SLAGELSE, Bag & ldé Slagelse:

City 3 Jembanggade 7, 4200, Tel: 58 52 00 15
SLAGELSE, EB Games:

Vorisimliandoerdart 4, 4200, Tol 58521120
SLAGELSE, Fanatic:
Skovsogade BA, 4200,
SLAGELSE, Uldtottan:
Mypade 2, 4200, Tel: 58535035
SONDERBORG, Bogeantre
Perlogado 77, 6400, Ten: 74422077
SONDERBORG, Sanderborg Bog & idé
Penepade 15, 200, Tal: 74 42 18 20

ST HEDDINGE, Hobbystalden:
Lejrstotiove] 19, 4660, Tel: 56508610
STENLOSE, Snurreloppen:
Siontoseceniel. 3600, Tel, 47173220
STRUER, Hanne Madsen Bog & idét
Ostergade 14, 7600, Tek 97 05 04 08
SVENDBORG, BO Boger:

Gerntsgada 28, 5700, Tek 62210323
SVENDOORG, Farve & Hobby Hjornct:
Kiosterplads 4, 5700, Tel. 62213131
TASTRUP, EB Gam:
City 2 Butik, 37 Tol D’ozu 439I2245
TASTRUP, Genbrugsbager:
Kogevef 95, 2630, Tek 43716115
n\srnup Dog & Ide:

2 bubk 301, 2630, Tel: 43900387

3433
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THISTED, Bog & idé:

Vaostargade 14, 7700, Tel: 97 92 03 09
THISTED, Buddy Legetoj:

Veslergade 4, 7700, Tal: 87921823

TOMNDER, Jefsen Bog & ide:

Sloragade §, 6270, Tek 7472 2311
TORSHAVN, P/F Thomos Dam Wholesale:
Boks 2148, FARD ISLANDS, Tal: 311400
VERLOSE, Verlose Bog & Idé;

Bymudion 45 - 47, 3500, Tel: 44 48 02 92
VEDBZK, Trorod Bog & [dé:
Tratod Torv Trrmdvej 70, 2950, Tel:as 89 1328

26, 7100, Tel, 75820544
VIDORG, Battie Bunker:

Jembanegada 10, 6200, Tol BEGD! 740

VIBORG, L. K. Bog & idé:

Viborg Sci. Inthias Marked 202, BEOO, Tel: 66 62 77 62
VIBORG, Schous Bog & Idé:

Viborg Sct. Malhasgada 50, 8800, Tel: B6GR6668
VIBY, Rybner Bog & idé Viby J:

Viby Cenlsel, 8620, Tal: BG 11 80 20

Vi e L
Algaaa 63, 4780, Vel 55340431
ESTONIA

TALLINN, KultvuriReisid:

KuhiBarsi 1-111, 10728, Tek 4372 5010301
TALLINN, Procard Baltic:

Tanu mnl, 17, 10117, Tek +372 6398978

GW HELSINKI:
Simonkan 8, 00100, Tal: 00358 975 154 525
ESPOO, Pelimesta:
Ulappakani 1, 02320, 358 9 8133283
FORS5A, Fun Stuff & Cords:
Hiimoanhe 7 Tonkeskus, 30101, Tel: 4358 3 4356585
HAMEENLINNA, Levy |a kasatti:
Palokunnan kat 11, 13100Tal: 4356 3 6823380
HANKO, Hobby Jobi:
Vuonkalu 10, 10300, Tal: +358 ls 2465498
HEINOLA, Talousmuovi ja lef

Kaupp 19, 18109, Tel: -:Lssn?*s‘ms
KEI-SINK{ Fantasiopelit Helsinki:
Vilhenkatu 48, 00100, Tol; +358 3 650803
HELSINKI, Fantasiapellt Varasto:
3-Linja-14, 00530, Tel: +358 1 7734758
HELSINKI, SInaoper] Nékeskus:
Itikaskus, 00930, Tel, +2358 0 3431935
HYVINKAA, Royal Toys:
Torkaty 1, 05809, Toi. +358
NSALMI, Talkatala:
Snvonkaty 12, 74100, Tet: +
IMATRA, l(lrlu-l.nhln mm Ky:
Mancikankua 2, 358
JAMINKIPOHJA, Vunhu Itm:nl'
Sahmnte 5, 24450, Toi' +350 3 A7
JAMSA, Jaokko Saari:
Viilitio 1, 42100, Tel: 4350 14 74
JARVENPAR, Bile
Hetsinginhe 13, 85400, Tel: 4358 50 443 47 60
JOENSUU, Funhuinpnlll Joensuu:

Taniai 24 0100, Tal: +358 12 2043544
JOENSUU, Fulvnnsnd
Katuppitkaty 30, 80100, Tek +358 13 126257
JYVASKYLA, Fantaslapelit Jyvaskyla:
Kauppakaty 2, 40100, Tel: +358 14 216620
IYVASKYLA, Sinaoperl Jyvéskyla:
Vagautlon Katu 43-81, 40100, Tel: +358
KEMIJARVI, Pacpero:
Kitkkokatu 8, 85100, Tol: +358 16 813008
KERAVA, Antlkvariaat Kersa:
PL 30, Torlkans 1, 04201, Tek 1358 §
KOTKA, Eogla Card:
IKukizokahs 0. 46300, Tal
KOUVOLA, Mucviopox:
Vahakatu 3, 45100, Tok: +35
KUOPIO, Crozy Statlon:
Kauppakaty 40-42, 70110, Tek: 4350 17 2656550
KUOPIO, Kirja |a Lehtilinna:
Kuninkaghaty 23, 70100, Tel: +350 17 2619795
KUUSANKOSK
Kauppa-nukio 1,
LAHTI, Pualenkuun Peli
Rewtationkaty 16, 15110, Tal: +358 3 7515151
LAPPEENRANTA, Sinooperi Lappeenronta:
Brahonia 3, §3100, Tel: 1358 5 5411 444
LOHJA, Lohjan Kirjokouppar
Larinkang 46, 05100, Tel: +358
MAARIENHAMINA, Dilfen:
Torkaiu 7, 22100, Tok 35
MIKKELI, Muppela:
Parrassafmenkiatu 21, 50100, Tak: +358 15 36161
NUMMELA, Kimmon Pell & Leh
Tuusantie 1, 3100, Tek: +350 B 2226041
QULU, Fonlaslapellt Oulu:
Kouluials 28, 50700, Tel: 4358 0 374308
PIETARSAARI, Pletarsooren Kirjokauppa:
tscialy 11, G8E0D, Tol <3586 7230608
PORI, Porin Pltkls:
Hertiuan forl 2.Krm, 20100, Tal: 4358 2 633 2060
PORVOO, Askartelusitto/Hebbyboden:
Mannothar W 10, 06100, Tal: +358 19 5243775
RAAHE, Raghen Astartelu la Paperit
Lahdekarvontic 32, 37130,
RAUMA, Wanhan Rouman POP-pell:
Mortamankatu 14, 26100,
RITHIMAKI, nhlmam 1 Toystara
Kauppaks 100, Tel' +358 18 755355
ROVANIEMI, Lllgucnmnr Jassi:
Rovakaty 28, 36200, Tal +358 1
SALO, Salon Harroste:
Vithonhatu 21, 24240, Tei: -358 2 7535022
SAVONLINNA, Savonlinnon Antikvarioatt:

lavinkaty 51, 57100, Tal: -358 15 534412
SEINAJOKI, Fantasialinna:
Hallankuje ¢, 60320, Tol: +358 405616338
SEINAJOKI, Pitkkiekkor
Verkatahiann kani ¢, 60100, Tel: 4358 § 4177050
TAMPERE, Fantaslapellt Tamparet
Rongankatu 5, 33100, Tel: +358 3 2225200
TAMPERE, Info Kosklkeskus:
Koskikeskus, iokaro 20, 33100, Tel: 4358 3 2251850
TURKU, Fantasiapelit Turku:
Yhopistokatu 33A, 20100, Tel: +358 2 2328413
TURKU, Sinooper] Turku:
Vidannkaty 5, 20320, Tel: 4350 2 5141100

'ARSA, Nirunaru:
Aauhankahs 18, 53100, Tet +358 6 2137027
VALKEAKOSKI, Valkeokostenkirjo:
Kuuppakalu 3, 37600
VAMMALA, Tyrvaan Kirjokauppo:
Hariidankatu 18, 35,200, Tek +358 35127121
VANTAA, Sinooperi:
Maruniylintic 41, 01720, Tel: +358 9 2484480
VANTAR, Sinooperl Myyrmannl;

Iskukufa 3a1, 01600, Tol: +358 8 3487 022
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VANTAA, Sincoporl Varisto:
Mertinkylanite 41, 01730 Tol +358 8 348 44 560

GIBRALTER

BON.MAU HOBBIES:
15 Parliamant Lana,

GREECE
ATHENS, Action Hobbles:
Cholargea, Tol: 0030 210 65
ATHENS, Fanlosy Shop:
3 Seplornou 103, Tal D030 210 0231072
ATHENS, Funtasy Shop:
Agiou leannau, Tal: G030 230 6005312
ATHENS, Fantasy Shop:
Diosini & D. Kryiakou, ek 0030 210 6015041
ATHENS, Fantasy Shop:
Pairzias, Tel: 0030 210 4135757
ATHENS, Fantasy Shop:
Themisicdzous 43-45. Tat: 0030 210 2620077
ATHENS, Kalssa Amarousious
Kandili 7, Tet: 0030 210 6141675
ATHENS, Kalssa Chess & Games:
Kalidromiou £ & Ippotatous 114 72, Tok 00302 10266408

