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The Empire Expands

The new Tau Empire Codex takes an in-depth look at this very popular Warhammer
40,000 army, and they mean business. April st sees the release of loads of new Tau
boxed sets and Citadel miniatures, including the Tau Sniper Drone team, Crisis Battlesuit
Commander, the Vespids and some fantastic new Ethereals to lead your army. We've
also got the awesome new Piranha, a two-man Fast Attack skimmer and the Sky Ray
missile defence tank coming later in April. All available to Advance Order now (p140).

Owen Rees It's no April fools that we're talking about models which are out next issue. We have a

special Tau Army boxed set released on the 11th March with many of the above included. The army set
includes: the new plastic Stealthsuits (not available separately for three months), the special edition
Ethereal (only available in the army set) and Codex: Tau Empire, three weeks in advance. It's a real must
for all Tau commanders.

Chariots of Fire
The Khand deplay in force to support their allies, the Easterlings, this month. This is the first time chariots
have been introduced to The Lord of The Rings. Free Peoples of Middle-earth beware!

Gathering of Warbands

White Dwarf’s Mordheim campaign continues a pace this month, and what a bloodbath it has been.
Heroes have risen; the weak have fallen. Fancy rising to the challenge? All the main Mordheim gangs have
been re-released as boxed sets including a brand new gang, the Frenzied Moh! Epic and Inquisitor have
also received some new models. It's quite a month for Specialist Games.

Desert Raiders
For a limited time the Tallarn Desert Raiders are available again in our Hobby Centres. Next month we!'ll

be looking at rules for desert battles and Tallarn armies. You won’t want to miss the free Golden Demon
booklet either...

Till next time, fellow hobbyists
Lo
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LU TAU EMPIRE

33 BATTLE REPORT: DEATH ON KOL'N

18 THE GRERTER GOOD
The domains of the Tau grow ever faster. Hearken to the path of the  Rising star of the Tau military, Commander Shadowsun is forced to

Greater Good and share in their glory! act to prevent Tau colonists being enslaved.

02 NEWS
12 ARMY COLLECTING: LCOT, PILLAGE, PLUNDER New stuff coming soon!
Three fiendish ways .to:dep}oy the wicked Men of Khand! ' 56 ARMY SHOWEASE: FISTS OF DORN

76 PAIRTING WORKSHOP: KHANDISH CHARIGT Crimsan Fists,
60 STANDARD BEARER

""""""" Gaming Longbeard Jervis Johnson returns to White Dwarf.

82 THE WRATH OF KEISEIME]
WS e 62 THY SOUL TO KEEP - PART TIWND

A Khandish ;'C;a'jrﬁpai'g_n; by Mat Ward. Three new scenarios for this ongoing Mordheim campaign.
B8 ARMY OF CIRITH ENGOL : 70 TODLBOM
Adam Troke builds a new themed army. ' PVA is more than just glue.

94 HOBBY WORKSHOP: BATTLE UNDER THE EARTH
Build a fantastic battlefield themed to the Dwarfs’ underground

realm!

102 WRARHAMMER CHRONICLES: LORDS OF HARAK ANKOR
Dwarf Lords of Legend.

106 TACTICA: THE WAY OF THE NECRARCH
Undead evil.
112 TACTICA: ART OF WARHAMMER — REAWY CAVALRY

Lay waste to your enemies with heavy horse.

117 ASTRONOMICON
Daemonhunters, Imperial Guard and The Battle of Lomas —
some of the highlights in the Astronomicon.

136 DIRECT
Tallarn Desert Raiders and Khandish Mercenaries feature.

142 FUEL FOR THE FURNACE

Your letters, our miniatures.

WHITE DWARF 313 - March 20(
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A SHADOW IN THE EAST
KHANDISH KING IN CHARIOT isbocsotcomains one

one Khandish King on foot

_KHANDISH KING IN CHARIOT €18
‘Sweden  Kr 270 Denmark  Kr 225
‘Norvay Kr270 ‘Eure £ 30

A i )
Perry and Michoel Perry,

ON SALE FEBRUARY 25th
NORTHERN EUROPE MARCH 11th

Availahie in stores for a limited time

This boxed set contains one T —

Khandish Chieftain on foot
and one mounted

Khandish Charioteer

'KHANDISH CHARIOTEER e12

Sweden  Kr 180 Denmark: CReBEG 0 ST s

. Lala Lol E KHANDISH CHIEFTAIN. ~ £10

Nogofy #iigo Euro €20 Swedars | (KOI40 | iDenmerk ©Ke 115
; “Eure: €15
)6 146409801

" Sculpted by Alan Parry and Michael Perry

ON SALE FEBRUARY 25th
NORTHERN EUROPE MARCH 25th

ON SALE MARCH 25th
NORTHERN EUROPE APRIL 15th

Pictures for ilfustrative purpases only. Product contents may vary. Prodvets sold unpainted and unassembled, Certate Gitadel products may be dangerdus if used incorrsctly. Pricas corrept at time of going fo press, please contact us for current
availability and prices. Pricss quoted are for products Soid by Gamas Workshop through ifs own stores, cat ar wabsita, refaliers are for ing thalr awt prices,
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KHANDISH HORSEMEN

This hox set contains three

This biister pack contains

one horseman with horsemen with axes
either an axe or a how and two with bows
I(I‘IANIRSH HORSEMEN (Box) £20
5 = Deﬁmnrk Kr: 250
Eum 2k e 35

499062

fvailable in stores fora
limited time

This bex set contains the

This hlister pack contains

Iwo warriors with axes chieftain on foat, Six

2 warriors with axes
and one with a how : b
three warriors with bows
munnrsu wMom (Bllﬂgr) _lcummsn WARRIORS (Box) £20
wetken i Denmork K:E&c

Euro. €35

ON SALE FEBRUARY 25th ON SALE FEBRUARY 25th
NORTHERN EUROPE MARCH Tith NORTHERN EUROPE MARCH 1ith

Availalile in stores for a limited time

i websife, retallers are ile far ining thelr o pricds.




_NEW RETEASES
DWARF COMMAND

EORL THE YOUNG

This blister pack contains one
Dwarf Captain and one Dwarf
Banner Bearer

This blister pack contains one
Eorl the Young on foot
and one mounted

E‘I?

Srulpiﬁdhy\ﬁm%ﬂyﬂnu‘-&lﬁchae!"f‘en}f : : : J ! —— el .. : AL

0N SHEE RaTen 200 ey o/ »" {49 ON SALE MARCH 25th
i ’ ; NORTHERN EUROPE MARCH Tith

THORGRIM GRUDGEBEARER ON THRONE

This box set contains
one Dwarf Thorarim

Grudoebearer on Throne

THORGRIM GRUDGEBEARER
Sweden K 200 Denmark
Novway Ki300  Euo

ON SALE MARCH 18th
NORTHERN EUROPE FEBRUARY 25th

Availahle in stores for a limited time

DWARF LORD WITH PISTOL AND AKE

This hiister pack contains one

Dwarf Lord with pistol and axe

'DWARF LORD. Sl
Sweden  Kr 85 ‘Denmiark Ke 75
Eurs € 10

'Sculpred‘by Fesz Hamugu

ON SALE MARCH 18th
NORTHERN EUROPE JANUARY 28th

Pictures for Mlustrative purposes only. Product contants may vary. Products sold unpainted and unassembled. Cartaln Citads! products may be n’ang\emus if usad Incorroctly. Pricas eorreat af nme af gaing to press, please contact us for cutrent
availahility and prices. Prices qualed are far products sold by Games Workshop Shrough its own stores, or wabsite, indep relailsrs are for g their own prices.
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TALLARN DESERT RAIDERS

TALLARN IMPERIAL GUARD SGUAD £20

This box set conlains one Sergean], WRLEER AR ETRALLb0R
one Snecial Weapon, 1 Heavy Sl e

\Weapen team and 6 Troopers

This blister contains two Tallarn
Snecial Weapons Troepers

This blister contains two

Tallarn Officers

TALLARN OFFICERS 6

"m""---’*’“‘“'.- WEAPONS £6
Praduct code: 99040105202

Sculpted hy: Michoe! Perry.
' __ON SALE MARCH T1th
TALLARN TROOPERS | ON SALE MARCH 1ith
o : : > [

This blister contains three

random Tallarn Troopers

TMJARN TEOOPERS £6

This blister contains one Tallarn

Roughrider

TALLARN I'(OHGHRIDEII 25

Picrutes for filustralive purposes only. Product contents may vary. Products sold unpainted and unasseribied. Cerain Citadel preducts may be dang\emus if used fncorrecty. Prives | ron'scra: tirie ol gnmg I press, please contact us for curvam
avaiabiity and prices, Prices quoted are for products Sofd by Games Workshop through s awn stores, catalogus or websit, indep: retallers arg. bl fior determining Hheir own prices.
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FERAL ORK WARBAND

£

This box set contains eighteen

Feral Ork stands. Direct only

[FERAL ORK WARBAND £15
Product code: 99110303036

ON SALE MARCH 4th

This blister contains three Feral

Ork Squig catapults. Direct only

'FERAL ORK SQUIG CATAPULT  £7
Prodiict code: 99060303038

FERAL ORK JUNKA TRUKKS

This blister contains six Feral

Ork Junka Trukks. Direct only

FERAL ORK JUNKA TRUKKS  £10
Product code: 99060303037

ON SALE MARCH 4th

Pigtures for iMustralive purposes anly. Product contsnts may vary. Frociets sold onpaintsd and unassemblad, Certain Citadel products may be dangerous i used incorsctly: Prices correct at ime of going to press, ploage contdct us for curret
avaiiability and prices. Prices quoted are for products sold by Games Workshop through ifs own 5fores, gue or websits, (nde retaflers are ifile for inlng their own prices.




NEW RELEAOES

ORKEOSAURUS

This box set contains one Feral This blister contains one Feral This box set contains one Feral
Steam Gargant. Direct only Ork Squiggoth. Direct only Ork Orkeosaurus. Direct only
FERAL ORK STEAM GARGANT £15 FERAL ORK SQUIGGOTH £9 FERAL ORK ORKEOSAURUS . £15
Product cods: 99110308035 Product code! 99060303039 Product code: 99110803041

ON SALE MARCH 4th

lWAIlABlE

ﬂa‘l 1:.5.; -_9‘...1; 4!1!!011: (IJK),
0115 918 4040

(Northern Europe)
OPENING HOURS

CALLIDUS ASSASSIN  THORIAN INQUISITOR

This blister contains one This box set contains one
Callidus Assassin. Direct only Therian Inquisitor. Direct only Monday to Salurday
=it 10am ~ 6pm,
CALLIDUS ASSASSIN i THamRY S e i Sunday: 11am - 5pm

Product code: 9906139906907 ' Product code: 99111399048

Picturgs for llustrative purposes anly. Product sontants may vary. Froducts sold unpainfed and unassembled, Carfain Sitadel products may be dangerous if used incorectl. Prices. mec! at tirne af gavng to press, please contact us for current
avaiability ang prices. Frisds quoted are for products soid By Games Workshop thraugh its own stores, cal or website. indep if retailers are resy le far their own pricas.
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This box set contains 1 Maugister,
1Possessed, 1Dark Soul and 4
Brethren.

POSSESSED WARBAND £20
Product cade: 99111101001

‘Sculpted by: Dove Andeews, Mark Becford
“and Trish Marrisor,

ON SALE MARCH a1~

This hox set contains 1

Mairiarch, 1Sister Superior, 4
Siomarite Sisters and 2 Novices.

'SISTERS OF SIGMAR £20 b

H’\oducf céde ’?9? I 1'02006
Sculpted by: Gary Morfey

This box set contains 1Vampire,
1Necromancer, 2 Dregs and 4
Zombies.

Plctures for ilustrative purpases anly. Product cantents mdy vary. Products sold unpaintad and unassembled. Cartain Gitadel products may be dangerous If wsed incorrectly. Prices corractat Hme af g-omg to press, plaase contaet us for carent
availability and prices. Prices quotsd ars for products sold by Games Workshop through ifs own stores, ca or website. rifaligrs are Tar g i owen prices.
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e SN MORDHEIM WITCH HUNTERS WARBAND

Hunter Captain, 1Witch Hunter,
2 Flageliants, 3 Zealots anii 1
Warhound

WITCHHUNTER WARBAND
Praduct code: 991117020006
Sculpted by: Dave Andrews .
and Colin Graysan,

ON SALE MARCH 4th

This box set contains three card Ittt et il
buildings for Merdheim, Product cox
including a ruined
Coaching Inn.

Pictures for ilusirative purposes only. Froduct conteris may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorractly. Prives correct at fime of going to press, please contact us for current

availability and prices. Prives quotad arg for products sold by Games Workshop through its own stores, catalogue or wabsite. Indspeadent ; retallars arg respansitile for ining their own prices.



Includes Codex: Tau Empire

* 9 Gun Drones
* 1 Hammerhead Gunship

Fictures far Mustrafive purpeses anl Produer confents may very. Froducts Soid sapeinted snd irassemblad. Sertain Citadel products may be
cangeraes if used inconectly. Frices carrect af fime of poing 10 press, pieass contact us v curren avaiabiily and prices, Prices quatsd are for
products sakd Ay Games Warkstap trough 15 own sfores, calalipue or wahsile vetailers de 12D v iniriy INEF Sk prices.
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TAU ARMY
.  DEAL

:

tiaras fey ilustrative pumposes anly. Product confents may vane Produsts sold ingaited and nassemiied. Cerlain Sitade! products may be dargerous if used incorrecty. Frices comact af fima of going fa
55, please cantact us for coerant avadahilty and prices. Prices quoted are for preducts soig by Sames Workshag Mrooph S owrsiores, catalague or websile. Indepandent retsilevs are respansitie for
ermining their swn prices | o : | :
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This Sun-'gmer Games

Workshop will be S

running a new global S _
campaign, The Fall of - : B LS
Medusa V! Kicking \‘ g : £5%
off in July and T W o
running until the end % 1 . 5 (YO0
of August, this . L. a0
international event : : ! [ ““M

will see a frenzy of * | ;

gaming activity % o 3 ' . "‘\ #
across the world and \ : ’ . ol
Citadel Miniatures . )r

releases for many of \\. / : » : 'f o -

our Warhammer ' 5. " i & (\ iy
. o
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Whether you serve the dark forces of Chaos, follow the calling of the Adeptus Astartes, or seek to the devour
the world’s inhabitants at the head of a Tyranid hive fleet, you will be able to battle to the last on Medusa V,
as every Warhammer 40,000 army will be involved. So choose your side carefully, start building your armies
and be ready to answer the call to WAR! Watch out for more information on this world-shattering event in the
pages of White Dwarf 316, as well as a free campaign booklet that will accompany White Dwarf 317!

THIS SUMMER A WORLD WILL DIE

WORK IN PROGRESS: WOOD ELVES LORDS & HEROES




NEW EXPANSION AND SCENERY FOR WARHAMMER 40,000!

magine battlefields where snipers atop towers of ruinous masonry rain death down

upon your men, where mighty Dreadnoughts push their way through bullet-riddled

walls by dint of pure machine strength, where every corner may hide an enemy booby
trap, every sewer shelter an ambush, and where lances of brilliant light from orbiting
spacecraft punch down through the dust-choked air to level skyscrapers...

These are the battlefiel f Cities of Death, the to get into, all you need is your regular
first in a brand new range Warhammer 40,000 army — it doesn’t need
help you open your hobby to new vistas of war converting — and a few buildings, and we
and destruction. Contained within ges are even m se for you! Our new range of tile-
rules for fighting within the cities of the 41st hased bu g kits allow you to create all
millennium, including cunning stratagems you manner of futuristic structures, from small

loy to undo your opponent, and outposts that spic a standard Warhammer
upgra r your squads to better equip them 40,000 table, to enormous cities that will
for urban warfare. The game is supr  eas dominate the board.

multiple ways.

» New supplement

* Muitiple building kits

- Deadly urban warfare in the
41st millennium
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All you Imperial Guard Cadian players are in for a treat
this month as Forge World releases its Cadian accessories.

The new components are designed specifically to
compliment the existing plastic kits and include such
options as a standard squad with variant poses, heads and
kit, a squad with respirators and Cadian Veterans with
shotguns.

www.forgeworld.co.uk

All the models were designed by Mark Bedford, Daniel Cockersell, Simon Egan and Will Hayes.

lIIIE\T'AII;(HSIIEI’E!IIIEIIT STOCKIST | m 01‘96 Cl m f' ¥ o m er ec t

4C Ken Road
Clevedon
Somerset
BS21 6EL

Tel: 01934 418151

WARHAMMER HISTORICAL

The massive success of Legends of the Old
West and its supplement Frontier: Blood
on the Plains will be joined by The Alamo.
This lavish book deals with one of the
most infamous battles in the Old West
when the Mexican army fought Texans at
the Alamo mission in San Antonio. Check Dt S R e RS SS T W g P S Ly e L)
B www.games-workshop.co.uk/store/mordheim
www.warhammer-historical.com

SR ERER DT BATET BATTLE BUNKER COPENHAGEN

Long have the armies of Copenhagen waited for an area in
the centre of town in which to do battle with each other, so
now Games Workshop is opening a huge Gaming Room in
conjunction with Faraos Cigarer.
Bring your armies to the Copenhagen Battle Bunker and
take to the field in the Gaming Room, which has enough
space for over 20 gamers with 10 gaming tables, brimming
with awesome terrain pieces.
farhammer 40,000 plastic tank boxed sets change from ...,L“(J 1o J.'"‘_ Opening date: Monday March 6.
yrhammer 40,000 pl: 1'J|L APC b 1L_:&'!.‘_‘_ change from . 3 1t Win Glory and Honour in the First Copenhagen Battle
i’ P[““i")m i Hohge WOt e Bgn‘ke'r Tournament. Purchase a special edition promotional
2 25 g miniature not for sale anywhere else.
You still have a few days to get these miniatures at the old prices, [N 'B‘_‘T'kf' Spns e eske o o
$0 you can take full advantage of this notification! sssi e el cleans)

So take up ymtr sword and fo:llnw lhe s{gnx to Murdhetm below:

As of the 27th February we will be changing the prices on a selection of
our products, To give you as much nolice as possible so you can get your
miniatures at the current price, we've listed the major changes helow:




e R SIS i o R, BB VT TR L e | )

and is the Gaiden Demon winners’
e, eatures ALL the;Brcmze S:Iver

saw a LOT of cool stuff.

( OLDEN DEMON 2005 BOOKLET — FREE NEXT ISSUE

With lavish photography featuring insets and detailed shots of
particularly intricate entries, this is the MUST have collector’s
booklet from what was a milestone in

Warhammer Single
Gold, painted by
Joe Hill

So whether you missed the event
altogéther 'and are desperate

for the first trme, or you wish E
to re-live the day and have a ;
permanent souvenir, don’t miss.

next issue of this very magazine — if
you do, you'll be disappointed!

THE WINNERS' DAY
As a thank you, the winner’s
dispiayed in the booklet were
exc_lu_swe tg)u_r of the Design
Studio and the Citadel
Miniatures Hall. A great
day was had by all, who

BLACK INDUSTRIES
QUESTING FOR THE GRAIL

se of this month's
of the Grail, Black
the Damned

I-‘-uilrminn on imm the re

the filth
3 ns v, betrayal
and the darL hand of the undead.

For more d 5 on this and all other WFRP

COMPONENTS AVAILABLE NOW!

Last month we revealed the forthcoming availability of components for our The Lord of The Rings range. Building conversions for
your captains and heroes, or getting hold of a particular Gandalf, has never been easier.

This will revolutionise The Lord of The Rings hobby, opening up a huge array of hitherto impractical possibilities. Just flick over to

Ordering Direct on page 136 to see a sample of the components.
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WARHAMMER 40,000 CAMPAIGN WEEKEND: -

'DAHH

The Fall of Medu_u’"q

“F - incomi ng transmissiomns 44

S he Imperium is under
: .threat. Armies of e
‘Tyranids, Tau, Orks -

~_and Eldar, each with their own

“ agendas, make ready to atiack o,
Solypsis. It is a world besethy = =&

‘many enemies. A world C - . K

. plagued by war and suffering.
- A world preparing to die. The
planet’s fate lies with you in

- this prelude fo the'Medusa \!

campaign

To play, vuu will nead at 500 .
- _points force and also a Ie.gal :

Combat Patrol for your t:hosen

-army that follows the army

building regulations in the

rules pack. These can be .

downloaded from the UK

 Events Dlary nnlma

PLEASE NOTE! Each xenus race |
will only have fourteen tickets. -
available, so book yoursmow %
to avoid d:sappomtment T
Ticket Price: £45. . -
Your ticket covers seven . .
-games across hoth days lunch
on both days and an evening
meal on Saiurday

Age limif: _1_6+

20th & 21st May 2006, WARHAMMER WORLD, Nottingham
~ FOR FURTHER DETAILS CALL: 0115 91 40000
W ga’mas-mmsnw co. nmvems
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) @ Id mly-recalled

- doctrine of the Greater Good
will unite the stars and all the

Imperial Guard relles on mass
assaults consisting of thousands
of men and tanks, the Tau focus  peoples of the galaxy.

@ Designer's Notes 18-31 @ Battie Report 33-48 @ Colour Schemes 50-55

Godex: Tau Empire author Andy Hoare New special character Commander Tips on modelling your Fire Warriors
takes us through the new Citade! Shadawsun leads an army in an and reproducing the ‘tavy Metal Tau
miniatures and army list attempt to stop a Dark Edar raid colour scheme




The Greater

0 railguns are
killers, and will
penetrate Asmour 14 on 5+

These new teams are best
used to pin the enemy with
their precision rail rifles

EE1t is not our technology that will enable us to prevai.
It is our shared sense of honour and commonality 3

Shas’el 3a’cea Or’es



hRMNG OF THE iIMPERILIFAS SSSTENMS ARE
FOORLY LNDERSTODO, RESLLTING IN LESS THRAMN
OFETINFL SATTLEFELD PERFORNFNCE

THERE HAVE BEEN NO TRUE
ROVARCES M MPERISL SCIERNCE
FOR NERRLY 000 TRUCYR

CONTEMPLATION OF THE
MECHRANISMS OF IVMPERIAL
TECHNOLOGY HRVE REVERLED
TO DUR ERRTH CRASTE THAT <
HUMABNITY ONCE POSSESSED A
HIGHER SCIENTIFIC
UNDERSTANDING OF THE
UNIVERSE THARN NOW. THEY
ARE A DELUDED RACE.
LORSHIPPING THE ARTEFRCTS
OF THEIR ANCESTORS AS IF
THEY LIVE. SUCH WERKNESS OF
REASON CAN ONLY HOPE TO
FURTHER THE CRUSE OF THE
GREATER G000

Warriors of the Tau Empire, rejoice! With this brand new

version of the codex comes a number of fresh units,
technologies and vehicles to better aid you in your
struggle to bring order to the galaxy.

Shadowsun has been

promoted by the Ethereals

to take over those duties
so treacherously
abandoned by the
renegade Commander

Stealth armour, 2 Shield
Drones and a Command
Link Drone. See her in
action in our battle repo
starting on page 33.
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RAPPEARRANCE IS NO
LARD BEAIMNST RIGHT
INTEMNTION, THIS
ARMMOUR IS ERASILY
FENETRATED B
SUPERIOR TAL
LIERARPONRY

THE FARERILINA UTILISE A
SUSTER OF CONSTRUCTION
BRESE0 LSO THE ADVARNCED
TERMPLATES OF THEIR
BRHNCESTOR CIVILISATION. THIS
LITTLE KNOULEDGSE IS OF TEN
RPPLED WimHOWT
CONSIDERATION, AND INFERIDR
RARTERIALS LSED I
MANUFRCTLURE

Farsight. She is protected
by the experimental XV22
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&9 Army List

The complete Tau army list
that allows you to choose
your forces for a tabletop
battle, featuring the Kroot —
savage allies, and the
Vespid — swift, winged
auxiliaries that fight for
their Tau masters. Also
included are wargear,
battlesuit systems and
vehicle upgrades.

&% Background

An overview of the Tau
empire covering its origins,
culture and its methods of
waging war.

&9 Hahby Section
Sixteen full-colour pages
packed with advice and
tips on collecting,
modelling and painting a
Tau army.

&9 Special Characters

Three renowned Tau
characters are detailed, the
senior Ethereal Aun'Va, the
renegade Commander
Farsight, and the newly
emergent heroine of the
Tau Third Phase Expansion,
Commarider Shadowsun.

The Tau Empire has been growing rapidly
over the last few centuries, and it is now
beginning to infringe upon the domains
of other major galactic powers; powers
such as the Imperium of Man. The Tau
seek to bring the wisdom of the Ethereals
to the worlds of Mankind, but the
Imperium will not listen. This new Codex
takes us to the fringe of the galaxy as the
Tau gear themselves up for their third
period of expansion — they are mustering
for war...

The Tau's dominion grows apace, so
much so the book has been named Tau
Empire in recognition of their conquests in
the name of the Greater Good. There are
also some mighty fine Citadel miniatures
to represent another of the Tau's alien
auxiliaries — the Vespid. These flying
insectoids hail from a world where there
is a certain crystal that produces a
radiation that, when put in a fancy new
Tau gun, is very good at killing Space
Marines...

¥ Designer’s Notes

the Tau have keen eyesight that allows
them to pick out detail, they lack the
ability to focus as quickly as other races.
This explains their ‘average’ level of
Ballistic Skill. The last Codex provided the
vehicle-mounted targeting array, a
sophisticated targeting system. But now
the Tau have refined this system to allow
for its use as a battlesuit support system
option, overcoming this particular
physical deficiency.”

There are new vehicles —a new tank
and a skimmer. “The Sky Ray provides
indirect point attack,” Andy explains. “It
functions alongside a Tau team with a
marker light, using its seeker missiles to
destroy unseen targets, and highlights the
interdependency of the Tau army,” says
Andy. “The Piranha is completely different
— it's a light scout vehicle; they work in
squadrons of up to five models, and are
best used to grab objectives.”

Back in the real world, advances in
our own, slightly more humble,
technology of plastics manufacture made

his new Godex takes us to the fringe of the
galaxy... as the Tau gear themselves up for
their third period of expansion

In fact, the Earth caste have been
really busy in the five years since the Tau
first burst onto the galactic stage, creating
even more potent weapons to further the
aims of the enigmatic Ethereals.

“With any new iteration of an existing
army list comes new toys to try out,” says
Andy. “The Tau armoury has been
expanded, providing players with a
number of options that fit the feel of the
race in terms of its constantly developing
new technologies. For example, though

these new Kkits a reality. “Increasing
digitisation of the design process helps
Citadel produce better and better models,
and rapid prototyping has also started to
come of age,” Andy tells us. “We decided
to take advantage of this. Models that
originally weren’t destined for the range
were suddenly possible, so we made
them.” All for the Greater Good, of
course. Doubtless Imperial Commanders
will baulk at the idea, but if you can’t beat
them, join them. The Tau welcome all.



Well-armed and armoured, Fire Warriors form the
backbone of the Tau combined arms philosophy.

fire Warriors

Fire Warriors have a 4+ Armour Save.




The Sky Ray is used to provide point attack
fire support against armoured opponents.

_/‘i“\. Burst cannons, Gun Drones or
WE/ smart missiles provide back-up to
the Sky Ray’s six seekers.

The Sky Ray can either use its
own twin-linked markerlights or
rely on those of Fire Warrior and
Pathfinder teams, meaning it can
fire its seekers indirectly over
much of the battlefield.

/‘.} The Sky Ray, like the Hammerhead, is
¥/ based on the ubiquitous Devilfish chassis.

Hammerhead
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Plranna The Piranha is fielded in squadrons of one to five,
and is ideal for threatening isolated enemy units.

The fast speed of the Piranhas means they are suitable
for snatching objectives towards the end of a battle. But
be careful, with Armour Value 10, they are susceptible

to the small arms of even the least enlightened of races.

Two Tau pilot

the Piranha, one
to fly, the other
to operate

weaponry.

T'olku sept

Detachable Gun Drones form
&  part of the Piranha's armament,
£
&

The Piranha can upgrade its burst

cannon to a fusion blaster, making it a

superb tank hunter. LT
(T)
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Tau vehicles use
powerful anti-
gravitic engines.

Sa’cea sept

Some of you may think

you've seen these models

before... And you'd be right.
&, The Piranha and Sky Ray

were originally released by

Forge World , and we've

used new tech to bring them
= from resin to plastic.

au sept




Battiesuits

Battlesuits remain one of the signature features of the Tau army.

The Tau may be weak in 3 & y . p
e Combzt’ b i With multiple new options, battlesuits present both old and new
gifted with serious Tau gamers with more flexibility than ever before.

firepower and a large
degree of mobility. The key
to victory lies in minimising
the effects of the race’s
weakness, through utilising
its manoeuvrability, and in
using that mobility te bring
its firepower to bear on the
enemy. The new options
open to Tau players stress
this style of play, and
reward greatly those who
master it. The Tau have
many tools at their disposal
with which to gain victory,
from the infinite variety
offered by the highly
customisable battlesuits, to
the use of allies to cover
specific tactical niches.
Each element of the army
has its role to play in
expanding the borders of
the Tau Empire — each fights
for the Greater Good!
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Grisis Battlesuit Commander

Tau Commanders get a new section of the armoury to themselves:
Special Issue Wargear. This section contains unique items of recent
creation that have yet to become common to Tau forces.

/

Items such as the cyclic ion
blaster, vectored retro-thrusters
and the ejection system provide
you with the opportunity to
devise some ingenious wargear
combinations unique to your
own style of play. Each of these
parts are represented in the
new Commander set by metal
add-on parts for the XV8.




atealth Teams Tau Weapons List

A major addition to the Tau range are the new plastic Stealthsuits.
These communicate the fact that each is in fact a small battlesuit,
consistent with the larger XV8 Crisis suit.

S
Ap

Burst Cannon ,
Assault 3 -
Flamer o
Assault 1
Compare the new XV25 lon Cannon @ :
o Stealthsuit (right) with the Heavy 3
g smaller XV15 (left). The XV25 Markerlight
2 demonstrates the Tau’s superior Heavy 1 @
g grasp of technology and rapid Missile Pod
advancement through science. Assault 2 @
Being a de\ve.lopment of the Plasma Rifle
older XV15, it sports numerous Rapid Fire

advantages over its predecessor,

including space for a Battlesuit E:;s g:iie @

Pulse Carbine
Assault 1

Pinning

Pulse Pistol

Pistol @
Fusion Blaster
Assault 1

Melta

Railgun (solid)
Heavy 1

Railgun (sub)
Heavy 1

Large Blast Marker
(Hammerhead only)

Rail Rifle .
Heavy 1

Pinning

Seeker Missile

Heavy 1

Smart Missile e
Heavy 4 @

Neutron Blaster .
Assault 1

support system,

Broadsides

The formidable XV88 battlesuits
remain a major contributor to the
Tau’s overwhelming firepower.

0 © ©0 © 0 00 0O® O O

These battlesuits now have
access fo the advanced
stabilisation system, allowing
them to utilise the Slow and
Purposeful special rule.

\@@@ ®




Vespid Stingwings
are an alien race
whose world has
been subsumed
into the Tau
Empire. The
Stingwings move
as Jump infantry
and utilise unique
and deadly AP3
weapons. They
are a Fast Attack
choice.

i

MORE ON VESPIDS NEXT MONTH!




Aun’Va

‘The Master of the Undying Spirit’ is the pre-eminent Ethereal of the
T’au sept. He has taken a hand in recent events by decrying Farsight.

battle by an Honour Guard of
mysterious origin.

fthereals

There are three new Ethereal models to lead your brave Fire Warriors
into the heat of battle.

Leader Caste

Tau Armoury

Markerlights

Instead of a single model
benefiting from the
markerlight's ability to
‘illuminate’ targets, entire
units can increase their
Ballistic Skill, ignore
Cover Saves, bypass
Target Priority or ignore
the effects of Night
Fighting. Each of these
benefits ‘costs’ one
markerlight hit, and they
can be combined in all
manner of ingenious ways.

Marker Drone

This drone carries a
networked markerlight,
granting the accompanying
unit the benefits of its
markerlight hits.

Shield Drone

The Shield Drones now
have the same Armour Save
and Toughness as the
model they are protecting,
meaning that the owning
player can choose to
remove them in response
to incoming fire.

Gyclic lon Blaster

Range Str AP Assault
18" 3 4 5
Rolls to wound of 6 count
as AP1.

Command and

Gontrol Node

Friendly models within 12"
may use the bearer’s
Leadership for Target
Priority tests. '

Eection System
Allows Tau characters to
survive the destruction of

their battle armour.

Positional Relay
One reserve unit may enter
play on a roll of 2+,




This is a terrifying army for
opponents to face, and is able
to outshoot virtually everyone
in the game. The Fire Warriors
alone can feasibly pump out 72
Strength 5 hits a turn at 12"!
And let’s not forget that the
Ethereals’ Honour Guard have
BS4. The tactics of this army
depend upon the pinning
abilities of the drones and
Sniper teams, especially
devastating when used to trap
units in front of the Fire
Warriors. The Kroot are great
for holding up the enemy and
keeping them off your gun line,
and even if enemy assault
troops do get through, the Fire
Warriors’ Photon grenades (-1
Attack for assaulting units) and
4+ Armour Save should allow
them to survive. Meanwhile,
the Broadsides can happily pop
enemy tanks or smear heavily
armoured troops across the
battlefield. As for the
Commander’s Assault 5 ion
blaster, well, that’s just rude.

With their grasp of high technology, the Tau can lay down an
impressive barrage of high strength fire.

1,500 pts

@ Commander — Shas’el

50
Cyclic ion blaster 15
Fusion blaster 12
Positional relay 15
Ethereal 50
Honour Guard — 12 Fire Warriors 144
Photon grenades 12

L I 298 Points |—‘
O 3 Broadsides 210
Target locks 15
Sniper Team 80
Sniper Team 80

i [ g
1 385 Points

@ 12 Fire Warriors

Photon grenades

12 Fire Warriors
Photon grenades

20 Kroot
Shaper with pulse rifle
2 x Krootox

20 Kroot

Shaper
10 Kroot Hounds

120
12

120
12

140

@ 8 Gun Drones




AR CAVALRY

Commander — Shas’o

Airbursting fragmentation projector

Plasma Rifle
Command and control node

Bodyguard Team
Burst cannons, plasma rifles:
& multi-trackers

66
i { 261 Points |-‘

75
20
20
10

70

@ 5 Stealthsuits

Fusion blaster

2
! i 152 Points |—~

150

@ Hammerhead

Railgun
Burst cannon

Hammerhead
lon cannon
Smart missile system

: i 275 Points '—

2004’s Warhammer 40,000 update makes air assault a

viable tactic for rapid firing Fire Warriors.

@ 7 Pathfinders

80

Devilfish 80
3 rail rifles. 30
Shas’ui bonding knife 15
6 Vespids 9%
Piranha 60
Fusion gun 5

' { 366 Points |—

@ 12 Fire Warriors 120
Photon grenades. 12
Devilfish. 80
Sensor spine. 10
12 Fire Warriors 120
Photon grenades 12
Devitfish 80
Sensor spines 10

I 474 Points I—

Moving forward never seemed
a good idea with the Tau in the
past, but that is no longer the
case. Nobody likes it when a
bunch of self-satisifed aliens
jump out of a tank and rapid
fires the stuffing out of their
favourite unit. That's what this
army excels at. Dynamic and
adaptable, it makes ‘Rhino
Rushing’ seem terribly old hat.
Infiltrating Stealthsuits cause
the enemy a headache from
turn 1, while the Crisis team,
supported by the new and
equally swift Vespid, bound
across the board to annihilate
Armour Save 3 targets. The Fire
Warriors and Pathfinders can
go where they please, snatching
objectives from under the nose
of your irate opponent, and if
any of his tanks manage to
avoid being blasted by your
Hammerheads, you can whiz
your super-fast Piranha up
behind them and fusion gun
them in soft parts at the rear.




Ille Kr nnl The carnivorous and highly adaptable alien Kroot are a
major part of the Tau’s armed forces.

A tactically flexible Kroot
Carnivore squad is easy to field,
as Krootox and Kroot Hounds
in the new Codex: Tau Empire
are unit upgrades for the unit,
rather than separate enfries in
the army list. The Kroot may
look thin, but their alien
musculature gives them a
respectable Strength 4 while
their rifles count as two clos

combat weapons in assault.
They can be used to counter
assault any units that

break the Tau firing line,

or be sent ranging ahead
with their Infiltrate rule.

Patntlndars These versatile scouts are a vital part of
any Tau army.

White Dwarf

Index Xenos: Vespid
Learn more about this
intriguing new race.

Modelling Tau Tanks
Painting and modelling tips
for Tau skimmers.

WO317 APRIL
Modelling Tau Battlesuits
Cool tricks to personalise
your Tau elite.