THENS, Kalssa Glylodas:
Norikon 4, Tet 0030 210 8982 057
ATHENS, Kalssa Holandriou:
Ooukisis Plakentias, Tel: 0030 210 5695485
ATHENS, Kalssa Manakero:
Tritis Soptamvriou, Tel: OL‘JU 4::1 8513 990
ATHENS, Kalssa Pagratios
Timothaau 8, Tek 0030 210 7565
ATHENS, Kalssa Peirala:
Ipsiianiou 174-176, Tol: 0030 210 4236 636
ATHENS, Kaissa Pigosos:
Oilou 22. Tol: 0030 210 5786707
ATHENS, Dragens Eyc Store:

rotsini 32, Vo1 0030 210 4326271

CRETE, Fantasy Shop:
‘i, 0030 2810 311312
CRETE, Kalssa Hania:
Kydonias 107, Tel; 0020 28210 83956
HALKIDA, €D Carer;
Minoull 24, Tol: 0030 2221 087315
LARISAS, Kalssa Larisas;
Koumountoutoy 22, Tel: 0030 2410 537337
PATRA, Fantasy Shopt
Pantanassis 75, Tel: 0030 2610 221014
PATRA, Kolssa Patros:
Gounari & Sisini 24, Tol' 0030 2610 625612
PIREUS, Dragan's Eye Stare:
Karaisini 42, Tal: 0030 2105320169
THESSALONIKI, Fontasy Shop:
Skm 3, Toi: 0030 2310 240193
THESSALONIKI, Koissa Thessalaniki:
Batiathou Loakim B, Tai: 0030 2310 357357
VOLOS, Fantasy Shop:
Volas, Tel: 0030 24210 26762

HUNGARY
BUDAPEST, Sliveriand:
Ljos u40, 1036,
BUDAPEST, Trollbarlang:
Andrassy ut 33, 1061 Tei:
MISKOLC, Deran:
Daryne u7, 3525
SZEGED, Csillagveg:
Goagol u15, 6722
SZEKESFEHERVAR, Logandak Csamoka:
Fityar u42, 8000

SZOMBATHELY, Sarkanytuz:

Kassuth L u20, A700.

ICELAND

REYKJAVIK, Nexus:
PO Box 5085, 125, Tol: 0354 552 6011

HAIFA, Kitare:

Haila Grand Mall, Tel: 048503232
HERZLIA, Freak:

Sakolav 29, Tel; 099583077

RAMAT, Tapuah:

Hastaran, Oshishion 33, Tel: 035404713
RAMAT, Tapuah Fantasy:

Hasharon, Sakolov 30

TEL AVIV, Freak:

Even Govirol 60, Tek 038981826

TEL AVIV, Kitaro:

Marknz Basla, Hamalacha 120, Tel: 036299320

MALTA

515

FORBIDDEN POWER: 83 Triq Misrah Il-Barrieri, Msida:

Tal: 00356 29 227
K HOBBIES LTD: Hompesch Road,
Fgum Pla 15. Tok: 00356 21 686423
MSIDA: University of Malta:

Tal: 0035G 21 314259

GW AMSTERDAM:

Fokin 36, 1012
GW ROTTERDAM:

Van Oldenbamevolyplast
Tel: 0031 10 280 0268
GW DEN HAAG:
Schoalstrant 128,
oW HMHL

1l 0031 20 622 3863

ALKMAAR, Bogkors & Strippora:
Dolorstraal 20-22, 1811 HP, Tel 077
ALMELO, Samberg Modelbouw:
aal 136, 7607 CW. Tal: 054 6M12081

ALMERE HAVEN, Fantosla:

Korkgracht 41, 1354 AE, Tal: 036 5316017

ALPHEN AAN DEN RUN, Top 1 Toys Arie vd Panne:
Hooftsliaal 66-68, 2408 GL, Tek D172 472254
AMERSFOORT, Spellonwinck
Weoizrsiraat 19, 3811 EB, Tel:033 4700322
AMSTELVEEN, Het gonzenbord:

Patlevinker 38, 1186 28, Tel: 020 6412552
AMSTERDAM, Grale Beer Speelgoed
Linnasusstizat 106, 1092 GH, Tel: 020 4630086
ARNHEM, Spellowartier Arnhom:

Hicuvestad 34136, 5811 BL. Tol:026 3702020
ASSEN, Plalg

Stationstrzat 1, 401 KV, Tel:050 2313282
BERGEN OF ZOOM, Blg Boys Toys:
Levovrouwesirant 4, 4611 JJ, Tel: 0164 250040
BERGEN OP ZOOM, Siripwinkel Gilles:

D Gevs. Bosstiond 4, 4891 NC, Tek: 0164 247462
BERGEYK, Wouters Technohobby:
Pankansiaat 31, 5571 GP. Tel: 049 7550248
OREDA, Madelbouw Blick:

Boschstraat 23, 4611 GA, Teh076 5218556
DRIELLE, Intertoys Briclle:

Nobolstraat 3-5, 3231 BA, Tek 0181 414204

BUSSUM, Bakx Modeltrelnen:
Laurdorweg 3, 1402 BA, Tel: 0356 514410
CULEMBORG, Dreackennest:
Handoflaan 25, 4102 AD, Tal: 034
DELFT, Top 1 Toys Speldorade:
Hippotyusbun 21-25, 2611 HM, Tek 01521345156
DEN BOSCH, Atomik Den Bosch:
Hinthammarsiraal 90, 5211 MS, Tok073 6145530
DEN HAAG, Intertoys Theresiaatraat:
Thorosiastmal 200-264, 2583 AX, Tel.070 5
DEN HAAG, Spallanhu
Zoulmanalraat B4, 2318 GT, TeL070 644782
DEN HELDER, Proton Modelbouw:
Zuidsiraat 36, 1761 0S5, Tel 518068
DEVENTER, Knibbol Comics:
uwstral 38, 7411 LA, Tol 0570 616670
DORDRECHT, Hobby Modolbouw:

Dosdrecht Voersirant 360, 3311 C¥, Tek078 6312711
EDE, Tinnen Soldaat:
Wagrdesioin 24, 6714 CS, Tk 0318 6
EINDHDV'EN Atomlk Eindhoven
tiious: . 5611 DA, Ter040
EINDHQVEN, Gumcsworld:
Villamstrant 47, 5611 HR, Tel 040 &
EMMEN, Inlorioys J. van Peer
Darkstraat 17, 7611 EK, Tol 039 1615495
ENSCHEDE, Pijplines:

Pipensirant 34, 7511 G14, Tol. 059 4305727
GELEEN, Tactica:

Anjsliersirant 3, 6163 CJ, Tel:046
GOES, Fontus Fantasy Stor:
Ganzapoansiaat 23, 4461 JX, Tel: 0113 259174
GORINCHEM, Netten Modelbouw:

Kyvehalstrant 30, 4201 JV, Tel: 0103 636000
GOUDA, Intertoys v/d W

Whouw Markt 70, 2001 Gr ol 01A2513505
GOUDA, The Movio Store:

Lango Groanondaal 114, 2601 LV, Tel 0162 522550
GRONINGEN, Krikke's Hobbyshop:

Wisuwa Veg 27, 6711 TE, Tal: 050 3130314
GRONINGEN Wirwar:
Oudia Kijk in traal 40, 8712 EL. Tol: 050 3148424
HEERi.EN, nlnmlk Hearlon:
Gelaanstrant 17, G411 HP, Tek 04
HENGELO, Mickey von Wezel
Burg. Jansonpisin 14-17, Tek: 07
HILVERSUM, Modelbouw Hilve
Hogo Larensavieg 3, 1221 Ad, Tel:
HOORN, Het Gele Teken:

Grota Gost 55, 1621 BR, Tel, 022 9318623
LEEUWARDEN, Brattinga Spealgoad:

St, Jacobzsmnt 4, 3841 HT, Tel: 056 2125662
LEEUWARDEN, Spellokij
Woarstreak 84, 8911 TH, Tol: 058 2131112
LEEUWARDEN, Top 1 Tayz do Boar
Schrans §4-85, RO32 HH, Tal058 31
LEIDEN, Magic Friends:

St. Aagienatzant 26, 231% BC, TeL07) 51308
LEIDEN, Tolkienwinke

Haqe Pijnaij 105, 2314 AD, Tel; 071 5412304
LEIDEN, Vllegershop:

Turfmartd 2, 2312 DK Tol: 071 5132783
LELYSTAD, Tralnenhook:

Botter 44-15, B243 JE, Tol: 032 0253180
MAASTRICHT, Atom
Wyckathurgsiraat 59, 6221 EB
MAASTRICHT, Hounlet:
RurgameasizrCadensit 18, 6
MAASTRICHT, Vi rouine
Rrussalsesirant 70, G311 PG, Tek: 013 3051653
MIDDELBURG, Bockhandel Fano
Markt 51, 4331 LK, Tel: 0118 886867
NEUNEN, Schullans Speelgoed:
Parkstraat 24, 5671 GG, Tal 040 2B3208.
NUMEGEN, Mocnen & Marlken:

Van Weldnrensteaat 70, 6511 MP, Tal 024 3235119
OEGSTGEEST, De Tombe Toys for Boys... and Men:
De Kompanaarstaat 77, 2341 GS, Tel: 071 5172077
OUD-BELIERLAND, Maurits Madal-Hohby:
Craonenburgh 32, 3261 RG, Tel 0186 821931
ROERMOND, Bloombaetiek Hermien:
Massausitaat 66, 6043 ED, Tal: 0475 531710
ROOSENDAAL, Jadin:

Outle Markt 58, 4701 PM, Tal 0165 557064
SCHEVENINGEN, Acme Moviestara:
Palacepiain 11, 2687 WE, Tel: 070 3587589
SCHIEDAM, BTS:
Graenalpan 48, 31
SCHUINDEL, Top 1 Tays Anniek:
Hooldstraat 133, Tel: 073 5477758

SITTARD, Atomlk Sittard:

Statiansteat 19, 6131 AX, Tel: 048 4515074
SLUIS, V/d Vijver:

Oude Kerkstraal 7, 4524 CT, Tol: 0117 481393
SOEST, Top 1 Toys Soest:
V Wesdestal 15, 3761 OF,
TIEL, The Goblincave:
Zannehloamsitanl 12, Tol: 0344 634680
TILBURG, Labyrinth Tilburg/Bredo:
Lannestrast 176, 5038 SH, Tel: 013 54
UDEN, Goblin:

Brabamipiein 160, 5401 68, Toi
UTRECHT, Acme movieshop:
Drigharingon: L3511, Tol 020 2133508
UTRECHT, Elf Fantasy Shap:

Oude gracht 184W, 3511 an o 030 2817157
UTRECHT, Whoops:
Springwieq 1, 3511, T
VELSERBROEK, Mol Plastic Madalbouw:
Zadolmakersirant 64, 1994JE, Tol 024 5376010
VENLO, Modelbouw Luthart:

Postous 1213, 5800 BE, Tat 077 3542688
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4391

I 0933261631

GV, Tek 041 2636778

4 CB, Tol M0 4738755

k113 270662

oys
Langsiraal 73, 2242 KIi¢, Tak: 070 5110211
WINTERSWLIK, Top 1 Toys Wintarswilk:
Wistarstraal 60, Tok: 0543 512037
WORMERVEER, Mini-Wonders:
Arbllonstraat 1, 1521 AT, Tal 07!
ZUTPHEN, Vreemde Zook:
Groana markt 2, 7207 HX. Tol: D575 &1
ZWOLLE, Bockenhalte:
Assendorperstmat 103, BO)Z OH, Tel038 4231077
ZWOLLE, Games-n-u:
Diarorpoortenplas 38, 68011 VX, Tel 038 4216385

NORWAY

0179, tok G047

ARENDAL, Norll Arenasenter:

Torvet 10, N-4000, Tal: 37026458

BAERUMS VERK, Trollstuen Baerums Vark
ker A/S:

Baerums Vork Lekor AS, N-1317, Tal: 671336850

BERGEN, Avalon Bergon AS:

Fortunan 4, N-5013, Tal: 14822

BERGEN, Lekeklosse

Ostre Mestunvai 15, M-

GADTENT

329 801

221, Tel. 55922650




Ringo Bo:
Sentaral, 1-3000, Tel: 35061132
0@, Underholdningsmognaten:
gt 3, H-8008, Tel: 73525070
AMMEN, MIA:
ira Siorgalan 6. Magasingt, N-3015, Tel, 32628180
ERSUND, Glosmagasinet Ogrey:
:g1. 3338, N-4370, Tok: 51461500
ISVOLD, Brie Eidsvoll:
MDGT. 7, N-2081, Tol: 63861955
USKE, Smart:
argl. 72, H-B200, Tel: 75645022
ISA, Ringe Bamsafor:
sa Stormarked, N-2270, Tel: 62058290
ORDE, Lelkohuset AS:
torehagen 9, M-6800, Tal: 57020102
REDERIKSTAD, Leketorvet:
srock, GT 7-11, 1601, Tel: 69315630
#H@VIK, Leke-Olse
fiorgl 10, N-2815, Tel: 61108210
{ALDEN, H. Andersen Interbok:
Horgata 16, N-1781, Tel: 69178400
AAMAR, Lekehuset Maxi:
yslak Bolls g1, 48, N-2318, Fel. 62633008
HAUGESUNU. Sentrum Leker AS:
-arakdsgr 121, M-3527, Tel: 52721500
HUSNES, Ringo Kuinerad:
Husnos, 5480, Tel: 53471636
JESSHEIM, Kanutien ASt
Alngun 4, t-2050, Tel: 63074587
JESSHEIM, Brio Jesshelm:
Jossheim Storsenter, H-2050, Tel: 63073770
KARMSUND, Centro Handal A/S:
Fiarmldsgl. 125, N-5500, Tal: 52821880
KLOFTA, Brio Trille:
Tr.haims vaien 85 Romankseentaret, f-2040,
Tel: 63397436
KONGSBERG, Rolf Liane AS:
Kirkegaten &, N-3616, Tek: 32731161
KONGSVINGER, Gagata Leker:
Jumbanagl. 6, M-2211, Tak: 62617611
KRAGER®, Brio Kari's Hobby:
Torvel 4, N3770, fregera Tek: 35900454
KRISTIANSAND, Gustav Pedersen:
Hentik Wergelandsgl. 27, M-4612, Tal; 38023622
KRISTIANSAND, Hobby Huset
Hnnnk Wergaiandsgl. 26-36, M-dmz Tal: 38020310
Quitland Kristi
Malhc—lugl 24, N4611. Tol: 38009420
KROKSTADELVA, Helmax Leker:
Buskorud Storsentar Sandslranda 24, M-305
LANGESUND, Tarengers Eftf. Per:
Torvet 4, N-3970. Tol.35073682
LARVIK, Ringo Larvik:
Prinsogi. 3-9, M-3236, Tol: 33179005
LARVIK, Sckrates Lekeland:
Torvat 8a, 1-3266, Tol. 33185437
LILLESAND, Ringo Govemagasinel:
Strand Gata 6, M-4780, Tol: 37273225
MANDAL, Ringo Mandal:
tAmma Veinn 33, M517, Tel: 38265720
MO I RANA, Lekehjarnet Mo
Hardahi Griags G1. 8, N-0622, Tl
MOLDE, Lekejornat Mo:
Torgat 1, 6413, Molde Tol: 71219383
MOSJOEN, Hobbysentret:
C.M. Havigsgl. 1B, N-B651, Tet: 75170170
MOSS, Trollstuen Leker Moss:
rums Vark: Lekor AS Ainfi Sentoro! Dronninggt 3. N-
0, Tel: 63240585
MOSS, Frisenfoldr;
Dronningensgl. 10, N-1530, Tek 69251200
MYSEN, Saker og Ting:
lemitsane gaten 13, N-1850, Tal: 63060104
NARVIK, Brio Lek Center Narvik:
Solagsgte 1 Amhsonirel, N-0514, Tal: 76963472
NARVIK, Bornas Verden:
Kongensgl. 66-70, N-B514, Tol: 76346
NESBRU, Ringo Eventyrlaud:
Vonetund Veion &, 1399, Tel: 76840505
‘ODDA, Ringo Multishopt
Sunfiordsetitorot, 5750, Tet: §
O5LO, EB Games:
Jembanetarget 6, 0164, Tel: 22177077
05LO, Notabene Lombertseter:
Langbalgen 5. M-1150, Tol: 2228055+
05L0, Avalan Bak:
Karl Jahans gt.37-43, M-0162 , Tel: 22333308
O5L0, Outland:
dembanatorgat |, N-0154, Tol, 22177010
05L0, Ringo Thamas Leker:
Bargansvalen 4, 1-0363, Tol. 22802250
0510, Vinderon Laker:
Stemdalsy. 72, M-0373, Tok: 22490640
OSL0, Brio cc West:
Litie Akrwumn 10, N-03D3, Tol: 22731777
PDRSGI!LINN. EB Gameos:
gt 70, 3502, Tat: 55126820
PORSGRUND, Brio Barn OG Leker:
Sior GT 101, N3321, Tol: 35659490
SANDNES, EB Games:
Gamie Stokkavet 1 4213, Tel: 51631940
SANDNES, O Saeland:
Langgaten 44, M-4031, Tal: 51661508
SANDNES, Brio Leksenter K.vurdnﬂ'
Kvardzat Lura, N-4391, Tok: 51
SANDVIKA, Hobby Larsen:
Sandvika Storsenter, N-1300, Tal: 67540107
SKI, EB Games:
Jombanoveion 8, 1400, Tal: 64067003
5KI, TiH-Tnn:
Jembnnesvingon 6, N-1401, Tel: 64857777
SKIEN, Gulset Leker AS:
Myhusvn. 14, N-3726, Tel35011120
5OLA, Sola Gaver g Leker:
Solakrasson, N-4050, Tek 51851763
SDNGDAL, Sogndal Glasmogasin:
Sognngen Storsentor, M-6851. Tel: 7671880
SORTLAND, Ringo Bamse Leker:
Skibsgirdon, N-8400, Tol: 76113374
STAVANGER, Veslafrikk:
Skiagen 12, N-4D05, Tel: 51895232
STAVANGER, Outland Stavanger:
itk gh 2, 1-4006, Tel: 51938080
STOKMARKNES, Stokmarknes Aktietrykkeri:
Markedsgl. 12, N-8455, Tel: 76117750
STROMMEN, EB Gamos:
aperivoien 5, 2010, Tok 63815422
STROMMEN, Standard Hnbh:r og Leker;
Stopany. §, 12010, Tak 63
SURNADAL, Presange!
Amfisnntarel cravn, 4, N-6650, Tak: 71657485
SYKKLYVEN, Ringo Blindheim:
Kythaveian, 5239, Sykiiyvon, Tal: 70251029
TONSBERG, Gledeshuser:
0. Langgate 47, M-3110, Toi: 92251707

2870410
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TﬂNsB RG, Mia:

TROMSO, Tromsa Brukibokhandel:
Kitkegt. 6. N-20DB, Tek 77686674
TRONDHEIM, Avalan Trondhalm:
Kongens gate 21, N-7012, Tel: 73512000
TRONDHEIM, Outland:

Munizgaen 58, 7011, Trandhain. Tot: 73520!
TRONDHEIM, Tranderfrim:

5t Otaws Gt 11, N-7002, Tol: 71520840
TYNSET, Tynset Bakhandel:

Brugt. 2A, 1-2500, Tel: 62480030

VADSO, Brie Vadse:

W. Andersensgt. 4, N-9811, Tal: 78942223
VINJE, Ringo Vinje:

Vinje Multishop, 3830, Vimo. Tol: 35071025
ALESUND, Kremmerhuset:

Langelands va4,Spjelicavik, N-6022, Tek 70143770
ALESUND, Ringo Alesund:

Stormoa, 6018, Tel: 70145265

BIELSKO BIALA, Gnom:
Srkolna 15, 43-500, Tel: 0048 338124866
GDANSK, Macie] Petriw-Iskra:

80 238, Miszewiskingo 16, Tol; 0048 58 5201952
GDYNIA, Fulurex:

81 572, Waleriana Szofhi, 20488, Tel: 0048 567811160
KATOWICE, Bard Contrum Gler:

40 049, Koscluszki 8, Tal: 0048 322571817

KIELCE, Sklop RPG Grocx:

Main 12, (W Brairloj 25 306, Tel, 0048 507013387
KRAKOW, Bard Centrum Gier:

ul. Batorogo 21717, 31 185, Tuk 0048 126320735
LODZ, ‘Ajk’ Firma Ksiegarska:

Piolrhowska 90, 50 103, Tel: 1048426308301

LODZ, Gamelord:

PFloltkowska 101, 90 425, Tok: 0048631111611
LUBIN, Balrog:

Grofigern 8, 5
LUBLIN, Krzys:

Kopucynska 6, 20-009, Tek: 0048815522088
NOWY SACZ, Sklep Hobhbit:

ul. Jagiefiunska, 504, J3-100 Tal: 0048 604133512
‘OPOLE, Hms Il Computers:

Kiahowska 414, 45018, Tol: 0040774547213
POZNAN, Bard Centrum Gier:

Sw. Marcing 41, 61-806, Tol; 0048610530277
TARNOW, Firma Handlowa, Kamil:
Keakowiska 11a, 33-100, Tel: mwscamausoz
TORUN, Sklep Papiernlczy:

Szarala 48, 8730, Tel: 004B566522583
WARSZAWA, Arkana Kslazki:

ul. Modzelawshioge 81, 02-678

WARSZAWA, Dom
Krakowshie Przodm
Tok: 0048228261707

WARSZAWA, Faber Faber 5J:

Pulawska 13, 02-515, Tal: 004228491265
WARSZAWA, Imperialis;

Waszyngtona 2A/, 03910, Tel: 0048607323200
WARSZAWA, Ksisgarnia Saskar

ul. Brazyljskn 8, 03-956, Tol: D048 2261757458
WARSZAWA, Warsaw Model Cenler:
Tyniecka 36, 0261, Tol: 0048228468414
WROCLAW, Bard Cantrum Gien
Ruska 45C (Pasaz), 50-079, Tek 0GA87
WROCLAW, Ogryn:

Srawska 67, 50052, Tel: 0048717851957

KRASNODAR, Alegris-Jug (South):

Krmsnayn st, 543, Kmsnodarskiy Dom, Knigi Tol

00861273033

MINSK, Valahanovich ent:

Juht Kelas st, Exnitunan center OLYIAP, Tel; 8020 6356212

MINSK, Valohanovich ent:

Mashorovn av b4, Palace of Spons, socond floor, Tel: 8029

6548426

MOSCOW, Alegris:

Dubinskayn 45, 127 474, Tel: 00BO0 70954882055

NORILSK, Na Styke Mirov:

Kam"umul}kum g, socond I
029 6548426

100, Tel: 0048 602714 813

3417472

ar, Dom Syta, 127 474, Tel

Nnvosminslr, Icehummer:
Irasiviy prospoct, 70.

SARATOV: Mir Detskly

Kirow aw, b33, Detskly Mie, second fioor, galiery, Tal &4 5840
ST PETERSBURG, Art-Miniatures:

Sedova s, b1, thid loar, tmde canter Eviika, 012 3321828
TAMBOV, Hobby and Igrushkl:

Internatsionalnaya st, b54-b, Torgoviy Mir, Tek 612 3321028
TULA, Viking:

Prospekt Lenina 70, Shopping Complox, Gostinniy Dvor.

SERBIA AND MONTENEGRO
BELGRADE, ANET Hobbystore:
Zvacanska 10, 11000, Tol: D038 112652236

SLOVENIA

LIUBLIANA, Crna Luknjo:

Mesini trg 8, 1000, Tek: 0038 614278200
UUBLIANA, Pri Goblinut

Dolenjska Cesta 11, 1000, Tel: 00386 15153577

SOUTH AFRICA
CAPETOWN, The Bays and Mens Hobby Shop:
Tel: 0027 21 914 8688
ETOWN, Wizards Warehouse:
Tak: 0215830360
LINMEYER, Drogons Den:
Tk 0027 032 (24 4324
PRETORIA, The Smelly Troll:
Tol: 0027 0833 678107
JOHANNESBURG, Esswex Rotall:
Tel: 0027 11 BOAIG1E
IOk , Wizards b
Eden Vale, Tal: 0027 21 603 0360
DURBAN, Wizards Warehouse:
Tol: 0027 031 3126271
DURBAN, Durban North, The Hobby Spaclalists:
Tel: 0027 031 564 9706
PORT ELIZABETH, Wizards Warchouse:
Tel: 0037 041 5810727

SWEDEN
GW STOCKHOLM:
Aegenngsgatan 30,

t 53, tel: 0046 B 213 840

X GW GOTEBORG:

iungsgatan 28, 411 19, tol: 0046 311 33 958
ANGELHOLM, Leksaksmagasiner:
Framticlsgatan 1,262 84, Tol, 04312350
ARLOV, Hobbex:
Iﬂmnmermmgﬂn 2,232 37, Tol: 040433862
ARVIKA, Perry Data:
Kepmangatan 4, 67121, Tat 657010669
ASARUM, Lek & Frifid:

52, Tol: (454320906
AVESTA, Vega Video:
Kungsgatnn 16, 774 30, Tel 022680078

GAMES WORKSHOP

BOLLNAS, Torghoden:
Vastra, Stationsgatan 8,
BORAS, Barnens Butlk:
Knailenan, 50630 Tel; 033140610
ORAS, EB Games
wallorian, Skarabor
BORAS, EB Games:
Stora Bropaian 7, 503 30, Tok: 039126740
BORAS, Hobbex;
Sharaborgsv 62-64, 506 30, Tel: 033413380
BORLANGE, Tradition;
Kupolon, 781 70, Tel: 024380860
DANDERYD, Leksakshuset:
Méroy Cunlrum, 182 31, Tol: DBG2266220
EKEROQ, Tullta/Smultronet;
Kollagiy 6, 178 39, Tel: 0BS6034350
ESKILSTUNA, Lasses Leksakar:
Kungsgatan 21, 632 20, Tel: 016130235
ESKILSTUNA, Barnens Hus:
Falkastaledon <0, 635 10, Tel: 016581128
FALKOPING, MysPys:
Storgatan 2226, 521 42, Tok 051381150
FALUN, Tv-spelsbarsal
Fulugaton 2, 781 71, Tol 02337775
FALUN, Spol & Hobby:

Aunnvigan 2n, 781 53, Tel: 02314848
FARJESTADEN, Leksoksmogasinet:
Olands Kapstact, 365 31, Tol: 048534570
FARSTA, Tradition:
C/O Speln Storfarsplan 42, 123
GALLIVARE, Leklo:

Metali Viigen 14, 82 36, Tal: 097066502
GAVLE, Hobhyshopon:
Drotinlaggatan 25, 80311, Tal: 026186289
GISLAVED, Albe Leksakar:
Sodra Storgatan 10, 332 33, Tel: 037110733
GOTEBORG, EB Games:
iunasgatan 58-60, 411 08, Tel: 0317010890
GOTEBORG, Traditlan:

Jamiorget 4, 413 04, Tel: 031241488
GOTEBORG, Traditio
Femmanhusat, 411 06, Tel: 031150386
GUSTAVSBERG, Lilla Gul:

Qdelbeigs Véa 17, 134 40, Tal. 0857038600
HALMSTAD, Traditian:

Drotining Knatina Passagon, 302 42, Tal: 025128260
HALMSTAD, Lekcenter:

Stormg 6, 302 60, Tal 035 31158175
HARNGSAND, Escape Data:
Bergsgatan 6, 87130, Tal: 061115956
HELSINGBORG, Fantasia:

Noira Kytiogatan 10, 252 23, Tel: 04224
HUDIKSVALL, nlblns Leksoker:
Storgatan 24, B24 30, Tok 0650595082
JARFALLA, Hobbex:

Flygavianen, 17538, Tei: 0850013081
JARFALLA, EB Gomes:

Tomérplaisen 30, 177 30, Tek 0858032300
JONKOPING, EB Gomes:

A6 Képeentum Sadra lastintagel, 55305
KALMAR, Oftoy:
Skeppabrog, 12, 302 81, Tal: 048022002
KALMAR, Kalmar Lek & Hobhy:

Sodra Linggatan 32, 392 32, Tel: 048024717
KARLSHAMN, Leksakshusat

Runntryq 37, 374 35, Tel: 045410381
KARLSKOGA, Leklddan:

Beigsmansg 17, 681 31, Tel: 058533333
KARLSKRONA, Fact & Fiction:

Motra Kungsgatan 7, 37133, Tel: 045516710
KARLSKRONA, Leksakshuset:
Leliorsiodisgn s, 37 154, Tal: O
KARLSTAD, EB Games:
Berguik Kdpcanter Fryhmans Vag, 653 46, Tot 054560830
KARLSTAD, Rollspels Och Fantasy Butikon:
Kungsgaan 6, 652 24, Tol: 054157350

KIRUNA, Lekhuset:

Box 2081, 921 02, Tol. 095082550

KOPING, MD Haobby:

Schollagalan 7. 73732, Tol: 0736426178

KRISTIANSTAD, Spel P4 Vallgatan:

Cslra Valigatan 2, 261 31, Tel: 044101031

KUNGALY, Lek & Hobby:

Vastra Gatan 62, 442 31, Tel: 0303138940

KUNGSBACKA, Lek & Hobby:

§.Torggatan 6, 434 30, Tel: 030014136

KUNGSBACKA, Tradition:

Kungsmassan, 434 30, Tel: 030071240

LAHOLM, Leksaksafféron:

Triddgardsgatan 14, 31222, Tol: 043010069
LANDSKRONA, Leksokshuset:

Timmernansy, 45, 261 38, Tal: 041810780

LERUM, Alvicke;
Salkaten, 443 30, Tei: 020214840
LIDINGO, Karena:

Stockholmsy 85¢, 181 34, Tak: 007656580
LIDKOPING, Game Manlacs:
Torggatan 3, 53131, Tek 0705 190274
LINKOPING, Sogoland;
Svadengatan 18, 58274, Tel: 013122200
LINKOPING, EB Games:
Tannslarsgatan 2, Tel: 0704 188085
I.ENKOFING Traditian:

Stargatan 28, Tel 013137840
I.IUNGE\'. Lelxlu.