A combination of pulse carbines and rail rifles make Pathfinders good at pinning.
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Krootox carry a rider who fires

the kot g s lwgerverdon || Netsessuarmie o
of the standard rifle. Though S

primitive; it is sufficiently 1]

powerful with a 48" range and * Crisis Battlesuit

Strength 7 to knock out light . stzt:rr:;r;der ::: i::::t
vehicles. The Krootox is also o Ethereal with

good in assault, though their Shield Drone*  11th MARCH
inclusion prevents Kroot *Tau Army Deal, see p10.

Kindreds Infiltrating. "
Hites

s Crisis Battlesuits OUT NOW

o Stealthsuit team®*  SUMMER

**Available early in Tau Army Deal or. /

Battle Force from 11th March, see p139.
Troops
A high Initiative of 5 and 2 * Tau Fire Warriors OUT NOW
= Kroot OuUT NOW
¢ i 0
Attacks makt? !(root. Hounds SR OUT NOW
valuable additions to your e Kroot Hounds OUT NOW
Kroot squads. * Kroot Shaper OUT NOW
* Devilfish OUT NOW
| Iast Attack
* Piranha team Tst APRIL
* Gun Drones OouT NOW
* Vespid Stingwings.  1st APRIL
e . - » Pathfinders © OUT NOW
This skimmer has been up-gunned to make it a '
more efficient infantry fighting vehicle. Heavy Support
' * Broadside OUT NOW
* Sniper Team 1st APRIL
* Hammerhead OUT NOW
= Sky Ray 29th APRIL
A Pathfinders’ Devilfish fulfils a Special Characters
role as forward scout. Advanced &% Aun‘ Va 22nd APRIL

optical devices allow a deep Vs Shadowsun 29th APRy

striking unit to avoid scattering,
so long as its target point is
within the line of sight of the
transport.

Gun Drones remain the

default choice, but these can
be upgraded to smart missiles.
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rk Eldar force commanded by his
es Developer, Adam Troke.
e‘lpped a taste for the fast and
laying style of the Dark Eldar
ying against Graham McNeill’s
mplars in White Dwarf 311
battle report, and so was eager to take
them to battle once more.

new models hitting the shelves any
time now. And that must mean it's time'
to put the army through its paces in
- traditional battle report fashion, so who
better to talk us through the army’s
performance than the author of the
new Codex, Andy Hoare? Andy s
chosen one of the two new Tau

special characters, Commander
Shadowsun, to lead the army against

¥ X
THE K'OLN INTERVENTION

At the outset of the Third Sphere Expansion, Tau forces, led by
Commander Shadowsun, gathered at the empire’s outermost
colony, a lonely world known to the Tau as Kol’n. The advance
elements of Shadowsun’s forces, while making planetfall, were
stunned to receive a distress signal from the world’s only
settlement. An alien race, unknown to the Tau, had launched a
savage attack.

Shadowsun’s force was outnumbered, the aliens’ raiding fleet
sending wave after wave of fast skimmers to drag captured Tau
back to their slave ships. Worse still, the aliens’ attack had
destroyed the Tau’s primary inter-system communications node. If
the Tau could not call for aid, they were doomed.

Shadowsun knew that the settlement housed a secondary
communications system, and hastily gathered what forces were to

Tau against the speed and close combat
ability of the Dark Eldar. Whatever
happens, it's going to be bloody!

T_hg scene'is set - the firepower of the

» Commander Shadowsun

Points
1,500 per side
Mission

Loot and Plunder

Alpha level

Location
Kol'n

(Tau Desert World)

¢ Commander Shadowsun’s
Ked'n Intervention Force
e The Kabal of the
Black Heart

Heroine of the Third
Sphere Expansion

» Archon No’Akei
Daughter of Pain

‘ 997.M41 :

hand to lead a counter-attack to capture it. The communications
node could be activated through one of two control points
located nearby. If Shadowsun could activate it she would be able
to call nearby Fire and Air caste forces for aid. If not, the Third
Phase Expansion might be stalled before it had even begun...

N




Andy Heare

Raised by wild guinea pigs in
the lawless Home Counties,
Andy came to work for Games
Workshop in 2001. Codex Tau
is the latest book on which he
has worked, with other credits
including Codex Necrons,
Warhammer 40,000 and
Warhammer Realms: Lustria.
He is currently collecting

an Imperial Guard army,
which provides an outlet for
his unhealthy fascination

with tanks.
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LOOK OUT FOR SHADDWSUN

1 hope to see Commander
Shadowsun cause some
damage, working alongside the
Stealth team to sow disruption
and destruction amongst the
Dark Eldar. Her jetpacks,
combined with her ability to
shoot two different enemies per
turn, to survive return fire AND
to jump out of combat if she
does get charged, should prove
an interesting combo.

4@ Andy: I've always liked the Tau,
‘ ‘ ever since | was shown their
S5 first Codex the day | joined
Games Workshop. 1t’s the army dynamics
that | enjoy the most, its ideal of
cohesion. Being a bit of a student of real
world military history, this ‘combined
arms’ approach appeals to me, and makes
for a very strong tactical theme. Having
written and playtested the new codex, I'd
picked up a few tricks, many of which
were honed to optimum sneakiness by
chats with existing Tau players, some of
whom have been very successful with the
army. Hopefully,this battle report would
afford me the opportunity to put into
practice some of the lessons learned.

Commander Shadowsun

XV22 battlesuit
Multi-tracker advanced target lock
Drone controller

175

Command-link drone
2 Shield Drones
2 fusion blasters, bonding knife

. ]I 175 Points }—

3 Crisis battlesuits 75
Plasma rifles 60
Missile pods 36

Multi-trackers

3 Stealthsuits

Burst cannons
Shas’vre

Hard-wired target lock
Fusion blaster

; 293 Points

@ 5 Vespids

Strain Leader

= 102 Points

N - =) —

My plan was to split my army into two
elements. The first would provide a solid
firebase, and for this | took some the new
Sniper Drone teams. These are great
against both infantry and light vehicles,
and are useful for inflicting pinning tests
on the enemy. These would be backed
up by an ion cannon-armed
Hammerhead gunship and a Broadside
team, whose railguns | hoped would be as
useful against vehicles at long range as
their smart missile systems would be
against infantry up close. The second
element of the force would consist of
mobile units — Crisis battlesuits, a Stealth
team and the two Devilfish-mounted Fire
Warriors teams.

@ Hammerhead

90
lon cannon 15
Smart missile system 20
2 Broadsides 140

Advanced stabilisation system 20
Smart missile system

3 Sniper teams 240

[ i 525 Points !—‘
@ Fire Warriors team one (12) 120

6 pulse rifles

6 pulse carbines

Devilfish 80
Fire Warriors team two (12) 120
6 pulse rifles

6 pulse carbines

Devilfish 80

L ; 400 Points }—




Deployment and Tactics
My plan was simple,
though 1d need to be
flexible in its execution.
I intended to draw the
Dark Eldar on to the
guns of my firebase,
which was set up on
the extreme right. This
position would cover
two of the three
objectives and
hopefully blow away
any Dark Eldar that
tried to claim them. The
maobile element would
be deployed on the left,
and used to perform
counter-attacks mid
game, before moving in
to claim or contest loot
counters. | accepted the
risk of losing the
firebase to a Dark Eldar
assault, but it was
ultimately a worthy
trade. The key to
keeping the Dark Eldar
from overrunning my
lines entirely would be
target selection. Take
down the fastest, most
threatening enemy and
victory would be mine!
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Adam Troke

Adam’s not a super villain in
training, doesn't leap off
rooftops for fun and wasn’t
raised by guinea pigs. That

‘probably makes him one of the

‘normal’ members of Games
Development. While he's
normally found defending the
Shire from all comers, he’s an
avid Warhammer 40,000
player. Prone to excessive
enthusiasm it's easy to lure
him into a theoretical debate
on radicalism in the inquisition
or the nature of the missing
legions. Try it some time.

LOOK GUT FOR INCUBI

With power weapons and a 3+
Save these battle-hardened
killers are more than a match
for the best assault troops in
the 41st millennium. There’s
nothing in the Tau army that
can match these warriors in an
assault, so the Incubi should be
able to annihilate any opposing
units in close combat.

Adam: In all the games I've played using
the Dark Eldar a few things have become
apparent. First is that they are a fun army
to use. Second is that, used correctly,
they are incredibly dangerous. They have
some of the best ranged weapons and
assault troops in the game. They may be
fragile, but they’re really good at dishing
out the pain.

My force is lead by No’Akei. Backed
up by an Incubi Retinue she should be
able to hack apart any Tau foolish enough
to get in her way.

Four Raider squads form the bulk of
my army, and should be perfect for
grabbing objectives, while the squad of

ARMY STATS

Dark Eldar Archon 60

Agonizer 20
Splinter pistol 1
Shadow field 25
Combat drugs 25
6 Incubi Retinue 150
Blaster 6
Raider 55
Incubi Master

Haemonculus
Scissorhand
Destructor

: 400 Points

- = -
L B A *) | --}

@ 5 Warp Beasts* 75

5 Mandrakes

Y
) { 150 Points I—-‘

* Althaugh you need a unit of Wyches to take Warp
Beasts, Adam really wanted some, s we let him off.

Mandrakes can advance and decide
where to strike at the last minute. A Warp
Beast pack is a must — they're fast and will
make mincemeat of any Tau they can sink
their teeth into.

Heavy support comes in the form of
a Ravager, which will target the Tau
vehicles and battlesuits. I've added a
‘squad of Scourges armed with four
splinter cannons to kill off Fire Warrior
squads, and a Talos because it's rock hard!
| also took a Reaver Jetbike squadron,
‘giving me some extra speed and killing
potential and a Haemonculus — mostly
because it looks great.

@ Ravager 105

7 Scourges 112
4 Splinter cannons 80
Talos 100

L II 397 Points I—
@9 Warriors 72

Raider 55
Splinter cannon & blaster 15
9 Warriors 72
Raider 55
Splinter cannon & blaster 15
9 Warriors 72
Raider 55
Blaster 5

L i 416 Points ]"‘
@ 5 Reaver Jetbikes 125

- 125 Points




Deplayment and Tactics

My plan is really simple, so simple
in fact that I might even remember
to stick to it. I've planned to divide
my army into three chunks, each
tasked with capturing a single
objective. The Reaver Jetbikes, and
one Raider squad will take the left

flank, two Raider squads and the
Talos will take the centre, while
No‘Akei and the other two Raider
squads will focus on the right flank.
The Warp Beasts, Ravager,
Scourges and Mandrakes will be
seeded across my battle line, ready

to plug any gaps and take the battle
to the Tau if the opportunity
presents itself. I've got so many
dark lances I’ll be able to blast any
Tau vehicles into next week, and
enough Warriors to make sure
those objectives are mine!




Loot Counters

Whilst taking turns to
place the three loot
counters the guys agreed
that one should be placed
on the landing platform.
Why? Because it looked
cool, that's why! It
transpired that the
platform was roughly 12"
high, and the guys agreed
before the game began
that Adam’s Scourges and
Raiders, and Andy’s
Stingwings and Devilfish,
would all be able to reach
the platform and claim
the objective, but that the
scenery piece was
otherwise impassable
terrain. They agreed to
measure any firing at or
by models on the platform
horizontally only.

SUOISSIL 3|qIxa]4

Dark Edar

Adam: Take the objective. That's all I've
got to do (and it’s probably worth
reminding myself of it at the start of each
turn). With that in mind | started moving
my troops. The Ravager slunk out from
behind the rocks that were concealing it,
and locked onto the Tau Hammerhead.
All the Raider squads raced forwards, and
one disembarked, taking up position near
the centre objective. The Reaver Jetbikes
turbo-boosted towards Andy’s Sniper

The Raider squad makes for the communications node.

‘Stunning a Hammer

Counter Placement
D3+2 was rolled to

determine the number
of loot counters to be
placed. The result was
three, and the suys
decided that the centre
terrain piece would
count as one of them.

Drones. Lastly the Scourges and Warp
Beasts moved up, making use of cover to
protect them from the enemy.

My shooting was really set to be the
best thing about this turn. Six dark lances
and a disintegrator should make a real
mess of Andy’s army. | won't labour the
point: My shooting was rubbish. Out of all
those shots, | managed the sum total of
ad. Worst Shooting
phase ever.




Tau

Andy: Well, | knew they’d waste no time

getting stuck in, but those Reaver Jetbikes

were way too close for comfort! They
were staring down the barrels of nine rail
rifles though, and that's not a place you'd
want to be. Before bumping them to the
top of the ‘to kill’ list, however, | had a
little manoeuvring to carry out.

The Broadsides used their all-new
battlesmt support system the advanced

toy a_llows them to move a_cc_o_rdlng to the

Slow and Purposeful Universal special
rule, and they would therefore be able to
fire their heavy weapons this turn, despite
having moved.

The speed and skill of the Reavers is no match for Tau ﬁrepmver‘

In the Shoo’ung phase the BroadSIdes

teams, the Spotters usmg_thelr ne{werked
markerlights to ensure the drones’ hits
were on target.

Meanwhile, on the left flank, one of
the Devilfish opened fire on one of the
two Raiders making a wide sweep
across the extreme end of the table. Its
burst cannon took it down, four of the
Raider’s passengers dying in the ensuing
explosion. Nice.

\ Markerlights
Markerilghts are laser-
designators ~ if the model
firing the markerlight hits
its target, then other Tau
units can fire upon that
target with increased
effect. The biggest change
to how they used to work,
and the one that Tau
players will love the most,
is that a successful
markerlight now allows
not just one model but an
enﬁre unit: t'o improve its
target On top of this,
markerlight hits can be
used for purposes other
than increasing Ballistic
Skill - they ean modify
enemy Cover Saves,
Pinning tests and have a
variety of other effects.
Best of all, they are.
stackable, meaning that
multiple markerlight hits
cu_multhe_effepts upon
your enemy.




Bark Edar

Adam: Curses. First | kill nothing, then
Andy blows away a sizeable portion of my
army. | can see the way this one is going
to be. Still, taking the objective is my only
concern, and with that in mind my Raider
squads (that still had Raiders) closed in on
their targets. The Ravager, eying up a kill-
shot on the Hammerhead, prepared to fire
again. Elsewhere my army slunk forwards.
If I achieved nothing else this turn, | did
have control of two objectives. That's
enough to win!

The Shooting phase was better than
last turn. [ killed a Sniper Drone — have
that you fiend! That’s all. Despite firing
four dark lance shots at the Hammerhead,
unleashing 16 shots from my splinter
cannons into the Crisis team on the right
flank, and another dark lance on the
Devilfish, all | managed was killing one
measly Sniper Drone. It's about this time
in a battle report that vou start to wonder
what vou did to offend the Dice Gods.

Turn Two, and the battle is in full swing, with the
Dark Eldar advancing toward the Tau firing line,

I Charge Movement

Special Movement

Standard Movement

Shadowsun blasts the Talos.




Tau

Andy: As the smoke cleared after Adam’s.
turn | was pretty amazed to see that my
army had emerged entirely unscathed.
The Dark Eldar were an awful lot closer
however, so I'd have to be meticulous

with my movement and target selection in

order to eliminate the most dangerous
threats. | could see that a lot would hinge
on this turn — if | could do sufficient
damage | should have been able to hold
Adam'’s forces at bay. If not, they'd be
overrunning my lines in short order.

The Movement phase was spent
getting as many units as possible into
positions from which they could shoot. |
manoeuvred the two Devilfish troop
carriers around so that they could fire:
on the Archon’s Raider, and moved the
tag-teamed Crisis suits and Vespid to
target the passengers as they, hopefully,
disembarked from the vehicle's
flaming wreckage.

In the middle, Commander Shadowsun
and the Stealth team zipped forward, to a
position from which they would be able
to fire upon the Talos before using their
jetpack move to jump back to safety
behind the rock spires in the Assault
phase. This they achieved, Shadowsun’s
twin fusion blasters taking a wound from
the monstrous construct.

The Shooting phase went like a dream,
the culmination of which was the
Archon’s Raider crashing to the ground
and two of the Incubi dying in the
resulting explosion. Although the
passengers disembarked to a position from
which the Vespid couldn’t see them, two
of the Crisis battlesuits could, and downed
a further two Incubi. All in all a pretty
effective turn!

y

|
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Jetpacks

Tau battlesuits are classed

This enables them to make
an additional 6" move in
as they are not engaged in
close combat. Tau jetpacks
add a huge level of tactical
flexibility to the army,
allowing units equipped
with them to redeploy in
the Assault phase after
firing their weapons in the
Shooting phase.
Alternatively you could
use the additional
movement to follow up an
enemy unit that has been
forced to fall back, whilst
another, more subtle,
manoeuvre is to pilot your
army on the battlesuits,
moving, firing and moving
again, fo avoid close
combat or to close in on

your objectives.




Haemonculus
These master torturers go
to war with a baffling
array of sinister weapons
and, for just 25 points, are
the perfect way to add
some extra punch to a
Dark Eldar force. Watch
out for the destructor.
This template weapon

can have an Armour
Penetration as low as 1,
spelling certain
destruction for any
unfortunate warriors
caught in its acidic spray.

Dark Edar
Adam: Things were starting to look
pretty grim by now. My only consolation
was that little Slaughtometer which
was still reading 2-0 to me. As long as |
remembered the objectives, things would
be just fine.

My Movement phase involved rushing

the Mandrakes towards the Sniper Drones.

The Mandrakes had to reveal this turn,
and the Sniper Drones had been so
frustrating up until now, that it was time
for them to die. The Raider Squad holding
the centre objective ducked into better
cover, where they were less likely to fall
foul of Andy’s shooting, and the Warp
Beast pack moved in to support them.
With Shadowsun slinking about, perhaps
they’d be able to sink their teeth into her.

My Archon, bless her cold heart, was
pinned down for now.

In the Shooting phase the Talos
managed to hit and kill one of
Shadowsun’s Command Drones, and the
Raider squad nearest to the Tau building
hit the Devilfish with a blaster, shaking the
crew but causing no permanent damage.
The Scourges gunned down four of Andy’s
Vespids with a hail of splinters, shredding
the winged aliens and making my day
seem a little brighter.

The best was yet to come though. The
Mandrakes charged two of Andy’s Sniper
Drone squads and killed one model from
each. In return, the poor outclassed
drones did nothing, and promptly fled
from the field of battle. Huzzah!




Andy: So, Adam’s_att_ack. had struck home,
pretty much overrunning my right flank in

one move. | needed to contain the Dark
Eldar that were claiming the loot counte
and so manoeuvred the Broadsides and
Hammerhead into positions to open fire
on the Dark Eldar as they consolidated.

In the Shooting phase the Broadsides

brought down the Ravager, (thanks
once again to their advanced

stabilisation system) and the Stealth
team almost finished off the Talos with
their burst cannon, taking it down to a
single wound.

The climax of the Shooting
phase came when Commander
Shadowsun repeated her hit-and-run
attack on the Talos, her twin fusion
blasters destroying it utterly before she
leapt backwards once more.

I’'ve got a brand

new combo

The Tau army is all about
mutually supporting units,
the various combinations
fitting together in
different ways depending
upon the enemy being
fought. Several notable
combos were in effect in
this battle, such as
Commander Shadowsun
and the Stealth team
working together to take
out the Talos. Another
was the Crisis suits.
working together with the
Vespid, a potentially.
deadly combination when
used against enemy with a
good Armour Save, such
as Space Marines, or, in
this case, the Incubi.




Dark Eidar

Adam: Remember the objectives? [ still
have two and Andy has none. The only
problem was that | was starting to run out
of army to hold them with. Across the
board | pushed forwards with the units that
weren't busy holding objectives. My
Archon leapt out from the ruins of her
destroyed Raider and headed straight for
the Crisis Battlesuit team, and the Warp
Beasts in the centre set their hungry eyes
on Shadowsun.

In an apparent lapse of sanity, | then
moved the Raider squad led by the
Haemonculus off towards the remaining
Sniper Drones. | have no idea what |
hoped to achieve. [ certainly wasn’t
thinking of the objectives.

My shooting was paltry again, stunning
the Hammerhead but doing nothing else.
The Assault phase was better. The Raider
squad and Haemonculus cut down all
three Sniper Drones, leaving just the Tau
Spotter to defend himself. The best was in
the centre though. An avalanche of fangs
and claws, the Warp Beasts slaughtered
Shadowsun’s drones and smashed her to
the ground, the Beastmaster dealing the
finishing blow.

Turn Four, and the Dark Eldar still have the upper hand.

Gombat Brugs

Archon No'Akei, using combat
drugs to boost her abilities Killed a

Crisis battlesuit, although they
held firm under her onslaught.
Sadly, she wasn't half as lucky,
and suffered two wounds as Adam
greedily used four of the Combat

Drugs abilities.

/.




Tau

was undone! Time to unveil the
Master Plan.

First to take control of the loot
counter atop the landing pad. This
task was assigned to Fire Warrior
team 2, whose Devilfish we had
decided could reach the top.
These were accompanied by the
two surviving Stingwings, who
would lend their support in case
the Dark Eldar pulled some final
trick from their spiky little sleeves.

Fire Warrior team 1 prepared to
execute the tactic beloved of Tau
commanders, disembarking from their
Devilfish and blasting away. The Fire
Warriors opened fire on the Scourges, the
cover afforded by the crater saving all but
three. Unfortunately, the survivors stood
their ground, and locked a tad angry too...

Lastly, the Stealth team leapt forward.
They opened up on the Warp Beast pack,
and although all but two of the beasts
survived, the remainder fled. The Stealth
team used their jetpack move to follow up,
keen to gun down the remainder in the
next turn.
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Dark Edar

Adam: There was a time that | had two objectives, now
though, I've only got one. Things were getting pretty
hectic out there, with Dark Eldar and Tau dying in droves.
There wasn't a lot left to do other than hold on to the
centre objective for dear life, and deny the others to Andy.

My remaining Raiders got into position to bring the
Hammerhead down. Up until now | had been pursuing a
peculiar vendetta against it, but now | realised it really
had to go since it was the only unit Andy would be able
to contest the objective on the left flank with. The Warp
Beasts managed to rally this turn. This was a mixed
blessing though, because they were staring down the guns
of Andy’s Stealth team once again.

My Shooting phase was reasonably effective.
Generally everything missed, or did nothing, but the
Scourges were awesome! Between them they shot down
five of the Fire Warriors hiding behind the Devilfish — who
promptly failed their Morale check and fled 4" away.

My Archon killed a Crisis battlesuit again in assault,
but came undone when the remaining member of the Tau
squad bludgeoned her unconscious. On the right, the
Haemonculus destroyed a Sniper Drone, and the rest fled

off the table. Everything was balanced on a knife-edge.

&€ Fight with fire and courage and nothing

can Stand against us.3”
: Commander Shadowsun
al

Andy: We were both stunned by the small number of
units left on the table. By this stage in the game | was
feeling confident that | wasn’t making a total fool of
myself, but | still needed to make sure the Dark Eldar had
no opportunity to deny me objectives at the end of the
game. Alpha-level games can go like that — a couple of
enemy Scoring Units left alive at the end and all your
hard work is undone.

Speaking of Scoring Units, the Fire Warrior team atop
the landing pad heroically rallied, consolidating back
towards the loot counter. Meanwhile, Fire Warrior team
1's Devilfish made use of its landing gear, settling to the

‘ground and thereby interposing itself between the
Scourges and its passengers, who had by now regrouped.

This team was only just hanging on to Scoring Unit status,
but one volley from those Scourges could ruin that.
In the centre, the Stealth team advanced. The Shas’ui

gunned down the remaining Warp Beasts, while the
Shas'vre used his target lock to draw a bead on the nearby

Raider, which he blew from the sky.

Lastly, on the right flank the Hammerhead swept in
and claiming the loot counter. Provided its luck could
hold out for just one more turn, things were looking good.




Dark Hdar

Adam: Disaster! Andy’s Fire Warriors had
rallied, the Mandrakes were dead the
Scourges were fleeing. All | could do at

this point was try and hold the centre. The

Raider squad on the objective moved up
to shoot at the Stealth team, the last
Ra:der took aim at the Hammerhead and
My shootmg.was good, COI‘ISJdEI‘Ing
what there was. The Raider squad wiped
out all but one of the Stealthsuits and the
Scourges managed to break the Fire
Warriors on the building trying to claim
the objectwe - they onfy ﬂed 2" but if

unco.n.t.e.s_ted ._ Lasrly, the Rald.er. fn‘ed at th_e-.

Hammerhead again. After dozens of shots
at the blasted thlng, | finally destroyed it!

If I could hold on to the centre
objective and score a draw, I'd be a very
happy gamer indeed!

Tau

Andy: The objective atop the landing pad
would be mine only if the Fire Warriors
ﬂeeing from the Scourge s fire could raliy

move to run b_a_lck_ alo_ng_th_e arm —all very
dramatic, especially in the last turn of
the game!

With the Stealth team no longer a
Scoring Unit and the Hammerhead

The Devilfish saves the day, killing enough Dark Eldar to render the squad useless as a scoring unit.

downed, there was only one way of
contesting, or perhaps even claiming the
central objective. | needed to take the
Dark Eldar warriors claiming the central
loot counter down to less than half of
their original strength.

This was achleved in one fluid

then sw.ept across.the tabie to .contest the
central objective. That left the score at
one loot cbunter in the hands of the Tau,
one unc_o_nt_es_ted and one conlested Not a
bad result, but one | felt it would hcwe
been rude not to improve upon. This the

Tau did as the Devilfish fired its pulse

carbines at the Dark Eldar warriors, kiHing:
one of them and finally robbing them of

Scoring Unit status.
As the game drew to a close, the

remaining Broadside picked off the Raider.

The Dark Eldar attack upon the Tau
colony had been repulsed, and the
Tau were able to activate their
communications nodes and call for aid.
Aithough both sides. had pald a tembIe

havmg s_;hot do.Wn the Hammerhe.ad
gunship that had swooped in to take it
towards the end of the game.

) Devilfish Troopers

Have some of your Fire
Warriors armed with
pulse carbines - these are
Assault 1, with a range of
18", which means they
can be deployed in the.
second rank of the Fire
Warriors without the:
worry of them being out
of the 12" rapid fire
range. The chance to
inflict a Pinning test
makes them well worth
the inclusion.



kreater glory for the Greater Good

Andy: A convincing win for the Tau, but
things certainly looked a bit shaky for a
turn or two. If | had had a bad run of
shooting in the first couple of turns, or if
I had made some bad target selection
choices then the Dark Eldar would have
been in amongst my army in short order
and once there they would have sliced
through most of my units in no time. At
the other extreme, | might have shot
down the Dark Eldar before any had been
able to close in on my lines, which
although a glorious victory for the
Greater Good would have made for a
pretty dull battle report.

What transpired was somewhere in
between. By drawing a large part of
Adam’s army on to the static element of
the Tau, | was able to keep the mobile
element moving, inflicting damage and
contesting objectives to the end. The army
performed as | hoped it would, with
various units working well together. |
would have liked the chance to introduce
the Incubi to the Stingwings, showing off
what the Strength 5, AP3 neutron blasters
can do, but the Incubi were caught in the
flames of their destroyed Raider before
being gunned down by other units, so the
chance never came. Maybe next time!

You don’t want to do it like that!

Basically, Adam fell for my brilliant Master Plan! I think his only real mistake was attacking on such
a wide frontage. By doing so he inadvertently ensured that few of my guns were ever out of range of
at least one of his units. Were | playing the Dark Eldar, I would have concentrated my attack on one
point, at one end of the Tau line, using the army’s inherent mobility to fight where and when |
chose. And the point | would have chosen to do so would have been the mobile element of the Tau
army, encircling and dealing with it in one go while the static element watched on helplessly. In the
event, Adam’s attack, while devastating in places came in piecemeal, and focused too much upon
the element of the Tau army | had determined was, essentially, sacrificial. His efforts would have
heen better spent on negating the Tau mobility and destroying those units likely to end the game
contesting objectives. Of course, it’s all very well saying that with the benefit of hindsight...

Bring me a new army

Adam: Wow! So many dead models —
utter carnage across the whole battle
front. To be honest | botched it horribly.
My failure to destroy the Hammerhead
over the course of five turns became an
obsession. With all those dark lances |
could have been blasting Broadside suits,
turning Stealth teams into molten slag
and giving those Devilfish something to
worry about.

I was determined to leap onto the
objectives and hold them to the end, and
what | should have done was blow Andy’s
army away. | had the long-range firepower
to hurt him, and could have fought for the
objectives later in the game. The fact of
the matter is, my plan went wrong, my
dice were abysmal and even then, |

nearly had it. Andy should be grateful he
was so lucky.

That’s the way to do it

How am [ meant to critique a winning performance? Although I'd have made different selections in
the army had 1 been using the Tau (I'm a big fan of Kroot, especially now Krootox are part of the
unit upgrades), | can’t really fault the way he used his force. He unleashed the ‘Fish of Fury” tactic to
great effect, and kept that squad in the game by covering them with their tank while they rallied. His
Devilfish acted as air-cavalry, and it worked great. By keeping the Stealth team and Shadowsun back
from the action they were able to launch a savage counter-attack on my troops holding the centre.
Nope, if I'm going to be fair about it — Andy did a good job. So in my best Punch voice: That's the
way to do it.
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Fire Warriors are the Tau
Empire’s front line troops,
expanding its frontiers with each
battle they fight. Whether fielded
as solid walls of infantry, or
mounted in Devilfish transports
as air cavalry, no Tau army can
do without its Fire Warriors.

Basic Assembly \

When assembling your models, consider the angle at which the
warrior’s weapon is held and which way his head is looking.

@ The weapon held up high, with the head posed at an angle
looking along the gun, so the firer is aiming (1) and (3).

@

' It might be lowered or raised, with the warrior looking away, holding fire
whilst he observes an enemy’s movements (2) and (5).

@ Held to the side, while the warrior is walking (6), or held in one hand
whilst the other prepares a grenade or activates a scanning device (4).




Advanced Assembly

A few conversions in each Fire Warrior
squad can help personalise your army.

@ Cutting and bending limbs to create running (1) and (4) or
crawling poses (2).

© Using Green Stuff to fill gaps created by posing (6), or to
remodel hands (4), (5) and (6).

@ Mixing parts from kits, such as (3), which incorporates
pieces from the Tau Tank Accessory sprue.

@ Adding extra detail, (6) for example, has a pin for an aerial.

Using Green Stuff

To get an effect like this (i), cut the top
off the the arm to create a flat surface.

for strength, then fill in the gap with
Green Stuff. Leave it to dry for 20
mlnutes, then press Imes into it with a

resculptgd_

The model at the bottom has had his
wrist (iii) and knee joint (iv) simifarly
repns:tloned Heis carrymg his helmet,

m;,\_. pav

helmeted hea._d_

wﬁié_h fdl_r_ect_m.n it wr_ll pomt Pm the joint




The T"au Sept

T’au is an arid, desert world, the favoured climate of the
Tau race. The colour scheme is quite easy to paint using
the Layering and Extreme Highlighting techniques, the
latter being applied to the armour, over a black
undercoat. Tau equipment is very hi-tech and clean, so

take your time and try to be neat with your lines.

atage One

Eyepiece  —iij @— Tau Symbol

Scab Red Skull White

Armour —d @— Gun Stabiliser @

Vomit Brown Tin Bitz

Undersuit — @@— Black highlight A

Scorched Brown (Layer) el
Codex Grey/
Chaos Black

The circular device at the end of the
pulse rifle is the gun stabiliser.

atage Three

,k. Y

Armour —id
highlight (Layer)
Bronzed Flesh
Undersuit —§j
highlight (Layer)
Bleached Bone/
Scorched Brown

@— Gun Stabiliser
highlight (Layer)
Burnished Gold

&— Black highlight @
Codex Grey -

The highlighting on the armour is a mix
of Layering and Extreme Highlighting.
The final highlight should only be
applied to the very edge of the armour.

SLES Worgsnap
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For more on layering
and extreme
highlighting, check
out pages 38 and 40
of How to Paint
Citadel Miniatures.

atage Two

®

Armour lining —@ i#— Eyepiece @)
Tin Bitz highlight —
Undersuit —& Blood Red

highlight (Layer) @— Tau Symbol %
Bleached Bone T Ehase Black -

Scorched Brown
Black highlight —
(Extreme)

Codex Grey/
Chaos Black

©@— Gun Stabiliser ()
highlight (Layer)
Shining Gold

Lining requires a steady hand. Fither
apply the paint as a thin line, or
water it down before painting it into
recessed detail like this and wiping
off the excess.

atage Four

Sept —&3 §— Eyepiece ®
Markings t;—-‘ ' highlight (dot) =g
Skull White Skull White
Undersuit —&))
highlight g
Bleached Bone (layer) &— Armour
Scorched Brown Highlight @
{Extreme
Highlight)

Bleached Bone
Bronzed Flesh

Lenses on models look great when
painted like this - just paint a crescent
of a lighter colour to the underside of
the basecoat, opposite this, apply a dot
of Skull White paint.



Details
Painting Tau Skin
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o Shadow Grey (the eyes 1:3 mix Bleached Bone/ 2:3 mix Bleached Bone/ 1:1 mix Bleached Bone/
are left black). Shadow Grey Shadow Grey: Shadow Grey
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sept Markings

The Tau utilise a great many
markings and insignia, many
of which determine such
things as the wearer’s rank
and unit. These are derived
from the ancient warpaint
worn by the Fire caste in
the earliest history of the
race. Although the exact
form these markings take
can be varied according to
your own tastes, their
colour is tied to the sept
from which the wearer
originates.

The Tau use a wide
variety of stripes and circles
to indicate rank, role etc.
Although you don’t need to
‘translate’ them exactly, they
come in handy as a simple
squad numbering system.
Simply count a single stripe
as team one, two stripes as
team two and so on. Team
leaders wear the same
identity stripes, but these fill
larger areas of their armour.

All models in an army will
usually have the same colour
sept markings, and the squad
markings are applied to drones
and transport vehicles
associated with the unit.

Au’taal Sept
D’yanoi Sept

e




aniper Drone Team

Black highlight @ Black highlight 2

(Layer) (Extreme Highlight)
Codex Grey Fortress Grey

atealth Team

Many of the principles discussed in
relation to the Fire Warriors apply here.

Deep red basecoat mix
4 parts Scab Red

2 parts Chaos Black

3 parts Scorched Brown

Deep red highlight mix
4 parts Scab Red

2 parts Chaos Black

3 parts Scorched Brown
1 part Bleached bone

This Sniper Drone and Spotter have been painted by Neil Hodgson
in the same colours as the ‘Eavy Metal Stealth teams, as both are
equipped with stealth generators.




Cadians are ambushed by Tau of the Sa’cea sept.
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SPACE MARINE SHOWCASE

For Glyn James the Crimson Fists are the archetypal Space Marine Chapter. He's toiled long and

hard to produce an excellently painted force of Rogal Dorn’s finest.

s some of us hobhyists are wont
A to do, Glyn James took a

protracted break from the joys of
the tabletop gaming after spending much of
his youth in the hobhy. That was, until a
year ago, when he took a painting tutorial,
test subject. Twelve months later, Glyn has
firmly come back inte the foid, with an
ever-growing army of Crimson fists,
constantly developing. *l just wanted to do a
couple of Tactical squads,” he says. "But |

et oty

56 FISTS OF DORN

Glyn James! Crimsen Fists army in all its glory.

‘they’re not as good as my later stuff’.”

~ As a result Glyn is constantly updating
his miniatures. Older models are ‘retired’ —
particularly force commanders — when new
models are released or Glyn’s painting style
develops further. Some he shuts away in a

‘dusty drawer, others are summarily demoted
‘to squad sergeants.

Glyn works in the armed forces and as a

result he has a strict painting regime —

usually getting about two or three hours of

‘painting in a day. “| like to get the sergeant

looking tasty first, that's the number one
man,” he says, "l also paint one model at a
time. It takes a while, but I like fo make sure

my highlighting is sharp and smoath.
Generally | paint only two or three models a

‘week, though | did get my new force

commander finished in only two days.”
What's more remarkable about Glyn and
his army is that he began them with very
little knowledge of the Chapter, being more
attracted to them for their dark colour
scheme, not their history. “When | first
started painting Crimson Fists | didn’t know
much about Codex organisation,” he admits.
“So none of them have any Chapter or
company identification. But as | got into it, |
thought that, because they've got a lot of red
bits, I'd make them into the third company.”




CHAPLAIN FROM THE
LIBRARIUM

Glyn's Chaplain, based on a Veteran Space Marine Sergeant, is one of the most striking_ models in
the army. “I filed off the detail from the Veteran Sergeant’s helmet,” explains Glyn, “and then used
Green Stuff around the eyes to build up a skull.” Giyn deliberately picked a model wearing old MK6
heresy armour. “| wanted it to look like a set that he’d inherited. Either that or he’s been around for a
long time and has always worn that armour.” His inspiration for the conversion came from a
drawing. He copied the double robing effect depicted on the artwork and added an icon to his
backpack to represent an Iron Halo.

For everything you need to know
about Space Marine insignia,
check out these two excellent
Books: Insignium Astartes has a
full breakdown on Codex Chapter
and squad markings, including
company colours, multiple
variations and personal
heraldries. How To Paint Space
Marines has many painted
examples of Space Marine
models, as well as uniform
guides to over 100 different
Chapters of the Adeptus Astartes,
and a wealth of hobby tips and
guides to help you achieve the
best finish possible.

For mare details go to:
www.games-workshop.co.uk
/store/spacemarines

ROGUE TRADER

Warhammer 40,000 Rogue
Trader, which was released in
1987, featured the Crimson Fists
on the cover. The artwork, which
also appeared on the first Space
Marine plastic boxed set, inspired
Glyn to collect the Chapter,

Lw.games-workshop.co.uk/spacemarines



< This is Glyn’s latest force commander, a
model he painted in two days just for this
showcase. “I used a lot of gold originally,”
he explains, “but he started to look like
Jimmy Saville in Terminator armour, so |
toned it down a bit.”

“I've put a winged skull on all my B>
Sergeants’ backpacks or helmets to
show rank,” explains Glyn. He uses

this iconography instead of a banner pole,
“For a standard bearer to have a flag, that's
fine but it's not very practical for a Sergeant,
running around the battlefield.

Force Commander

Veteran Space Maring
with power fist

Veteran Space Maring with

lightning claws power weapon

Veteran Space Marine with

Sergeant

‘Space Marine Apothecary
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< The tabard on the Assault squad
Sergeant was rendered in Green
Stuff. “I deliberately chose a model
with a dynamic pose,” says Glyn,
“and used one with a metal power
fist, so he stood out.”

Assault Space Maring
Veteran Sergeant

i

Command squad

Veteran Sergeant

Company.ﬁhampfqn

Assault Space Marine

i

Company Standard Bearer

Tactical Space Maring.
with heavy bolter

Glyn has afforded his Venerable Dreadnought the same honour as his other characters and added gold iconography to the sarcophagus.
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Jervis Johnson is
one of Games
Workshop’s
longest-serving
games developers.
Every month in this
column he brings
you top secret
information from
the very heart of
the Design Studio.
In this, the first,
Jervis reveals plans
for an exciting new
range of
supplements...

[ORD
RINGS

THE SCOUANG.
| OETHESHII RS S

}}'m‘u&ﬁMEﬂ
ORCS & GOBLINS ,
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A World of Confusion

ivory tower that is known as the Games

Workshop Design Studio, that the number of
different types of rulebooks, Army books,
supplements and annuals we're producing is
confusing. Let's take Warhammer 40,000 by
way of an example — we have the rulebook and
the Codexes, of course, but we also have
campaign supplements like the Eye of Terror,
annuals like Chapter Approved, the Imperial
Armour books from Forge World, not to
mention the articles in White Dwarf magazine
and on the web. This makes it difficult to keep
track of things — even the Warhammer 40,000
Games Development team struggles — and |
can’t imagine what it’s like for someone starting
out in the hobby. It's just as well we have such

l t's been becoming clear, even to us in the

great staff, in our shops and operating our
phone lines, who can help!

It has become obvious to us that we need
to make it easier for players to navigate their
way round our books and supplements;
however, and this is really important, we don't
want to dumb our games down. We want to
keep on producing material that explores the
full breadth of the Games Workshop hobby; it's
just that we want to make it clearer to everyone
how the material we produce fits together. The
way we've decided to go about this is to start
clearly labelling the supplements we bring out
for a core game as either being an Army book
or being an expansion. These labels will
become very important, as the two kinds of
books are quite different in nature...

- €€ We need to make it easier for
players to navigate their way round
our books and supplements 99




F

Moving Forward
In reality, these changes will have very linle ‘ ‘ Th ese Cha nges changes quite soon.

impaclt on you as gamers, apart from making

Army Books
These are called Codexes in Warhammer
40,000, Army books in Warhammer, and
Sourcebooks if they are for The Lord of
The Rings Battle Strategy Game. In future,
all new Army books will be clearly
labelled as a reference book providing the
necessary information to use one or mote
ranges of Citadel miniatures in a game.
So, for example, a new Ork Codex will
contain all you'll need to use Orks in
games of Warhammer 40,000, Of course,
this is how things work alreacdly, it’s just it
hasn't been as clearly defined before.
Collecting an army and fighting battles
with them is the bedrock of the Games
Workshop hobby; there is a lifetime of
pleasure to be had playing our games in
this way. On the other hand, we all know
there is much more to the Games
Workshop hobby than just this, and this is
where the expansions come in... Examples of Army books

Expansions

The expansions are seli-contained
supplements that allow a player to play
different styles of game. This isn't a new
iclea: in fact the Warhammer 40,000
rulebook includes an expansion, called
Kill-team. What is new is our commitment
to bring out expansions for all of our core g
vames. | can't talk too much about what

expansions we're working on, as they're

still in an early planning stage. Suffice to

say we have several very interesting irons

in the {ire, the first of which you'll see this

coming summer (see the news section for

a sneak peek — Ed). Again, any expansions

we decide to make will be clearly labelled

as such on the cover. This is important,

because if you're going to use an

expansion, you will be expected to let an

opponent know when you arrange the

game, and both of you need to know

what is an expansion and what is not. Previous Expansions

| BT T -‘_?_‘A

new edition — but you will starl seeing the

All of which is great, but I'd be a big fat liar

your lives a little easier. For example, all the Wl” make it it | didn’t admit thal for me, as a games

changes mean to tournament organisers is that

designer, the most appealing aspect of these

they must specify which expansions are being far easier to changes is that they will make it far easier to
used in the tournament they are holding. This A bring out lots of new expansions! It really is
will make it a lol clearer o players which army bl‘ll‘lg out lOtS very exciting, and I'will return to this subject in
lists and rules they can or can’t use, which has a future column to let you know what we have
to be a good thing. But please note that this is Of new planned. Until then, have fun, and may all your

£oing to be a slow, evolutionary change - we

dice rolls be 6s (Except tor Leadership rolls,

can only re-label books when we produce a e-xpanSIonS! , , obviously —Ed).

. an If you want to comment on this column then you can do so on the forum:

) www.games-workshop.co.uk/ferums/gamesdevelopment/

/
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Part two of a Mordheim campaign, by Nick Kyme and Andy Hall

Befcome fair traveffer, to part two of our Aodfeim campaign. Venture forth with the Bhite Swarfers and
friends as they Descend into tBe City of the Samned to o battle with each otfer. Beve is their tafe...

background to our campaign

based on the South-West quarter
of Mordheim, the Death’s Head
District, and the Temple of Morr. In
part two we reveal the next part of
the story, present the three special
scenarios nsed in the campaign and
the players’ warbands.

I n part one we gave you the

Steel yourselves, as we return to
Mordheim...

T Be Storyp So 2ar

Soloman Vantor, High Priest of the
Temple of Morr in Mordheim, was
changed by the cataclysmic events
surrounding the landfall of the comet
the Hammer of Sigmar. Believing he,
and only he, could minister to the dead
and bind their souls so they might be
delivered unro Morr’s embrace,
Soleman stayed behind after the comet
struck. He sent away his six closest
followers to spare them and set about
the task of guiding the vast numbers of
the dead o their final rest. But the
wyrdstone shards expelled by the comet
changed him in ways he could not have
predicted. Now, instead of laying the
souls of the fallen to rest, he is
gathering them. ..

From across the Empire, the six Priests
cach received dream-visions that they
believed to be from Morr himself,
bidding them to return to the city. So it
was they ventured forth with warriors
on toe to confront Soloman, but to what
purpose only he knew.

The Sarf Truth Revealed...

Further and further did the Priests delve into the
heart of the city, their allics with them. and gradually
did they uncover the truc, insidious natore of
Soloman's' grand design and the depths of his
madness.

In the dark nights did Soloman send out his acolytes;
creatures... ‘changed’ by exposure to wyrdstone, much
like their master. Corpses they brought to him, all in
varying stages of decomposition. Upon each did
Soloman performed the rites of binding, but not to
Mosr’s arms and benefaction did he intern them. Oh
no, for as well as breaking into crypts and digging up
graves to provide corpses, the acolytes scavenged the
ruins for hell-forged iron. This substance, much like
all of the cursed earth around Mordheim, was tainted
by evil. At the top of the shattered temple, did the
acolytes work, bending and forging the iron until a
device of purc evil was wrought -~ the Soul Engine,

Of Soloman's own design, inspired by dark tomes he
discovered in the darkest reaches of the city. the Soul
Engine, duc to its hell-tainted origins, could trap and
enslave souls = an energy so powerful that it could
raise 3 mere mortal to the lofty heights of godhood.
This was at the heart of Soloman's malfeasant
ambition, his desire to become as Morr himself, a
deity, a soul reaper.

The light emanating from the temple, an cldritch
lumincscence bathing the city, came from the
burgeoning Soul Engine. But in order to reach his
goal and attain godhood. Soloman needed six
particular souls. those that served a higher power,
much like him, The six Pricsts whom he had
banished from the city would be his candidates,
Indced. it was not Morr that bade them return to the
City of the Damned, it was Soloman. If he could
bring them to the city and destroy them, his dread
design would be complete. Yet, the Priests are
unawarc of it. Even battling amongst themselves as
they belicve each of their former colleagues to be
motivated by nefarious purposes. As they close upon
Soloman, they are unaware of his dark plan, and that
they are inevitably walking straight into a trap...
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e ditbsidon )owpe‘t

eéuff gfapers

; Owew E«ive gam'tcs,

: MaIactas hw,s!

‘With Sprint,
Malacias can now
keep pace with the

- Dire Wolves. With
two 85, WS 5

‘attacks there’s not
much opposition, his only match so

far, the bovine beauty that is Byrax’s

a legend Pizlylng the Pclsses_sed
B]jduh was chaigéd by oné of 'the

bcast s claws and pfomptly took him

* out. Then Blidun charged the

- Magister and nailed him too! Was he
* destined for great thmgs’ Nick,

- however, crushed my euphoria by

killing him in the next game.

The Black Hounds: Dire Wolves are very fast with a charge of 16
On the charge they get+1 Altack too, making them deadly.

Tﬁandu.‘ & Eame Fearfess in combat R.rkE Slayers will f:harge any foe.

| Cranium Crackers:
“Zombies are fairly poor
“and effective meat shield

that raise a warband’s
Rout threshold.

tf

Billgee and Greg: Lowly
* Dregs are weak in combat
- but valuable for
3 Exploration after the game.

»4_‘2

5, 108

S

- Malachias von Carstein: Owen's Captain is awesome i
close combat, with 2 Attacks and a Strength of 5 using
 his halberd.

warriors but a L‘heap

Treasure Hunters of
S@amg 66arrenruf

mok its toLl czu'ly on in
thé Eampéjgn'a's 1lost
the first of which was
against the Possessed.
Desplte having the high
~ground and enough
crossbows to do the job, I
“was ma_kmg post-game Injury rolls for my
entire warband, including the Priest.

By 'a#owfng ﬁ‘wm to parry a sword is

P Ay

Rik Turner

Fortunately, my luck improved. In game
three against Andy’s Reiklanders, I
despatched his captain with the first shot,
After 2 heated bow exchange, Andy routed
and I claimed my first victory.
With just Christian's Beastmen ieft I'm
wondering if spending 80 gold crowns on
an Ogre Bodyguard is such a good idea
“against his Minotaur. ..

Basmussen: The Engineer in the warband
increases the ranges of all Dwarf weapons by +6".

A hammer is a good
weapon against fough
opponents that are
hard to injure. It stuns.
an enemy on a 2-4, instead
ofad-d.




Nick: Five wins out of
five — resul't' This is.

The Undead were ny
} ﬁrst apponenzs A

4 kmg 5 ransom for the rctum of one of
my. captured Heroes.

Against Klivcr 5 Men (And) s Rcddanders), ;

thrashmg and won that game 100,

Both games with Rik's Dwarfs and
Christian’s Beastmen ended with
voluntary routs ~ most unsatisfying.
Taking on the Possessed was a hard fight,
though. But the Witch Hunters prevailed
and I go into the final game at full

Bc:stlgor befor.t: [acklmg Owen’ S.Undead.

I would desc.nbc thle. gamc as COW-iasth after wﬁoppmg r.he:

| loads of exira expcnencc
for thIS MY newly

taken out of action and T
fled before he hurt the i

Minotaur: If frenzied, the
anraur fhas & monstrous
Seven. AHACKS.




3 S_k‘im‘ﬁ_sh. Bor.h Warbands have happened
upon the area at the same time and are
fighting it out for control, so they can
oot it. Little do they realise the presence
‘of the dreaded “Warden’...

teyrain
-Choos'e ari:;r orie hélifral ta.b'le 'édgé"of a
‘on the chosen table edge just on the tabLe_
This represents a part of the Gaol. The rest
‘of the gaming area represents the Gaol
‘grounds and terrain should be set up in a
mutually agreeable manner, ]

setaip
Each pl;tyer rolls a D6. The player with the
highest score decides which warband sets
up first. In the case of a tie, the warband
with the lowest rating decides. The first
player chooses the table edge he wants to
set up on, and places all of his warriors
within 8" of it, His opponent then sets up
within 8" of the opposite edge. Players
cannot choose the table edge that has the
Gaol building on or the edge opposite the
Gaol.

~ starting the game
Both players roll a 6. The player with the
highest score takes the first turn. The
Warden and the Inmates (see below) take a
turn after both players have had their turn
and are effectively a third player ie, after
‘the last player has finished his turn, the
Warden and the Inmates get their first
turn. Play then continues as normal,

special rufes
The Warden and his Lackeys: Hidden
‘within the dark recesses of the Gaol is a
thing known by local scavengers and
warbands as ‘The Warden®. No one knows
what it once was; some say it was a large
guard dog, others that it is a2 bonded and
mutated group of prison guards. Whatever
its true origins, the Warden now wanders
the ruins of the Gaol feeding off any
foolish enough to enter its realm, The
Warden is served by a group of ‘Inmates’ —
surviving convicts of the cataclysm since
driven mad. They will attack and capture
“any in their wake so their master may feed.

The Inmates have the same stats as a Bi‘eg,
vou can also use Dreg models to represent
Inmates o'n' Lhc'r.a.blttop Thert, are three

the warrior will be treated as stunned for
D3 turns. Whilst a wartior is stunned the
Inmatr::a wyill 'ca;rry :he wa.rfior 'rowards the

reduced ‘to one Inmate then the remaimng
Inmate ‘can only move 2" a turn. ¥f they
reach the Warden in ‘time, the stunned

warrior is consumed. The warrior is taken
“out of action and is considered dead for
the purposes of the campaign.

‘Fhe Warden has the same statistics and

abilities as a Possessed with two random
mutations (players should decide the

_randomisation method for themselves).
“You can also use a Possessed model or any

Chaos Spawn miniature to represent the
‘Warden on the tabletop (we used a Chaos
Troll - Ed) The Warden will move towards
= and ¢harge, if in range — the nearest
warrior. If it wins a combat it will move

‘towards thie nexe nearest warrior.

NOTE: Both the Warden and the Inmates
all start the game within the Gaol and
move out of this building towards the
warriors that are closest to it gl first and
then the warrior that is closest 1o them, as
described in the riles above.

If a2 Hero enters the Gaol and remains
there until the end of the game he will
gain +1 dice for Exploration (even if an
enemy warrior is present).

Mordheim’s Gzol was not only used
o imprison the city's criminals but
 those of the surmundmg arcas. Even
with the daily exccutions that took
face in Executioner’s Square the
crumblmg building was literally full

rof society’s detritus from the
humble debtor to callous morderess.
When the comet crashed into the
city, a great crack fractured the

2ol i half allowing the few
{-surviving prisoners fo escape.
However, even two years later

umonrs persist that somecone or
something still inhabits the dark
recesses of its inner sinctum.

Scenario: tBe gaof

: :??*9““9 Wrgen:

loses and therr Upponents win.

expttieﬁce

£ gmup SUrvives the.battie.

+1 Winning Leader. The Leader of the
winning warband gains +1 Experience.

+1 Per Enemy Out of Action. A Hero
gains +1 Experiencc for' each'enemy he

; Inmﬁtes)

+2 Slaying the Warden. Should a Hero
or Henchman group put the Warden out of
action they gain +2 Experience.




Scemrio;

One of the oldest places in Mordheim,
Executioner's Square was named for obvious
reasons, the dnly cxecutions were 2 crowd: puﬂcr
making the arca busy and surroundmg businesses.
successful. Now the gallows and Chopp\mg block

stand deserted amotigst. the. rubblc ancc

ﬁl-qir anger against them.

terrain

This scenario is played on a 4'x4' playing

area as normal. No buildings can be placed
in a central B'x2" area although they can be

placed alcmg this boundary as t.hls

block. Place terrain in the rcmaming
gaming area as normal. The scenario.
Works bt:st-:if this_ is p_articqla_rtg df;r‘_;se_..

Sﬂ"l!_p.
Each piayer mlls a D6' The player wirh the

up hrst In the case of a tle the warband
with the lowest rating may choose. The:
fiest player chooses the table edge he

startm;g- tﬁ_e; ga_m;e
Both players roll a D6, The player with
hzghcst score takes the: ﬁrst turn. If the

ch(msc to £0 ﬁ.rst or sccond

special rufes
Angcr of the Damned The rceﬂcss spiris.s

spmt& stay sﬁcm and nclr_hmg happcn_s this
turn. If the result is a 2 Of more a spu'u

a.[ways the player whose turri it is r_hat is .
attacked: by Spirits; the only difference is

9«‘*09“5. e affﬂ.md model.

An astacked warrior is automatically hit by
a Sm:rggth 2 atsagk (110 armour modi'ﬁer:}

such as a gan,try ‘Or an upper floor of i
building then there is a good chance he

may be blown off and if this is the case.
treat the model as falling. If a model is.
blown into a piece of terl ain (su(:h as a

shguld he s_u_r_vwe:

ending the game
When one of the warbands fails its Rout

test, the game ends. The routmg warbzmd
loses and their opponems i




‘A gtim and forcboding place, the Cemetery of
St Voller had a dire reputation even before the
‘comet struck and changed Mordheim forever.
‘Now, the ﬁ:mﬁ:ry 18 2 haunted place, where the
dead do not rest casy. Indeed, many of the
graves are open and the numerous fombs and
mausoleums of the city's more opulent patrons,
cracked like rotting wounds. Though whether
this is from the attentions of ambitious grave
robbers or the stirrings of the unquiet dead,
who knows...

One warband is out searching the
cemetery’'s grounds for loot, in part at
their Priest’s behest and to pilfer what
remains oq the corpses of the rich and
influential, The cemetery, though, is vast
and the warband spread thin. In the
-shadows of a vast statue, depieting the
cemetery’s patron they are set upon by
~another warband, Iying in wait...

terrain
Starting with the attacker, each player
takes it in turn to place a piece of terrain.
As the warbands are battling in a cemetery,
there should be a large number of graves,
mausoleums, tombs etc. Some of these can
be erected on mounds and some should
be open. In the centre of the battlefield
should be a large statue — the image
representing St. Voller. We suggest that the
terrain is set up in an area roughly 4'x4’.

5€.t’l.l.P
This battle is essentially based on the
Surprise Attack scenario in'the Mordheim
rulebook. As such the set-up is identical to

the Mordheim rulebook.

starting the game
The at[an:ker a]ways gets the ﬁrsl tum
Lagus or Bm:m Fatalismus as the:r P1'1est
they will automatically get the first turn
‘instead. Note if both warbands have this
Priest, then the attacker goes first.

special rufes

See page 133 of the Mordheim rulebook
for details of when the defender’s
reinforcements arrive,

Open graves: Open graves are treated like
being on the edge of a ledge for warriors
within 1" of them. If a model falls into an
open grave they suffera Strength 2 hit and
must climb 2" to get out next turn.

The Unquiet Dead: After each player has
taken a turnand always rolling at the start
player’s turn who went first, roll a.D6. On
aroll of 1 or 2, D3+1 zombies (these are
the same as the Undead warband
Henchmen on page 89 of the Motdheim
rulebook) emerge from the graves. These

S

Gcentario: tBe :cemeterp of st.'ﬁoffer

“until the end of the ~sec€md p!ayer s turn.

They will alwa;s move towards the nearest

'Mordhmm_ is lost :md a wholly deprav_c'd

f)l'ace thé spim of St. 'Vo'll'er' s'tiJ]'éxerc"s
of the Unquaer Dead that rise From the
graves may not move within 3" of the
statue as its holy aura repels them.

ending (e game
The game ends when one warband fails a
Rout test. The routing warband loses.

gpperience
+1 Survives. If a Hero or Henchman

group survives the battle they gain +1
Experience.

+1 Winning Leader. The leader of the
winning warband gains +1 Experience.

+1 Per Encmy' ©Out of Action. A Hero

‘gains +1 Experience for each enemy (and

Ungquiet Dead) he puts out of action.

The final battle
of the campaign!




o 13 6T May 2006 2
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What you Becaswasiend: T8 ' What d0€S the ticket cover: i, A
* A Blood Bowl team based on the restrictions *You play six rounds of Blood Bowl ()VLI‘
stated in the event pack. two days.
* The full rules pack is available as a download * The ticket includes lunches on Saturday and
on the Web. Sunday and an evening meal on Saturday. It
* All miniatures must be fully painted also includes tea and coffee in the morning
and based on both days and doughnuts on Saturday to
* All part ts must be over the age of 16, el L
.p P ﬁr lflpin K TF (i)(.)wi n: as¢ * You also have access to all the Warhammer
Oﬂ% “912{*4‘6(;606 S World facilities over the two days including

the new Citadel Miniatures Gallery.

Death Match artwork courtesy of Black Eibrary

FOR FURTHER DETAILS CALL: 0115 91 40000
www.gamcs~workshop.co.uk/ events/ diary

¢ Tickets cost £50.
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This month’s hobby focus is on the humble yet invaluable PVA Glue.
Here, we look at applications of this product beyond simply sticking
scenery together.

' : N : N
Textured Paint Wash Mix

M 1 part water W 10 parts PVA M 3 parts water B 1 part paint

B 1 part paint B 10 parts sand M 2 parts ink M 1 part PVA
This mix is very handy for painting Washes can be difficult to master, but
scenery, particularly if used to blend in they are worth practising, as not only
features, such as the joins where do they give a fine result but they are
buildings meet their bases, or in the quick. This wash mix gathers in the
gaps between rocks on rough ground. recesses well and dries to a matt finish.

PVA FACTS

PV vite glue’ is a
Before

water-based glue suitable for

all modelling work. It will

bond sand, flock, cardboard X \
and wood: Sealing Studs and Rivets

B PVA stands for : M 1 part water M 1 part PVA M PVA glue M 1 paperclip
acetate. g

PVA sets best at room When making terrain out of polystyrene, You can create rivets and studs with
temperature in'an area you must seal the surface before you PVA glue and a straightened paperclip.
with good ventilation. spray paint it. The example below is of Pour some PVA onto a palette and let it
It dries clear, | a piece of untreated polystyrene after dry for a few minutes. Then dip the tip
If you spill it, wipe it up | spraying. As you can see, without the of the paperclip into the glue and
immediately with warm sealant applied it has melted. carefully dab it onto the pad.

soapy water,

It might peel off your

cutting pad but it won't
come out of

clothes once dry, s

arm water

and wash immediately.

It is non-flammable. 3
Without a PVA seal With a PVA seal Application Undercoated

70 CITADEL TOOLBOX



How to introduce a friend to The Lord of The Rings

response to someone who says *..but I
dan’t want to play The Lord of The
Rings.” It's a two-step progess, the first
being to adopt a decadent east-European
accent and say “OF course you want to/play
The Lord of The Rings. Everybody wants to
play The Lord of The Rings.” If they
haven’t run off at this point (remember to
roll your ‘r’s, that’s very important), sit
them down at a gaming table:

Now you need to judge their character
type. Some folk grew up on far too much
Robin Hood: They believe in truth, honour
and justice, and can’t look at a balcony or
chandelier without trying to work it into a

l n my mind, there can only be gne

devious escape plan should the evil villain
choose to storm the buﬂding. Give this
person a Good force; headed up by a
suitably dashing Hero (Treebeard is perhaps
not your first choice) and play a scenario on
a board covered with stairways, perilous
drops and, if possible, a chandelier. By the
time they’ve had Aragom fight a dozen Ores
on a narrow stairway with blinding:
swordplay (and possibly some repartee)
they’ll be enjoying themselves far too much
to worry about the lack of atmour saves.

For the bad guys, I admit, it’s a bit
different. Derring-do is not particularly the
stock-in-trade of, say, a Ringwraith.
Generally speaking, the forces of Evil
appeal most to the other sort of gamer, the
one who either a) has a goatee beard, b) has
purple hair or ¢} plays piano. They generally
like houses with basements that can be
turned into secret lairs (or gaming rooms)
and dream of having minions to do their
bidding. The unbridled joy they will receive
when a gajillion Goblins back Gandalf up
against a wall (or preferably, a lava flow)
and give him a Moria-style makeover will
quickly win them over, From thereon in,
it's'easy...

Mat Ward

stions about your army? Find the answers at:

@ Got que: ’
www.games-workshop.co.uk/ thelordoftherings/

& Loot, Pillage, Plunder
Collecting Variags of Khand

& The Wrath of Keiseimu!
A campaign pitting Khand
against Gondor

‘& Khandish Chariot
Painting Workshop




AT STRATIGY aﬂnﬂu

s

Heroes
The Witch-king of Angmar on
Khandish Chieftain with bow

Warriors
8 Orc Warriors with spears
4 Ore Warriors with Orc bows

handish Warriors use axes almost

exclusively, occasionally choosing to

use a bow as an alternative. This
makes them quite specialised - better
suited to close combat. Lacking heavy
-armour or shields of any kind, they’ll not
fare well in any kind of extended shoot-
~out with mest Good forces, so you'll want
P to get in close as quickly as possible, or

S

> QGet an Axe &

Loot, Pilla e, Plunder

Collecting Variags of Khand

The Khandish hordes have a raison-d'étre that would make Genghls Khan proud get there
quick, hit them hard, and steal their stuff. Mat Ward heads off in search of various ways to
add them to your current army and beyond.

Pelennor Fields Wa rbaﬁld 500 p_binfs :

4 Ore Warriors with two-handed weapon

a Dark Steed

8 Orc Warriors with shields

2 Warg Riders with throwing spears
2 Warg Riders with Orc bows

2 Warg Riders

6 Khandish Warriors with two-handed axes

-

use them in support of other troops.
Fortunately, Khandish Warriors are
relatively cheap in points cost, so you can
easily add a handful to an existing force.
Here I've added a small Khandish
warband — available as the ‘Khandish
Warriors’ boxed set — to an army of Minas

Morgul (as might have been seen at the

Battle of Pelennor Fields).

handish Warriors with bows

It's worth noting that the Khandish
contingent is led by its own Chieftain —
alwaye a must when rmxmg dlfferent
also a fantastic way to get started.mth
Khandish Warriors, as it allows you to buy
a small group and get a feel for how they
work before building up an entire
army’s worth.




handish Horsemen are among the Even better are the chariots. Though Riders for the reliable Khandish cavalry —
most renso‘ri&bly priced in the they have a points cost slightly greater than _mcludlng two chariots. I've had to take. e
| W game, weighing in at only 11 points two Khandish Horsemen, chariots are Khandish archers out ('l n ;
each for a warrior with a bow. This, fantastic due to their status as monstrous to represent dismounted Horsemen) 50 I’va
combined with the fact that they are mounts. They can even move full rate and added a couple more warriors, to keap my
braver than Warg Riders, makes them a st:il pnppcryobr enemies with arrows. I've infantry well represented, leaving me a spare
worthy addition to your army? j xchal gﬁ the cowardly Waxg Khandish Warrior from 2 blister of ‘three.
Pelennor Fields Warband 2 496 points
Heroes 4 Orc Warriors with Orc bows
The Witch-king of Angmar on a Dark Steed 4 Orc Warriors with two-handed weapons
_,.--K-handlsh Chieftain with bow 2 Khandish Charioteer with bows
A AN 2 Khandish Horsemen
j8 Orc Warrrﬂr ‘with sh:elds 9 Khanehsh Warriors with two- handed axes

8: Orc Wamars wﬁh_




a5 A Pinchi of Hero «——

Pelennor Fields Warband 3 503 points

Heroes Warriors
Khandish King with bow on a Khandish chariot I Khandish Charioteer with bow
Khandish Chieftain with bow 1 Khandish Charioteer
Khandish Chieftain with bow 6 Khandish Horsemen
22 Khandish Warriors with two-handed axes

¥ now, you'll wondering why you’ve
B even got anything other than Khands you've Bn_o'ugh Heroes to prop 5 sashimono has now left th' bulldmg to

in your army - and rightly so. The Lhdps to battle. Khandish Kings, especially. a purelv I‘\hdndﬁ ‘ve achi

ce the rest of your deserve a mcnuon hu‘e Mounted ona '
Variags. Of course, as a side !
Eﬂ&tt wu']l prebably vrant to lme the formi &handlsh ng
it th a banner ¢ Khandlsh with an i
arriors, you'd have to be erazy not to want
one. Although other chieftains can hold
oints you can spend on axes .md your line, this is the man you want to lead

bows instead! your attack.




- >No Pay, No Slay < ~

about the Mercenaries of Khand,

honourless warriors who will travel
anywhere and kill anyone — if the price is
right. Mercenaries, by and large, have the
same options and troops as regular
Variags — they lack only Chariots and
Kings. They also have a few wrinkles of
their own. Firstly, they’re often cheaper
than regular Variags ~ which means that
you ean field more of them. Secondly;
they have a higher Fight value and a |

l would be most remiss if [ didn’t talk

lower Courage - they'll fight like demons'
until they start losing, Finally, there s a 1
in 6 chance that they won't turh up and
fight, but that’s-what yoti get for hiring
honourless scum!

With all that said are Mercenaries
worth taking? Absolutely. Most of the Evil
armies, be they Khands, Haradrim,
Ea‘swr]mg\ oreven (to an extent) Mordor,
have trouble getting that elusive Fight 4 into
e thout spending lots of points.
This is whert the Mercenaries come in. Seed

them throughout your regular troops and
you're onto a winner — they're cheap
enough that you'll have them in numbers,
and 'the two-handed axes and high Fight
value are a nasty combination.

Bob McFarlane’s Haradrim Raiding
Force, shown below, highlights a great way
10 use Mercenaries. On average, he can
expect at least 17 maodels to turn up to the
battle, leaving him with a vast foree with
which to smite the enemy.

H&t*adruh Raldlng Force 499 points

Warriors

18 Haradrim Warriors with spears

"5 Haradrim Wm10rs Wlﬁ‘i bo s
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STRATEGY BATTLE Gk

Khandish Chariot

Painting Workshop

Sometimes partially assembling a Citadel miniature and painting it in separate chunks is

—— — Preparation «—— 4

’ Level; Intermediate

Colour Palette

Time: Approximately 8 hours total

Tools: Modelling knife
Modelling files
PVA glue
Superglue
Fine Detail brush
Small Drybrush
Standard Brush

Materials:  Chaos Black spray paint
Green Stuff
Modelling sand
Spare bases
Static grass

} Chariots are a deadly part of the Khandish arsenal.




—~ Construction <

~

Instead of assembling and painting the chariot as a single piece, it’s much easier to treat the model as five separate models or

‘sub-assemblies’: the chariot itself, the charioteer, his banner and the two horses. Using a small amount of superglue, attach each
sub-assembly to a spare base for easy handling. ' ;

Back Banner

The Khandish emblem will need to
be painted on both sides of the
banner, so keep it separate.

The Charioteer

Attach the charioteer’s axe to his
hand with superglue.

The Chariot

Assemble the chariot in one piece,
complete with the bow glued to the
chariot’s fairing.

The Horses

Glue these on with superglue.

Fit the pins in the haft of the
chariot into two pinholes in the
base of the chariot. Once the
superglue is dry, fill these holes:
with Green Stuff

Fill the gaps where the legs join the
horse’s body with Green Stuff,

< GM



- — Painting < —

Undercoat ﬂl :t_:h_e sub-assemblies with 'C_h'a_os Black spray paint — apply more Chaos Black to the recesses where the spray does not
reach if necessary. When using the brighter colours of Blood Red and Shining Gold, you should apply several thin coats of paint to get a

good coverage.
Metal Skin ;
Paint the metal with Boltgun Start with Tanned Flesh
Metal, then apply Black Ink followed by Dwarf Flesh,
to shade this basecoat before highlighted with EIf Flesh,
highlighting with Chainmail.
Red armour Skull
Apply several coats of Paint with Codex Grey,
| Blood Red onto the leaving the recesses
armour, highlighted with unpainted, then highlight
Fiery Orange. with Fortress Grey,
followed by Skull White,

Sash

Apply a coat of Vomit

Brown, then use a mix of

Bronzed Flesh and Flesh
Wash, with Bleached
Bone highlights.

Skin, mane and tail
Paint the horses’ skin in the
same way as the black cloth —
apply more Fortress Grey to
the mane and tail for a
lighter colour.

Bridles

Carefully paint the bridle
work Scorched Brown, then
apply thin highlights of
Tanned Flesh.

Gold

Paint the gold areas Shining
Gold, then highlight with
Mithril Silver.




Animal skin, ropes and sashes on quivers
Apply a coat of Graveyard Earth, shaded with a mix
of Brown and Black inks, then hlghhght with
Kommando Khaki.

Gold trim
Paint on several coats of
Shining Gold, then apply

Chariof Metal
Paint the metal i

on the bridle
- Chainmail. a Chestnut Ink wash.
Finally, highlight with
Burnished Gold.
Tassles Black cloth
Apply a coat of Drybrush the undercoated
Vomit Brown, cloth with Codex Grey then
then Bleached apply a lighter drybrush of
Bone highlights: Fortress Grey.:

Bootis 2
b'ﬂ'n'tq' ﬂiéﬁ hlghhght mth
Tanned Flesh.

‘Wood and quiver

Start with a basecoat of Dark
Flesh, then highlight with an
equal parts mix of Dark
Flesh and Bleached Bone.

The Base

Glue sand to the base, then apply a
wash of Brown Ink. Once dry,

Red Cloth
app]y a drybrush of Bubonic

t Use Scab Red to paint the red
cloth, highlight the creases and
Ihe edges of the material with

.| Bone. Fll'ld"V gfuc ‘it}ltlc grass to
the surface of the base in patches.

:__” _ | L SN e . JD@L
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—~Painting a Khandish Icon« 5

A (:Ommon-isymfb(f)l iha_t appears on most models within a Khandish army is the sun icon. Although a steady hand is needed when
painting any intricate details. this stage-by-stage guide will make it quicker and easier to paint these distinctive symbols on your

) Next paint triangles at the top and Add black triangles to either side of
the circle. ;

On the banner, paint a circle with
¢~ bottom of the circle.

Paint in the entire shape with

Then a_dd four more triangles
Chaos Black.

between the ones already painted.

Apply Bleached Bone highlights to

Then paint a Vomit Brown circle on
finish the icon.

top, leaving a circular line.

> Final Assembly < =

Onee all the parts are dry, carefully break the horses and the chariot so that it matches the rest of your army. Finally, glue the banner to
from their bases and test assemble them on the base supplied with the the charioteer’s back on the pinhole, then attach the warrior to the
kit. When you are happy with the position on the base, glue the pinhole in the base of the chariot. Be aware that after assembling the
horses in place, then the chariot. After that, texture and paint the base model you may need to touch up parts of the miniature.

Paint a black circle in the centre of
the shape.

-
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THE LORD OF THE RINGS BASIC PLAYSHEET

m:zw__zm

JUMPING
A model must jump any obstacle that is more
than half of its height. if it wishes to move
across it.

<Q§na_ surface will offer nnccmr handholds -
so that it can be climbed steadily. In this
CHon, A e Memteal siffene o difucuis A model can attempt a Jump test at any
terrain and move the model upwards or Pl :m.n_oééﬁz Zo s oun_ el
downwards counting the distance as double e e Y
the measured distance. In addition, roll a
dice when the model starts to clinib and at
the start of each move whilst climbing and
refer to the Climb chart below:

THE CLIMB CHART
DICE RESULT

twice ils W_Qm_._r

When a model must make a Jump test, roll
a dice on the following table:

THE JUMP CHART
DICE RESULT

1  The model falls to the mﬂoczn_.. If the obstacle is taller than the model. then
It takes damage — see paragraph deduct | from the roll. M
below for details on how to work 1\ Shimbles & fails: The model doesnt m
this damage out. cross and cannot move further this tum. |

2-5 The model continues to climb 2.5 {
either up or down. If the top or
bottom of the obstacle is reached,
the model halts:

6  The model continues to climb either
up or down. If the top or bottom of
the obstacle is reached, the model 6
completes ils remaining maove.

Suceess: The model successfully
clambers over the obstacle and
reaches the other side. The model is
placed on the other side of the
obstacle with its base touching it and
cannot move forther this turn.
Effortiessly bounds across: The
maodel leaps over the obstacle and can
complete its move if it has any left.