Esllsgalan 1, 341 30, Tol: 037213487
LULEA, Barnens Hus:

Barnv 25, 973 40, Tal: 0320020005
LULEA, Traditian:

Storgaten 51, 972 31, Tal 0920256702
LUND, Spel pé Clomenstarget:
Clemansitiget 6, 22221, Tel: 046127810
LUND, Tradition:
hievza Lund, Firetagsvagen 10, 27761, Tal: 046126040
LUND, Utopio:

Skolgatan 3A 22361, Tel Q46136111

LYCKEBY, Sarieslussan:

Rikav 34, 374 62, Tat 045520950

MALMO, Traditlon:

Hamnpatan 3, 21122, Tel 040230380

MALMO, EB Games:

Triangain, S Forstadsg 41, 211 43, Tel: 040124550
MALMO, Kronprinsens leksaker;

Hugeiments Gatan 52, 217 48, Tol: 030910848

LMO, Phantacity:

Gustav Mllersgatan 2, 211 51, Tof: 040123719
MALMS, Tradition:

Per Albin Manssons v A0, 214 32, Tel: 040855998
MALMS, Utopia-Malmo:

Regenantspaian 8, 214 32, Tal: 040127250

MORA, Lek & Hobby:

Skalmyrsv. 33 More! Kupeontrum, 792 30 Tok 025071185
NACHA, Amusar:

Siracvogy 10, 131 34, Tol: 088440540

NORRKOPING, Brio;

Drattaingnatan 55 801 32, Tol: 011124088

NORRKOPING, Hobbyhérnan:

Drotiningg 18, 602 24, Tel: 011162120

43, Tol. 0276611304

v

Aigen, 50530

Tok: 086058160

24082
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NORRKGPING, Lekhusot:
Jumgaten 21, 602 23, Tek: 011287070
NORSBORG, Traditio:
Hallunda Targ, 145 G2, Tol: 0853175100
NYKOPING, Loka TV Spal:
Osteastorg 22, 61104, Tol. 0155261000
NYKOPING, Bara Spel o Hobby:
Begaragalan 35. 611 30, Tol: 0155286760
NYNASHAMN, Svenslek&Hobby:
Stadshusplatean 4, 148 30, Tel: 0052010891
ODAKRA, Tradition
Marknadsvagen 9, 25006, Tol, 42202140
OREBRO, Trodillon:
Kratnaren Droftninggatan 27, 702
ORNSKOLDSVIK, Lojbans:
Mygaton 16, 821 3, Tol. DS60B3100
ORNSKOLDSVIK, Sound & Vislon:
Skolgatan 11, 891 33, Tol: 066019924
OSTERSUND, Hobbyboden:
Koproangatin 35, 831 30, Tal: 063513310
PITEA, Bornens Hus:
Backev 55, 941 47, Tel: 091116910
RIMBO, Fantasybutiken:
Kopmannagatan 7, 76231, Tel: 017572777
SAFFLE, Hobbykallarn:
V:A Storgatan 6, 661 30, Tal. 053314594
SALA, Elons Leksaker:
Rédhusgatan 10, 733 30, Tel: 022410314
SALTSIOBOO, Happles:
Orminge Ceninim, 13200, Tal: 067152501
SIGTUNA, lde House:
Stora Gntan 52, 193 30, Tal: 085925/
SKARHOLMEN, ES Gomex:
Stornolmen. 6, 127 48, Tol: 087405100
SKELLEFTEA, Barnans Hus:
Uppfisnary 5, 931 42, Tol: 031013990
SKELLEFTEA, Lek & Hobby AB:
Nygatan 48, 931 31, Tel: 081012680
SODERHAMN, Barnens Hus:
Conter, 826 40, Tol: 027074220
SODERTALIE, EB Games:
Stargatan 4 , 151 71, Tek: 0055016232
SOLENTUNA, Barnens Hus:
Bollstaniisv. 1, 192 78, Tat: 086268340
SOLNA, EB Game:
Holalgatan 8, 171 45,
STENUNGSUND, Barnhusat:
Stenungstorg, 444 30, Tel: 030380384
STOCKHOLM, Traditlo
Hanwigatan 37, 111 53, Tal: 004112161
STOCKHOLM, EB Gomes:
Karapian 13, 115 20, Tel: 046603310
STOCKHOLM, Sclence Fictlon Bokhandeln:
Viisteridng Galan 48, 111 27, Tel: 08215032
STRANGNAS, Tv Spelsharsan:
Tradgurdsgatan 20, 645 31, Tol: 015210181
STROMSTAD, EB Games:
Marby Shopping Cenire, 92,
STROMSTAD, Kiolls Lak & Hobby:

S6dra Hamngatan B, 452 30, Tol: 052615900
SUNDSVALL, Traditlon:
Virdshusa! 5oi0.26, B52 30, Tek: 060538473
SUNDSVALL, Orlan Speh
Kdpmangatan 5, 852 31, Tol: 0B0155947
SVEDALR, Elbe Lekis:
Stoig 40, 233 31, Tel: 040400910
TABY, Hobhy & Prylur:
Vallatorp 1F, m?sz Tol: 0851050426
TABY, EB Games
Stonorgat 150, 183 34, Tei: 0854474400
TOMELILLA, Alfs Laksaker:

Momegatan 6, 273 30, Tel. 041710008
TROLLHATTAN, Parta]s
Ladugdrdsviigen 12, 461 70, Tal: 052079489
TROLLHATTAN, EB Gomes S&5 Husat:
Ladugdrdsvigen 13, 451 70, Ter 052031870
TUMBA, Leksakskungen:
Tumba Targ 7, 147 50, Tel: 0853038000
TUMBA, Kam & Lek:
Btyggarv. 57, 147 30, Tel: 05306001
UDEVALLA, Tradition Torp:
Hretvid Gallerix, 451 76, Tol: 052208650
UDEVALLA, Alfreds:

Torp iGpcentrum, 451 76, Tek 052288603
UMEA, BARNENS HUS:

Bjdrnv 11. 908 40, Tel.090777702

UMEA, Tradition:
Wasagailanan, 803 26, Tal: 030701550
Umeé, Fantasia:

Storgalan 44, 603 26, Tok: 090770360
upr.Aan VASBY, Lekla:

ragony. 86, 194 U0, Tak 0859030833

uppsm.n Prisfyndet

Kunpsgulan 39, 753 21, Tk 010108607
UPPSALA, Tradition:

Bredgrind 4, 753 24, Tek 018141315
UPPSALA, HobbyGames:

Skelgutan 7, 750 02, Tal: 010711580

. Tol: 019120140

i
Holandspatan 153, 753 23, Tal: 018602970
VARBERG, Spalbutikan:

10,402 41, Tol: 0340678960
VARNAMO, Gamesmanla:

Stoigatan 34, 331 31, Tel: 037010646
VASTERAS, ZaHerlunds:

Storagatan 23, 722 12, Tol: 021104494
VASTERVIK, Lohstugan:

Hamn Gatan 38, 599 30, Tel. 043038171
VASTRA FROLUNDA, Tays:

Box 30, 421 21, Tak 031458401

VAXJO, Helges Hal
Klostarg, 4, 352 30, Tok 047021802
VETLANDA, Leksakslograt:
Lasarensgatan 21, 574 40, Tal: 036315880
VIMMERBY, Kerstins Hi
Sar Indusirigatan 15, 598 40, Tol: 049231 180
VISBY, Lekstugan:
Hasigaton 18, 521 57, Tel: 0496215050
YSTAD, Tv Spelshérnon:

Tobaksgatan 16, 271 41, Tol: 041168680

TURKEY

ISTANBUL, Beslktas:
Hastwin Cad, is Morhozi 677235 Tel: 0080 212270955

UNITED ARAB EMIRATES

Fonlasy Games:
Jumelra Plazn, 28 Boach Road, Dulsat

Tel: 0097 143493113

UKRAINE

KIEV, Charge:

Lagerna str 40 (Meiro Berestaskn), Apt 30. Tal: 0038
67671
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MANAGER: Rob Cardiss

Leadership of one of the
best Hobby Centre
Gaming Rooms in the UK
is no problem for Rob
Cardiss. Gommand on the
tabletop, however, is
another story. His losing
streak continued recently
ot with another loss for his
Rob Cardiss Daemon force as he failed
Leadership test after
Leadership test. “I'm right up there with the
world’s unluckiest dice rollers,” explains Rob.

This hasn’t stopped him producing more units
for his 25,000 points+ Warhammer Chaos force
encompassing every Chaos power. He recently
completed another 2,000 points for a Tzeentch
force in a blur of frenetic paintbrush action. And
as a former Golden Deman winner, his
- models at the Gaming Room are well
Q worth a gander, one fine example of
B which is his Beastlord pictured
= e Delow. The other great
models shown belong to
staffer David West.
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quipped with loads of tables and scenery, our well-appointed Gaming

Find your nearest Gaming Room on these pages

on our website: www.games-workshop.co.uk/storefinder
by e-mailing us: hobbyspecialists@gumes-workshop.co.uk

tooms are the best places to go to play games and enjoy the hobby. You'll
ind everything you need to fight a great battle, paint, get advice and more.

Like a regular Hobby Centre, all Gaming
Rooms provide the full range of Games
Workshop services. They are larger than
a normal Hobby Centre and have many
tables, making them perfect for meeting
fellow hobbyists.

During the week we have to restrict
Gaming Room facilities to those over the
age of 16, but at weekends the facilities
are opened up to all hobbyists.

Gaming Room Features

= Varied scenery and table set ups
for Warhammer, Warhammer 40,000,
The Lord of The Rings and all the
Specialist Games.

* Dedicated painting areas.

* Special events, battles and campaigns.