Jumping or falling down a drop more than twice the model’s height is dangerous. If a model
jumps/falls in this way it is automatically placed lying on the ground at the foot of the drop and
suffers one Strength 3 hit for each full 1" or full 2em of fall. So; a model that fatls 4'/10cm suffers i
four Strength 3 hits; a model that falls 12cm suffers six Strength 3 hits, etc. Note that when jumping
# drop of more than double the model’s height, no Jump roll is required to make the descent no
matter how far. The warrior plummets to the ground quite effortlessly! Assuming the experience does
not prove fatal, the model is considered to have expended all of its movement for that Move phase. _

Copyright & Gamas Wotkshop Limited 2006 excepting all materials:pertaining to the New Ling theatrical productions: The Fetiwsiip of-the Ring, The Two Towers; and
Thee Returm of The K which are & MIMVI New Line Preductions, ine. All Riohts Reserved. Tie Card'of The Rings; The Fallowsfip of The Ring, The Tise Towers,
The Refum of The King and ames of the characters, itams, even' piaces thergin.are trademarks of The Saul Zaentz Company diyz Tolleen Enterprises under
ficense tn haw Ling Productions, Tig and Ganes Workshop Lil All Rights Resaned. Games  the Games Workshion Iogo, Eayvy Matal, Citade! 2nd the Cltadel

dovica are gither &, TM andrar & Games Warkshop Ltd 2000-2006, varably ragistarad:in tha 1K and ofar countries araund the world. Al Rights Resenved,

Wisle: wwwlordoftheringsne
Amertca Online Keyword:
i Lord of the Rings |

NEW LINE

THE LORD OF THE RINGS ADVANCED PLAYSHEET

Dooa Heroes = Move _” S D A W C Special Rules MIW/F
it WhE G e e o
2i0em T T -
4fitem = L b :
4%10cm 2 4 | 1 4 Diefender:of the Mark. Hone of the Riddermark H1/2
: 2 4 I 1 4  Guand of the Citudel 2
&' Hdem 4 4 2L 2 6 .._.....am&v. Shot, Woodland Creature 33
At : Gitaem TR e Mty et FHBI
Boromir of White Tower 671 4em 4 6 A 6 Hinen aF Gumdor, B o Minas Tt Py
Gimli L szt ETTREET e e Adsvorthe Dwar 300
Elrond : .m,.___r..r”_: 4 i 3 5 7 _Lni—m_h of the 1* Barm, Woodlind, Creature: 3733
Glorfindel R R e 30
Gil-galad Gdory (0K A LT3 g L el a1 o Nostnd G .ﬁ.m
Haldir .. 4 4 2 2 b Woodland Creature, Expetbshat 311
Arwen Evenstar AR s I : id 1131
Gwaihic 411560 e g = it
Trecheard, Mighty Ent &"f14em B4+ B i 5! i i  Tersar, Throw Stisse, Wi o I63
Théaden GUidem s~ 4 4 20 3 5 Eapen Rider s
Eomer 6ldem  SH+ 4 B 2 2 5  ExpentRider 300
; A Hem S 3 w i3 Lo iediiny Expert Rider—- T el AR
GHfldem 4) 4 6 2 2 4 ._u,?n Rider. Royal Sranda] o;o_an 3
| Farimir o v T e 00 S bk
Imrahil 6ldem 6 4 T ] A 6 The Linéage of Nimenor 3033
[ TheKingoltheDead | 6tdem AL & B U200 vk meielus bt s e g 016
Evil Heroes Move F S D A W C Special Rules M/W/F
| The Dark Lord Sauron 6914w 945 & e ﬁ?.”gms.g.wﬁ%ﬁ_._iE?%..ui..“@uw_w
The Mouth of Sauron  6'/ldem 4~ 4 5 2 2 4 DakSieed | 141
| gv.w_s.n._anbﬁnﬁﬁ. B 14em 5= » E 1 B Ter, The Wil ot il Haringer aF Evit ..a.m:mvung
E..nsnn:w...m e G ] 8 1 | 6 e, Toet Wil B, Hlarbinger of il HRD- 14002
e s T e e e e i 3
Balrog  GYidem . 10834 9 9 4 i =7 Taash, Tesvar, Resisiomt 16 Mg, Anil B o Loty
! mﬁ.ﬁ.ﬂsﬂﬂ-&dﬂr—g S EbAem - SE et 1 3 i ST o P .a.mﬁ._.u_gnz»% i .‘___mvh i i
Grima Wormtongue 6il4em 3 3 1 1 7 mnn.waam%w TES
Durbiits, Kingof Moria 57i2%em 44 & 6 2 2 4 CoveDwolkenlronFist 3
Sharku (on Warg) 107 24em, 4l — 4 5 i 2 3
Gothmog idem 55 0@ T BT e Sasror e T 30
Shelob [0 24cm® T/~ 7 .___ I f 4 Terror, Venom, Pounce. I::E.__m._nmrﬂ Q60
Grishndkh e e s S R it
Shagrat T e e e A R R 311
Gorbag s e e £
Mordor Troll Chieftain — 6'1dem 75+ 7 8 3 3 4 ,E:ch Thiow Stonies 20111
Gollum/Smeagsl  Uldem & 4 4 4 30 W Gave Dweller Se¢ Rulebiok T
‘Suladin; The Serpéot Lord 671dém. St 4 5 5 a0 115 Poisoned Arrows, Ascendan 3301
Hasbarin  eUden s34 43 2 .
Mahiid Chieftain Qipaem. A5 4 L5 L@ 25
Murnak of Harad R B e e = |

* See model’s entry for mnﬁ:o
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Khandish King

Khandish Charioteer




'The Wrath of Keiseimu!

A New Campaign pitting Kband against Gondor

This map-based campaign for two players allows you to recreate a Khandish horde sweeping
out of the eastern lands towards Osgiliath.

- he map below represents the
I territory of Ithilien, where the
fighting is taking place. The playing
area is split into 25 hexagonal regions (or
hexes), some of which are shaded green to
represent dense areas of forest. Twelve

blazing sun, that represent each player’s
base territories.

The Forces it
Each player has six different counters in his
army, representing a different part of his

force. At the start of the campaign, beginning
- with the Good player, each player places a

‘counter on one of his base territories.

There are no restrictions as to which

‘counters can be placed where, provided that
they are placed on a base territory of the
owning player.

In addition, some of the counters have -
special rules of their own, which may
influence where you choose to place them
(see page 86 and 87). Once the counters
have been placed, the game can begin.

Playing the campaign
The Campaign phase follows a similar
sequence to the main game:

] Priority phase — Both sides roll a dice
to establish which side has priority
this turn.

Move phase ~ Both sides take it in

turns to move one army, starting with
the side that has priority. :

Fight phase — Resolve any battles
that have occurred as a result of the

Move phase.

End phase - The turn is over, army

4 counters withdraw or retreat (where
appropriale). Regions are claimed.
Players begin again from Phase 1:
Priority.

Priority Phase

Priority is determined by both players
rolling a dice. The player with the highest
score wins, If the roll is tied, priority passes
to the player who did not have priority. The
Good player automatically has priority in

‘any number of armies can share a hex. Most
‘armies may only move once in each Moye
‘phase, though some can move up to two

hexes. However, if an army moves into a
hex containing an enemy army, its move
‘ends. Armies may not move if there is an
‘enemy army in their hex. If an army moves
into a region containing an enemy army, the

move that turn,




Dense terrain can hamper progress across the campaign map as well as the gaming table.

Moving through dense terrain
Ithilien is very heavily forested. When an
army marches into a particularly overgrown
region, there is a chance that they may
bccome entangled and not reau.h Thdi]’

a region of dcnse terrain (marked green on
the map), the controlling player must roll a
4+ on 4 D6 ~ if this roll is failed, the army
may not move and loses any further
movenent in that turn.

Fight Phase

During this phase, players resolve any
battles that have been pm\ oked in the Move
both player's field aH the troops. that thcy
have in that hex. For example, if two
counters of Warrtors of Minas Tirith were in-
the same hex as one counter of Khandish.
Warriors, the Good player would have 200

points of Warriors of Minas Tirith whilst the

Evil player would have 100 points of
Warriors of Khand (see page 86).

To decide which scenario is used to
resolve the game, both players roll a Do, If
the result is a draw, use the scenario of the
roll (ie, if both players roll a 6, play scenario
6). Otherwise, the player with the highest-
roll ean choose which scenario is used from
the following list:

D6 Name
1  The Relief Force
(p188 of the main rules manual)
2 Take and Hold
(p189 of the main rules manual)
3 Cornered!
(p190 of the main rules manual)
4  Stop the Herald!
(see overleaf)
§ Il met by Moonlight
6 P:tched Battle
(p191 of the main rules manual)

In each game. players follow the
deployment conditions and special rules as
normal — all of the scenarios are played on a
board 48"/112cm by 48"/112em. It’s
important to make a note of which side won
each game and whether it was a Major or a
Minor Victory.

End Phase

Any armies that were defeated in the
preceding Combat phase must now suffer
the consequences. If they suffered a Major
Defeat they must retreat. and are
immcdidtc]y moved tn a friendly base region
Mmo_r Deteat they rnd_y 1mtedd V\.rltht:l.rax_!nr to
an adjacent region of the opposing player’s.

choice. Retreating armies may not move into
regions already occupied by either friendly
or enemy. armies. '

Armies that are not able to withdraw.
must retreat. Armies upable to retreat are
destroyed and are removed from play. Note
that other tha.n the di 5advamagt:§ of
suffer no 1ll e_,ffects - thcy arc_re_tumec:l_m_
full strength in subsequent turns. .

Claiming Regions

All regions (other than the base regions)
begin the game unclaimed. At the close of
the End phase, any region with a Gondor
counter in is claimed for Good and any
region with a Khandish counter in is
claimed for Evil. This applies whether or not
the hex was already claimed ie, if a
Khandish counter is occupying a Gondor-
claimed hex at the close of the End phase, it
changes to Khandish control.

Winning the game

If, at the end of any End phase, one player
has 15 or more hexes under his control, his
side wins the game! If Gondor wins, Ithilien
has been held and Keiseimu has been
thwarted. If the Evil player wins, Minas
Tirith could soon find itself under siege

from the servants of Sauron.




s Stop the Herald | |

TINCT: = iy YA A B %= + )
i ar FaicH | = e Y, = A

This Gondorian messenger is in serious danger of being silenced,

Description Starting Positions counter or a coin. When this has been done,
i ‘A small party of the Free Peoples is relaying Before the game starts, the Good player the Evil player deploys his models at least

an important message. Along their way they divides his force into two numerically equal 15"/35em from any Good model. The Good

-are ambushed by foes sent to destroy the groups. One group, chosen by the Eyil player then deploys his remaining models

message and all who carry it. Will the Evil player, is deployed within 6"/14cm of the anywhere within 6"/14cm of the board edge.

forces get to the bearer before they are centre of the map — one of these models gt

rescued by their army’s patrols? carries the despatch — mark this with a Obijectives

The Good force is attempting to carry the
message off the board.

\ R ey A
} BV Bl ko : Major Good Victory/Evil Defeat. The
: ! message exits the table and at least half of
the starting Good force is still alive.

Minor Good Victory/Evil Defeat. The
message exits the table and less than half of
the starting Good force (including a Hero) is
still alive.

Minor Evil Victory/Good Defeat. The
message exits the table and less than half of
the starting Good force is still alive. All
Good Heroes have been slain.

R e e g

48"/ 112em

NG Major Evil Victory/Good Defeat. The
"1 10YIdem| | message fails to exit the table,

i

Special Rules

The Message. The only way to take the
message from the model] carrying it is to kill
the bearer in close combat. At this point, any
i of the models that were fighting the bearer
D S s in that turn can get the item. Move the

. : il i marker accordingly. If the bearer is slain b
Good player deplays here % (s s missile fire, the item is placed on the grougd
: Y where they were standing, Models may not
purposefully drop the message.

Good player deploys here /
(despatch group) 7

.
*

O k1

o

o

A
Y

48"/112¢cm
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[ll met by Moonli

Description
On a dark and stormy n:ght two amues

w_lll_km_g eno_ug_h to se_me_w_ct(_)ry’_?

Starting Positions
B{}th players roll a D6 the piayer W):th the

deploys his entire force between 6"/14cm
and 12//28cm from it. The other player then
deploys his entire force the same distance.

- from the opposite edge. The Good player

. thcn rolls a D6 for each of hlS models
that many inches _(double the: result fo_r
centimetres). Finally, the Evil player rolls a
D6 for each of his models — the Good player.
may move the indicated models that many.
inches (double the result for centimetres).

Objectives
This 1s a battle to either death or desemon -

no quarter shall be asked. nor any glven

Major Good Vlctsry!Evﬂ Defeat. The Evﬂ
force has been w;ped out and at least half of
the Good force remains. - :

Miner Good Victory/Evil Defeat. The Bvil
force has been wiped out and less than half
of the Good force remains.

Minor Evil Vlctoryz'G'ﬂdd Defeat. The

Good force has been wiped out and Tess than
half of the Evil force remains.

Fighrmg rhe desire to ﬂee. both sxdc’s battle to the death.

48"/112em

A 6"/ Idcm i

i |

48"/112¢m

Major Evil Victory/Good Defeat. The

Good force has been wiped out and at least

half of the Evil force remains.

Special Rules

Wavering Resolve. The combination of
torrential rain and pitch darkness has taken
its toll apon the warring combatants —

bmh sides staft the gémé Broken and will

each move

The Dark of nght Due to the. reduced
visibility, models may not charge, shoot at,
or use magical powers against models that
are more than 6'/14cm away.




Khandish Raiders

The Evil player has access to many fast moving units; horsemen and chariots of Khand, useful forces with which to encircle

and destroy the defending armies of Gondor.

2 x Khandish Warriors
Represents 100 points of Khandish Warriors

Special Rule: None
2 x Khandish Horsemen
Represents 100 points of Khandish Horsemen

Special Rule: May move two hexes each turn

Each group must have one Hero included in its total points value.

I x Khandish Charioteers
Represents 100 points of Khandish Charioteers
Special Rule: May move two hexes each turn

1 x Keiseimu, King of Sar-Khand
Represents Khaindish Kiirg rviding in a charior,
armed with bow




2
> Defenders of Ithilien < S

During the Fight phase, players may select an army chosen from the iroop types that
contested territory. The Good player starts the game with the following counters,

nets Tirith
Special Rule

Each group must have one Hero included in its total points

Copyright MMVI New Line Productions, Inc. Permission granted to photocopy the game counters in this box for personal use enly, to play games of The Lord of The Rings
Batile Game. All further rights reserved. The Lord of The Rings and the names of the characters, items, events and places therein are trademarks of The Saul Zaeniz
Company dft/a Tolkien Enterprises under licence to New Line Productions, Inc. and Games Workshop Ltd,

: s =2 gk
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Army of Cirith Ungol

Theming a The Lord of The Rings army

Determined to expand his The Lord of The Rings collection and get some more models
painted, Adam Troke sets about creating an army themed around Cirith Ungol - ready to
attend a tournament in icy Finland.

The Army of Cirith Ungol 498 points

Heroes
Shelob

1. Shelob

Shelob brings a very specialised fighting
“ability to the army with a Fight value and
Strength of 7. In addition, thanks to her
Meonstrous Creature rule, she can knock
even Cavalry fo the floor.

Warriors

23 Orc Warriors

Orc Banner Bearer

6 Uruk-hai with two-handed axes
3 Orc Trackers with bows

2. Ringwraith

Ringwraiths are excellent at taking Good
Heroes out of the game with their fethal
array of spells. Combine this with their
Harbinger of Evil special rule, (reduces the
Courage of all nearby enemies by 1) and

they ‘re a potent choice for any Mordor army,

3. Gorbag

Although he’s no match for Shagrai, Gorbag
is still a decent enough Hero thanks to his

3 Might points. He's such a loathsome
character in the film, he'd hardly be my first
choice - but for only 45 points he’s got to
be worth considering.




Ithough I already have plenty of
Evil models for The Lord of T

and p'imted her alm_
Cmth Ungol themed force

building a force with a them So when I

was invited to attend the Fanatic ITI' :

toumament in Lah i, I reallsed that lt was e ith Ungol lnn.e are found in the
B\ - sect f the Ruleq Mamml

army that I think best repr esents the forces
of Cirith Ungol.

Shagrat and Gorbag provide a healthy 6

Might points, which allow me to perform

hermc moves aplenty. Shelob and the

’;?--' ""'..""--'-"P-#"" 47:#;?-.'._3,--. o5 -"" 3'_‘ .-_k'-.‘.at "‘*‘!‘rﬂ_ﬁ—:" r g power to tht: army, w

( ourage to keep the army in
orst happens,

Orc Shaman
Orc Shamans

additions to an
Evil force than

to the Fury magic
power. This one

make a difference in
battle that 1s

going badly for

the Evil player.

Twenty-three Orc Warriors provide a g
foundation for the force and the six Uruk-
hai bring some much-needed muscle to the
throng. Three Orc Trackers use up the
remaining points of the army, providing a
scouting party who range ahead of the rest
of the force.

7. Ore Trackers

4, Shagrat

A hulking Uruk-hai with a Fight
and Strength value of 5. and 3
Might points. it’s difficult to
imagine a Cirith Ungol army
without Shagrat. He's a good
leader, a great fighter, and for
55 points an absolute steal!

5. Mordor Uruk-hai
Uruk-hai are better than Ores
and a match for almost anything
4 Good player can send their
way. Their higher Fight,
Conrage and Strength value are
huge assets, and tan make a big
difference in a game.

6. Mordor Orces

Mordor Ores are cheap and
nasty. Good in a fight and due
1o their low cost, they come in

reasenable numbers. However,

their low Courage means they
need a Hero around to keep
them fighting.

Greaf shots with a bow, Orc
Trackers are a nice cheap way
of adding some shooting to'a
Mardor force. They have a low
Defence though, so they need
looking after if you're going to

get the most out of them.




~ e . :
- 2 Painting a Cirith Ungol Army < ~

I've never heen :the_\_mrlﬂ’s best painter, so any army that I attempt has to have a strong unifying colour scheme to make up for any
shortfall I have in skill and technique, I therefore settled upon four main colours, the limited palette unifying the army nicely, and being

quick and easy to apply.
Green -
Adam’s Green Mix In the Cirith Ungol scenes in the film, there is a very green look to everything, something T tried to
I wanted a green colour that reproduce in the colours of the army.
looked dull and dirty so I
decided to create my own,
thus ‘grotty green’ was
born. To make my green
paint, mix equal parts of
Goblin Green and Shadow
) Grey. I made up a lot and : = : .
kept it in mixing pots, ready ‘Paint the green mixture Add a small amount of Finally, for a brighter
for when I needed it. “(see left) onto the cloth Rotting Flesh into the highlight, add more
-areas. mix to use as a highlight. Rotting Flesh.
Metal Dark Brown

All the metal in the force, from armour plates to axe-blades, was
painted in the following way. CE

Basecoat the area with Apply a wash of diluted Basecoat the area with Pick out the raised
' Chainmail, =« Black Ink. Scorched Brown. areas with Dark Flesh.
Light Brown

The Rule of Ink
I am a huge believer in the
qualities of Brown Ink.
Once I had painted each
model, I finished it with a
coating of Brown Ink,
diluted with water ina 1:3
mix. The best thing about
b doing this is that it conceals
Use Bestial Brown for the Then highlight this with Bubonic Brown is the a multitude of painting
base colour. Snakebite Leather. final highlight. inadequacies!

Painting Shelob
As a 10 year old I horribly misread the description of Shelob in The Lord of The Rings. Since then, no
matter how hard I've tried, I've always imagined her in a pallid, fleshy hue.

So, when I painted my own Shelob model. I decided I'd go with my childhood image, and s
give her a sickly colour scheme — it looks really nasty, and pleases my inner child. M

1 I started with a basecoat of Bestial Brown, over a Chaos Black undercoat.
2 Over the course of about three stages, | added more and more Bleached Bone %

F to the Bestial Brown, lightening Shelob at each stage. The Bleached Bone

mixed into the brown creates a very unpleasant looking pinky colour.

3 Once I'd got her flesh to a suitably icky colour, I gave her a wash of watered-
down Brown Ink (see The Rule of Ink), being sure to cover the whole model
carefully.

4 Lastly, two coats of 'Ardcoat varnish finished her off. Not only did these toughen
her up for the tabletop, but they also made her glisten in 2 wet and sickly way.




—~——————— > Cirith Ungol Tactics ——————

With this army, T have some specific plans in mind on how it will perform on the battlefield. Basically this breaks down into four very
simple tactics.

Get stuck in

My army is not designed to compete with the encmy at'long
range. s pumber one @i is 1o get into close combat as quickly
as possible, Bearing in mind the shooting polential of some Good
armies. this is doubly important. A full-speed charge acrass the
battleficld is my main aim. with the Ore Trackers keeping back,
taking pot-shots at exposed enemy Heroes and banners.

The Aura of Doom

Thanks to the Ringwraith™s Harbinger of Evil special rule, there 15
a speeial role for hin in this force. While the batle rages, he
needs to lurk close o the enemy, placed so that he can’t be
charged. This way, when | bréak the Good force. s many ol the
Good medels as possible will be within 12"/28¢m, and will suffer
the -1 penalty to their Courage tesi.

The Spider Surprise

Shelob moves alicad of the main force; making use of cover (o get
into riange withowt being targeted by cnermy shooting. Because she
moves Fast and can traverse all teprain like it's open ground, she
should be able to feap out of cover and cause somge real trouble.
Her primary targets are enenty Heroes and banners: cut ofl the
head, and the body will die. Something like that anyway.

Preparing for the Break-up

Evien your most cunning plans can go 1o pieces, and you find your
force broken. That's when the panic cheeks kick in. But, (o stop
iy army from dissolving Fyve got & simple plan. Pl pull my
remaimning Heroes back o my lines so they can use theéir Stand
Fast! to good effect and keepthe Ringwraith (the model with the
highest Courage value) om of harm's way, 1o hold the line steady.
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' '“'ﬂlsvuﬂdaied Meba Paint Set boasts all 65
pnmk; ruijnks from the current Citadel

3 ._._-_.mto a smarl metal carry case tu make the
' ultimate paint set for serious hobbyists.

GAMES
WORESHOP

Contents List

Bad Moon Yellow
Bestial Brown
Blazing Orange
Bleached Bone
Blood Red
Bronzed Flesh
Bubonic Brown
Camo Green
Chaos Black
Dark Angels Green
Graveyard Earth
Dark Flesh
Dwarf Flesh

} Elf Flesh
Enchanted Blue
Fiery Orange
Fortress Grey
Codex Grey
Goblin Green
Golden Yellow
Hawk Turquoise
Ice Blue
Kommando Khaki

META

Boltgun Met
Brazen Brass
Burnished Gold
Chainmail

INKS & VARNISHES
{ Black Ink

Blue Ink

Brown Ink

Chestnut Ink

Dark Green Ink

TOOLS
5 Mixing Pots
PVA Glue

BRUSHES

Detail Brush

Fine Detail Brush
Standard Brush

Liche Purple
Tanned Flesh
Midnight Blue
Catachan Green
Red Gore

Repal Blue
Rotting Flesh
Desert Yellow
Scab Red

Scaly Green
Scorched Brown
Scorpion Green
Shadow Grey
Skull White
Snakehite Leather
Snot Green

Space Wolves Grey
Sunburst Yellow
Tentacle Pink
Terracotta
Ultramarines Biue
Vermin Brown
Vomit Brown
Warlock Purple

Dwarf Bronze
Mithril Silver
Shining Gold
Tin Bitz

Flesh Wash
Magenta Ink
Purple Ink
Red Ink
Yellow Ink
Gloss Varnish

Modelling Flock
Modelling Sand
Paint pot labels

Basecoat Brush
Large Brush

Small Drybrush
Large Drybrush

WHAT YOU GET:

47 Acrylic Citadel paints
8 Metallic Citadel paints
10 Citadel Colour Inks

1 Gloss varnish

5 Mixing Pots

7 CITADEL PAINT BRUSHES:
= Detail Brush

* Fine Detail Brush

« Standard Brush

 Basecoat Brush

NEW Mega Paint Set £150.00

Also available:

PVA Glue T
Modelling Flock
Modelling Sand

A sheet of paint pot labels
A smart metal carry case

INCLUDES
THE ENTIRE

= Large Brush
= Small Drybrush
= Large Drybrush

CITADEL PAINTS
RANGE!

HOW TO PAINT SPACE MARINES

A great resource for painting Space Marines
in their various Chapter colours or for even
creating your own Chapter colours.

How To Paint Space Marines £12.00

HOW TO PAINT CITADEL MINIATURES
How to Paint Citadel Miniatures provides a
comprehensive introduction and guide to

assembling and painting Citadel miniatures.

How To Paint Citade! Miniatures £12.00

Q4HEE DR sy
HOW TO I‘f‘\”

PAC
TARINE M NI




The Spirit of the Game

Take a good look at the picture above
and imagine you are the Dwarf player.
It’s the beginning of your last turn and
your opponent has already gone. The
Dwarfs are winning by roughly 500
points. The Slayer is the last survivor of
a unit worth roughly 300 points which
wiped out two units and the battle
standard, capturing their banners for an
additional 300 points, so the Dwarfis
worth 600 victory points.

If you leave the Wyvern unengaged,
you can unleash your Thunderers and
Cannons on the monster, itself worth
over 400 points, plus 200 peints for the
banners of the units it has destroyed.

BUT it is every Slayer’s dream to
meet a glorious end. And the blood of
your Clansmen slain by the beast is
calling for vengeance. Such charge will
mean death for the Slayer, and the loss
of the game for you. It's time to declare
charges, What do you do?

Charge, for Grugni, Grimnir and
Valaya! Have you mistaken me fora
puny Manling?

. Don't charge, shoot it with
| everything! After all, Warhammer is
not a role-playing game...

What did you choose? In my opinion
the right answer is neither.

You see, the way you play should
always take into account your

‘opponent. If you are playing a

tournament-oriented power gamer,
then do not charge, as he would think
you silly if you did. But if you are
playing a person that loves the
background of the Warhammer world,
has a themed army and makes gurgling
noises as he moves his Chaos Spawn,
then charge in!

This is an extreme example, but the
point I am trying to make is not to
impese your style on other people, be
gentlemanly and adapt your game to
create an experience that both players
are going to enjoy, for fun should be the
reason for gaming.

Sometimes it's fun to win, and
sometimes it just doesn’t matter.

Alessio Cavatore

4 iﬁx Got questions about your army? Find the answers at;:

-/ www.games-workshop.co.uk/warhammer/

® The Way of The Necrarch
Tactica

&« Battle Under The Earth
Rules for fighting underground

® Meet the Ancestors
Using Classic Dwarf miniatures




o=y av: As many readers will already know; I think Dwarfs
r ar¢ great, while Phil has been making a mischief of
W? himself around the Studio with his mate Paul Gaynor’s
Nighs Goblins army. When we decided to arrange a game, we
started talking about how cool it would be to fight the battle
underground, like in the Warhammer background. Never shy
of a little solSpmiition) iestted Phil 15 1 chanterc

_ , I directed Phil to a chapter of my
novel Grudgebearer where the Dwarfs are fighting in a hall

THE DUELLING FLOOR

Our floor tiles came in a batch of 11 — don’t ask us why - so we had a couple left over after covering our
5x%4 table. We used one for the raised area in the centre of our board, the other we cut up to use as bases

for scenery features.

ran some special beading around the edge (b).

The last tile we intended to place in the centre of the throne room as a duelling arena for settling
matters of honour. To make it grandiose we used spiral beading to form pillars for each corner (a), and

fight skirmish, and concentrated on devising an interesting
‘scenario rather than lots of special rules for being

the DIY store and see what we could find to recreate an
overrun Dwarf hold. All together it took us a day to buy the

‘materials for the table and get it ready — all for less than thirty

94 BATTLE UNDER THE EARTH




TILETASTIC

These tiles can be easily laid out on Slate tiles - These are very realistic, pack can cost about 15 quid, and you'll
your gaming table in a simple pattern but are also expensive and heavy. Butif  need two packs for a good-sized table.
to represent a Dwarf hold, Afterwards, you have lots of money and a car to ' o

they can be packed away, taking up. transport them, why not spoil yourself? Vinyl self-adhesive tiles — Cheap and
virtually no space. The best thing about S s T T - lightweight, these tiles come in various
it is that it leaves the old gaming board ~ Segmented tiles - Again, these look styles and colours. We picked up two
(or dining table) unscathed. great, having already been divided up- packs, choosing two different styles so

RUMBLE IN THE RUBBLE

Making rubble is casy, and it makes great difficult terrain. Take a spare tile
and break off a small section by scoring the tile with a modelling knife,
then snapping it down the line. Then stick rocks to it — we used several
pieces of slate taken from a plant pot. Job done!

‘Whilst scouring the DIY store Gav had a brainwave — buying beading
(strips of decorative wood for applying to the edges of furniture and
walls), cutting it into lengths and yuihg it back to ha:ck, We bought about
four feet and cut it into sections. Stick a 40mm square base on either end.
Add a bit of rubble to the bottom, and bingo; instant pillar!

MAKE ROOM FOR MUSHROOMS &
= Gav, being a fun guy, decided he wanted to recreate the
mushroom patches that the Night Goblins cultivate. He
bought some wooden doorknobs and stuck them to.a
40mm round base with small mushrooms made from
adhesive putty and the odd contribution from the Night
Goblin sprue.

7,

GATEWAYS

These are the gateways. that Gav refers to on page 97.

www.games-workshop.com/dwarfs 95



MAKING MORE TERRAIN

As Gav and Phil were focusing on the basics, resident scenery meister Chad Mierzwa put together some more
spectacular, Dwarf scenery sections.

DWARF KING'S THRONE

Chad: This was an ambitious
project, to show the skill of the
Dwarf stonesmiths. | wanted the
throne to be elevated considerably
and to give an air of
unapproachability. The throne and
dais also had to be usable in a
game of Warhammer to justify their
size. With this in mind I used large
flat areas of foam board. Regiments
can march up the steps, and the
top platform provides an excellent
base for artillery batteries.

MINING TRAIN

Chad: I wanted to create a simple piece of terrain that could serve as an objective.
Mining carts are typically Dwarfish and their contents might give a reason for the

two armies (o meet.

The cart itself was made from pieces of plastic card and Warhammer 40.000 Ork
actillery wheels, cach wheel studded with a drawing pin. The contents of the cart
were made with a small hill of Green Stuff covered with glue and gravel.

96 BATTLE UNDER THE EARTH




THE GAME

Gav: The scene Phil and T attempted to recreate sees a Dwarf
army led by King Barundin fighting to reclaim some of the
outer workings of Zhufbar: In the book they encounter a large
Night Goblin horde in one of the throne rooms and... well, I'll
not spoil it if you haven’t read the book!

Anyway, at the start of the battle, the Dwarfs are entering
the hall, while the Gobbos are waiting for them. The Dwarf
army readies itself for battle as more Goblins pour into the
hall. To recreate what happens, we used the following rules:

* The only Night Goblin forces to start on the table are
Shamans, missile weapon-armed units and war machines.
They can be deployed anywhere on the raised dais, which
counts as a hill.

¢ Three gateways are placed as indicated on the previous
pages. One Night Goblin unit can enter per gateway per
turn, using the rules for a unit returning to the table after
pursuing an enemy. Each unit may contain one character.

¢ Barundin and his Hammerers are deployed anywhere
within 6" of the gateway indicated on the Dwarfs’ side of
the table, as is one unit of missile troops. The remaining
Dwarfs must enter like the Goblins — one unit a turn
(with up to one character) comes through the gateway:

* The Dwarfs take the first turn.

VICTORY CONDITIONS

There is no maximum number of turns. Beginning with the
fourth turn, at the end of each complete turn, update the
current victory points total earned by each army. Do not count
table quarters or for troops currently fleeing (only those
destroyed or off the table), but do include captured banners,
dead generals, etc.

If the Night Goblin victory point total is at least 500 victory
points and double or more the current Dwarfs’ total, the Night
Goblins have inflicted enough casualties to force Barundin to
retreat, and have won. If the Dwarfs reach 1,000 victory points
before the Night Goblins have won, then the Dwarfs have
managed to establish a foothold in the hall and have won. This
is based on a Dwarf army of roughly 2,000 points. If the force
you use is smaller or larger, the VP target for the Dwarfs is
equal to half the points value of their army.

Does y-our beard hang Iaw?

Can; yo_u t;c it in a b_ow?-

Can Y-Oll sling it on your shoulder,
Like a s_l_l_ly manlmg soldier?

Docs your beard hang low?

Longbeards marching song

THE UNDERGROUND REALMS

Spines, Cursed Pit or a Dragon’s Lair, among others.

2D6 Result

luclqr d.ﬂ.(l the br.ive b}' an (:aﬂhquake the lure of which-
is strong enough to keep pmspcctm: plundcrcrs

discoverers lgkc a conste]_lation of stars. The poot ha.s a
causeway of flat stones across which skirmishers can
pass. Other than that it is impassable terrain.

4 Fungus Paich - A patch of fungus sprouts from the
floor. Thcy relcdst: douds of hallucinogenic sporcs

ﬁmgq_s. ml_ls; tesp: for S__tu_p1d1ty a_t t_hc St_a_r{_qf its tum :

5-6 Rubble — A mound of masonry and rubble fallen from
the ceiling or the remnants of abandoned grand work,
Rubble is very difficult terrain and hard cover.

7-8 Pillar — A great column, now encrusted with the debris
of disuse or the ramshackle constructions of verminous
squatters. Roll a dice. On a 1-4 the pillar still stands and
counts as impassable terrain. On a 5-6 the pillar has
fallen and counts as an obstacle.

mine workmgs mnnmg rcd wu:h blood. ThIS table could represent any of the followmg Dwarf I—Ioids the Undcrway Skaven
Tunnels, Hell Pit, Goblin Warrens, Greenskin-infested Dwarf Holds, Qgre Caverns, Gorger I.abyrmths the Ulncsberg, the Black

To generate an item of scenery roll 2D6. You may re-roll duplicate rolls or, if you wish, add to an existing feature.

9 Collapsing Mine Workings — Broken spars jut through
tonnes of chiselled rock like jagged teeth, and ominous
rumbles come frorn above. This area is still unsrabie,

ahortcut across. thlb uneven and treacherous terrain.
Collapsing Mine Workings count as very difficult terrain.
A unit that ends its turn on this terrain feature must roll
a dice. On a 1 ora 2 the unit is hit by the equivalent of
a stone thrower (opponent chooses where).

10 Chasm — A chasm is a deep, steep-sided gorge. It
cannot be crossed anywhere along its length except at a
bndgc — include one wide enough fora smal[ unit to

11 Dais — A dais that holds the throne of a long-dead lord.

This platform is treated exactly like a hill. Any model
upon the throne itself benefits from +1 Leadership.

12 Lair — A terrible subterranean monster has made its lair
in one of the many caves that riddles the underworld,
and its roars alone are often enough to drive interlopers
.J.wa} This tecrain feature causes Terror.
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GROBKAZ-A-GAZAN RECLAMATION THRONG

Dwarfs 2,265 points army

CHARACTERS

Barundin, King of Zhufbar 218 points
Dwarf Lord with shield, Rune of Cleaving, Rune of Fury
and Rune of Resistance.

Fondar, Runesmith 122 points
Shield (Runestaff), two Runes of Spellbreaking.

Hengrid, Thane 140 points
Bearer of the Standard of Zhufbar,

Battle Standard Bearer, Master Rune of Grungni.

Lorki, Dragon Slayer 125 points
Master Rune of Swiftness, two Runes of Fury.

CORE B
20 Dwarf Warriors 205 points

Hand weapons, shields and heavy armour, with Veteran,
Standard Bearer and Musician.

20 Dwarf Warriors 205 points
Hand weapons, shields and heavy armour, with Veteran,
Standard Bearer and Musician.

12 Dwarf Quarrellers 142 points
Hand weapons, crossbow and light armour, with Veteran.
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12 Dwarf Thunderers 178 points
Hand weapons, Dwarf handgun and light armour, with
Veteran.

12 Dwarf Thunderers 178 points
Hand weapons, Dwarf handgun and light armour, with
Veteran.

SPECIAL

18 Dwarf Hammerers 271 points
Rune of Battle, hand weapons, great weapons and heavy
armour, with Gate Keeper, Standard Bearer and Musician.

16 Dwarf Miners 226 points
Blasting charges, hand weapons, great weapons (picks)
and heavy armour, with Prospector, Standard Bearer and
Musician.

15 Dwarf Ironbreakers 255 points
Rune of Courage, hand weapons, gromril armour and
shields.



THE UNDERGROUND UNDERLINGS OF MA THE GRUB

Goblins 2131 points army

®

e

CHARACTERS
Ma the Grub, Night Goblin Warlord 149 points
Great axe, light armour, Oreskin Shield and Guzzla's

Backbone Brew.

Innigo the Pale, Night Goblin Shaman
Level 2 upgrade.