= Minimum age of 16 on weekdays.

o GW Aberdeen...................... 01224 649779
eGWBath...............c.oovn. 01225 334044
o GW Bromley........................ 02084 660678
eGWBurton .......................... 01283 535865
e GW Cambridge................... 01223 313350
e GW Carlisle ........................01228 598216
o GW Chester ........................01244 311967
© GW Dumfries .....................01387 249702
® GW Durham .......................01913 741062
o GW Exeter ........oocovevvene.... 01392 490305
o GW Glasgow........................ 01412 211673
* GW Harrogate ................... TBC

© GW Ipswich ..........ccoooveeenen. 01473 210031

‘WARHAMMER

/40,000,

Our Gaming Rooms are currently
running special games of Warhammer
40,000 for our Ichar IV campaign.
Repel the alien invaders or help the
hive fleet to victory. Call your local
Gaming Room for more details.

* GW Liverpool....................... 01517 030963
* GW Macclesfield 01625 619020

* GW Maidenhead 01628 631747
e GW Middlesbrough ............01642 254091
* GW Newcastle ....................01912 322418
* GW Newport........................01633 256295
* GW Northampton ................01604 636687
esGWPoole...........covnvrenn. 01202 685634
= GW Shrewsbury .................01743 362007
* GW Sutton Coldfield .......... 01213 543174
* GW Uxbridge ...................... 01895 252800
o GW Wakefield .................... 01924 369431
» GW Worcester .................... 01905 616707

by calling us: 0115 91 40000

Play the games of your choice. There are tables and scenery for
Warhammer 40,000, Warhammer, The Lord of The Rings, Epic, Batileflest
Gothic, Blood Bowl, Inquisitor, Necromunda and Mardheim.

When you grow weary of constant war, you can head to the Gaming
Room's special painting area where you can sit and paint while swapping
modelling knowhow and old war stories with other hobbyists.

A PLACE FOR VETERANS

The age limit on Gaming Rooms glves alder gamers a place to play games
without distraction. All gamers whe attend will have some degree of
experlence, so you should have no trouble
finding a challenging opponent.

Go to Gaming Room Wakefield to see more of Rob and David’s great miniatures.

B o
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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 modelling, painting
and gaming with our miniatures. As dedicated
hobbyists they can answer all of your hobby
questions 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: Miles Horry

Specialism: Themed i
¥
H
[

Warhammer armies.
Armies: Witch Hunters
and Lahmian Vampires.
Hohby tip: Collect the
army for which the
background inspires you
o the most, rather than
WORKSHT fules combinations.

160 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 GCitadel Miniatures’ full
array of models in our Hobby Centres. From
alternative marks of Space Marine armour,
to different kinds 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 High Elf Hero
and Witch Hunter Inquisitor, 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.

* 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.

e 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.

' GAMES WORKSHOP DIRECT

AVAILABLE THIS MONTH
FROM DIRECT!

Ta celebrate Games Workshop's 30th
birthday we're releasing two awesome
special edition madels. Contact GW Dirgct
to order yours, as they’re only on sale for
the month of April!

T e et s




e-mail: hobbyspecialists@games-workshop.co.uk

call: 0115 91 40000

website: www.games-workshop.co.uk/store

" CONTACTING DIRECT

There are numerous ways of getting directly in touch with our crack squad of Hobby
Specialists. Lines are open from 9am-9pm Monday to Saturday and 10am-6pm on Sunday.
Faxes, e-mails and letters will be answered immediately. Whether you want to order a new
army or just chat about how to get the best out of your Necromunda gang, drop us a line.

* ON THE INTERNET
Visit our well-established store at: www.games-workshop.co.uk/store

= |IN-STORE
Order from any Games Waorkshop Hobby Centre at the in-store order point.

* BY PHONE
Call the Hobby Specialists on: 0115 91 40000 (UK), 0044 115 91 88506 (Denmark),
0044 115 91 68255 (Netherlands), 0044 115 91 88507 (Sweden)

= BY E-MAIL
E-mail the guys on: HobbySpecialists@games-workshop.co.uk; or for customers in
Northern Europe: NEMO@games-workshop.co.uk

= BY FAX
Fax your order on: 0115 916 8002 (UK) or 0044 115 916 8162 (NORTHERN EUROPE)

= BY POST
Or the traditional way: Games Workshop Direct Sales, Willow Road, Lenton,
Nottingham, NG7 2WS

_ N OF THE MONTH =
+~Every month the Hobby Specialists deal with hindreds of hobhy-related queries. Whether it's

- how to get the most from your Snotling Pump Wagon, suggesting a fitting colour scheme far
- 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. Howdo Tau units with-Drones in
‘them work with regards to the new

¢ _majority Toughness and majority
Armour save riles?

A: A combat involving a
mixed Tau unit.of, for

“-example, Broadside

. Battlesuits and Shield

i~ Drones, works exactly

. as described in the

| rules on pages 41 and
76 of the Warhammer.

- 40,000 rulebook.

“If you see the Tau Q&A on the
- Games Workshop website at:

www.games-workshop.co,uk/
. chapterapproved/faq

- you'll find it states mixed units

* that contain both Tau and
Drones are subject to the

~ majority Toughness and majority

-~ Armour saves as normal.

COLLECTORS' GUIDES

Collectors’ guides are an amazing resource
for gamers and collectors alike. Each book
focuses on the models for one Warhammer
or Warhammer 40,000 race. Within its pages,
you will find nearly every model we have ever
produced for that particular range. Dozens of
exciting models gathered together in logical
order so you can build the force you really
want without scrabbling through a load of
ancient catalogues.

Also included are fantastic examples of
painted armies and individual models and, for
the sake of completeness, ancient models
that are no longer available anywhere.

Now available from your local Games
Workshop Hobby Centre:

Collectors’ Guides

= Chaos Space Marines
= Imperial Guard

* Empire

* Orcs and Goblins

* The Lord of The Rings
= Space Marines (second edition)
* Warhammer Chaos

* Undead

* Eldar and Dark Eldar
* Tau and Necrons

Catalogues
* The Specialist Games Catalogue
= 2005 Catalogue

AL
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lg 5"‘ g 3 a
CHA(
SPACE MP
COLLECTOR

www.games-workshop.co.uk/store 161




f
Nurglc Chaflot Sprues shown at 25% of actual size.

In this month's Tale of Four Gamers Asger
paints up his weird Nurgle Chariot. All the
components he used are shown below. For
details of how he painted it, turn to page 100.
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ORC BOAR CHARIOT SPRUE A
99390209001 £6.00

é%gl{J
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CHAOS NURGLE CHAOS NURGLE
ORC BOAR CHARIOT SPRUE B
5380200000 £6.00 T GsaB0106001 £5.00 PLACIaEnAR S o L L
L ' ' 9947991500705 £3.00 7391500702 £3.00 )

Chapter Master

On page 64 we showcase some of
the best entries for the Chapter
Master competition. Below you'll
find some components to help you

SPACE MARINE CAPTAIN SPACE MARINE COMMANDER RIGHT LIGHTNING CLAW ;
MELTAGUN BOLTGUN 9947010103911 £1.50 devise your own chapter.
9947010120502 £1.00 9947010119902 £1.00

BIKE SQUAD SCOUT SHOTGUN  SPACE MARINE BIKER BODY
9947010121905 £1.00 WITH MELTAGUN
9947010105603 £2.00

Arch-Lector )

The Grand Theogonist
model from the classic
Empire War Altar
makes a great Arch-
Lector for your Empire
armies. Rules and
background for this
new character can be
found on page 85.

THUNDER HAMMER
9947010104303 £1.50

SPACE MARINE COMMANDER SPACE MARINE COMMAND
WITH AXE BODY VETERAN SERGEANT
9947010120501 £5.00 9947010110303 £4.00

WAR ALTAR GRAND THEOGONIST

8947020204301 £6.00 EMPEROR'S CHAMPION BODY VETERAN SERGEANT WITH POWER AXE BODY TERMINATOR CAPTAIN BODY
. J 9947010123601 £5.00 9947010111201 £4.00 9947010111101  £6.00
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Zealots

Maniacs, driven men, Zealots are the faithful masses
called upon when need is most dire. These ragged
bands aid the Sisters of Battle in smiting the enemies
of the Emperor. You can find the rules for this new
Warhammer 40,000 squad on page 54. Below are a
variety of components with which you can make your
own Zealots for your games.

2000 EMPIRE FLAGELLANT 1 2000 EMPIRE FLAGELLANT 2 2000 EMPIRE FLAGELLANT 3
9947020210601 £2.50 9947020210602 £2.50 9947020210603 £2.50

SPRUE: MORDHEIM MIDDENHEIMER ACCESSORY
99381102002 £3.00

2000 EMPIRE FLAGELLANT 6 2000 EMPIRE FLAGELLANT 4 2000 EMPIRE FLAGELLANT 5
9947020210606 £2.50 9847020210604 £2.50 9947020210605 £2.50

SPRUE: SPACE MARINE SPECIAL ACCESSORY
99380101007 £3.00

Sprues shawn at 50% of actual size.

IMPERIAL PREACHER 1 IMPERIAL PREACHER 2 URIAH JACOBUS BODY DAEMON HUNTER INQUISITOR HENCHMAN 3

9947010802201 £4.00 9947010802202 £4.00 9947010802101 £6.00 9947010700502 £3.00
@
. — 4
Necromunda

If you've been inspired by our battles in the Underhive
you can order all your Necromunda gangers and
components by contacting Games Workshop
Direct. Also, for a limited time you can get
Necromunda miniatures from your local
Hobby Centre.

FLAGELLANT 5 FLAGELLANT 4 POSSESSED DARKSOUL WITH
9947020203910 £2,50 9947020203309 £2.50 MORNING STAR
9947110100702 £3.00

= ASSAULT MARINE MELTAGUN URIAH JACOBUS BACKPACK URIAH JACOBUS RIGHT ARM
% vy 9947010119201 £1.50 9947010802103 £1.00 9947010802102 £1.00

A = o=y 8 M a6 ey .
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THEY CAME FROM THE EAST

Ogres have a brutish, violent society where only the strongest and fattest survive. Their lands are some of the most inhospitable in the entire world.
High mountain crags burst from the earth like giant savage teeth and play host to many massive and deadly creatures. It is a fool indeed who
ventures into the Ogre Kingdoms without good reason and the protection of the Ogres themselves. Below are a range of various components with
which to convert and assemble your own brutish horde, or add a mercenary unit of Ogres to your existing army.