Hooligan Tuesday, Night Goblin Shaman 120 points
Level 2 upgrade and Nibbla's [tty Ring.

Merv, Night Gob]in Shaman 95 points

CORE

55 Night Goblins 272 points
Hand weapons, spears and shields, with Night Goblin
Boss, Standard Bearer, Musician, Fanatics and Netters.

33 Night Goblins
Hand weapons, spears and shields, with Night Goblin
Boss, Standard Bearer, Musician, Fanatic, and Netters.

95 points D

2 Goblin Spear Chukkas

156 points

20 Night Goblins 140 points
Hand weapons and bows, with N:ght Goblin Boss,
Standard Bearer, Musician, Fanatics and Netters.

SPECIAL

11 Snotling Bases 275 points

70 points
Each with two crew with hand weapons.

1 Goblin Rock Lobber 70 points

Three crew with hand weapons.

Night Goblin Squig Herd 248 points
Four Night Goblins, four Squig Hoppers and twelve
Squigs. '

Night Goblin Squig Herd 92 points.
Four Night Goblins and 6 Squigs.

ARE

200 points
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THE BATTLE

The idea was to use as many of our models as possible, so
it was more a case of pufting everything on the table
rather than worrying about army lists (that’s why the
points values are a bit crazy). That’s also why Phil has two
units of Squigs, although normally you are only allowed
one! We worked out the points values of the units as we
moved them onto the table, so that we could keep a

Gav: The Quarrellers began the game with a sterling

1 effort — their first round of firing targeted one of the
Spear Chukkas and all of their hits landed on the crew,
wiping them out.

Gav: Although my Quarrellers managed to destroy the
Rock Lobber, the crew survived and promptly ran
across the dais to man the abandoned Spear Chukka.
By the fifth turn my line was beginning to leok much
sounder, although Phil’s earlier attempts to ‘Fadbutt
my characters and Champions was eating up my
Dispel dice and the Quarrellers had taken some
punishment from Gaze of Mork. The Hammerers were
wiped out to a Dwarf by ranged fire, although I did
deny Phil bragging rights By saving three of them from
short bow shots.

100 BATTLE UNDER THE EARTH

running total of victory points earned. To stop Fanatics
ruling the battle, we decided the biggest unit had its full
allowance of three Fanatics and the other Night Goblin
units had D3 each, rolled at the time of release.

As we've only got a small amount of space to describe
a battle full of great moments, we thought we’'d give you
our personal highlights.

Phil: Although T had lost a Spear Chukka, my

2 remaining Spear Chukka and the Rock Lobber did a
great job of smashing the Hammerers, including a full
on hit with a giant boulder that left six of them as
hammerwielding pancakes. One of my spear chukkas
only missed itwice in the entire.gamel

=l

Phil: The Gobbos closed in on the Dwarfs, releasing
Fanatics all over the place and causing some mayhem,
but the Dwarfs refused to Panic — between the
whirling ball-wiclders, magic and shooting Gav must
have passed a dozen Leadership tests by turn 5. The
fighting started on turn 7, with the Trolls charging the
unit of Miners. Gav announced his unit had Breaching
Charges. Fire? You mean [ wouldn’t get to regenerate
the D6 Strength 6 hits they were going to inflict on my
poor Trolls? As it happened, the Miners only caused
two wounds, not even enough to remove a single
Troll. Unfortunately, the ‘Trolls lost the combat and
fled, getting run down by the Miners,




Gav: The victory over the Trolls was heartening, and the Miners and a unit of

5 Warriors ended up fighting against Ma the Grub and his enormous unit, as
well as some vicious Squigs. Meanwhile, on my right flank the Night Goblins
with short bows had fled from an Ironbreaker charge, fortunately panicking
all three of Phil’s Shamans the next turn. There was no magic for the rest of
the game as they fled from the table (fortunately, because my Runesmith had
already vacated the hall after a failed sortie against the Night Goblin Archers).
A fanatic whirled through some newly arrived Thunderers killing five of them
and then disappeared out of our gateway! We could picture him bouncing
down the staisway bt:ynnd slaughtcnng surprised Dwartt.

Phil: Things were getting close in turns 8 and onwards. The results of the

combats would be vital. Ma the Grub had been doing well, but was obviously

tiring and only killed a single Miner in the 10th turn. This poor show meant

I lost the combat, and he’d already used his Backbene Brew the previous 7
turn. Night Gobbo Leadership being what it is. my general and his huge unit

fled and were run down by the Miners,

| Dwarfs: 927
¥ Goblins: 1,952

Victory for
the Gobbos!

Phil: My final turn came next.
and Gav was on 1,027 VPs to my
1,852, so he was winning. My
Spear Chukkas had been
excellent throughout and T
looked to them one more time.
A keen shot across the hall hit
the flank of the last four Miners
carrying one of my banners. The
first one died... then the
second... and the third... and
the last one! The banner clanked
to the ground from the Miner's
dead hand, reducing Gav to 927
VPs. The really good news was
the Warrior unit on my left
breaking, letting me capture
their standard although they
managed to get away. By the end
of the turn [ had 1,952 VPs -
without the banner [ would have
been 2 VPs short of a victory,
with it | had won by 98 VPs. Yay!
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LORDS OF THE

KARARK ANRKOR

If you don’t want some of your favourite classic Dwarf Special Characters
to be laid down in the Halls of the Ancestos 1en why not update them
using the upgrades and runes available in Warhaﬁuner Armies: Dwarfs?

KING KAZADOR OF KARAK AZUL R »; 270 points
he tale ofmnglfﬁzadorisa ' 3"2' M wsBS S T W I A Id
tragic story indeed. Once King Kazader =~ 3 37’(8) 4 4 5 3 4 4 10

given to the greatest :
enjoyments of life, such as Lord and can be taken as a Lord
drinking, singing, Goblin hunting choice in any Dwarf army. He must be fielded exactly as
and counting his gold, Kazador is presented,. and no extra equlpmcnt can be bought for him.
now a joyless shadow of his

former self He sits brooding e Weapons & Armo‘u,p The Hammer of Karak Azul with the
his throne room, plotting his Master Rune of $miting (causes D6 Wounds); Rune of Striking
revenge against the Orc Warlord —  (+1WS, on profile); The Armour of the King of Karak Azul
Gorfang Rotgut. It was Gorfag ~ bearing a Rune of Stone (+1 save) and a Rune of Resistance
that attacked Karak Azul and (re roll faﬂed s;m:s), and The Thimdcrhbrn which bears a

slaughtered many of Kazador’s
subjects, capturing more and
dragging them back to his
dungeons. Most insulting of all,
Gorfang raided the King's throne
room, where he shaved the
King’s son and nailed him to the throne as the greatest insult
he could imagine. Now Kazador wishes for nothing more than
to see Gorfang slain and his prisoners released - or their
bodies returned if they no longer live.

Long Drcmg s Slayer Pirates join the Karak Azul throng.

102 LORDS OF THE KARAK ANKOR



&, RUNELORD KRAGG THE GRIM 290 points

ragg is the Master

Runelord of Karaz-a-

Karak. He is the oldest
and by far the most powerful
living Runesmith — a gnarled
old Dwarf, strong and enduring
as a weather-beaten oak. His
expression is one of eternal
disapproval, his beetling brow
and granite-like face a withering
condemnation of younger,

more frivolous Dwarfs. Kragg M WS BS § T W I A Id

rarely emerges from the Underhalls of Karaz-a-Karak, Kragg the Grim 3 4 5 3 3 23 9
preferring instead to labour secretly on his lore,
Whl(‘.h he ]eaiously guards. Pt‘:rhaps one day he: o

Kragg the Grim is a Runelord and can be taken as a Lord
choice in any Dwarf army. He must be fielded exactly as
presented, and no extra equipment can be bought

for him.

has pmven themselves much to the cha,grm
of many an aspiring Runesmith. '

Weapons & Armour: Kragg's Hammer, which bears the
Rune of Fury (+14, included on profile) and a Rune of
Might (Deuble SvsT50r hlgher) Kragg's
Armour, this suit of gromril armour bears,
the Master Rune of Gromril (1+ save); Rune
of Shielding (2+ ward versus shooting and
magic missiles); Kragg’s Runestaff which
bears Rune of Spellbreaking
(automatically dispel one spell), a Rune
of the Furnace (immune to fire-based
attacks) and a Rune of Brotherhood (may
deploy with Rangers or Miners).

" £ &= - e J 1

Elite units with runic standards often
accompany Kragg the Grim.

THE GRUDGE OF DRONG

Though 1 don’t have space to give the background for all of the characters involved, I thought it’d be good to

S everal years ago we released the Grudge of Drong campaign pack, detailing events before the War of the Beard.
look at those we made specific models for.

OUEEN HELGAR DRONG THE HARD SKAG THE STEALTHY

A Dwarf Lord (Lady?) with gromiril Drong is a Dwarf Lord with gromril Skag is a Dwarf Thane with gromril
armour, shield and an axe bearing the armout, shield, a great weapon, the armour, a great weapon and three
Master Rune of Skalf Blackhammer. She Master Rune of Kragg the Grim and Runes of Luck.

is accompanied by Loki Whitebeard, a two Runes of Cleaving.

Battle Standard Bearer.
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KING ALRIK RANULFSSON OF KARAK HIRN

E ven amongst 4 race as steeped in custom and tradition

290 points

as the Dwarfs, King Alrik is regarded as particularly

devoted to the customs of his ancestors. Perhaps it is
because Karak Hirn, as one of the Grey Mountains holds, is
regarded by many Dwarfs as being somehow new and
unproven (despite being several thousand years old) that
makes Alrik such a stickler for the old ways. Borne into battle
upon the shield of his great-great-great-Grandfather Kurgaz,
considered a giant amongst Dwarfs and founder of Karak Hn’n
Alrik has endeavoured to settle many scores from the Karak
Hirn Book of Grudges.

A 1

M WS BS 8 T W
3

I
King Ramulfsson 3 7 4. 4 4

King Ranulfsson is a Dwarf Lord and can be taken as a Lord
choice in any Dwarf army. He must be fielded exactly as
presented, and no extra equipment can be bough;_ for him.

Weapons & Armour: Shieldbearers. The Axe '&'iﬁeﬁibutic:ﬁ'
which bears a Grudge Rune (re-roll to hit one nominated
enemy) and a Master Rune of Breaking (destroys magic
weapons); Hrappi-klad, this suit of gromril armour bears a
Rune of Shielding (2+ ward versus shooting and magic
missiles); Helm of Eagles which bears a Master Rune of
Challenge (enemy unit must charge or flee); Kurgaz's Shield,
The massive shield Alrik stands upon bears a Rune of Luc,k (a

single re-roll to hit, to wound, armour or ward. 3aw.=.) i

King Ranulfsson puts his faith in tried and tested weapons.
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ENGINEER GUILDMASTER BURLOK DAMMINSON 255 points

urlok Damminson is regarded as one of the greatest
B engineers of all time. In his youth he and his accomplice

Sven Hasselfriesan made many great discoveries and
invented some of the most outlandish and powerful machines
ever to grace a Dwarven workshop — not that the Engineers
Guild was aware of most of their work at the time. However,
following some unwise experimentation with pressure vessels,
Burlok lost his left arm. After this near-fatal event, Burlok
became much more of a traditionalist, although Sven
continued with his illicit research until eventually dismissed
from the Guild after enduring the embarrassing Trouser Legs
Ritual. Burlok replaced his arm with a mechanical version,
which he has tinkered with continually over the years.
Nowadays, he is the terror of younger Engineers, who find it
hard to believe that he was once considered among the most
radical of their order.

M WS BS § T W I A Id
Burlock Damminson 3 7 4 4(6)5(6) 3 4 4 10

Dwarf Cannon
and Engineer

Burlok is a Dwarf Lord and can be taken as a Lord choice in
any Dwarf army. Ie must be ficlded exactly as presented, and
no extra equipment can be bought for him.

Weapons & Armour: Burlok's Hammer which bears the
Master Rune of Swiftness (always strikes first); Burlok's
Armour, this suit of gromril armour bears the Master Rune of
Adamant (+1T, shown on profile); Burlok’s Mechanical Arm
which is represented with two Runes of Cleaving (+2 Strength
in total, shown on profile).

THE LORDS OF KARAK KADRIN

he rules and background for Ungrim Ironfist and his son,
T the War-mourner Garagrim Ironfist, can be found in the

Storm of Chaos supplement. Although you can use the
Slayers of Karak Kadrin army list to represent the forces of
these warriors during the dark days of the Storm of Chaos, you
can readily field a Karak Kadrin army using the revised Dwarf
army list. There is no restriction on units of Slayers, so simply
fill up your Special choices with Slayers and already you've got
a pretty strong theme! -

Dwarf Slayers.
Ungrim Ironfist, Garagrfm Tronfist,
Slayer King of Karak Kadrin War-mourner of Karak Kadrin

DIRECT SALES
All these classic character models are
available from Direct Sales.

0115 91 40000

www.games-workshop.co.uk/store/dwarfs
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, Horri _ﬁingly ugly and
| barking mad, the

| reclusive Necrarchs
like nothing better
than abducting a
handful of terrified
villagers and taking

| them back to the lab.
Paul Gayner’s army is
a fine example of a
host of these deranged
- night-terrors’ minions.

~g-n my book, N
Inumlmn Horde

T ()mm, unde d

ground to
d attack his
- and
urrounded, the e rwill be
'dmgqed down b Wi ci{,ht of

outined which units [ prefer to take
| and wh\. but the trouble with

' jon is that almost
orth having, and

1. Necrarchs

Equipped with the Ring of Night

(5+ ward save) for a bit of
protection, and either the Biting
Blade (-1 armour save) to help peel
open heavy cavalry or a Sword of
Striking (+1 to hit) letting him hit
most things on a 2+, you'll only hear
‘he’s only a Necrarch Count’ once.
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2. Wraiths

Even Fear-causing troops have to
pass a test to attack Wraiths and they
are good at tying up enemy
champions in challenges. If I have
the points to spare, my Wraith carries
the Cursed Book - a nifty little item
that evens up the score between
your infantry and their enemies.

3. Wights

A Wight battle standard bearer keeps
your Skeletons on the board longer —
you can forget about losing at least
one Wound per turn from
outnumbering. They make good
bodyguards too, as their Killing Blow
deters enemy characters from
assassinating your General.



NECRARCH

6. Ghouls

Let these guys guard your infantry’s
flanks and chase off enemy
skirmishers. Keep them close to your
General, as they tend to run away.
With a Toughness of 4, they also
make an excellent missile screen.

7. Necromancers

“Taking a Necromancer is almost
obligatory. It can be tempting to take
two, but with your Necrarch you

- gencrate a respectable amount of
power dice anyway. Once you start
killing off enemy Wizards, you'll also
" be free to dominate the magic phase.

8. Dire Wolves

‘With 2 9" move and an 18" charge,

- Dire Wolves are nearly always in
charge range of something. If you
can protect them from being shot at,
from Turn 2 you should be able to
;charg,e any incautiously placed war
. machines or foolish lone Wizards.

get behind the enemy on Turn 2.
However, they can fall to bits if they
ftack anything big on their own, so

~ 10. Black Knights

* @apable of killing tough, well-

- armoured foes, The Banner of the
" Barrows can make their Strength 6
Killing Blow attacks really count.

4. Skeletons & Zombies

A solid centre of infantry can guard
your charicters. soak up missile fire
and provide you with the full +5
combat resolution for ranks,
standard and outnumbering. When it
comes to the erunch; ensure you can
outnumber your enemy by taking
two maximum-sized unirs,

5. Bat Swarms

Bat Swarms are expensive, but they
can be used as a great "handbrake’
unit. As skirmishing fliers, these

nippy critters can be a real irritation:

flap over and settle behind a ranked
up unit, stop it marching for as long
as you like, and fly out of the way if

anything tries to get ready to charge.

11. Spirit Hosts

Impervious to enemy attacks,
capable of marching 12" through
difficult terrain and able to guard an
entire flank from 2" inside a wood,
Spirit Hosts rarely fail to perform.
However, they're not cheap, so keep
them close to your bartle standard
and heal them whenever you can.
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Von Helsnicht’s Dark Crusade

The Necrarch Absolom von Helsnicht had avoided society for two hundred years. Secluded in the towering castle and
laboratory he shared with his scuttling experiments and drooling ghoul-servants, he subsisted on the blood of madmen,
arsonists and murderers ‘donated’ by the locals. A fine agreement; all ended by the meddling of the Church of Morr...

VON HELSNICHT

‘GHOST’ COACH

Helsnicht is a combination of a classic
Chaos Sorceror and Zecharias’ head.
The left hand is too big, but I like to
think he grew it in a vat.

SILIPUS THE DARK Hero

Von Helsnicht’s right-hand man.
He has a helmet from an old

Wight on Nicodemus’ body and
‘a Genestealer hand.

R E R e S S b

I boarded up the windows of my Coach, making it as uneven and crooked as
possible. Hands and arms from the Zombie sprue give the impression of trapped
souls groping for fresh victims to drag in with them. I replaced the two nightmares

with a pack of five wolves which I chained to the chariot haft, and 1 painted the
whole coach to look like a ghostly apparition.

ZOMBIE DRAGON

Monster

BLACK KNIGHTS cav:

Defeated Templars of Morr. This mix of
‘Zombie and Knight parts gives a
recently-dead look.

1

The Necrarch variant army list allows you to take unridden Zo
choices, and I thought one would be the perfect centrepiece for the army. It’s a
combination of various dinosaur and dragon bits, with papier-miché wings over a

wire frame. Note the poor unfortunate reluctantly donating his life-force to keep the
beast ‘alive’ — a Priest of Morr, of course.
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Tips from the Crypt

VON HELSNICHT’S TOP TRICK — RAISE THE DEAD

Zombies aren’t great (see right), but for all their incompetence in a scrap, they
still have their uses. Raising new units via Invocation of Nehek is such a fantastic
trick that it’s almost an artform. No other army can potentially end the game with
more troops than it started with, so make the most of it, and summon as many of
the freshly dead as you can.

Always go for Zombies when raising a new unit because of the bonus
+1/42/43 to the dice roll, lessening the odds you’ll get less than 5 and see the
spell flop. Raised units have a shorter life expectancy on the battlefield than
unarmed halflings, and Zombies give up 25% less victory points when the
inevitable smushing comes along.

The spell has as many uses as you can think of for a unit of troops:

Raise at 45° to the front of charging knights to redirect them.

Raise a wide formation to block line of sight from missile troops.
Support your Dire Wolves or Fell bats by raising next to a well-defended
war machine.

Raise in the flanks of engaged units to cause panic.

Charge frenzied troops in the rear and watch them overrun backwards
(always good for a laugh).

* Claim table quarters.

The list just goes on...

So, raise as many Zombies as you can, but don’t expect them to actually do
anything in combat, and just remember: the only good Zombie is a free Zombie.

“No other army can potentially
end the game with more troops
than it started with, so make
the most of it”

CURSED FOES
Those Dwarf:sh Folk

-ards. Necrarchs are no exception.
round, they can blow your

and Dire Wol
Black Knights
Tie up maniz

\ pirits, then turn on the
and hit them from e

suming you've got any skellies left...

Other Undead

te the small units of irreplaceable troops — s.:,houls.
u've got the enemy

u can get on with the
1 from his shoulders. ..

s you can, and elimi
res — anything that can’t be summoned! On
to little more than a few static blocks of
busin separating that upst:

although, if it is a Blood Dragon, best let a Wraith do it for you).

| HELSNICHT’S ESSENTIALS
| Nehekhara’s Noble Blood

| This bloodline gives you another magic
level, combining the benefits of a 15

. point Spell Familiar and the extra

. Power/Dispel dice of a 50 point Power
| Familiar — all for the bargain price of
ust 45 points. You've now got a Lord-

" level spellcaster who can kick the

. stuffing out of almost any other wizard
| foolish enough to face him.

' Invocation of Nehek
- With three casting levels (3+, 7+ and
" 11+) and three uses (raise a new unit,
‘add to a unit, or heal wounds) this is
- one of the most versatile spells in the
. game, and guarantees you'll never have
' to chuck spare Power dice away at the
" end of your Magic Phase. Even on the
. lowest casting level of 3+, you can
. always benefit from raising another D6
_skellies or restoring a wound to a Fell
‘Bat, Spirit Host or dying Necromancer.
" As the first spell on the list, any
. spellcaster can automatically select it, so
" make sure everybody knows it.

T

" Take the Skellies

| Zombies suit the Necrarch image
:  perfectly, but be warned: they're a bit
. under talented (my word, what a pun
' — ed). Skeletons with hand weapons
and shields are cheap at 8 points each
and get 4 decent 5+ save. Zombies, on
: other hand, routinely get slapped so.
hard that they fall to bits in just a round
or two of combat. With no chance of

ke first, zombies make Goblins look

ke crack troops. They do, however,
allow you to shout

& “BRAIIIINS!" every turn.

Paul’s Wight Battle
Standard Bearer:

T
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| THE AT OF WARHAMMER 40,000 |
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THE ART OF WARHAMMER 40,000
introduction by John Blanche

A massive artbook crammed with
iconic colour imagery from the
Warhammer 40,0%0 universe.
Features quotes from the original
artists giving an insight into their
inspirations and methods.

Background book ¢ £30.00

[ = |
. Farth & Fire|
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FAITH AND FIRE
by James Swallow

]

The Sisters of Battle storm into
action in James Swallow’s fatest
novel. When a rogue psyker
escapes from their custody, the
Sisters begin a manhunt to regain
their honour.

Novel » £6.99

WWW.BLACKLIBRARY.COM

f
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THE LAST
CHANCERS.

i

o~

THE LAST CHANCERS
by Gav Thorpe

The complete adventures of the
enal legion are collected together
into this great value omnibus. When
the mission is too dangerous for any
other unit, call in the Last Chancers!

Omnibus Novel » £8.99
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PERIAL GOTHIC

DANABNETT

MPERIAL GOTHIC
)y Dan Abnett

acked with the very best comic
trip action from Dan Abnett,
mperial Gothic features favourites
uch as Lone Wolves, Titan, Inquisitor
scendant and lots, lots more!

Imnibus Graphic Novel » £7,99

COMING NEXT MONTH

The Horus Heresy

HORUS RISING

Dan Abnett

—
WARHAMMA
B Ok s T \!!.\‘.SJMIF.IN‘Q '
| G

C7nhenf ance |

b | y }
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INHERITANCE
by Steven Savile

A brand new series following
the evil von Carstein dynasty
of vampires as they lead their
undead armies across the Old
World in search of eternal power.

Novel » £6.99

LOVE THE BOOK?

Then buy the t-shirt...

)

HEE

Faith and Fire t-shirt
£8.00

and the pendant...

Von Carstein pendant
£8.00

Buy them now from
www.blacklibrary.com/merchandise




The Art of Warhammer

HEAVY CAVALRY

Tactics for Using Cavalry in Warhammer

The thunder of a heavy cavalry charge is often the last thing the enemy hears

before being swept from the field. Whether they be the noble Knights of

Bretonnia, the moldering Black Knights of Sylvania or the deadly Chaos Knights

of Khorne, heavy cavalry are rightly feared throughout the Warhammer world.

Their awesome power is matched only by their significant expense. So, the canny
JeffLeong  general must ensure they are used to best effect.
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It takes more than just a horse
Just riding a horse doesn’t make a warrior a
heavy cavalryman. Heavy cavalry have an
Armour save of 2+ or better, which provides
superb protection from both close combat and
missile attacks. This Armour save is critical, as
it allows heavy cavalry to survive the withering
hail of fire they must often endure and still be
effective in combat. With some notable
exceptions (Chaos Knights and Knights of the
White Wolf come to mind), heavy cavalry also
have lances, further enhancing the power of
their charge (lances add +2 Strength on the
charge). And finally, heavy cavalry must be fast
enough to close quickly with their foes and
run them down when they break. In game:
terms, heavy cavalry need a speed of 7" or
greater, which ensures that they have a longer
charge range than infantry and gives them the
critical advantage of a 3D6" pursuit move.

Heavy cavalry units are the premier shock
troops in the Warhammer world, but they are
not invincible. If used poorly, even the
mightiest soldiers will fall. I've found that.
hcdw cavalry are best used as line-breakers,
flankers, hunters, or reserves.

TACTIC ONE: Line-breaker

The line-breaker is by far the most common
role for heavy cavalry. The combination of
superior charge range and significant charge
bonuses spells the doom of many opposing
formations. Although the heavy cavalry charge
seems to be a no-brainer, it can backfire if not
planned appropriately.

Your line-breaker unit must be able to
break the enemy unit on the charge, and you
can do so only through Combat Resolution.
Breaking your foe ensures that your knights
can pursue and, in so doing, not only destroy
the enemy unit but also reposition themselves
to get out of range of enemy retribution. In
Figure. la _the unit of eight hmpzre Knights
must break through the Chaos battle line.
‘Their charge hits home on a unit of 20
M_ara_udcrs'who are guarding the flank of the
Chaos force. The four Empire Knights in the
front rank and their champion strike at the
vile Northmen, hit three times, and cause
Wounds on all three attempts.

The horses add another Wound, which
bounces off the barbarians’ armour. Although
the Marauders cannot penetrate the Knights’
superb defenses and cause no Wounds, the
combat is tied — their initial Combat
Resolution of five (i.e, three ranks, a standard,
and an outnumbering bonus —~ Unit Strength
17 for the Marauders after three casualties vs.
Unit Strength 16 for the Knights) is equal to
the combat resolution of the charging Empire
Knights (i.e. 3 Wounds, a rank, and a
standard). The Knights are now stuck in
combat and at the mercy of the nearby Chaos
Warriors, who are positioned for a devastating
flank charge (Figure 1b). In this case, the
costly Empire Knights will likely be destroyed
for little loss to the Chaos army. Never forget —
only combat resolution wins combats.

Even if combat resolution is in your
favour, the enemy will not necessarily allow
you an easy victory. A canny opponent will

often flee from a fight he’s likely to lose,
thereby stranding your heavy cavalry in charge
range of other units, In Figure 2a, the Empire
general has now dispatched a unit of 10 Inner
Circle Knights against the Chaos incursion. As
they manoeuvre into the centre of the battle
line, the Knights are faced with two units of 20
Marauders and a unit of 20 Chaos Warriors.
Knowing that combat resolution is on their
side, the Knights declare a charge against the
central unit and are confident that they will
break the Marauders and pursue them
through the Chaos battle line. However, the.
canny Chaos general has other plans. The
Marauders elect to flee and roll a total
distance of 8", more than enough to escape
the Knightly charge (Figure 2b). Since all
three units were eligible charge targets for the
Inner Circle Knights, they cannot redirect their
charge to either of the remaining units and
must move their failed charge distance.

“Heavy cavalry units
are the premier
shock troops in the
Warhammer world”

They are now stranded, well within
charge range of the Chaos infantry units, and
likely to be driven back in the next Chaos turn
(Figure 2c). There is little you can do to keep
your opponent from taking such cowardly
actions, but you can make sure he pays a
steep price — have a backup plan to exploit the
hole made by the fleeing unit, Fast Cavalry are
superb at doing so and can speed into the
enemy rear area to wreak havoc, but even a
solid infantry thrust through the newly
exposed area is possible.

TACTIC TWO: Flankers

Straight into the teeth of the enemy isn't
a.lways the best place to go. Consider using
your heavy cavalry as flankers. With their long
charge range and superb charge attack, heavy
cavalry are devastating on the enemy’s flank.
As long as your unit is at least three models.
strong (and thus over the Unit Strength of 5
required to remove rank bonus), you needn't
worry so much about Combat Resolution.
Back to the previous situation, if the Empire
Knights had been able to charge the
Marauders in their flank instead of their front,
the result would have been different
(Figure 3).

The Empire Knights would be at a huge
advantage. If we assn.irhe that they cause the
same number of Wounds (3) as before, they
now have a combat resolution of six (3
Wounds, a rank, a standard, and a flank)
versus two (a standard and outnumbering) for
the Chaos side. The Marauders must now
make a Break test at -4 to their Leadership, a
test they are unlikely to pass.

That's all well and good, but getting into
position to make that critical flank charge can
be rather difficult, Here are a couple of tactics
1 like to use to get the enemy into just the
right position — the bait and the switch,
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Often, the best way to break up an
opposing battle line is to bait
into charging one of your units and force him
to abandon his position. This tactic is most
effective when the bait unit is capable of
charging him in the turn, presenting a
charge or be charged’ scenario. In Figure 4a,
the Dark Elf Corsairs have advanced on the
Empire Swordsmen and ended their move
just within the charge range of both units. As
you can see, the Dark Elves have also
positioned their Cold One Knights to the
flank of the Corsairs to support them and also
threaten the Empire line.

The Empire general must now choose
either to stand fast and accept the combined
Druchii charge or to charge and hope 1o use
his momentum to overwhelm the Corsairs
quickly and pursue them out of danger. The
Empire player, depending on his Captain to
tip the scales in his favour, chooses to charge,
but the Corsairs flee, escaping back to
regroup (Figure 4b). The Swordsmen now
move forward 4" (due to the failed charge),
which opens up their flank to the Cold One
Knights. Not a good day to be an Empire
Swordsman.

Although a good general will protect his
flanks as he advances, make sure you switch

¢ o o

Cold One Knights are at the heart of the Dark EIf strike force.

his positioning once he charges. The charging
unit must align with the unit it charged,
which makes the positioning of your units
very important. In Figure 5a, the High EIf
general is awaiting the charge of the
Bretonnian Knights.

His Silver Helms are hanging back to
protect the flank of his Spearmen, who will
doubtless be charged by the Bretonnians.
Even though the Spearmen hold, the Silver
Helms support them, as they are still in the
front arc of the Bretonnian Lance and so
unable to charge. However, if the Spearmen
had been positioned a little differently
(Figure 5b), the Silver Helms would have
been in perfect flank charge position.
Although both approaches are useful, the
switch can often be an effective tactic, as
many opponernts won't realise what you're
doing until it is too late.

TACTIC THREE: Hunters

1learned this one the hard way - a less
common, yet extremely effective, role for
heavy cavalry is to act as missile hunters. After
falling victim to the repeater crosshows of my
Dark EIf Warriors once too often, a regular
opponent decided to field a small unit of
Empire Knights to silence my shooting troops




and protect his more vulnerable infantry.
Their good speed and superb armour make
the Knights ideal against missile troops. On
average, it takes 12 hits from $3 shooting to
kill a single Knight (18 hits if he's Toughness
4). Thus, Knights can take quite a bit of
punishment before they go down. Since my
opponent’s Knights were often able to charge.
in their second move, it was rare that my
Repeater Crossbowmen could do enough
damage to stbp the -heavy cavalry before 'they
charged.Once they charged, the Knights
invariably won. 1 fielded my Repeater
Crossbows, like most missile units,: asa
relatively small unit. Thus, I didn't have the
ranks to repel even a small force of heavy
cavalry. The five Knights would usually do 3
Wounds, giving them a combat resolution of
five (3 Wounds, a standard, and '
outnumbering) to my combat resolution of
one or two (a rank and perhaps a hill) - not a
pretty sight for the Druchii Warriors.
However, as the commander of heavy cavalry
in these situations, be wary. Your opponent
may try the bait tactic on you. A shooting unit
can be a constant annoyance and is often
hard to pas:s up. Just watch out for the
countercharge your enemy may be preparing.

TACTIC FOUR: Reserves

Another superb use for a heavy cavalry
unit is as mobile reserves for your force. Even
the best battle line can break down as the
barttle progresses, as a result of a brilliant play
from your opponent, a big mistake on your
part or just plain bad dice. That's when the
reserves come in. Heavy cavalry units are
perfect for filling that hole — their good
closing speed allows them to bring their
combat power to bear qu_ir_:kly and usually
buys a turn or two for the rest of your army to
respond.

As shown in Figure 6a, the Bretonnian
Duke has deployed his Knights of the Realm
in a reserve role as he prepares to face the

.

In Lance Formation, Bretonnian Knights are some of the hardest-hitting heavy cavalry.

vile Orcs. Beset by their greenskin foes, the
Knights Errant are overwhelmed, allowing the
Orc Boyz free rein down the flank of the
Bretonnian host (Figure 6b). However, the
Duke’s forethought is rewarded, as his reserve
Knights are able :tk)_ charge the Boyz before
they can cause havoc in his army (Figure 6c).
Although the Knights are unlikely to win the
combat (it will be difficult to overcome the
Boyz's initial combat resolution of five — three
ranks, a standard, and outnumbering), the
heavy cavalry unit should be able to hold the:
greenskins back long enough for help to
arrive. '

Had the Knights not been in reserve, the
entire Bretonnian battle line would have had
to reform or risk being compromised.

So what do I need?

Heavy cavalry units are expensive, While a
large unit of Knights is always hard for the
enemy to counter, it may be far too expensive
to use in every role. By carefully planning out
your strategy, you can be sure to get the
biggest bang for your buck.

A line-breaker unit needs to be able to
break through against even the most
determined foe. As a result, these units tend
to be much larger — 8 to 10 models are
typical, and they are often arrayed in two
ranks. There are a couple of units (basically,
Chosen Chaos Knights and Grail Knights) that
can fill this role with smaller numbers, mainly
because of their massive number of attacks. In
either case, line-breakers typically have full
command (including Standard Bearer,
Champion, and Musician) to ensure
maximum combat resolution and may even
have a combat character attached to add
additional Wounds. The extreme end of this
approach is the super-heavy cavalry unit - 16
ormore models in a 4-deep formation. This
formation gives an initial combat resolution of
five from three ranks, a standard, and
outnumbering (with a Unit Sugngm of 32 or

greater). Combined with the speed and
hitting power of heavy cavalry, this unit is a
true hammcr; but an extremely costly and
strategically risky one.

Flankers need not be large units, as they
need only a Unit Strength of 5 to be able to
accomplish their task. Since each cavalry
model has a Unit Strength of 2, a unit of five
models can take two casualties before it drops
below this threshold. In addition, flankers
typically si.l_pport other units. A musician is
always a good bet, but the decision whether
to include a standard bearer depends on the
unit’s role.

Like flankers, hunter units need not be
large and rarely require command. As
mentioned earlier, even a small unit of heavy
cavalry with no standard or champion can
defeat the typically small units of missile
infantry and war machine crews you're likely
o encounter. Again, a musician is good here,
but you can skimp on the other command
models.

Your reserve units must be able to fill
multiple roles. As a result, they usually
number five or six models, typically with full
command. In a pinch, such a unit can
function as a decent (if slightly
underpowered) line-breaker should the
situation dictate, but the unit is still cheap
enough that you can afford to have it hanging
back.

DON’T FORGET: You're not
Invincible

War machines can be devastating to heavy
cavalry units — the combination of the heavy
cavalry’s unit sizes and war machines’ ability
10 ignore armour saves can quickly reduce
your costly cavalry to nothing. The quickest
way to lose your unit is to allow one of these
engines of doom a shot down your flank.
Don't overreact to war machines, but keep
them in mind. Make sure you use your
valuable heavy cavalry accordingly.
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The Crowne Plaza Glasgow, Alexandra Palace, De Vere Whites Reebok Stadium,
B Congress Road, Alexandra Palace Way, De Havilland Way, Horwich,
;"} Glasgow G3 8QT. Wood Green, London. Bolton BL6 6SF.
E{ Sunday 21* May 2006.  Sunday 18™ June 2006. Sunday 4" June 2006.
B" 10am-6pm. 10am-6pm. 10am-6pm.
‘ Tournament ticket — f£40 Open Pass — £10 ]
~ (admits two people) . (admits one) |

. To become a regional champion, get yourself | Each Conflict event offers a wide range |
- and your gaming partner to the battlefield at of: hobby activities for Open Pass
one of the locations listed above. (non—tournament) ﬁcket_h-o]derg.

Regional Doubles Tournaments: | - Conflict Pamtmg Competition.
| The Lord of the Rings i | *+ Painting advice and tips from experts.
! (250 points Good and 250 points Evil per player) | ' » Terrain Factory — make scenery am:l

| Warhammer 40,000 - | take it home. : |
| (400 point Combat Patrol force per player.) [ B Partl cipation Games.
Warhammer ! ‘ - Army Workshops and tactical advice on

i 00- ‘oi'nts Border Patrol force per player [ ] . o
Gagp Box plaven ‘ i army composition.

Age. fegtriction 12+ 53 * The latest releases and hobby supplies.