OGRE BUTCHER CLEAVER OGRE BUTCHER HAMMER ‘OGRE BUTCHER SAW OGRE HUNTER CLUB
9947021301006 £2.50 9947021301004 £2.50 9947021301005 £2.50 9947021300302 £3.00

OGRE TYRANT TWO-HANDED MACE
9947021300214 £5.00

SKRAG THE SLAUGHTERER ARM SPRUE OGRE TYRANT RIGHT ARM 2 OGRE TYRANT o;g:;::em‘r
9947021 2 9947021300212 £2.00 LEFT ARM 1
ohone: ado 9947021300208 £4.00 9947021300210 £4.00

OGRE TYRANT LEFT ARM 2
9947021300213 E£2.00

SKRAG THE SLAUGHTERER HEAD SPRUE
9847021300501 £3.00

OGRE BUTCHER TORSOD SKAAG THE SLAUGHTERER TORSO
9947021301002 E£3.00 9947021300503 £3.00

OGRE BUTCHER HEAD SPRUE OGRE HUNTER SKULLS
9947021301001 £6.00 9947021300307 £1.00

OGRE TYRANT HEAD 2 OGRE TYRANT HEAD 1 OGRE HUNTER BELLY GUARD 1 QOGRE BUTCHER LEGS SKRAG THE SLAUGHTERER LEGS
9947021300202 £2.00 9947021300201 £2.00 9947021300305 E£2.00 9947021301003 £3.00 9947021300505 £3.00
L E———.. R e R Ly e B e e ot ot e e e e e D T
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Sprues shown at 40% of actual size.

OGRE HUNTER CROSSBOW
9947021300303 £2.00

;| =y R TR i W= B

OGRE KINGDOMS IRONGUTS SPRUE
99380213004 £8.00

OGRE HUNTER SPEARS OGRE HUNTER BELLY GUARD 2
8947021300304 £1.50 9947021300306 £2.00

He ey Uy
OGRE BUTCHER VICTUALS SPRUE 1

9847021301009 £2.00

OGRE KINGDOMS WARRIORS SPRUE
99380213005 £10.00

OGRE HUNTER BODY
9947021300301 E7.00

OGRE BUTCHER GNOBLAR 1 OGRE BUTCHER GNOBLAR 2 GREASUS GOLDTOOTH GNOBLAR 1
9947021301007 £1.50 9947021301008 £1.50 9947021300407 £1.50 9947021300409 £1.50

GREASUS GOLDTOOTH GNOBLAR3  SCRAPLAUNCHER GNOBLAR 3

9947021300624 £1.50

SCRAP LAUNCHER GNOBLAR 5 SCRAP LAUNCHER GNOBLAR 4 OGRE TYRANT GNOBLAR 2 GREASUS GOLDTOOTH GNOBLAR 2 OGRE TYRANT GNOBLAR 1
9947021300628 £1.50 9947021300625 £1.50 9947021300216 £1.50 9947021300408 £1.50 9947021300215 £1.50

1 illustrative purposes only. and pnassembled. Gertain Citadel products may be dangerons it used ingorractly,
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Deep in the vastness of the Worlds Edge mountains, far below the snowy peaks, the White Dwarf sits
upon his throne within the hall of his secret hold, watching over his minions as they work upon this
very publication. As he does so he reads your missives, sometimes guffawing at your beardling
foolery, sometimes sinking deep into thought. Whatever Grombrindal thinks, we scribes thank you,
for your letters provide us with the fuel for the furnace of our steam-powered printing machine.

Life after Games Workshop

Just finished reading your ‘History of White Dwarf’ article in WD300
(Wow! Who'd have thought...) Nice read, but | was a little disappointed by
the implication that, since the late '80s I'd retired from the games world.
Not true. So for what it's worth | thought I'd set the record straight.

The last thing you credited me with was FIST, which was the world’s first
(I'm pretty sure!) interactive telephone game. Between 1989 and 1992 it
spawned another four games which | also wrote and directed. In 1993,
Merlin Publishing (the guys who do the Premiership Sticker collections)
released my Battlecards, a set of fantasy role-playing collectible trading
cards. There was a scratch-off combat system — the cards fought battles
with each other — and there were Quests to complete (puzzles hidden in
the cards), spells to learn and treasures to be found. Battlecards actually
pre-dated Magic the Gathering, though of course it didn't do nearly as well
as Richard Garfield's masterwork. But it did well in the UK, and Merlin
opened up a San Diego office to launch Battlecards in the US.

In 1993 at the Essen games fair | won the title of ‘European Individual

' GROMBRINDAL'S PICK OF THE MONTH )

from an earlier game, exposed The Gathering (live RPG), even did a nice
piece on Games Workshop. Plus | devised puzzles, reviewed PC games
etc. Great fun, until the journalism ended in 1997.

| met Peter Molyneux and we became good friends (he is another member
of the games nights lan and | have every couple of weeks). After he left
Bullfrog we (and others) founded Lionhead Studios in June 1997.
Lionhead has released two games, Black & White (PC) and Fable (X-Box).
It is based in Guildford and has around 230 staff. These days my
involvement with Lionhead is as a Non-Executive Director of the company.
Over the last couple of years | have been mainly taking care of the re-
launch of the Fighting Fantasy books. They were re-published in 2002 and
have been sold to nine countries (including Japan, France, Spain, and the
USA). This time lan and | own the rights so we have been licensing FF to
mobile phone companies, RPG publishers, miniatures manufacturers and
so forth. I've also been designing new games.

Anyway, that’s what I've been doing since the 1980s. | think I'd have gone

Champion’ at the prestigious Intergame tournament. And at this time |
was also running Abandon Art, the UK's first art gallery dedicated to
Fantasy and Science Fiction artists, in Richmond, Surrey. John Blanche
was one of AA's featured artists. In January 1995 | became The Daily
Telegraph's Games Editor. They gave me a page every Saturday to write
pretty much whatever | wanted about games and puzzles. | researched the
origins of playing cards, spilled the beans on how Monopoly was cribbed

mad if I'd have actually retired after FIST!

Thanks for your lefter Steve. Not only was it highly informative, but no
doubt it will prove very useful to whoever writes The History of White

Dwarf in issue 400. — Guy

Best Wishes,
Steve Jackson

/

A Tale of Two Gamers?

My name is Marc Bevan. |'ve been
in the hobby for at least ten years
and have even worked for GW in the
past, my claim to fame is lasting a
whopping one week on the White
Dwarf team!

| was really pleased to see the
return of A Tale of Four Gamers in
issue 300 but have to say that two
instalments in, | am a little
disappointed. | want to see a classic
article expand and grow with a
magazine | cherish. Here's what |
think, if you will indulge me.

The strength of A Tale of Four
Gamers is that it is a classic
premise, but it is also its
fundamental weakness. Your
opening line in issue 300 said it all.
All the old gamers/hobbyists look
back with fondness at the original

> = e b T A e 3 g ey
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articles and as a result nothing will
live up to it.

What should have been done was to
expand on the original idea, not to
just get four gamers to collect an
army, but also to set them a
challenge, like collect a tournament
army within an allocated time and
budget, something to hook the
reader more. Let the reader see the
whole hobby experience from start
to finish. Army selection, collecting
models, painting, hobby
tips/conversions, expanding
narrative and ultimately, of course,
playing games.

At the moment you have Stephen
Green and Dave Allen doing that but
its falling down with Asger Granerud
and Paul Scott focusing on the
collecting and painting more than
the playing. WD readers are looking

LT 1 0 el 5 47 4 i 2wt i, et T

for insights and tips on how to
collect a cool and effective army
quickly and within a budget.

Dave Allen has shown the best
balance between all the elements of
the hobby with Stephen Green
adding and expanding to this. I'm
really looking forward to reading
more about these two armies. Again
Dave Allen (no | don't fancy him) is
a good example of this, and
showing us his Border Patrol was
inspiring. If you decide to continue
A Tale of Four Gamers in the future,
the choice of GW staff as the
hobbyists should be avoided. | know
that resources and time are limited
but you could use both young and
old hobbyists from places like the
Gaming Network, WARPS, etc, or
even have a Special Guest Star, like
Fat Bloke or a Games Developer.
One of them playing and collecting

e L

against regular joes would add more
to the hook of the article. What kid
wouldn't want to play and compete
against someone they read about
every month?
Good luck for the future,
Marc Bevan

Thanks for your comments Marc.
Everyone approaches the hobby
differently, Asger is a tournament
player who likes to convert, while
Paul, a Warhammer 40,000 player,
is relatively new to Warhammer and
is trying to get to grips with the
difference in painting style and
armies. Stephen likes to collect
armies purely to play with, and Dave
likes a bit of everything, but, as he
spends time on painting, narrative,
gaming and converting, he doesn’t
generally assemble very big armies.
In our opinion that is showing the
whole hobby experience, though

S o e e e
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that doesn't mean to say we
wouldn't do an article following the
format you suggest. Indeed, | may
just pinch that idea when we do our
Warhammer 40,000 T04G. As for
using outside hobbyists, | would
love to, but the trouble is we
expend a lot of effart trying to get
everything in on time, and that task
would not be made easier by
dealing with someone 200 miles
away, as opposed to 30 yards. ..
Still, we do have pians to featurs
mare hobbyists in the future. — Guy

Two model letters

| am an avid enthusiast of the
Games Workshop hobby, and am
most impressed by the current
range of miniatures. Although | am
only an occasional gamer, | enjoy
reading articles in White Dwarf,
especially Battle Reports.

My only concern is with the armies
you show in the magazine. Most of
these display collections owned by
members of GW staff from various
locations. May | suggest an article
of one or two pages where White
Dwarf readers can send in photos
and a short description of their own
miniatures? This would help other
collectors share ideas and
technigues, and would be a forum
for readers to exchange ideas.

Alex Charlesworth

| am a subscriber to WD and | love
it. But | was wondering why you
don’t showcase many of the WD
team’s armies in the magazine.
You're always slipping in comments
about them, but we readers never
get to see!

Yours in gaming,

lan Grantham

You can't please all of the peopla all
of the time! But actually, we do
feature models from both groups of
people. All of us have had
miniatures in the magazine,
alongside those of other GW staff
while many of the models we plan
to show in Dok Butcha and
showcases are those of hobbyists.
We're always looking for good
models, so if you have some, why
not contact us? Just remember,
they have to be outstanding to pass
Grombrindal’s quality checks. — Guy
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. Ha ha, the fool! Guy has asked us fo have our own section to write Web stuff. Global domination of
the virtual over paper must surely ensue and from within the pages of this very tome. Bwuhahahal

- Ahem. Only joking. The nim of this section is to discuss all things online from the perspective of you
the White Dwarf reader! Every month we’ll include some or all of the following — In the Making, so
you can see what we're working on; Related Links and The Inbox, so you can contact us. And don‘t
worry, there’ll be no technical super-nonsense here, just pure, unadulterated hobby.

RELATED LINKS
_ The Lord of The Rings snow hases
Make sure your models have great
. snow bases to match the terrain in
= The Middle-garth in Winter (page
128) with our Snow Bases article,

Www.games-workshop.co.uk
/thelordoftherings/modelling/

Ogre Kingdoms sample army lists
To tie in with tie Ogre Tactica

. (page 104) This article shows

" another hobbyist’s views on

- building an Ogre’s army:

www.games-workshop.co.uk
/ogrekingdoms/armylist/

Battle-dumuged armour

" Although meticulously maintained,
- extended operations may prevent
- immediate repair to the battle

damage of Space Marine armouir,

www.games-workshop.co.uk
/spacemarines/damage/

Witch Hunter Conversions
Witch Hunters Zealols (pg 54)
provide many interesting
conversion opportunities. Find

_out how some hobbyists

converted a variety of Witch
Hinter models.

www.games-workshop.co.uk
[witchihunters/ienchmencanversions/

IN THE MAKING

Terminator Armour

Rik Turner: No sooner do |
manage to get.my hands on the
awesome new Space Marine
Terminators, than White Dwarf
does a feature op these leviathan
warriors. I've been working en
these hoys fora-while and have
been quietly stunned by the new
miniatures. I'm building a Blood
Ravens army, which will be used
for some army blilding: arficles on
the website (watch out for these)
as well as to take part in a
campaign based upon Dawn of
War. In the meantime; I doubt it'll
he too long before | add a second
unit of Terminatars to my ranks!

www.games-workshop.co.uk
/spacemarines/bloodravens/

WHISPERS FROM THE CHADS WASTES
Roy Goulding... Nice story, try the Biack Library. Nathan Stonehouse. .. Lots of good ideas for scenery. Karl
Stephenson... Thanks, Karl. Stacy Baker... | glued my battle mat to a games fable too. It's a very good way of
making a board quickly. Send us some pictures of your finished terrain, and we may print them here. Stephen
Farthing... Thanks, I'l try to fill Fat Bloke's boots well (though he has bigger feet than me!l). We also enjoyed
Your commentary on Warhammer 40,000, Karim Attia... Santa Claus in Warhammer 40,0007 Crazy!

Owen Rees
UK Web Team Leader

THE INBOX

“How often do you updaie your
army sections?"

Dave Allen: It's atough old job
trying to make sure all the armies,
forces, factions and races —36 and
counting — have new articles
placed online as frequently as
possible. We-do think it's really
important. | know | am always
hankering for my latest hobby fix
of Tau! We try to cover every army
with at least one article every few
months (Crikey, what have you
done, Dave! — Owen), in addition
to all the usual things vou expect
from the website.

If you have a burning queslion,
query or suggestion for the UK
Web Team, why not email us at:

ukwebteam@games-workshop.co.uk

THE WEB TEAM

Mark Chambers Web Manager
Owen Rees Team Leader
Dave Allen Web designer

Rik Turner Web designer

Check out the website for regularly
updated news and the newsletter!

www.games-workshop.co.uk
[news

www.games-workshop.co.uk
finquisitornewsletter
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Whlte Dwarf — What have you missed?

WD292

« Battle Report:
Tomb Kings vs
Bretonnians

* Chapter Approved:
Creatures

* Warhammer
Scenario Generator

« Epic: Armageddon
Stesl Legions

= Witch Hunters
Designers' Notes

_‘lHlEl';E
2

WD298

* Free Warhammer
40,000 Order of
Battle Booklet

« Codex: Space Marines
preview

= Speed Freeks vs
Imperial Guard Battle
Report

* Bugman's Lament

= The Lord of The Rings
M0mak masterclass
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 Take out a one year subscription for £36 and save £12 off the

= RARAMER STOIM OF CHAQS FREVER!

WD293

* Battle Report:
Witch Hunters
vs Tau

« Storm of Chaos
Prelude

= Warhammer Dark Pact

» Index Malleus:
Blood Pact

= Art of Warhammer:
Deployment

» The Future of Epic

WD299

* Battle Report: Dogs of
War versus Beastmen

= Bugman's Lament
part two

* Codex: Space Marines
Designer’s notes

» Army Building: Heart of
Orkness

= The Lord of The Rings
Legions of the Eye

» The Emperor’s Finest

SCRIPT]

WD294

* Free Storm of Chaos
Compilation

« Battle Report: Tyranids
vs Imperial Guard

= Warhammer Storm of
Chaos: The Eye of
The Starm

« Warhammer 40,000:
Rules of Engagement

= Art of Warhammer:
Magic

- ‘F'[CHL COLOSSAL J0TH ISSUB £

WD300

* Two free double-sided
posters plus a
Warhammer 40,000
reference sheet

» Battle Report:
Ultramarines
versus Orks

= Battle Report: Mimakil
versus Rohan

» Bretonnia in Flames
campaign
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WD295

* Free Storm of Chaos
Map Poster

= Storm of Chaos
Battle Report:
Chaos vs Empire

= Storm of Chaos
Tactica: Halting the Tide

* Art of Warhammer

« The Lord of The Rings
Gondor Fiefdoms

» Tactica: Imperial Guard

WD301

« Battle Report:
Sisters of Battle versus
13th Gompany

« Ogre Kingdoms
Designer’s Notes

« Storm of Chaos
Conclusion

= A Tale of Four Gamers

= Space Marine Heroes

* The Lord of The Rings
M0mak Showcase

ON OFFER

cost of the cover price - effectively giving you 3 issues free!

Take out a two year subscription for the bargain price of £60 -
saving you a massive £36 off the cost of the cover price,
effectively giving you a very impressive 9 issues free!

Or

These offers are only-available in the UK.

‘<AL, HET) VAMHAMER OIDER OF IATTLE E0OKLET

WD296

¢ Free Warhammer
Order of Battle Booklet

= Warmaster
Battle Report

= The Lord of The Rings
The Battle of The
Pelennor Fields

« Chapter Approved:
Armoured Companies

= Deathmaster Snikch

= Cults of Slaanesh

wp302

= Battle Report:
Ogre Kingdoms

» [ndex Xenos: Biel-tan

= Tactica: Biel-tan

= The Lord of The Rings:
The War Begins

= A Tale of Four Gamers

= The Ivory Road Journal

= The final Bugman's
Lament

« The Under-Empire

WD297

» Free Paint Pot Lid
Stickers

= Warhammer 40,000
Inaugural Battle Report
and Designers’ Notes

» The Lord of The Rings
Battle Companies

= Battle for Middenheim

» Warmaster: Big Future

= Art of Warhammer:
Army Selection

o X e 0k
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WD303

= Battle Report:
The Battle of Bywater

* Chapter Approved:
Abhumans

= The Ivery Road Journal

* Index Astartes:
Renegades

= Tristan the Troubadour

» Battle Report:
Salamanders vs Iron
Warriors

HOW TO SUBSCRIBE:

POST

Gomplete 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
Workshop store for more details.

ONLINE STORE
You can also subscribe online at:
www.games-workshop.co.uk/storefront
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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!

Repl',' hy 29104105 to lake
advantage of this offer:

| would like to subscribe fo Whlte Dwarf
starting with issue number WD [_[][]

(I no issue number s stated or i the issue number selecled is no longer available we shall slart your subscriplion with the next avalable issue)

Iwuuld I|ke tu subscnbe fnr o

MY DETAILS

Mr/Mrs/MS/Other: ..o

You’ll receive:

* Your crisp, new issue rushed to your g
|e't‘terboxJ th Oﬂ: the presses .................................................................................................................................... !
. ) , . PostBode: .z UMY ususssmammsisicsssisssminsscssssissin
* Peace of mind knowing that you’ll never miss —
an issue of your favourite hobby supplement.

» Special offers — as a subscriber you'll also
be able to buy tickets for events such as

i The subscription is a gift for the person detailed below [ pease oy
Games Day a week before they go on :

Mr/MES/MS/OtHET: e FOPBNAME «.ooooorevisvcvssssssssonse s ssssssssasessssses
SUMAME: ..vooeee e eaeenraene .... Date of Birth:

AOTBES: coniiviissimiimmmsssmisimiiig

general sale.

BTTLL BOOKLET!
=

FREE ORDER OF B

wmnor
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OF GAMES WORKSHOT card No: (][I L1 CICICIC] CICICI] DDD[H:IDD
J J AN \ J

Valid From: (][] Expiry Date: [ 111 Issue No:[1[]

Cardholder’s Name:..........oooevevvreeeeeeeeee e eeeeee e ceae e eeneanne

30 \’FPR’

SIONAIIIE: o ammssnsmissessim 17| 1 | —

(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
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1

:

1

:

1

1

Dala Protection Act 1998. The data will be held and processed under the terms of the Data Pratection Act in
accordance with our notification to the Data Protection Gommissioner. We may use your details for internal
marketing and security reasons, for the purpases of the subscription and o occasionally e-mail you with
details of special promations and offers. Please note that we will not send material to people who have nat
opted lo receive it below. We will not sell, share or give the above Information to anyone outside the Games
Workshop group of companies without your explicit consent or unless the law permits or requires us lo do so.
| WANT TO RECEIVE FURTHER MATERIAL[] (please tick)
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