Games Workshop reserve the right tor alter or vary the event due to drcimstances or events beyond our control without being obliged w0 refund monies or exchange tickets. This does not affect your statutory rights,

Please ask Staff at your local Games Workshop Hobby Centre for further details.
You can also check our website at: www.games-workshop. co.uk/events for more details about these and other events,

I{@R}% RINGS

ZISTRATEGY BATTLE ¢ G&‘«\.WE

WARHAMMER

40,000

| BW‘B"WMG Worksfep Limitee 2008 exceting & ta the Hew Line productions: The Faficwship of ihe Fig: The Two Towers: and Tre Feturn of Tio King which are £ WV Naw Lie Productions. Ine. A1l Righls Resarved. The Lard af the
NEW LINE CINEMA n.m Felirshi of The fing. The T Towss, The emwafms 2 ihe nmes o e charactars, ims, events s places thevein aie irademarks of The Saul Zaantz Company 1iVa Tolkien Enterprisas under liseriss o daw Live Producions, Inc. Al Righis Reserved
o s Ve, th s Warka logo, av Metal, Gt and e Ll e ars iper 8 TH anilior 2 Baries Workshop Lt 2000-2005, varably registered in the LK ang oeher countres aiound e workd. All Rigits Resarved
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EXCUSES, EXCUSES

Brian: In the words of Jervis
Johnsan, events are “an excuse
1o play games.” There’s no
simpler way of putting it.
Dozens of gamers having a
fantastic time playing games
they love, who wouldn’t want to
be part of that?

' Brian Ab‘r&on

In the UK we have three styles of event:

e Grand Tournaments allow you to test your mettle
against the cream of tournament gamers with
equal army sizes and specified scenarios.

» Doubles Tournaments are a chance to try a
tournament for the first time with a small force
and a friend to guide you. With teams of two
players the competitive edge is reduced so
veterans and first-timers can relax and enjoy the
fast play format. :

= Campaigns use strong narrative, unegual forces
and scenario special rules to create a variety of
challenges for gamers to contend with whilst

playing their part in the outcome of a campaign
story.

As UK Events Manager, working behind the scenes
of our-events usually means | can't play in them.
Recently though, | had the chance to game in a
Grand Tournament for the first time. Six games of
Warhammer later and | was hooked. | didn’t win
every game, far from it in fact, but | did meet six
great gamers who enjoy tournaments as much as |
did, that weekend. [ plan to play in many more
tournaments in the future. For me the Grand
Tournament was a great excuse to play games.
Not only are events an excuse to play, they're an
excuse to paint an army, refine your tactics and to
meet fellow hobbyists who you'd never get the
chance fo play any other time.

From my point of view, as a hobbyist and an event
organiser, events are one occasion where | can
justify excuses.

Brian Aderson
Games Workshop UK Evenis Manager

Interested in knowing more? Then go to: www.games-workshop.co.uk/events

ONLINE DIRECTORY

* GAMES WORKSHOP ONLINE .
* GAMING CI.UBS.‘...‘.........‘..‘
* FORGE WORLD .................

 DIRECT SALES ................ WWW.games- Workshop.co.uﬁo’smre, Tel: 011591 40000, Fax; 0115 816 8002

L ww, gammgcfub org uk E mail clubguy@games workshop.co.uk
.‘.wwwforgewpn‘d.co.uk, Tel: 0115 916 8177, Fax: 0115 916 8044
0T HE BRI ABRARY: st o R A R TSSO R
SEPRCIALIST-CGAMED o:occvinovmmnyinms s s e v G ko R P

.. www.games-workshop.co.uk

www.blackiibrary.com
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Community
All the latest news and events
from Warhommer World, hobby
centres, clubs and the community.

Store Finder
Want fo to find a Games Workshop

hobby entre or independent
stockist near you? Theyre all here.

OISR :
Ordering Direct

- lt's possible o buy our produdis - -

online or over the telephione;
uII Ihe information s rlgl'll here.
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In order to satisfy the hobby needs
of their gaming popitlous, Exefer
boasts a tolal of seven 6'x4" tables
~ that’s a lot of hobby loving!

118 GAMING ROOMS

Nick: As soon as you enter the Exeter Gaming Room the
first thing you'll get is a real good hobby vibe. “That's
what we like to do here; lots of hobby loving and talking
to people,” says manager Gary Harris. You can certainly
feel the hobby ‘love’; a towering Moria board soars up
to the ceiling — so high it's like you're in the Dwarf halls
themselves — and there are walls ornamented with
helmets, halberds and all manner of other paraphernalia.

HOBBY KNOWLEDGE

It's an experienced team that you'll find in Exeter. Along
with Gary, there are three full-timers who have a total of
twelve years of Games Workshop experience between
them (spread pretty evenly too) and Gary has been
around for over five years himself. “My guys are so
hobby orientated — there’s a lot of hobby love hera,”
says Gary. The team use their combined hobby
experience to run lots of tournaments and campaigns
for all our core systems and Specialist Games, which
have a strong following here. “We recently ran an
Inquisitor campaign,” Gary tells us, “called 'Mechanicus’
and based on a forge world.”

GOING CLUBBING
Clubs are something that Gary is keen to promote
through the Exeter Hobby Centre. “We encouraged Kurt

in the Dice and Dagger club,” he says (you may
remember Kurt's club from last month’s White Dwarf).
“We've also just opened a club in Whipton and some of
the ex-staff members have started clubs in Torquay and
Brixham.” Clubs are a very important part of the hobby
for Exeter, something that Gary explains, “it's something
I've always believed, that clubs are the way forward."

Crusading for clubs is not the only way that Gary
releases his righteous fervour — he also collects a huge
force of Black Templars that he’s currently rebuilding. “I
did at one stage have 20,000 points.” And amongst that
were some eighteen Land Raiders and fifteen Crusader
squads — ouch! “My ambition is to collect another
20,000 points,” Gary tells us.

LEGENDARY HERO

Gary is a bit of a hero. He likens himself to a company
Chapiain and why not, for as well as all the hobby stuff
he does in the Gaming Room and for clubs, Gary has
also organised three Conflict events and most recently
helped organise the Bring and Battle at Games Day
2005! He even came in on his day off to speak to White
Dwarf for this very article. “I work for Games Workshop
and | want to come in no matter what.” Highly
commendable and much appreciated, Gary!

Event information corract at time of going to press. Games Workshop is not responsible for events not run by Games Workshop.
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THE RED LEGION

Full-timer John Gendle is a fan of Chaos and Orcs, so much so that when he made an army for Storm of Chaos
he combined the two. “I didn’t want to do a Chaos army,” says John of his ‘Khorne Orcs’. “So | thought, "What
about an Orc army that has wandered into the Chaos Wastes?’” Below are the results of this strange melding -

note the red skin on the Warboss and the bizarre Sguig Spawn.

Abave: When fe fields the army in battle, John uses the characteristics for a Ghaos army. His Black Orcs are Chaos

Warriors, his Warboss a Lord and so on. Right: These are some of Gary's converted Necrons.

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 open to all
hobbyists.

s GW Aberdeen........... —— o 01224 649779
e GW Bath........... 01225 334044
o GW Bromley cerennnn..02084 660678
o GW Burton .............ocooovenrennns 01283 535865
e GW Cambridge ........................01223 313350
» GW Carlisle .......... 01228 598216
» GW Chester ...... 01244 311967
o GW Dumfries ........ 01387 249702
e GW Exeter ............... 01392 490305
o GW Glasgow ........ S ....01412 211673
o GW Harrogate ..................cooo.c. 01423 564310
e GW Ipswich ..o ....01473 210031

e GW Liverpool 01517 030963

GAMING ROOMS ACROSS THE UNITED KINGDOM

Equipped with loads of tables and scenery, our well-appointed Gaming Rooms
are the best places fo go to play games and enjoy the hobby. You'll find
everything you need to fight a great battle, paint, get advice and more.

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.

s GW Macclesfield ......................01625 619020
e GW Maidenhead ......................01628 631747
 GW Middlesbrough ........... 01642 254091

o GW Newcastle ..........................01912 322418
o GW Newport..............................01633 256295
o GW Northampton .....................01604 636687
e GW Paole............c.occccernvnnnne......01202 685634
o GW Shrewsbury.......................01743 362007
= GW Sutton Coldfield .............. ..01213 543174

e GW Uxbridge ...........................01895 252800
o GW Wakefield ........................01924 369431

o GW Woreester ................... .......01905 616707

* A place for experienced gamers
Gaming Rooms. gm a;'der gamers a

Years of experience

When you grow mary of cmsiam
Room’s 's})}sb.sa! pamfmg area where
You can sit and paint whilg
swppmg modelling know-how and
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There are. !ab!es and scenew far
Warhammer 40,000, Warhammer,

The Lord of The Rings, Fpic,
Battlefieet Gothic, Blood Bowl,

Inguisitor, Necromenda, Warmaster
and Mordheim.

Event information correet at time of going to press. éames Workshop is not responsible for events not run by Games Waorkshop.
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UPCOMING EVENTS

- Just some of the hobby activities
planned during Easter at
Trafford. For defails and daies,

- simply give the guys a call.

RAVAGES OF
THE EMPIRE
‘Set around the Tau 3rd phase
‘colonization during the Eye of

Terror. All the games in this
‘Warhammer 40,000 map
‘campaign are based on the
‘planets the Tau-captured
«during this period. It isn't just
Tau and the Imperials that are
involved, either. Other races
are taking advantage of the
turmaoil, trying to obtain the

DUrPOSES.
Kill-teams only.

DATE: 7th April — 21st Aprif

FAITH IN RUINS
The Imperium, in the form of
the Biack Templars ,are
expandmg Tau Empire,
launching a daring assault to
‘reclaim an Imperial shrine.
The Tau forces, led by
-Commander Shas Shi Or'es,
won't give ground easily and
-4 brutal battle is in the offing.

‘Places are VERY limited so

DATE: 19th April

NEESIS

Easter Saturday Painting and
Conversion Competition

Paint and convert a Nemesis
creature for your Kill-team
games. The best one will be
declared the winner.

-DATE: 20th April

120 FRONTLINE

- =

Nick: Now open is Games Workshop Trafford Centre. A
premier location if ever there was one, our new Hobby
Centre in Trafford opened its doors on the 5th of
November to the kind of characteristic fanfare
associated with such an explosive night. Owen Rees and
I, ventured over to the new store to find out what it was
like...

‘Opening its doors' is a bit of misnomer as strangely,
GW Trafford has no door... or shop frant for that matter
— you can just walk right in from the centre's main
thoroughfare. It's weird, but cool.

GW Trafford is something of a return rather than
breaking new ground, as manager lan Brown explains,
“This isn’t the first time there’s been a Hobby Centre at
Trafford,” he says. “We had one a couple of years ago.”
lan has been a manager for just over three years and
worked in as plethora of stores including: Southport,
Warrington, Chester and more besides. He’s an ardent

[ ' I a

gamer, “| field Grimgor's "Ardboys and Bretonnians in

Warhammer," he tells us. In 40K lan’s Imperial Guard

are devised to take on Necrons and Tyranids, “They're
the Cadian 23rd, from the story in the Codex.” It's the

short folk he swears by in The Lord of The Rings, “My
love is for Hobbits.”

TEAM WORK

lan is ably abetted by a crack staff whose hobby
interests include Ryan Waite's Eldar army, Stuart
Skelhorn’s Chaos Dasmons, ‘Harry's' mysterious
Unnamed Space Marines and Simon Norstram’s Black
Templars. “It's the first:army that my son and |
collected,” says Simon. Between them, the staff
members have a wealth of experience and delight i in
talking to hobbyists about their armies.

If you want to come over and do some gaming, painting
or indeed find out about any of the hobby activity going
on, get in touch with the guys on the number below:-

D065 for more information

Event information correct at time of going to press. Games Workshop is not responsible far events not run by Games Workshap.



Left: There are some -
cool tables for
Warhammer 40,000,
Warhammer and The.
Lord of The Rings at

Trafford.

Right: A sample of
the Trafford guy’s
miniatures.

Bretonnian Duke
lan’s General rides a
Royal Pegasus, so
the perfect entourage
for him are some.
Pegasus Knights.

Farmer Maggo!

Another of lan’s 4 &
models, this Hobbit :
has mushrooms: /

modelled from Green
stuff an the base.

Eldar Warlock

This is a modal from
Ayan Waite'’s
‘shocking pink’
Ulthwé army.

Space Marine.
Commander

This special edition
Games Day 2005
miniature leads
Harty’s intrepid-
unnamed Space
Marine Chapter into
battle.

OPENING TIMES Games Workshop Trafford Centre is open between the following times:
Monday — Friday: 10am - 10pm Saturday: 10am - 8pm Sunday: 12pm - 6pm

Event information correct at time Df"gbin;_] lo press: .ﬁ‘;amgs;qul_ts_hpp 15 not rasponsible for events not run by Games Workshop. www.gqme_s-workshop.co.uk._-"sllopping 121




TOUCH of the RADICAL

A DAEMONHUNTERS SHOWCASE

Paul Cocks

plastic Cadian torso. I wanted some ornate armout. " fie says of the Black

Guard legs he used. The coat was made from Green Stuff, with cuffs added to
the Cadian arms. The model carries a plasma pistol from the Space Marine
Assault sprue, wields Inquisitor Lord Torguemada Coteaz’s Daemonhammer,
and is topped off with a head from a plastic Warhammer Marauder

‘aemonhunters,

Inquisitors of the Ordo
Malleus, are well-known for
their zealous pursuit of the
destruction of Daemons, the
possessed and other nefarious
Warp creatures. Indeed some
Inquisitors are so determined
in their mission they are
willing to tread the path of
the radical and employ the
very tools of the enemy to
seek out and destroy them.

Paul Cocks, of Games Workshop
Leamington Spa is one such
radical. His exquisite Inquisitor
and henchmen are part of an
emerging Daemonhunters force
you can see at the Hobby Centre.
“I think it was the imagery of the
Daemonhunters that attracted me
the most,” Paul says of his
decision to collect the Ordo
Malleus. “T was really inspired
by the Dan Abnett novels too.”
Eisenhorn, the star of the books
1s somewhat dubious in his
methods, something Paul seeks to
emulate in his own Inquisitorial

warband. “ like the radicals,”he Sage — Nothing drastic here, just 2 e Warrior - An imperial Guard o Familiar - The crow mode! from the
tells us. “They’re a bit different normal Sage model straight out of Veteran, from some Imperial hive Warhammer Lord of Nurgle. “Birds
and there’s lots of conversion the blister “He's my favourite Sage,” world. “/ wanted a different model are often wizard's familiars,” says
opportunities. Paul tells us. with a plasma gun,” Paul explains. Paul, "t shows his radical bent.”

(- .
DAENMONHOST

Not exactly an Inquisitorial henchman, Paul’s Daemonhost is still part

of his retinue and worthy of special attention.

"It was inspired by the Cherubael artwork in the Inquisitor rulebook,”
says Paul. To create the model, he used the legs from a Daemonhost
model and the torso, arms and head from a Beastman Ungor.

To get the pieces to sit seamlessly was a tricky task, "I used a large
amount of Green Stuff around the neck, waist and abdomen to
camouflage the joints,” Paul explains.

Besides components, Paul used some other pieces to affect the
conversion. “The shackles around the body are made from Green Stuff
and cheap pendant chain.” The bolts in the Daemonhost's body are
brass rod and the parchment/seals are made of foil and paper. Finally,
the plate that hinges the chains into place was made from plasti-card.
‘The model took two weeks to convert. The painting took a further week.
Time well spent on what Is a unigue and inspiring conversion.

=
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URBAN

JUNGLE

The Abraxian 55th regiment

'rom the blasted cityscapes
of the 41st millennium

come the dour fighters of the
Abraxian 55th, an Imperial
Guard regiment created by
Milton Keynes full-timer,
Tom Knight.

Tom, a full-timer for some two
ycars and at Bedfm’d for a year
Kcynes has pnmanly used
Catachan models to represent the
Abraxian 55th. This squad is part
of a bigger 2,000 points force.

“It’s the fact that the Imperial
Guard are, at the end of the day,
just guys and still fight,” he says
of his rationale for choosing
them, “To my mind they’re even
braver than Marines as they don'’t
have the armour and resources
that Space Marines have.”

With this regiment, Tom has
taken the Catachan miniatures
out of the heady tropical
enwronmcnt they” re most
brought them to an entlrely
different jungle — an urban one.
“They’re a cityfight army,” he
explains, “with lots of flamers
and combat weapons.”

Though Tom has eschewed the
jungle route with these models,

this isn’t his first Catachan army,
“I'had them when they first came

out, and painted them up as a
jungle-based force,” he tells us.

Tom’s been a fan of the Catachan_

pamcularly harsh g_ra_wty of tha
Catachan home world and its
effects on the guard’s physiology

as the reason why, “I really like
the poses and exaggczate.d

musculature of the Catachans,”
Tom says.

The Abraxian 55th are a

lot ot Chimeras to femf_ around
all those deadly flamers and.
maniac close combat squads. As
they are an army predisposed to
urban warfare the greyrsh colour

camouﬂage

PAINSTAKING

Tom is quite a fan of trying out'
different techniques, and the:
Abraxian 55th were actually part

well as a themed army project.
“There are seven layers of flesh
that make up the skin,” says Tom.
Naturally, this meant each model
commanded a hefty amount of
painting time, “T think 1t was
about four hours on each model.”

EQUAL OPPORTUNITIES
It’s not just men that get to fight
against the enemies of the
Imperial Guard and Tom is very
much of the mind of an equal
opportunities employer when it
comes to his guard regiment.
“Tt's a maie and female'

msp]red by reading 1he Claphus
Cain novels from the Black
Library. Also, there’s not that
many Cataéhﬁn madéls and T
the regrmcnt with female: models
from other ranges.”

The Abraxian 55th are still in the
process of being finished, “I tend
to get halfway through an army,
then start a new one,” Tom
confesses, (don’t we all) but you
can see some of Tom’s other
models at the Milton Keynes
store, where he’s more than
happy to share his inspiration and
a few tips.

The deadly cityfighters of the Abraxian 55th wear urban camo colours.

www.games-workshop.co.uk/shopping 123
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Cbe Cltadel

' Miniatures DPall .

Located in Lenton Nottingham, 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 Warmaster board. Whatever game
you play, Warhammer World is the place to fight your war!

* Feature tables in the Warhammer, Warhammer 40,000, The Lord of The Rings
and Specialist Games zones.

y ?_.7 e * A varicty of standard gaming tables that can be used for all systems.

Byl 2 L : i

*z-fn e Al ‘ £ q * Gaming nights to cater for all levels of gaming knowledge and experience.
?é =i " S ;é. ' * Staff on hand to help you with your hobby activities and gaming.

! .t*\ X S “" ¥ |+ Hobby Centre stocking the Specialist Games Range, as well as Forge World items
R g and a limited range of Warp Artefacts products.

T ” * Available for Club or Gaming Group activities

j - ' (subject to availability).

* Citadel Miniatures Hall.
* Sample the legendary hospitality of the Dwarfs at Bugman's Bar!

| bugmansagames- | RING (]15 9168410 FOR MORE DETAILS:

workshop.co. uk )

COMING SOON. ..

2006 GRAND TOURNAJMENT SEASON

www games-workshop.co.ulke/events for maore details
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Calling all Imperial Citizens

The city of Lomas is in peril. Insidious alien
culis have wormed their way into the fabric
of your society. You know this. They have
threatened your existence. Imperial forces
are on the way to liberate you. Join them and
rebel against the alien oppressors. Fight the
Hive Mind, the Imperium will protect you...

Nick: This is just some of the propaganda
surrounding the Battle for Lomas, a themed
campaign day staged recently in Warhammer
World by GW Brighton manager, Cairan O'Connor.
| went down to the event to see whether the
citizens would join with the Space Marines or
throw in their lot with the 'Nids.

For the uninitiated, Lomas is a city on Ichar [V
and the battleground for a brutal city conflict

“This is the first event I've brought my army too. Now | can write
some background for it, based on the battles I've played here.”

between the Tyranids and the Adeptus Astartes.
Caught in the middle of this maelstrom are the
citizens of Lomas and the city militia.

“It's a propaganda war,” says Cairan of the
background for the batties. “The Tyranids have
established Genestealer cults in the city and are
threatening the civilians that if they side with the
Space Marines they'll be destroyed,” he explains,
“The idea behind the games is, do the civilians
rust the Space Marines to save them and risk
being butchered by the Tyranids or do they
support the Hive Mind in the vain hope things will
go betier for them?”

KEEP THE F AITH

The day was broken up into three games; the
outcome of each would have a bearing on the
next game played and the final third game. It's a
good way to stage or play any narrative event or
one-day campaign.

“The first two games are about swinging the faith
of the populous,” Cairan explains. Basically, if the
imperials are winning, the third faction in the
battles the city militia (represented by Imperial
Guard players and whose allegiance is not fixed)
will be more likely to side with the Space Marines
in the final game. “The role of the militia is
decided by the first two games and their results.”
adds Cairan. Whoever gains control of the militia
will have a distinct advantage in the final game.

Event information correct at time of going to press. Games Workshop IS not respansible for events nof run by Games Workshap. www.gumes-workshop.co.ukfwurhnmmemor Id 125

Visitor information, opening times, and even o webcam

Can be found on the Warhammer World website.

Games Workshop Brighton campaign day

SPRAWLING CITY _
The action in the campaign took place over 48" of
table representing Lomas. There were over twenty
players from GW Brighton, Easthourne; Crawly
and Tumbridge Welis and a staggering 16,000 el

points showdown, with potentially 8,000 points of AL .
city militia in the balance! \ -

INSPIBATION .4
Cairan was the visionary behind the event, “I was )
inspired by collecting Ultramarines and the £
hackground of Ichar IV," he says, “l read the :
paragraph about Ichar IV in Codex: Tyranids, the

running street battles with civilians caught in the

middle, and liked the notion of the Astartes trying
to reclaim a hopeless situation.”

YOuUR HISTORY
A game based on a historical theme is a great way
to provide a narrative, hut be aware that they

- Roh Le Beau, hobbyist

Over fifty civifian models were
converted for the Battle for Lomas
campaign, Here are a couple of
examples of how you foo can make
civilians for your games and scenanos.

won't, or even shouldn’t, always be fair. “I've
always been a fan of unbalanced games. | like the
historical element you get with them.”

Battie for Lomas isn't the first time Cairan has.
written and organised an event of this ilk. “l did
the Gauntlet of Sand for Warhammer." he reveals,
“It was about a lone adventurer on his way back
to Altdorf and a treasure map he found in
Khemri.” Another 40K event he’s done is Terror
Dawn, Based on the Eye of Terror, it involved a
secret war where generals had to give orders to
their troops from the comfort of Bugman's, they
couldn’t actually see their models and had to rely
on delayed communiqué's from their
commanders at the gaming table. These
campaigns take dedication too. In order to stage
Battle for Lomas, Cairan had to get up at 3am and
travel four hours to Nottingham!

PROFILE: Cuiran 0'Connor
S Cairan has.
been the
; Brighton
& manager
fwo and a
half years
but his illusirious Games
Waorkshop career has seen
him working as a manager in
our Woking Hobby Centre
too, for some four years.

For Warhammer 40,000, he's
a fan of Ultramarines,
Thousand Sons and Eldar,
whilst he can be seen
commanding armies of High
Elves, Dark Elves and Wood
Elves for Warhammer (and
before you ask, no, he
doesn’t have poinly ears). In.
The Lord of The Rings, i's
the brave men of Gondor and.
the brutish Uruk-hai with
which he takes fg the table.

If you like the sound of Cairan’s Events and would
like to know more about them and indeed the
plethora of other hobby stuff going on at Brighton
then why not pop in for a chat if you're in the area
or give them a call?

Indeed, if you'd like to get involved or even stage
events like this, then Warhammer World is the
perfect place to do it. Check out the Warhammer
World Events Diary each month to find out what's
happening or get in touch with our gvents team if
you want to stage your own event.




Ithilien is usually played over three
6' x 4" boards but we had to cram jt
into two of these boards just to be
able to fit it on the page!

“Up to six players can play at once,”
Ken explains, “Then affer a turn you
move down one board and
command something else.” This
way everyone can have a turn
controlling powerful miniatures like
the Mimak or Witch-king. After six
turns someone else who wants to
play takes your place, 50 everyone
can enjoy it.
“There’s nothing worse than being
at a show and getting stuck in a big
game,” says Ken, “You don't get to
‘see the rest of the show or play any
other games.”

All the information you need about clubs, whether you want to participate or start one of your own.

¢  FOR THE GLORY OF GONDOR!

Ken South is a hobbyist beyond compare. He writes for Fanatic, has playtested The Battle of Five Armies and
he’s even speed-painted a Baiile For Macragge boxed set in four hours, but it is the countless massive
participation games he runs of which he is most proud.

Nick: Ken has been a hobbyist longer than most of us
-on White Dwarf have been alive. In those 31 years his
passion has not diminished. If anything, through the
masses of events he has run for both official Games
Workshop and independent shows, it has grown.

A teacher in Kent, Ken's mammoth gaming odyssey
began humbly enough.

“l came 1o a couple of Open Days and met up with Rick
(Priestley),” he says, “He suggested | run a big
Warmaster game for Games Day. It went down really
well and | was asked to bring it to other shows. That
was five years ago.” During that time Ken has been
busy; running loads mare large-scale participation
games, something he does many times a year.

“The game uses the Siege of Gondor and The Battle of
Pelennor Fields supplements,” Ken tells us, “I'm trying
to show what can be achieved by using these books
together.” Ken also aims to make the game appeal to-all
levels of gamer, “The big thing | try to do whenever |
take a game to a show is make it accessible,” he says,
“For advanced gamers there's the spectacle of a
massive battle, for beginners | try to relate the game to
the films.”

Ken’s mammoth efforts are purely voluntary, he does it
all for his love of the hobby, “It's about putting
something back and the satisfaction of showing people
what's achievable if you put your mind to it,” he says,
“and meeting people playing games that you've helped
on the way.”

There are over five hundred models involved in the Ithilien game. Ken
claims he could paint them all in about a week!

Last year alone Ken appeared at over twenty events,
including Conflicts, Open Days, Games Day,
tournaments and more besides.

As well as Conflict Norwich, Bristol and London, Ken
was at Games Day this year too.

“I ran a The Lord of The Rings mega-battle,” he tells us,
“It's called Ithilien and based on the border wars prior to
the Fellowship being formed, when Faramir and Boromir
fought side-by-side.”

It'l be the fourth time Ken has run the game, such is its
popularity. Due to its sheer scale, we simply had to
show it to you.

Ken's motivation for what he does is that he wants to
give back what the hobby has given him and make it as
no Games Workshop hobby as such. Even during the
years of my childhood it wasn't like it is now. The fact of
the matter is there’s a hobby out there and the more
accessible that is the better”

Ken has certainly come a long way since those early
days. His house is rammed with classic Games
Workshop games, a testament to his journey. Ken has
grown with his hobby, his role as a hobby celebrity is
proof of that, but he's pretty humble about what he
does. “Now it's got to the stage where | write articles for
Fanatic and put on games — it's pretty cool really.”
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More information but clubs and cum ns
can be found on the -Gu_me_s_ Workshop and GCN websites.

When plaving this game before, Ken has cycled through over sixty gamers, a feat only topped at last year's The Lord of The Rings Open Day in-a Helm's Deep game in

which over a hundred hobhyists participated!

Roger Smith

THE CLAYTON WARLORDS

The Batile for Lomas event, as featured in this month’s Warhammer World section, was
also attended by the Clayton Warlords, a new GCN club.

Roger Smith is one of the guys that runs the club and though they’ve only recently
joined the ranks of the GCN, they've heen affiliated with Games Workshop for
sometime (in tact,_ Ruger’s son Laurie is a siaff memt_ler in the Brighton -Hal_:l_:y;_[;en_lr;e]-._

attends our t:iuh,_fmm 12 to older, and we play Warhamme_r and- Warha_mms_r tm,_ut_lﬂ _rgg_uia_rly. ?’-

The Clayton Warlords are very active gamers; at least four tournamenis a year are held by them and
they have a regular showing of 32 gamers a night.

If you live in the Brighton area and fancy going along to find out what the Clayton Warlerds are doing
then check out the Community section of the website and look for GCN clubs.

www.games-workshop.co.uk/community

\

OUR GAMING CLUB LIST IS HERE
T0 HELP YOU FIND THOSE CLUBS
THAT ARE MEMBERS OF THE
INDEPENDENT GﬁHIHG CLUB
NETWORK.

THE GCN ROLL OF HONOUR
Tne clubs listed hare all have:

* A committes of at least three memhers
to run thedr affairs openly.

* Public fiabilty insurance to protect the
mermbers Against aceidant

* A gond standard of clud rules and a club

O ion.

= A child protection policy.

= & pelicy of submitting tha committsa for
CRA Distlosura..

5 part of our commidment o custamer
sarvite ant safety we do nat promateany
club-outside of the Gaming Sl Netwark

www.gcnm.org.uk

1st Company Veterans {Warhammer World)
Contact: Chiisand S
E-mail: |nrn@1swu'npan','ueler_;1nsnet_

Battlenat (Norwich)

Contact: Richarg Miller

Phene; 07710 702297

E-mall; ﬁ-chard@ba\tlenet 0 Uk:
Battlescar (Poole)

Contact; Paul Clevelznd
Phona: (1202 385 632

E-mall: paul@biatiestir.co uk

nlacmm mm Walshami
£t urmaen

Emml guy lashi llﬁwhoo muk
Bracknel| Forest Gamers .

Gontact Daniel Curray
Phnna 0?951 815613

Bridgend YMCA Games Club
Contact: Matt cnurchu s
Phone: 01656 BEE2

E-miait u'eweﬁler:lﬁ‘,'abnu o uk

Brighton Warlords.

Contact Poter bunka

Phane: 0757 408 4.

E-riail. PE[E(COOK&GZG@MIWD!IU gom

Chelmsford Bunker
Contagt: Garath Wlfhams
Phone: 01245 3

E-mail: mgarem@rsman ngt

Colehester Games Club

E-mail me@Cmchasmrgarfmcluh oo uk
Phone: 0791032 592

Chelmsford Bunker

Lontack Gareth mtuams

Phone: 01245 348542

E-mail: cagareth@fzmal net

Dica and Eliu {Bude)
Gontact ga.t
E-mail: iiE_l[Uﬂ_(e_iHUlf.'@a_Uf com

Dudley Darklords

Cortagt: Faul Sheldon

Phone: 01384 288 360

E-mall kpshaldon@ic24 o uk -

Dursley Games Club
Gantact Dan Bishug
Phane: 01433 548 377

Edinburgh Pub Bowl League
Contagt. Gave Avery

Phone: 07837 330713

E-malt: daveryedin@hoimail com

Gambil Eam On {Bel!lnghamj
Contact. Gareth
E-rnail: Ga_reth wynﬁ[h_?@ndworldmm

Club (58
Contact dames Sherry
Phone: 01743 369605 or 07792 469648
E-mail; n.sneryEbtopenwortd com

Gobstyks (Lincoln)
Phome: 01522 B03310
E-mail; info@gnbsty’s co.uk

Hyde Clarendon Strategy Games Club
Contact; Paut Mathar
E-mall: paul mather@Ztameside ac uk

Jersey Privaleers Gaming Club
Contact: Brchard Mallet

Phone: 07747 T23461

E-al: dirattorEblack-helicopters com

Kirriamuir Wargames Club

Gontact; Michaal Andassan

Prone: 01382 454068

E-rail: www kirfiamuirwargamesslub co-uk

Leeds Night Owls
Contact Steve Kolan
Phone: 0113 225 0461

Maccwargames (Macclesfield)
Gontact: Duncan Hareading
Phione: 01625:612 579

Emall: Harradina2002@yation o uk

Madgamers (Maidenhead)

Contact Donis Jackman

Phone: 01628 540834

E-mall; DENIS_JABKMAKShatmall com

Middieshorough Gamers Club
Gontact: Shau: am I'TD

onia
Phong: 016d
E-mail:: Shaunathcr'an@net;c;p_e.nel

Newmarket Dwarf Wargames Society
CGontasl Chris Peach

Phone: 01638 720851

E-mail: nldear‘f@hﬂmal! com

North Wes_l w,\rﬂms (Kendal)
GCortact: Adam Turaer

Phaone: 07205 410 067

E-mall Drege@hotmail som

Northumbrian Adventurer's Guild
Gontact Mark Anderson Coulter
Pharie; 07906 193711

E-mail: nagonlne@hotmail co uk

Nuneaion Medel and Gaming Club
Contact Brign McCormack
Fhone: 07876 &84 558

Did Buckenham Bone Crushers
Gontact: Paul Girling

E- mall
'.I\l'nlll A dthal _r'n [
Oxtord Gaming Club

Contact: Mike Sha[r
Phorie: 07802 76414
E-mail. Mike sharpd@gtopenworld com

P:manix Gaming Club (Rushden)
ct Stephen Mawson/Dazrell Lee
Phonve 07451 728142

Porthury Knights

Coniact Alin Vowles

Phone: 07771 985488
E-mail: alanvowlzs@msn com

Rainhill Wargames Club
Gantact: Paul Tennant
E-mail- paultennant@&hotmarl com

Redcar Ironbeards

‘Contact fan Widdowson

Phone: 01642 503207

The Spiky Club {Reading)
Gonlactkgeaﬂ Gurtis
Phore: 07798 825686

Lt ] A

OPEN WAR b

Sat 22nd April 2006, 9am il §.30pm.

Warhammer World

presents

£10 to enter

Entry forms downloadahie from website
info@1sicompanyveterans.nel

Swindon and District Wargamers:
Contact Paul Nettia -

Phoma: 01753 TO0E0S:

E-mail; nattie. tribad@ntiwerd com

Taretorn Wargames. Club
Contact: Martin Turner
E-mall: Martin. Turner@Hess com

TGE (Tamworih)
Coniact: PRl Hannigan

Phong: 01827 287446

E-mail: philhanniganz002@yahos oo uk

That Dam Gaming Ciub {Newmillerdam)
Contact: lain Daltan

Phane. 07853 311481

E-mail: vitemagse@hatmail com

The Middlesbrough Gamers Club
Contact Shaun Athierion

Phone: 01642 272021 -

E-mail: shaynatherton@natseape.net.

The Sad Muppet Society (Basingstoke)
Cuqlalt:t David %ﬂen Janef

E-miall: rriuppat gsneaasAs Um uk
Phong: 1]11p 8pe

Tolworih Tst Founding
Contact: Peter Corps
Fhone: 077ER 790136

Weils Society

E-mail I L] com

St Aidans Warriar Club

Contzct: Paul Fiatcher

Phone: 01415 770156

E:mail. paulmegregofletcher@hotmatl.com

Stirling W‘ar?amars

Contact: Paul Brooks

Prgne: 07878 612 033

E-mail. paul@ireeandisal plus.com

Sutfolk and Essex Gamers.
Contact: Lord R memrge Klﬂd'}
Phone: 91787 211 254

Contact: George Gush
Fhane: 01580 753 680

Walburton Wargamers -

Contact- Mike Roddham

E-mall walhennnwargamars@?ahun.cu.u.k
Phone: (1245 55418

Wannrd_mryames_Fedmliun_
Contact: Robart Ph p

Phong: 01494 465244

E-mail; ip@a-b-g.couk

Yeovil Games
Cantact: Shris Lowe.
Phonre: 07811 843747

Euent infofmation cofrect at fime of goiry to press. Games Workshop is not respansible for events ot run by Games Workshap. www.games-workshop.co.uk/community 127
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UPCOMING EVENTS

Are you running an event and are
a Hobhby Centre, Independent
stockist, GCN or WPS club? If
you want to advertise it for free
in this fine publication simply
drop us an e-mail at:
christianh@games-warkshop.co. uk

The closing dates for receiving details
for publication in the following issues

\ are;

"' etstMarch ... WD318 (June)
o 1st April................. WD318 (July)
e ist May ..............WD320 (August)

Piease note all dates and details are
correct at the time of going to print but
are subfect to change.

Events dfary abbreviation guide

W csisius - Warhammer
40K... Wamammer 40,000
B R T e Blood Bow!
Warhammer Ancient Battfes
... Warhammer Players’ Society
Warhammer Enghish Civil War
............ Epic Armageddon
.The Lord of The Rings

[iR[ND

TOURNAIENT

I3TH-I4TH MAY
A WARHAMMER WORLD

CALL: 0115 91 40000

\\'\V\".glmt!'“ .kShCIF.I'.'\'.‘. ¥

128 EVENTS DIARY

QDnMr::r:LEs GULF CaMPaIGN

Dara E‘Sih March EUGE

space Inadvenentry bringing war to the Fastern Frmge. Will the
Imperium of Man crush the fledgling Tau Empire or will the superior
technolagy of the Tau win the day?

Tickets cost £15 include lunch (you will need a 1500 pt army)
Cantact: 0114 243 4633

Website: www.games-workshop.co.uk/gvents

_...J : _.wwishaﬂsau}cfewenfs

N0 _.ijt):_l_(ls-- HOLD THE LINE
_Dare' 1st April, 2006

takes o spen& a day in the trenches. . ‘?
Confact: '01'4'83'451 783
Website: wiww. garmnes- mrkshap co.ukievents

A SHADOW IN THE EAST
Dae: 1st April — 15th-April, 2006
Venue: CAMEFIDREED Oxford
Details: The forces of Sauron are on the move. In the
east, Khamil has gathered his army and advances on Gondor.
Can the Free Peoples hold back this tide?
LOTR Campaign - STARTS with ‘The Rising in the East’.
Coniact: 01865 242 182
Web: www games-workshop.co. uk/events

THE TRROS CONSPIRACY
Date: 1st April = 15th April, 2006

Venue: Oxford

Details: On the planet of Taros, deep in Ultima Segmentum,
valuable shipments of materials are going missing. Located so
close to the Tau Empire, two Inquisitors have been despatched
1o investigale these irregularities, along with a delegation from
the Departmento Munitorum,

40K Campaign — STARTS with First Confact’

Contact: 01865 242 182

Web: www.games-workshoep.co.uk/events

All the information you need about clubs, whether you want fo participate or start one of your own

TRHAITOR
Date: 1st April — 15th April, 2006
Venue: St. Albans
Detaiis: On the tranquil world of Medusa ' the governor Baron
Ashworth has stopped paying the planet's Imperial tithes. An
intervention force led by the Black Templars Space Marine
Chapter has been despatched to eliminate the rebel. Upon
arrival, they are ambushed by a highly mobile Tau strike force.
It appears treachery is afoot as full-scale warfare erupts over
the surface of Medusa.
40K Campaign — STARTS with ‘Assault on Governor's Palace’
Contact: 01727 861 193
Web. www.games-workshop.co. uk/events

ENEMY AT THE GATES

Date: 1st April - 15th April, 2006

Venue: Staines

Details: imperial Commander, Viadimir Krensky, waits. On his
desk the offer of surrender sits, Where is the support he
requested? How long can they hold... “The damned xenos will
see how we face death. Death before dishonour”,

40K & BFG Campaign ~ STARTS with ‘First Strike’

Contact; 01784 460 675

Web: www games-workshop.co.uk/events

HERALD OF THE EMPEROR
Date: 1st - 2nd April, 2006

Venue: WARHAMMER WORLD

Detaifs: Inquisitor campaign that follows an epic and mystérious
story, spanning the galaxy from the Eve of Terror o Holy Terra itself!
Only one character decides vour fate in these detailed narrative games.

- Gall for more details and be a part of histary.

Contaci: GW Worcester — 01905 616 707
Website: www.games-workshop.co uk/events

F':l'r—:'T'LJFl'N TO ARCHON

.Bsimfs The Warp stom‘ls thal piague the outer rim of the
‘Medusa § system have- temporarllg.r cleared. imperial As!rupams
‘have pinpointed the location of the legendary mineral planet of
‘Archon Iil Unfmluantely. they have aﬂsiu' dete'cteti')(e'rias

[ .aﬂen = arl graat heroes, from such
stich a hemg‘? Gc’rns and f‘ nd out.

Event information correct at time of going to press. Games Workshop fs not responsible for events not run by Games Workshap.



QAMES WORKSHOP,

THE FARTE OF MIYENUKOS 40K DOUBLES TOURNAMENT
Date: thﬁﬁfrﬂ 2006 Date: 30th April, 2006

Venue: @ Uxbme Venue: Gaming Centre Sheffield

Details: Pair up with a friend to batile against others in this
competition of deadly dues. To play you will need two Combat
Patrol forces of 500 points and a friend to play with, Details of
the rules will be sent with the event pack. Tickets cost £20
including lunch on the day.

Contact: 0114 243 4633

Website: www games-workshop.co.uk/events

Date; 27th April, 2006
Venue: CANIIEEEIED Swindon.

Del'a:fs Tau Temes control the skies: and most of the capial

the centre of-the market dlstt‘ict Can the peaﬁe hold 2 p_aw.er reia_ys fur.the..Tau .cﬂmmumcatrons array, .there m[ght ]
40K _K_lil -team evertt still be a chance to call for aid and defeat the xenos filth.
-team event.

Web: msfw games»warkshop 0. uk/evenrs L‘oﬁﬁc GW Sw' 'on 017’93 436 036 TOURNAMENT

WARHAMMER WORLD

THE LORD OF THE RINGS GRAND TOURNAMENT

GRAND FINAL = MAY

Date: 8th - th Aprli 2006 :

CALL: 0115 91 40000

wwigames-workshop.co.uk fevents/ diary

need twe 500 points armies ~ong Gono and one E\u! The euent
includes lunch on both days and dinner on the first day only; Details: :con'mﬁ]ﬁon of deaaly duos To play you Wlﬂ need two Border
can be found on the Games Workshop website. Tickets cost £50. rig

Web: www.games-workstiop.co.uk/events.

mntuﬂ;ng lum:h omha day

POUBLE CROSS Contact: 0114 243 4633 for more details,

Dalg: 8th Apn;{ 2006 mns.'re. www.games-workshiop.co. uk/evems.

Vente: 77 Maidenhead

Details: |I1qut5ltur Nhrlun Castor has held diplomatic talks with GRAND TOURNAMENT
the Tau, persuading the Tau council to share their most BLO OD BO ‘x ?L
advanced plasma technology as a gesture of peace. However,

Castor I a true servant of the Emperor and will not abide the Dale: Bth - 9th May, 2006
¥anos to live... He plans to spring a trap on the Tau, seizing Venue: wAanh 1,:'"1, 5 WOsLD 2°'h i 2' S' MAY
their technology whilst delvering a.crippling blow to their Deiails: The 2006 Blood Bowl Grand Tournament is coming this year, WARHAMMER WORLD
forces. To make matters worse, other xenos races are also Which race wilt deminate the pitch? Who will claim the coveted
eager to get their hands on the technology which is said to be-  trophy? It could be you, but you have to be in it to win it CA'.I: 01 '5 9' 40‘000
of Doomsday proportions! Bring 1,000 points. Website: wywv.games-workshiop.co.ukfevents wurw.gomes-warkshop.o.uli/events/diary
Conlact: GW Maidenhead - 01628 631 747
Website: www.games-workshop.co.k/events The Lord of The Rings Tournament

Date: 21st May, 2006
LAUNCH THE GRUNDENBURG Venue: Gaming Centre Sheffield
Date: 8th April, 2006 Details: 500 points themed force. No named Heroes, maximum
Venue: Reading of 2 Gaptains. no mare than a third of your force armed with
Details: Join a Warhammer aerial spectacular! bows, four gammes. Tickets cost £15 including lunch on the day.

Eagles, Hawks and Gyrocopters & possibly some larger things.  Conlact: 0114 243 4633 for mare details.
take to the skies as the giant Grundenburg alrship prepares to Website: www.games-workshop.co. uk/events
launch...

Contact: GW Reading - 01189 508 693
o S A R L ONE |
Semco OPENWAR 5 - MORDHEIM The Curse’

Date of Eveni: 22nd April 2006, 9am till 6.30pm. Date of Event: June 10th. 2006 -

Wengls FARIAWIER FORE. . Venue: Portbury Knights, Portbury Village Hall, Portbury, i W
Details: Warhammer 40k (1,500 points). WFB (2,000 points),  puictal Just off Junction 19 of M5 p
Epic (3,000 points). £10 fo enter, discount for club bookings.  pagails: 500 points starting warbands. Painting standards — :

Cantact Details: Entry forms downloadable from website 00N, niym of three colours and based. Tickets are £5 in advance. CALL 0115 a1 400[}0

WARHAMMER
: 40,000;

e-maf‘.‘: i@ stbmpanVEIiRns. et Contact Details: alanvowles@msn.com for reservation details. www.games-workshop. o ukfmnlsfdlaq
Website: www. 1stcompanyveterans. net/events Website: http:/igroups.msn.com/PortburyKnights

Event information correct at time of going to press. Games Warkshop is not responsible for events not run by Games Workshop. www.gumes-.workshop.co.ukfoommunity 129



++MPORTANT NEWS++

HOBBY STORE
OPENING TIMES

Games Workshop Hobby
Centres have recently
changed their opening hours.
The new opening times are
as follows:

Monday - Friday: 12pm - épm
Saturday: 10am — 6pm
Sunday: Ipm - 5pm

There are, however, the
following exceptions:

= Stores in shopping centres
still open and close
according to shopping
centre times.

= Each Hobby Centre has one
late club night. The specific
night this is held on is
dependent upon the store.

= Some stores are not open
everyday, such as the
Gaming and Events Centre
in Sheffield. Please ring
relevant store for details.

= To find out more
information, pay a visit to
your local Hobby centre or
give the staff a call.

FREE PAINTING AND MODELLING ADVICE FREE GAMING AND TACTICS ADVICE
Mo matter what your leved of painting or modefling skil, if you spend 30 minutes with one All our staff are expenenced gamers {alter all it's what they do for a living!) They can
of our membees of stafi you will see those skills improvad and might find aut something give you sound tachical advice, help you build hams-wlnnlng anmies-and clear up most of
you never knew! your riles quenes.

Qur special Beginners’ programme teaches you how to play and helps you fake Al our eentres stock a ful range of Warhammev 40, mn Warhammer and The-Lord of
your fisst staps inta the Games Workshop hobby, The programme runs an The Rings games and modets a5 well as all the hobby matarials you need to collsct,
Sundays, so whether you want to leam how to charge your knights into your huild and paint your armies.

opponant's baitle fine or lead a squad of Space Marines into battle, all you need

‘todo is come along!

iN STORE ORDER POINT : HOBBY ACTIVITIES

All of gur stores are fitted with a Garnes Woﬂsmup Direct in-stora order paint Games Workshop hobby centres provide support and expert advice on ail
which you can use lo ge* your hands on all of our Specialist Games products, - aspects of the hobby. On Sunday evenings many steres run specific
plus many excl and classic modelz with which to activities for those who have graduated from the Baginners’ Frogramme,
cusiomise your Warhammer, Warhammar 40,000 and The Lord of the ngs whilst one weekday night & week, there is a Games Night for playars o
Tarces: Indulge I even more hobby activity.

Telues N liCii(e)? HOBBY CENTRES & INDEPENDENT STOCKISTS

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 Games
countries across the world. What follows is a listing of all the stores that sell Games Workshop Direct on 0115 916 40000. Stores highlighted in yellow indicate new stores.
Warkshop products across the UK, parts of Europe, South Africa and the Middle East. ‘Stores in green are elite Northern European stores; stores in blue are Northern

| Games Workshops open seven days a week, with gaming into the evening on certain European partnership stores. To be sure they will have exactly what you want in stock,
nights. Gall your local Hobby Centre for more details. You can find a full list of our UK we recommend you give them a quick phone call before visiting.

retail outlets on our website, shown below.

Hobby centres marked with a cross (x) have Gaming Room facilities.

www.games-workshop.co.uk/storefinder
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AVON

GW BRISTOL [
33 Broadwes. T
GW DRISTOL [CRIDBS CAIJ!—EW&I’]

Unét 128 Trik S48 Tal

BRISIOL aluu 51

Tol: 0127 B84 €151

YATE, Heggslg:m Toystora:

Tel: D454

BEDFORDSHIRE
GW BEDFORD:

10 G iars: Tel, 03237427 3
LUTOM, Ottakers:

Tei 0158 246 G369

LUTOM, Fingl Fantasy

BERKSHIRE
GW MAIDENHEAD:
Linjt2 1% hgarhet Strest. Tel 0162 863 1747

=

mtmiu., Dﬁnlsm's

Tor 0134 ddE wie

MEWBURY, Miniatura Marchanis:
Tet GYRI 5628176

BIRMING H.IlMl AREA
S BIRMINGHAM:

465-a7 BirrépgHin Ao Tal 012
GW WOLVERHAMBTOMN:
060 231 D466

GW WALSALL:

o S 5 Soppng Canta
1 5207

ACOCKS GREEN, Jeff's Games and Warkshop:
Tel 0121708 5575

SRAAT HARR, Boralog Gy

Tt ONEH T i

EDGEBASTON wu,lmu'; Forge:

Tob 0321 687 01105

RUBERY, Roy's Hahhhs & Toys:

Tal ot e =
SIJ‘I‘I' N COLDGIEL!I Digital Drogens:

Unit ¥, L
1

BUEKINGHAMSHI!!E
GW HIGH WIEOMBE:

A\’uﬁ&ili’f. Toy Wmdurlun

QKINGHANL .ﬂbenﬁ Toys:
el 0125 1
GERARDS Cmii Heword Marshall:
Tet 0175 368 2062
PRINCES “ISIO;fH.IGH. Treats;

CAMBRIDGESHIRE
® GW CAMBRIDGE:

54 Fegent Strest Tat 0122 331 3350
I'-W PETERBOROUGH:
3 Waatwonh Suet Tal 0173
ELY, e Centre:
Tt n?."'mﬁ!,‘
HUNTINGDON, Sports & Fashions:.
Tad: G148 045 4441
PETER!OHDUGH,M;GID Department Store:

& D062

fn.wmu ﬂn M & Madal Contra;

o

SAWSTON, 'I'e,-s Plul,
=l B3G

Sl-' NEO 5, H & Cﬁmpuler Games:

B HGEIE

51' NEOTS, Westgate Department Store:
Tel: GidE6 D47 3542~ -

TEVERSHAM, Invocation Lid:

Tl Q12 320033597

\'ﬂsBEll:H Waalﬂm Bapnmmnl Stere:
Tat O1h5 620

CHESHIRE

GW ALTRINCHAM:

Unit't, 15 Graftar Svaet: Ted 0951

GW CHESTE

112 Forugate b Vel (529 431 1567

GW MACCLESFIELD:
i Dheslangate Mall, Ginzvenar O
2

=

=

GW STOEKPORT;

42 Bfanay Square: Tai: D161 4741427
ALTRINCHAM, The Goming Cryph:
44 Greeraood Sbat WATS THZ

Tiel: GAG0 847 7
STALYERIDGE, KM\I' Miodels:-
57 Hslbouive ;--re{ SHHE 240 Tol D187 BD&

CLEVELAND
¥ GW MIDDLESBROUGH:

i 95, 39 D reet
HARTLEPOOL, lllusions:

%

¥

Find your nearest Hobhy Centre or independent retuiler on these puges
on our website: www.games-workshop.co.uk/storefinder

8198
HARTLEFOOL, Westasts Dupdrriont Store:
Tek: (542 524 447

CORNWALL

GW TRURO:
L

Tel 0142 223

s Howsa, \z' w Britie Stasl
Ta- 0187 4 Q04T
BOBMIN Bﬂfﬁnclk.

Hﬂ.m Eﬂdy_& Soni
Tl 0132 €57.2787.

T MSTESI_.’J., Mad for Minioturas:
B 72 BTE 2

TIN.IRO Tomwler-.

Tal, Q187 227 2452,

COUNTY DURHAM

GW DURHAM:

741088

. Tat 0132 228 246

BISHOP AUCKLAND, Windsock Models:
Tei 0158 B0 568

r!:snm.! To)- shup.
B 361706 -
CUMBRIA

GW CARLISLE:
Ui 2, Early Lana- Tel

BOWNESS-! ON-W'INNRMEI!
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Tel QU5 48 3047 -

BRAMPTON, The Cord Centra:
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OOCKER.MOUTH, Hsﬂlmu.
© gy
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u:smcu, lemlumi Toys ond Hobhies:
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ULVERSTON, Sawdust ‘n Siitehes:
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WORKINGTON, Taymaster:

04K BT 3322

DERBYSHIRE
GW DEREY:
42 Sadier Gate:

Tei 0185 257 1657

CHES\'IWFIEI.B, "Hl‘-ﬁﬂ Trader:
Tl GTOR1547726
CHESTERFIELD, Pook Bookstore:

Eagls Caintro, Tai: 01332386338
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ow ‘IQ“UUJ‘I
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2 4.
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& Fload T
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Tl A B2 3
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G174 T 2aRa
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ESSEX
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ow $DL1|'HEND
o fichuncit Fiead.

BRENTWOOD, BEM Cycles:
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CLACTOM OM SEA, Clacton Art & Craft Centre:

Tat 0120 5A3 548

COLCHESTER, Toymaster Kingdom:
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B
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l" o1 SE OB45
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a3t
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Tal (e 3
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Graginthe
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£
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a7
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GW BLACKPOOL:
8 Brley Stres Tal, €
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1
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Fol, 1152 #54 516
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Lim Toym:
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Q7B 452 D500
OUNDEL, Oundel News:
Tat 1832 273518

RUSHDEN, Osborne Sparts & Toys:

n's Models:

o, Hﬂw[ﬂs-.
Tel: 01V8 1578 2125

SI'MFOR

LONDON

el (08 QI8 S744

oW Hmmaw
296 Slitron Street. Teb 020

WEIHNGBO!DU@H, Softwora Sellar:
Tk D183 ddd 0A61

Hansingion Churcs

GW KINGETON ON THAMES NORTHUMBERLAND
34 Fite Roaa, Tal U208 545 5224 giqB‘LE._ore:ml_yl-_n. Imports:
W LONDON [OXFORD 5T & 0545 125 8506
FiD, The # e, 18t Floor. 116-124 BERWICK UPON TWEED, Barwick Computer Games
refardd Sresat, T E::dcl?\_"_ngv
GW RICHMOND: 128 92
RICHMOND: Bl

LT &, Westmingter Flowss, Kv Fioad, Tal (G05 9480128 krple
) H Tel: 0143 460 6678

& 742 140 Em Robhbs Department Store:

0143 450 3181
E MORPETH, TG Allan:
Lo Tel- G167 051 2136
Shepping Contra. Tal: 0208 770 MOTTINGHAMSHIRE

GW NOTTINGHAM {central):

Jag Friar Lane Tes 0115943 0851

GW WARHAMMER WORLD

Wiligw Foad, Lensan. Ted 15516 8410
MANSFIELD, The Games Emparium:
Tek: 0162 362 0023

Sabd
¥ GW UXBRIDGE:
23, Chaquan Mat, The Paviliors Shopping Centre
25 2000
GW WATFORD;
T IA masp q trivgt, Haram Ca
= 182 3

BLACKH rossions: NEWARK, Access Models;
Tel: 0 ma!:m !"d Apression Tel g3 287 11g
CHINGFORD, Hoh Step: RK, Toymaster:
4%81 Suxlinn .M L P»; SETATT T GIEd 6E1 221
CHINGFORD, loum of Lendon: MOTTINGHAM, Showes:
Ta G207 528 10 Tal: 7115 841 Bedd

RETFORD, Toymaster:

CLAPHAM JI.IHI:I'IDN T .
il arstept Tek G177 170 0350
DULWICH, The Art staianrs: SUTTON-IN-ASHFIELD, Big Boys Toys:

Tl 0B 653 59,

olnure Games: WOODBOROUGH, Regency Printors:

Tal: 0115 DES B300

WORKSOR, Toymaster:

f‘mﬁrﬁﬁf’ﬁé’ preRms Tai 0153 844 1500

HERME HILL, Just William: WORKSOP, Model Basa:

T2 il Mo Late, SE2 S, Tl 6207 733 5858 1ol 0160 850 1752

ISLINGTOM, Froderick Beck:

T oty 2 v el OXFORDSHIRE

KNIGHTSBRIDGE, Horrods: GW DXFORD:

Teh, 0207 780 12434 1A Bash Housi, Naw i, Hall Sivees Teb 0985 504 2780
ABINGDON, Just Toys:

l.onnou, Playin Games:
53 i i e 0123 567 4339

rget, Tel " "EZ‘ 3060

Pumrv. Toystop: BANSURY, Trinder Bros:
Tei: 0206 785 9555 Tol D120 525 2546
RUISLIP, John sundm, BICESTER, Dentans:

Tel: 018 A4 Tel 186 53

CARTE Giles Sports:
Ter 0158 384 2396
COWLEY, Dentons:

Toi: D186 574 9744
DIDCOT, Dentons:

Tel: 1235816586

wummsrow Ottakars:
Fol. (268 520 9208

WIMBLEDON, Elys:

Tk 008 346 2781 y

WOOD GREEN SHOPPING CENTRE, Toy City:
Tai 0208 861 0770

MANCHESTER AREA
GW MANCHESTER (centrall: OXFORD, Boswells ‘!wmnmn
.zﬁ(ﬂ‘S Waraged Way Sauth, Alndate Tat. 0186 524 124

E, Pied Pedaller:

THAM
Tel: (184 426 02

on T/A Denlons:

Gw TD!APFCIRD CENTRE:

STORE FINDER

»

x

"

, Pettits of
Tali G149 183 5253
WITNEY, Romicrish

e 01599 370 4979

SHROPSHIRE

GW SHREWSBURYT:

 Marker Shast, Tak 0174 336 2007

BRIDGEMORTH, Hobby Horse:
578

Tek 037 45

OSWESTRY, Funfayre;
Tel 01e3 167 D646
SHREWSBURY, Funlayre:
Tesii- G174 323 3647

'r!uom, Qualllna Knight Gomes:
Tel 5

SOMERSET
GW BATH:

518 Wesg
amnenm’ﬁn. Games Mart

BURNHAM ON SEA, GW Hurley:
675 G2at

I:HEDm GORGE, Closs Croations l.'d'
Bt 8527 3P, Tew 01934 74f

CHARD, Bnmnw[xnrd.
Tel 0145 023 pOSD

I; 0184 37
TAUNTON, Kraekgrs.
Tot 0102 393
Wells Models:

T 4 BT 262

WESTOM SUPER-MARE, Griffins Gomas:
D193 442 978G

'WESTON SUPER-MARE, JI Toys:

Tat 441 B1ET

YEOVIL, Yeovil Collectars Centra:

Tal 0195 543 3750

STAFFORDSHIRE
GW BURTOMN ON TRENT:

Uit B, Urion Cown, Union Steel. Tel: 0128358 584
Gw STOKS

WEL

Tel 0178 220 5287

BI.FITON ‘OMN TRENT, Toymaster Kingdam:

Tol: ol 28 554 4550

COCKERMOUTH, The Toy Shop:

Tad: 1180 D,

Nmml UND!! LYME, Suadmar Models

Teliot

smreorw, Hoppy's Hobbies
Mrrist. Tal 07363 703904

SI.I.FI‘DID Too hl Goblinz:

Cui.lerlnhh‘_i
Taf {; =

SUFFOI.K

GW IPSWICH:

fwpt Tol G147 329 0031
BECCLES, Tay Box:
Tet 015 735
BURY 5T. EOM.UNDS. Medel Junction:
Tal: (122 47
sumrsr !nMUNDG !'o,muulst Kingdom:
HZ8 476 104

FELIXSTOWE, Wimr'r.l: Taxis:
Tal 0138 427 5585
HALESWORTH, Halaswarth Toy Shop:

Tul, G108 ba7 227
HAVERHILL, Baby Connexion:
Ted (3144 070 G292
IPSWICH, Galaxy Models & Hobbies Lid:
18 Frahall Aosd 173 08, Tak 01473 720570
lm!ﬂ!ﬁ, l'wmhr Kingdom:

S 56 Gt

NEW'MAEILEI. Mmms Toyland:
Tt 0163 966 2147
STOWMARKET, Simpson & Sans:
Tei: D144 587 2914

' SUDBURY, FT Gomes:

Yol G175 T4
SUDBUR\". To}musn-r Hingdom:

<O TE 7
sumluw, 'I'ny Cemmien.
Tal: 0178 788 8002
WOORBRIDGE, Toytawn:
Tok 6133 43l 70

SURREY

G GLILDFORD,

8012 Tunsgabe Tel 0144 34
GW WOKING:

uinil 3 Cledny Counl. Teb G146 377 1675
CAMBERLEY, Marningstar:

Tek 0927 BES 5150

COULSDEN, Taylars Tays and Sports:
Tel. i 666 60710

DORKING, Dorking Models:

Tol 0180 A8 1747

EPSOM, Ottakers:

Tl 0137 374 2533

OXTED, JH Lorimer Lid:

Tol; GE0B B84 B625

PURLEY, JH Lorimor Lid:

B1 860 0718

llilén'!! Tha To:r Shop:
Teb G17: o,
WALTOM ON muss, Tracheuse Toys:
Tal (153 225 2872
SUSSEX AREA
GW BRIGHTON:
Linit 7, e Paviions. Tel 0127 520 3333
GW CRAWLEY:
| Bioadway. Tel; (129 355 2072
GW EASTHOURNE:
13 Teriius Hoad Tel: 0132 384 1403
BEXHILL ON SEA, Motek Modals and Hobbies:
Tat 0142 4510056
BOGNOR RBG]S,TmhI Models and Hobbies:
Tel 0124395
BURGESS Hll.l, l(ﬁd's Stuff:

T D14 425 7708

itz Buiidirgs, Avon Sirset Tal 0922 633 4044

3

*

=

CHICHESTER, Chwhaalar Tays:
Tek G124 378 8055

EasT aams-rm Ready To Run Modols
mmnm. Jtode Martial Arts:

Tal: 042 4720330

HAYWARDS HEATH, 4JRIN Lid;
& Hiazewond, Bo w, Tol; 44444 455030
HAYWARDS HiA'lH. Healh Models and Toys:
Tl il 445 478
HORSHAM, Bﬂdczm
Tel: (HaG 324 Bles

I.mis, The Huba:, Shop:

Tai. D2
sl'n'N!Nl!, Gomls Gollary:
Tol D190 381 2653
UCKFIELD, Kid's SIuII-

Tel: 0182 5
!UOH‘HING. I{C“u Games Shop:

Tel 0180 323 7265

TYNE AND WEAR AREA
OW NEWCASTLE (Contral):
Uria 54, Newpale Shopping Centr

FED |: 0181 352 2418
EW MEl’ﬁO {ME!“D EFNTRH-

Musthtsransan

MEH'IO CENTRE, Gmoﬂwad, Teymaster:
Tal: &3t 460 2500

NORTH N’IIEL'Dﬁ, 5R Glodstone & Son:
el 194 257

SUNDERLAND, Exlmygau

Tal ¢151 514 7

SUNDERLAND, rh- Toy & Computer Shop:

SLIND!RU‘ND, Owean Owen Lid T/A Joplings:
S102108

W&SHINE‘I'ON.. Toymaster:

Tél EBa44

meF\' HﬂY, TAG Allon:
Tes 0181 253 1564

WARWICKSHIRE

G\H’ COVENTRY:

Anes Shopping Cardtie,

GW I.EMINID'[ON SPA:

gal Ted TBO

n!mm'm Rallwey & Madellers Junction:

Tel 0247 631 6286

K!NII.\H‘OEIH, Abacrott Arts & Picturos:
182 851 1EH

I.EAI\INGYON yﬂ, Trindors Toy Town Lid:

Tek: 0182 647 O

! Co/Tas

Baokshop:
24 Anhe

L Tel: (247634 20
lUGB\". Jele Hu ways & Models:

mmm-uwn-nvou 3 Windser Place:
Tak 01785

WII.TSHIRE

GW SALISBURY:

50 Feat Gree Tel 017F 543 5036
DE\'!I!!, Hugﬂaﬂmml Taystare:
38 &72 384
URY, 575 Stotianary:
wat SH1E GHH,
MI.EOIOUBH. H Ducl
Tal, D167 25 g
MELKSHAM, The Toyshep:
Tal: 125 576, 8415
SWINDON, Spol On Models:
Tel 0%73 352 2098

WORCESTERSHIRE
GW WORCESTER:

23 Lychpate Mall, Cathedral Plazn. Tol 0150 561 8707
BROITWITCH, Losk-rite Lid T/A Toyworld:

Tol (1BG5TF 2405

EVESHAM, Bﬂllle Honours UK:

Tot 0138 545 875

REDDITCH, Hoggasourus Tay Store:

Tel, D152 766 052

!l’OuRFﬂR‘I‘ OM SEVERN, TP Activity Toys:

57 280

YORKSHIRE

oW BMDFOIID'

GW LEEDS {cantral):
12:1E Cantral Houg, Tel: 0113 542 0634

GW LEEDS [WHITE ROSE):

Linit 2800, Whils Rose Centre. Tet 0713-272 3470
5\"' SHEFFIELD {cenirall
LrwiRam Gate T NEATE G174

BW SHEF’FIELD (MEADGWH&EI. CEMTRE):
! et U

sk froast t anlianse nasr

oW wmtiﬂnn-
96 Kirkzata, the Ri
GW YORK.

134 Lapdat Tal 0190 462 8014

THE GAMING CENTRE:
fias Foad, Amcs Read.
Tl 0814 243 4503
BRADFORD, Toymaster:

Tol D127 472 4733
BRIDUINGTON, cmppm.

Tel NG 287 T
H&EIHA)( Hnlkfnx Modeliers Warld:

s Caneie Tal (182 436 (431

Hm.lmx, Mngmdm World:

Tal: DF42 233 0547

HALIFAX, Toymaster:

Tol 0142 235 2096

HARROGATE, Taymasfer:

Tek: 0142 365 4335

HUDDERSFIELD, Dark Future:

Tel: OT464 207040

HUDDERSFIELD, Toymoster:

Tol 0148 454 45684

H’UDDERSFJ'SI.D, Something Wicked:
R

ILKLEY, \'I‘u!gum World:
Tei; 0194 360 7500
KEIGHLEY, Toymaster:
Tet 0153 360 4045



LEEDS, ﬁyq‘rﬂmeurﬁu M.muml -
10113 250

Toyworld:
0113 245 DY
NORTHALLERTON, T & FM Grover Lid:
T HE 4

PIGKEI!NG\. Hars of Pickering:

7o Fak Swaet YO8 TR Tak (175 ; 4727
POCKLINGTON, Chylds Play:

Ry Streat Tel (175 280 6041
mmmoml, whing Goes:

Tal: {3703 362

oH, Saace, Mylh and Magic:

SCARBOROU
Tol 0845 Bd 153

SELNY, 41 sports and Toys;

5KEFF!E|-D, Nkmu ‘o)lmuﬂer
Tel 3314 B
SHEFFIELD, \'ormu!i:r'

wmmr John Andarzon - Teymaster:
gl 12
wurm'. Mndﬂa ond Mo Brops 1d:

154 1g

Lintt 8, Marke!

WALES

GW CARDIFE:

St Hagh Stradt Ted 0292 D84 4517
¥ GW NEWPORT,
25 Skinnar Siket, Tal: 0763
W SWANSER;

cAP.IHiF. bl«; oﬂd Dise,
d Video \ﬂslum

RMARTHEN, Good News:
Vel 58 V23 7764
CARMARTHEN, Hordings:
egpienslfe

{:HEPSTOW ﬂﬂl-srs Comnar:

i, The Maner:
ot QB0 033 49)3!'

s(vms'm m’- <

o J.?ma""

SCOTLAND
¥ GW ABERDEEN:

X GW DUMFRIES:
it Streat. Tek 04;

i
GW FALKIRK;
12 Cow Wyt |'F:‘ "

Tei 0156 478

ANGUS, Ga
ol (35 BE2 2205
BANCHORY, Tey and. Glh Sh:;:
Atsrmesnshirs, Tal: o

DH'NWN.L.. Spms and Madal Shop:

WNFEEMIN ﬂ.bbey Madals:
2 My Gals, Tat (1203 731516
EDINBURGH, Mﬂﬂuwillc Madals:
Tei 337
ELGIN, Junner‘l ‘I'wmaﬂer‘
Tal 0143 542 4
FMSE!II._IRGH, Steven's Toy
721 High Streel, el 01358 7
Flrs (CUPAR], The Mappy Fi
g AEs 3v6e0
FCIRI' WII.!.M ‘ﬂll Granite House:
3693

ster:
50

el..nsm Srulk Games:

HﬂDQ NGI'QN C}Mh Services:
Tot 01620
HEI.!HSGURQH Gumu Damain:
Tall: GTA3 557 3
INVEHNBS J\mm)rs Teymaster:

I‘.I.NROGS ane Chest:

Tl OTRY 788 451G -

RKCALDY, The Hope Chesti
43 325 0116

NORTH BERWICK, Laws Cycleés:
Tl Q162 (9 0943

ORKNEY, !:‘-(Ienlwn-l’mns'ﬁr

Plﬂﬂzy Model Cantre:
Rde FATITS Tal G141 B8
sumuun, Harrys ‘Dept Store;

ol (15!

STIRL NB,AHI
27 Crawlont Arcada] PR 14X, Tek 01786 47AT8S
STIRLING, Do It @ Your Lelsure: ]

Tal-0178 502 BA7E
TURRIFF, E Rae and Son:
Tel DiBA BSE201C -

CHANNEL ISLANDS
AERSEY, ST, JHE‘I.iil'a The Linla Shop:

Tel0iaa

NORTH ERN IRELAND -

GW BEI FAS)

o leim, Tet 0432 564 332t

BANBRIDGE, Dayid Rogers:

7 Briene 5L 06 Dot

BANGOR, Replay Games: -

Higt > B, Tel: $4B3 145 210

BANGOR. Sewtit) Miller & Sons:
Sio, Teb GBI 127 0

ores:
58, G Dasy, Ted 0028 G4 42
CRUMLII iHiput Construction Co
42 Hramble Wosh Go A
ENNISIGI-I-EN. Medellors Comer‘
28 farng i Tal 4es '. As

| af Wang

raizs Ce gl b_‘ﬂn -\b, woan
ﬂMﬂ.GH Whites Taymastar:

=7 Biidge St Tel G582 242 427
PORTADOWN, D Jeffa
B Mandmuiis B Teb 0433
EIRE

oW BLﬂNCHﬂEDSYﬂWN
& i Bhoop

ittty
GW DUBLIN
Uil 3 Lower Lifiey &

Ca
BL&WOD’L World of Wondar:

s P, Gork, Tal. (214 210 445
ons:
w, T0t 017 B57.565
CARRICK ON SHANNOM, Mulvey's
Min Sireet, Laitron; Tel 0771 56
Cﬂm!ln&m:l!armnlu

CORK, Art and Habby Shop:
Wilten Shopping Cenre, Ce Cark, Tel 021 434 7207
I':OR.K. Noddy's Toymaster:

AT, S:I Ca "Lr\ Taz G241 4

o Cork, Tal- 0214210445

11 Angsa L.v " STt Tat 027 35
E‘LUNMEL Hegun’ ‘!of m
31 Parrat 81, o Ti Tal
G.DN'I'ARFJ leleﬂ’l
4 Vemon Ava
DUBLIN, Banba- Tagmw ar:

48 Wary 51,

DI}ND‘U‘. Fkk A Save:

Lioigy Walk S/Ceibe, Co Lautn, Ted 0

QIJNMRH'EN. Mm-phy‘a 'ley ond \‘.‘ucle
0564

I.OI.HBHI!A, Marys Toymister
028 2043

|E| 086712 1847

bins:

Wi St Ca Getaly, Tl 05082164
WATERFORD, ﬂu Hobby Shop:

34 The (ks 1 Wetedford, Tel 051352 227
WESIFDW. Ihdr.‘ of
G Mays, Tei' 083
THU’ILE-'A. Toymaster:
Filar S, T8 Tppa TH O

k any,
TII‘I‘EW Ilﬂwlul 5t

Ea-85 Main Stredl, Go Tl--Du.r<|.

ba0s Grean

INTERNATIONAL ACCOUNTS
BELGIUM

Bkuﬁﬁﬁ Fair Play
162, 8200, Tel 00E2 (D50 3851 89

55 &

Tk 0032 {0

355

345,85

0, Tak IR2 (D111

456

~

MECHELEN, Da Spoi(qu

Vaeinarkt 32, 260D, Tah 0932 (01153 30.07
Khl

OOFFENDE

Eliyrsmiiast B, 2000, Tsh 0022 [0/3 268 105,
ANTWERPEN, Red Dragen Games
St Ksl.e'.ir-swal 55 JW" Tl 0032 {0r

Ihoek
»:1 =L:70 Tl (0 Er unc. a3 ag 29
BRUGGE, it
000, Tal: & ;‘u‘-fvjbua".r‘l‘ E4]
BRUSSEL; lnlenm Laken
210 Avenis Hosgyran, 1029, Tek DO (042 296 7144
BRUSSEL, Intertoys Anderlecht
8 Dupisiann 905 (70, Tal. (692 (0)2 52384 73
DENDERMUI\IDE.T'F‘I’O@
Mo, Sin fistrasl
DEURNE, The Gamesto
ViR Duytestiaal 144, 210
GENT, Intertoys Gen!
Valgasutmzt-17; 3000,

elen
Bungstranl 43, 5000, Tol: 0032 (05 224 4734
GENT, Red Dragon Gomes Gent
gt 718, B

HALLE, Mishre's lerﬂlr\d
Mirnatsostoarmeg 104
HALLE, Top 1 Toys Hnlle
Basiligxstiant 46,1800 03
HASSELT, Obaronn
Kainpiache Steanweg 27
nmum.s, Blay It
TAE ‘gl GOSZ (0114 BA BR B
IXELLES, In!u'!ny: Inelles
104 Chilussen o i
KORTRUK, De Concorde
Brugsena; BE00, Tl 0
I.QKEREN, De M

i

O (D12 367 58 53

#5604 03

232 11951 E58

b, Tel: O

ms
4K, 2400, Tel. 0032 {0750 80 2963
Ovel
wEn AOEA ,m
Itoi!il.llﬁ, Bl&:.k Border
Srtanadraet

1303, Sredno

CROATIA

CMW!C, Homa tentar
o “PAESinuka

00, Mrhtnr Cant .|r Gackn 10 Tol' 0388

i
Su\mmt slcw Lesie

Yo

VMDIN. lund of Mngu:l
), T# '

Frankogarskn 22 Tel
ZAGREE, Lond cd' M:glc

00, Fadiceda

CZECH REPUBI.IC

CESKE SUD!.ICNIG!, Choatit

Fonnaryasoa 5. Tal: Gids SHE4as5a

HRADEC I(MLCI\!"E, l(nlM(upe:M Valhalle
200

LIBI'R.EC Dgrl Doupe

1. Tet "LM!

DENMARK
TW KOBENHAVN
F ermgatle KL, 1380, Tal 35100217
ragons Lol

5 ds Tooy 3, 6000, Tel: 8&7
ODENSE €, D:uo:m\ Lair
K sgada 71, 61 m, S,

Tet6aat o

Rentamastaris B

N.ESTVED Nena Mamstved
Ramenarrad 17, ATON, Te: 5 5700

RGW\I'IE. Mr Games

e Slallonecantar, 2610, Tl 16720255

AaiEoka, Anltmg Hobly Service

Gwv\a
e 5390, Tl 0
Mmom, EB Game:
i 53, J200, Tk abis 7520
" G

113 4280

I T BBET &5
mENnA, l.og:kzden Aabenrd’

www.games-workshop.co.uld/storefinder

BE00, Tl 7402 2405
Bog & idé L
Tel: A564 BET

Herod

Tek 4817.2770
AARHUS C, EB G
M. Bians Gade 25, B0, Tol: 6748 B0
AARHUS €, EB

Games.
Fropyslksgado 241, 8000, Telra7dl gaa
AARHUS €, Goblin Gate
Hyztisman &7, 8000, T BR1G 4317
ARRHUS C, Hobby House
Miniragaus 51, B000, Tel 65
m US €, EB Gama
jade 56, annd T
AﬁNﬁs Bog & Ide Asnees
Fana Ceniitg 21566, Vel 5965 00 14
BALLERUP, EB Gomes
Haliseys Gentar 1, 2150, Tat 4407 4422

agid 1788

Baog
Gineegade £ RESD, Tak B
BROMSHS), Charlottes Legm|
Famiiarihsaurdsya] 148, ARG 3R
CHARLOTTENLUND, Bug & ide ﬂmrlm!enluml
GErEDarg AR 5 2000, Tt J90 3040
inil.‘ron. Ebeltoft baghandal
Adeigade 48, B200, Tel DE34 Ja4d
ESBIERG, BO Boger Esbjerg.
Hanpanbpnde 33 B700 Tal: 7532 1

0, Tab:2813-1948

Bager

Enpatgess Cantml. st Tiiry 2
FAKSE, Bog & ide Fokse
Torvepads 14, 4640, Tal 8671 30
mz\m, Bog & ide. Farum

v Eud; 3520, Tal: 44051226
! n!m:rl, lou & idé Fredericia

) Tel TE24 Bdag
FRBDERIKSI&ERG, EB Gurnn:

JemdaAnegadn 3T, SH00; TaT 4738 3960
FREDERIKSVERK, Hnblw.& Lageta]

Nomegade I8 3300, Teb 477E 1863
FREDDERKSSOOD, Frederikssund Bager & Popir
Tel 4731 0245

G_II.LH.EJE L

nsrm M.osqniln Cykeel Ce
A58 A

&, TADG. ol 8712 0F47
HMIMG, Du:!dy Legeloj
Herring Gantra ¥
NEﬂNING. EB Gnm

7, 7400, Tel: 9742 0352

Talgas Wl 5
HEINING, Fm-rges Kelder
aail
Hlu.Elwn ugekgdm umz
S 27,380, Tel 4B7S

wnn;\«.i e
HIZRRING, IDMQS.BDE
P. Nrekjmés piscs 4, 9800

HOLEEK, Gappals legeto]
5r ilsark 4300

HORNSLET, ABC c_onml

SevayEnae b 554

HORSENS, I.cgnhdnn Horsens

Hospilztagado 1 Tol 7561 6317
HWMOI.M, GAD er-d!olﬂl
r = 3 86

KOBENHAVN 5, §8 Games
Fistamanagare 3, 230, T 9206 7552
KOBENHAVN K. EB Games

Tix

s Beyiigs 59, 1560, Tel 9127172

xmmvm EB Gomes

Nepgade 3, 1164, Tel: 3352 0243

m!umw( N, ﬂeenbergu Bog & idé
0 Tel-

mENHAVN K, Fullmdc
Skt Peddrtmeds 35, 1450, Tet 3305 4520
lmnmumm l(r neg & idé Hslcel rvel

g:l«&dm iemvtg

Ta2D, Tal 47

HNG.BY EB Ems

00, Tl 4587 0506
Mmeo I.egelueden Maribe

Ted 5878 mhat
N.@.swsn, Gearg Christensen Bog & idé
Awsenng 10, 47 204
NESTVED, Helsted !ag & Idé

Nisstved Stow:

Torddicede 4, 8700, 1o
NAKSKOY, Tusind fing,

Santargace:ts, 4300 Tel G452
NYKBBING F, !og & idé Nylwhing F.
dat e 8 G5
NYKOBING M, Morso eoghnmm

133



Aigads |, 700, Tot 4772 0700
NYKSBING 5J, Bog & Idé Nykebing 5.
Adgarke A2, @500, TR 5991 D006
NYKOBING F, Hundehuset
Jarfibanagais 33 €609, Tal! 5465 046
ODDER, Legekeden Odder
ficwans Tnoa 52, BA00, Toi AG54 4270
ODEMSE C, EB Games
Hbsigengyane 3, 5000, Tel G612 920

r Odanse C
.t\;t.l Tal. sl‘n-u:Aab
OD!NSE 50, BO Bager Rosengdrdscentret
R

ODENSE 50, EB Games
ireskye) 7. BEA0, Tal: G385 0670
RANDERS, Bog & idé Randers
fradregmes 6 2500, Tai: 8644 0815
RANDERS, Byrge Sora nsan Habby
Ahabusionel 4, 8200, Tell B542 5814
RAMDERS, Randars Hebb-.r Import
Adaigads 3, Tal: B543 36923
RIMNGE, ﬂenls Bog & ide
Wirkeptarsen 2, 5750, Tel B262 1125
RINGKOBING, Buddy Lagete]
Algerk 4. 5350 4732 B0
RINGSTED, Buddy Logsta|
Marregaco 16, 4100, Tél: 5757 1480
RISSKOV, Bog & ldé Vejlby-Risskov
riref Frisenborgyiy 5. 8240, Tef BE21 53
.0, Bager Rodovre
w116, 210, Tal 3641 (488
RODOVRE, EB Gomes
SEnbUTBR, 2610, Tol, 3572 1257
IBNME, Doﬂho’s Heobbystue
Tei: E585 43
RENNE \'fllNom Dam Bog & iﬂ
- 5, G700, Tel S5
ROSKILDE, EB Games
24000, Tal: 4037 1515
losmln! Flensbor Bog a idé

skBY, er&miri-hy

Ciron

sll.K!!ORG,B g Hni rg
Vestergana 312 Vel BEAR-DZET
‘SILKEBORG, Byens Hobly & Fritid
gerpade 48-51, 8600, T4l BER1 5815
su.xnom Gunzone
Frepeikitergaade 1, BE00, Tot 004G 5761 1112
SKAGEN, ugzkwdmsa(

w

Tal BEEA 5465
SKANDERBOR! S(hmpdr Bog & ide
Aneigans 62, Batl, Tat El
‘SKIBBY, Tag & ide Slublq

SKIVE, Jydsk ;nghnndol_

4 19, 7RI,

SORE, Legekmdon Soru

Hglbpny arkagan 19, 4180, Ta

SONDERBORG, Bageentrel

Bedgpade 77, B440. Tal "q-i.Z 271

Bog &

ga15, 6400, Tal ?4—1,‘ e

5T HE DINGE, Hohhllﬂlden

T evi) 19, ta 4640, Tal: 5550 6

STEMLOSE, EB Games

Stentaga Genler, 3560, Tel 477

STENLOSE, I.egelnzllen Stenlase

Stmninas cetret 48 3660, Tel a7T7 3280

STRUER, Honne Mcdun Bag & idé
4, Bl GRS G408

Parl

Vasl e T4
THISTED, Buddr Logml
Vestergans 4. 7 o fj742 1933
TONDER, Jefsen Bog & Tdé

Slofagats 722340

TORSHAVM, F/F Thomas Dom Wholesale
Eluiks 2148, Fars [sands, Tol 95831140

VARDE, sog 1dé Vard

\l"lBDm. Sehws Ing & idé
gt 5, 200
vm', Rybner B,
Vit Castrat B

Algade 63

FALKLAN DS
STANLEY, Folklond Collectables
The Geners! Sioee, Tel (0S00 21174

FINLAND

GW HELSINKI
Simariatii 9
HELSIMKL, Fr,nlu‘)up»-hl Hel

), Tal

Vil :
LAHTI, Punlenlu
Fauistionk: 101
ESPOO, Pelimasta
Ulappakahs. 1, 02340,
JOENSUU, Funhnlnp:l

Hisvppavans 2 §0100, 4358
v mn,rummw.m Jyviisiola

atie 28, 9G4

orpankell 5, 33100, Te! «358 5 2225200

TURKU, hmu:lupe Turkeu
8, A0 Tel <3562 2328413
KuoPrIo, Farmnslagelll' Kuapic

Meglivketu B, +358 17 361 1148
FORSSA,
Hampete

I'U\NI(O Hobb'y Jabi
it 060, Tal: +358 15 24
HEINOUI, rnlmumu:wi |a fety

5100 Te .37

134 STORE FINDER

Ariscentiat 53 thal Ciigads, 5200, Teb BETE 008

1, Tl 4358 14356588

HELSINKI, Fordasiopelit Varaste

L 126, 00635 Hil, +358 5 7734756
HYVINKAA, Royol Teys

Meicilikahy 5, DSE30, Tal +358 16 439370
NISALMI, Taikatale

Savarkstic 12 l¥ 17 Baadsa

|m‘ru, Hirja-Lahia Alex
& B5120, Tel+350°5 441K56
INKIFDHM, Venha Koarti
x A, 23210, Tel +358 3 4752885
JMS& Joekles Snn
1, 42100, Tes 35674 7497275
JBRVEN Askertelutarvikeliike Toitavills
Hemingntio 13, 04400, Tel +355 50 473 47 6D
KAJAAN, Loppakertiv
Kavppakaty 35, B7 300, Ted,
KEMVA‘ Anlikvm—!mlﬁ Kersa
1

Kotl\mu Muoviepax

¥ 5100, Tai +358°5
KUOPID, Kirja ja L Mllr na
Funinkaankaty 23, 7
DU.POPIU. cmq siulinn
P 14, 70100, Tedk: 356 77 2668 560
KIIU&ANKQSKI.. Kirja Smnmm
Kaupoa-gukio 1 45700, Tel +358 6 3748271
LOHLA, loh]un Klriukwpp

Lagrinkaty 28, 4 - 353 13 224180

Toiggatan 7.
mesl.r Mupp:l

RAAHE, I'!ﬂﬂhzn asrumlu la Poperi
Laheknrs

RIIHIMAKI, Bobyroom
i‘:dUl‘d;kﬁ_‘ BT AT00, Ted, £350

saLo;, Salul Humaate

Vincrkgty 27, 24240, Tel, #3558 15

EAVDNI.INNJ\, Smmnlln»un Anl HIW
T100, T

Vapaugentie &
SEINA.IGK!. Pilluz.kneklm
i,

156 64177480

TAMPERE, ey

uimbriai, 33100, Tt <358 3 2121244
T.!MPEItE, Info Keskikeskus
".:'Sle HEakLe, B, M, Tol +358 3 2251850

b Tab £35B 6 2707
VALKH\KO!IG. \f:lloecknskenqun

Haurpakalls

GIBRALTAR

GIBRALTAR, Bon-Mau Hebhlu
24415

15 Parliamert Lorg, Tel

GREECE

ATHENS, Fumu, Sho,

3 Bepteivnon 65, Tek H B2
A‘IHINS, Funm:y shop; Ag. Pa
o [aanfiin 248 Tok (30 244
nmms, ?oﬁlusyshop Kifisia
Dtdeine % 0, Kriasou 18, el 0
ATHENS, Fanta Simp' Peiralas
Ypsfaniow 116; ) 210 4535757
amms lnnms,- Shep: Exarcheia
o 210
&TNENS, Kﬂism nmumusluu
Kaondill 7Tl G030 210 6145675
ATHENS, Koisso Chess & Gemes
B & loponmtions 1

N’HENS Kalssa Glyfadas

Tiej: DIAD 210 BAE2 067
Hdnndrieu

ATHPNS, l(nllw Mendmr o5

Sy,

g
AI‘HENS, i(uhsu Pelrolu
a1 6, Tek 0030

CHANIA, 'lni.ﬂn Chanlnll

73100, 10 Tal, 0030 F6R 06RIGS
CRETE, rmmu, sa-upu Heraklelon

idomenas 2 Tel: (B30 2013 30131

CRFI’E Kalssa Honia
107, Tal 0030

0 GeERe

Hﬂuﬂ €D Carner
Migouh 26, Tel: OG0 2231 687318
nuu.l.rm!n !umnsy Shag Kdlllhea

82

L 6& 2410 537357
wuousz. BMD Bunkﬂr

fssal.oum,grmmq Slnp. 'I'ha ahnikl

B hawann s Te 5
'I'HSSSAI.UNIKI,Knksu Thessalenikis
545 22 Sira 4, Tel 60

SI|
a(.‘:(rn-c ot 03D 24210 20762

5 &
HUNGARY

i BUI!N'ESI, l'rathﬂnng

1081, Andrassy ut 39, Tol 0336 152
GYOR, New Ork

ST Ay J w1300 i, Tl (036 705 012 940

MISKOLC, Deron
i 2030 454 11526

| SZOMBATHELY, Sarkanytuz
G700, Kossuth L.« 20, Tel: 003 703 188 M5

B0 Pryat u 42, Tel DOGE 703 457 928
SIEGED, Csillagveg

B7E2, Gopol u 18 Tak 0036 203 371 601
VESIPREM, Sorkanytux

B0, Kossuih ur 0s, Tok 0036 705 #04 130

REYEJAVIK, Nexis
O Bt 5005, 126, Tal

ISRAEL
HAIFA, Kitars
Fints g g
HERII.IA. Freak

Soeotay 30, T 0OT2 BHSEMTT
'MY H&SHAIK)N, Topuoh

MT HMHIIK)N hpunll Fhﬂlw

-]

l'EI.—A\I"I\f, Kitare

Markaz haatel Hemetathu
e

ot i

0, TRl UDETE B59E1ARE

LITHUANIA

KAUNAS, JSC in Diza

o 1226 Kaunes 39, Tal 370 377
MALTA, Forbidden Pawar

83 Trig Misal [FBamen, Maida, Tet 00066 1 227098

MAI.TA. K Hobbies Ltd
Hpesch Ruag, Fi fa 13, Tet 00356 21 556423

NETHERLANDS

GW AMSTERDAM

Rakin 34, 1012 KT, Tal: 0051 20 S22 3863
GW DEN HAAG

A1 123 2511 AX, Teu
GW HAARLEM

Gigrstrage 20, 2071 GA, Tal: D037 23 551 7677

sw ROTTERDAM
HifEs

51 703

AR Ted S 10 250 028
AKNHI’M Spelkwortier Arnhom
=36, GAt1 BL. Tok D031 26
I!EN BOSCH, De Dobbelsteen
erstreat O 5211 ME, Tl D021 DF 537 55 647
ik

2028

Brschntragt 23, 4
LEEL!WIAQD(—N ‘a:‘ol
Bek B4 8811°T

LEIDEM, Vliegershop
Turtmaria 2 0T

a218 110

FiE3avea

MAASTRICHT, Vileg-or-ull
Brgfesesragt 7 IPG Tl 0081 43,095

53

11 32 421 8305

EERG!N OP ZOOM Ng 30” Toy:
Ll sopasimar 23

DEN HAAG, Spnlb lwls

Zounmengin, 518 GT. Tab 0031 70 5684 4782
EMSCHEDE, Pilpllnu

Fiipenstiag 34, Tk 0031 59 430 5727
GRONINGEN, Krikke's Huhbrihﬂo

#houwe Weg 20, G711 TE, T Tah Q03750 HERSIA
NIJMEGEMN, Mn!ﬂ:n & Marikon

Man Welderen il T, BHTY MP, Tal 0031 28 32E B1E
TILBURG, Labyrinth 'I'Illwrg.fEtedn

Lanpestaat 176 5035 8H, Ter ¢ 1
ALMELD, Sﬂnhu’q Modellmw

|Jr~" 16 425088

Cisteiraat 198
ALPHEN AAN DEN RI.IN T I Tays Arie vd Panna
Hecttsimat 66-68, 2406 GL T 037 17 247 2954

AMSTELVEEN, Hel Gonzenl M

& e 85,1180 28, Ter 0053 200647 2853
I.MSIEL\I"IBN Do Grast 'I‘e,' Special Store
Farnbr: 21181 2 Tel D120 57
APELDOORN, Tap l'lwyn De l-'llllludwem
Crarjnrie 158, Tel, Dog1 DA5-5761064
!!'RG!N DP ZODM, Slr!pwin.lu-l Gilles de Gous
Tl 0031 16 424 TdE2
l!lﬁ!'\"l(, Wemrs l'edindnebii
Paciarsinint 41 4671 CR, Tnl 0T 44 750 02k
BUSSUM, Baka &hdallreinen

Ludrdoswnsy & 14000 B4 Tet (431 25 697 8410
DELFT, Top 1 Toys Speldorads
Hippohiusboun 31425, 251 HW, Tal- 003t ¥,
DEN BOSCH, Gomaforca
Wughtarabrail 60, T2 Tel 0001 5524 77 868
DEVENTER, Knibbel Comles
Migarpstiaat 38, 7411

E.DE, 'lmnen Soldaat
Veger 246714
EIHDHWFN. Gamesworld

Vi 5511 HE, Ta!: 00
D‘EN HELDII. Pmdm Modelbovw
i 38,1 S, Tl 03T 22 341

'GELEEN, Tactica
Anplivigiraal § 5183 CJ, Tel: 0031 &
GO!S. Fumus Fantasy Store

ra i, a5t W, Tl

&l J\.)I 18 363 £400

snum\, !-uemm wid Wal

v Wrid 70, Yot 0031 18 251 3526
GOLIDA. I'ho Me\rle Slare

ae G ¥ &, 3801 LV, Tek 0031 18252 2560

mmumsm, Wirwor
Chugie 3k 11 4 Jabetrac 40, 742 A A14AL
H!NGEI.O. Top 1 Toys Mickey van Wezel
Burg, Jansengain 18-17, 7551 EC, Te a7 14 pel 2
HOORN, Het Gele Teken

Gtola Chost 55, 1621 EF! Toi- DGa1

Tet

LEIDEM, Froatime Werrior

8t Aaghersts V2 i Tek niai

LELYSTAD, Trainenheak
-

132 025 3160

Mm!’ltlclﬂ‘, Hounijet
BurgamessterCortensir 13, G226 GY, Ter 0031°43 363

NEUNEN, Schellens sp"rgua
FPashzimal 24, 1 0371 40 PR3 2084
" OEGSTGEEST, De I'umbn l‘ays for Be]m. ond Men
Do itampadian-sinst 77
OPLINEN, Spelkalder
ai 2, 4184 ES Gpiren

66 5043 ED

ROOSENDAAL, Jadin
Oty Mare 38, 4701 PR, To
SCHIEDAM, BTS
Groansaan 49, 3114 B, Tl G081 10 473 8755
SCHUMDEL, an 1 Toys Anndelk
Frood £451 Al Tal: 00,
SITTARD, Atomik Sittard
Nt n‘ 18, 8137 AKX, Tol D031 48 45
sLUlS, Top 1 Toys B v'd Vijver
Chts Marhatviat 7. 4584 CT,
SOEST, Top 1 Toys Soest
¥ Wesdasirant 16, 3761 CE. Teb 0031 35629 0444
SPLIKEMISSE, Lord BlMﬂﬂiﬂ
13

Savisiraat 7, 3201 4R

o0d1

11 746 1363

ermatrail 12 ¢
UDEN, Gohlin
Ba, 5407 GE Tai O

lll'll!I:Hf wm
Springwey 1, 3517, Tei
g‘l’REﬂﬂ‘. Never Nn:r Lond {Wisdor & Kugent)

acht 22, 1 KR, Tai sk lraie)

K, ro: l T'eye
3% 54 31 2B37

Meaterstrant 80, 7101 EX, Tel §
zommeen RC-Pitstop
“Dorpestiaat (70 3H12A]
ZUTPHEN. Vreemde Zoak
Pustel 2, Y205 HE Tei
XWDLL! Bonkenhalla

A -.rra..:l‘"r‘ﬁ'in'. 100, B2 Db, Ted, 037 38 423 10
ZIWOLLE, Top 1 Toys - De Wit

Ersznnn 7re8, Bl

Q21 79396 0SB0

031 DIR A2V TI TN

BEIG!N qu Be Gumel
a7, +47 B532AT B0
sel

Kmsmmsmn Hobby H

arighlam
A::ann, n:nga Lnkalund
Slarmoa NAO18,
ALESUND, l.remnwfhuul

elande ved, Spatiavk, N-602, Tal, 70145770
Al.isunln EB Gumes

eagala 1, G001, Tt 701 287 67

lRENM Norli Arenasenter
Torvel 10; N-S500, 37025454
BERUM, Rings Bmrums v:-k— Leker
s veiah 2 N
BH!GEN, YES Vi Leker D«un Lekar

an Slorsantsn Tei (35161260
BERGEN, Outland Bergen
Fortiingn 4, 5015 Tal 16061132
BEEGEN Ringo Lekeklossen
NESITnE 78, 5227 5 Seedsd

DOKKA, Yes vi laker Dokka

Epegloss serrafet N2BT0, Ter 51112080

EGERSUND, Brio Glusmagasinet Bgrey
0

Snaegt. 3354, N-4370, Tel 51467
FAUSKE, Ringa Smart
Storgt 74, NH200, Ter 73848022
FLISA, Ringe Bamsefar
Flisa Stonrarked, M-2270, Tel, E38RA2H0
Yau vi leker Lek
Beock Gt 11, Tek 68315630
Foim! Rlnue l..ollmhuser
Siratiagan §, N-S80, Tet 578
MM I'Hnge Leke-Olsen
N-2B3E, Tel 81206210

Hmun Lekehusot Maxi.
K Botte gl Ly N-2a14

| Tol TEdd188
HUSNES, llinuu Kvlnwd Libris
Husnss 648G, Ti
Jisﬁlﬂ'lﬂ allo Jﬂsﬂl!flll
2050, Tal 634
KONGSS’EIO, Sl[ngo Ih!f l.lane ﬂs
Firkagatar IEIE, Tk 2
Kanmusn mnga Gagmu Lekar
lembaneqt: B R-22  B2OATET
KRAGERD, Brio Karis Haw
Torvet 4, MI770, Tel: 45000404
HRISTIANSAMD, Gustav Peder,
Handk Wargsia 27, Ndgie, 7’: 3snaxEez
Outland
Markansit. 2€, 4461 SO
KEUI(E'I“DH.VM Heimax Laker,
KErL ridg £4,
2T
l.mslsuun, ngn Torangers 0 Per
nrvat 4, NG,
I..MWN(, Ilnge Snkmles I.elmlunr.l
Tarval B, N-F255
Lﬂl\ﬂl( Ringe Sdmiles
w3l 3262, Tel. 53185437
Ll!lliKOGlN EE Games
Drammgraaion 20, 3420, Tel 3265 3640
uu!uun qmu"” Gavemagasinet
@ 7275225

1 MMA, !Ingo I.ekehhmd Mo

85457

MYSEN, Brio Soker ag Ti»g
Jdinbana gaten 13, Ne 1850, Tet 63880

N&MK, Ma hl( Center Nurvh(

Nisnl.u. Iinpn Evantyrland
agesind Weien . 1304, Tal BG772410

O5LO, Avalon Osle

Akgragata 351, Yel 22535308

O5LO, Yos Nesedden Bokhandel
vgah Certium, oan, Te: 86311

7077
O5LO, EB Gomes

Shanden 3, 2504,

Ji et F 22177000
0510, Outland Palest
Kl fisnars (e 57-45, Tol 27330210



0510, Bria TC Vest .

Ltk A 18, N353, Tel
PORSGRUNN, EB Games

SANDMES, EB Gomes

Huardrit, Tai: £46519:0

SAN - O Saeland.
Langgaien 44, 1-4031, Te 51657500
SANDVIKA, Hobby Larsen
Sanmvim Strsenter; M-1300, Te: 675

w0, THi: GABATNE

SKY, Brio Titt-Inn
ingen & N 1401, Tat 89357777
SHIEN, I'elngn B]oms l.ekar

Lig. 3717, Te

s0LA,

Solaaronscs

N-40S0, Tal: 165

sonsbnl, thgq Sen»del Ghumugnsﬂn

kit q,;nun BB, Tek PRYIAETA
ST.IQVMGE \'ade(ﬂkk

5
SRR 5, S P
SURMADAL, Ringo Presangsn
Amfizenteest oravn. 4, N-650 Ter 71
smwm Ilngu Ilmdhmm

TROMS®, Tromas Bruktbokhondel

Kukeit 5. N-3008,
TF.DNDH!IM Avalon trondhei,
Mihugatyn 011, Trovsdhain, Tol
TRDNDHEIM mnderﬁ:im

Sr Oeave G 31 ¥ 2 Tal: 71520840
TYNSET, Ringo Tynset Bokhande!
Bl @A, N-2500, Tek 62450034
VADSD, Brio Vadss

W, ‘-"."fs&‘lﬁl\]l 4, N-Ga1s

POLAND

BIALYSTOK, Deportoment Gier.

ul_Lagorawn G, lok 153, 15251 Tal [04B 857 &
BIELSKO BIALA, Gnom

43-300, Szmolna 16, Tei O04R 304 124 686
GDANSK, Splder Gomes

I 73520645

i, Dy 33 nr 2, 90467, Tel: DGR 88 551
GDANSKI, Fonris

ul. Crkiana 1, 63 000 Prugzcz Tet 0048 600 B
GRYNIA, Futurex ;

81572 W wa Exefkd, VBE, Tol- 6043 587 511 150
GRANSK, Iskro

BU-2H; Msrawskiego 15, Tal D045 565201 05

Glmﬂcl Game Station
vl Bott. Gothd Wamaansbagn 12 4900, T 4 255 16
JELENIA GORA, Avalon Baleria Karkonoska

LR Wi 27 SHE00

KATOWICE, Bard C«llmm Glar

2048, Kincliszh 8, T
HIELCE, Skiep RPG Groer -

25:300, Mala 12 {w bramia), Tet 0048 507043 387
KRAKOW, Bord Centrum Gier.

H 336 Batoredn 20017, Tod T2
LODZ, 'Ajic Firma Kalegarska
SO Bk 83 021 428
LODZ, Gamelord

S0 425, Bt /10, Tal G043 83
LUBIN, Balrag

58-500, Girobyeia B, DG4S G0E 714

POZNAN, Bard Centrum Gier

S1BIE, Sw. Marbing 41 Tel D040 518 538 277
POZNAN, Sklap Wilczak.

b Deloni 1, Tol TG 15 036 52683
SWIEBODZIN, Crempionl :

Cia. Pakicdniona 35, U200 Tel: 0045 psziads
TORUN, Skiep Papierniczy.

BY.100) izecoka 48, Tel 0048 SBE B2 463
wmznwa, Arkana Kslazki

P4 Wiksdre 4, Tal 008228 355 417

WARSZAWA, Cytadsla

Pemsmoms; B Tal
wnumm\. Ksiegamie Bellona
Ox-08E, Krakowiide Frzadmiasce 11, el
wmnwa. Faber Fuhers.r

TSR 228 241 0T

-
WARSZAWS, Worsaw Modsl Centra

il Powsingin 42044, 02303, et 004422 402 3054
WARSZAWA, Warsaw Model Centra ;
il By Warmzawakie) 1920 £ 0F &, Tal D043 B34 254 348
WARSZAWA, Warsaw Madel Contra

b Crbrgtreraion 74 ¢, Tal 048 226115 736
WROCLAW, Skavenblade Contrum Gler

ul, Lafing 154 50-355, Tel G04B X 428 071
WROCLAW, Sfon

wl. Kroyciey 16, 53020, Tall 0048 773 608 598
WROCLAW, Berd Cantrum Glar

SO-070. Fusks 450 (Pasazi, Teb DOMR 712 417 478
'WROCLAW, Ogryn

0083 Szawska 67, Tal, 6048
ZIELONA GORA, Avalon

DT Centram, ul. Bomierow Wesl

7'B51 957

ROMANIA

CLUJ-NAPOCA, Otala

Aegsin Faidinang 7, 2004

RUSSIA

KRASHODAR, Alegris-Jug {South)
#raanaid s, (43, Tal-00BeTa 730331

MINS.L Valohanovich ent

Etibitian cenler GLYRIE,

Tal, O 4072 7

MINSK, Valahanovich ent
Washarovit v b4, Palince of Spe
Fal 008027 $548206
MOSCOW, Alagris i

Mmtras seation Alipies|ofevsknia Prospest W 103, Tel
TORSIIAEI2E

1MOSCOW, Alegris.

d Rasin Dubsn:, Migseicwaya Bt 207

Tal: MipsgRHaI3r

MOSCOW, Urdin Juice

Meir "Uitsa 1505 gods” Zyenioedaktio shoss 4,
TELATRSTASENES

MNORLISK, Na Styke Mirov

Fomeamtigkayn 51, seeand figor, Siem Byta, 127 474
B2 (54D
NOVOSIBIRSK, Icchummer
Firasnuy v, 650, Dom Byta

gecend fints

SERBIA-MONTENEGRO
BELGRADE, Exit Hobby Store

i Lydbing 1 Tel D081 1162 70 27
BELGRADE, ANET Hobbystors

Visepratsn 8, 17000, Te: 00 381 17 3612525
Bilsmnﬁ. ANEY uolzlnmm

D“'E

! arthi Aol Tal 00 381 ERE2T2E3
WOV 5AD, Valhalo

100G Maserk 18, Tel- 00331°2
MOV SAD, Bmgun

SR S, Tal; D0 381 2384572

SLOVENIA
LIUBLIANA, Crno Luknja
1000, Foljsnakn 43, Tel: 00386 012804220

UUSUM Pri Goblinu

SOUTH AFRICA

BLOEMFONTEIN, The Dungeon
13°8hart Sfees, #3501, Tek D02V 51 447 2054
CAPETOWN, The Boys and Mens Hebby Shop .
Fep 123, Toor Vakey Rwpping Canss, T 154 BEAS
CAFETWM. Wizards

Sri 18 5

384 $0B33230

oft Shi-hixn Aoad, Tel 08T 21085060
DORINGKLOOF, Botile Plonet
witee, 177 Cedila Sirps, Tek: D027 5246 83533

o, aEs

Dwm Wizords Warehouse

Shop L8, Windsrmene Senlre, 1631177 Windernars Road,
Morlingdsde, 4031, Tol 0027 31 812 CEr

GAUTENG, Wizards Worchouse

hop G4, Cuolomy' Bogping Bunte, 3845 Jm Smus
vanie, Crosfines Par, 2186 Tl 0027 11 960 6252
JOHANNE&BU Esswex R:!nll

T -u?“'l'l

Ly bavel, Fabar To DT 21 605 9380
LINMEYER, Drogons Dan

200 Petar, fovrs ol DG2Y 082 Sa4 418
PRETORIA, The Slmilljr Ti'ull

27 i i

i
RUSTBERG, quemum Books & e
Breermmlitand 309010 Halends e Drive, 0309,
Tel 0087 #3 297 9373

SDIJTHJ\FRII:A, Battls Plangt

Nood WEk iy

Tt 00 2782

SWEDEN

GW GOTEBORG

Kungagatan 2@ 411 19, Tel D06 41
GW STOCKHOLM
Haparingsgatan 30, 171 500 Tl 00463 213 540

hogen
20311, Yet 026186269

GAVLE, Hobly

Y5 '\3.123 Tot OSITTOSED
ESI(II.S!IJM Losses Leksaker
Hungegitan 21, 65220, Tet L16130225
KMLSTAD Spel e:h an!ml

frit

muﬁé Ulopla, mnu
i

Reg alen 5211 42, Fod: 0401
NOR-!KOPIN.G Hebbyhsman
B2'p4, Tal 011762120

NOHR.KOFING, Lekhizsat
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Games Workshop
Direct is a fast,

_ accurate and

convenient service
that lets you order

your miniatures and

other hobby products
from the comfort of

. your home.

| -’??ﬁ

v

——

 \We aim to despatch all
orders in three days,
straight to your door.

* You can order ANY
Games Workshop
product.

e Qur Advance Order
service lets you order
models and products
before they are released,
guaranteeing you'll get
them on the day of
release.

Fast, secure and strulghi to your door!

HOW TO ORDER

= ON THE INTERNET ;
Visit our secure online store at: www.games-workshop.co.uk/store

= IN-STORE
Order from any Games Workshop Hobby Centre at the in-store order point.

* BY PHONE
Call the Hobby Specialists on; 0115 91 40000 (UK), 0115 918 4040 (Northern Eumpe}

= BY FAX
Fax your order on: 0115 816 8002 {UK) or 0044 115 916 8162 (Northern Eumpe}

* BY POST e : . 2o
Or the traditional way: Games Workshop Direct Sales, Willow Road, Lenton, Nottingham, NG7 2WS

DIRECT OPENING HOURS

Monday to Saturday: 10am — 6pm,
Sunday: 11am - 5pm
www.games=-workshop.co.uk/store

Dlrect Exclusive models

+++DIRECT EXCLUSIVE+++
SPACE MARINE TECHMARINE
99060101313 £9.00

136 ORDERING DIRECT

+++DIAECT EXCLUSIVE+++ +++DIRECT EXCLUSIVE+++
OGRE MANEATER NINJA OGRE MANEATER FEMALE
99060213012 £10.00 93060213013 £10.00



Or call: 0115 91 40000

e SEARCH FUNCTION i ; EBE &R
. = NAVIGATION BAR; - SH 0 PPI“ G
. . : 'SHOPPING CART) - " “ lI “ E
T =" :

S e The Games Workshop Online
Store is open 24 hours a day,

Dwarfs .
*..Forwie are the sons of Grugni, slone we are rocks, united we stand with the strength ; o SEVEH du S ﬂ weeko
ofa " King Airk ot the defence of Karak Him. Wekotie Cuew Lo Cup i ¥ ve

Get exactly what you want,
when you want it.

Click Below for our archived Dwar Classics and Callectors models
Clagsics and Collegtors.

Advance Order — Dwarf Army Bundle

Price; £112.00 Release: 281 22005
= " * HUGE RANGE
o Bemanm Tem Type: Cofripasite Part Code: WEBT1 2 d
o Dark Etes g i Unforumately the: Dwarf Ay deal has sodd out, o we have

put lagether a suggested Dwarf Anny bundla. Perfect Tor any
budding Dwart general, this. bundie gives you 2 Owart
Baftalions and Dyearf Ay boeok, all released on
Dacember the 2807 In fotal this bundle gives you 4BWariors

 SECURE

o Dwsds
© Dogs Dfwar
o Empirg

o Hiah s o
E e {Longheards ar Warriors), 32 issite froops (Guarrelers or
2 dﬁlﬁm&ﬂm Thunderers) and 2iCannans of Croan Guns
© Qure Kingdoms More Infumalion  &ddto Cad g EASY To USE
2 Q‘E‘M'_‘_s,:; ?E\E"' Advance Order — Dwarf Lord with Winged Helm (Direct Sales Only}
© Tomb Hings .
© Vampira Counts Price: £6.00 Ralease: 7111200 ® oPE" 24 Houns
@ Wood Elms ttem Type: Component Part Code: 9347030511301 3
o g_;r@;@r.s,amjmm o e batlle is jolbed it is the Lords and Thanes, with sheir
© SEae ALk finely crafled asmour and rune-inserbed waapons wha seek
© Books 4 out the enamy’s mpst poweriul combatants, matthing bestial
N . fury or dark magic Yith courage; fonour and honest sleel.
(LIST OF CATEGORIES
; DETAILED PRODUCT DESCRIPTIONS

, HELPFUL AND ESSENTIAL PRODUCTS

+++D‘IRECT EXCLUSIVE+++ +++DIRECT EXCLUSIVE+++ +++DIRECT EXCLUSIVE+++ +++DIRECT EXCLUSIVE+++
DWARF LORD WITH GREAT WEAPON 1 DWARF LORD WITH GREAT WEAPON 2 SKAVEN WARLORD 1 SKAVEN WARLORD 2
9947020511301 £6.00 9947020511302 £6.00 95_‘4?(}2_0_60?402. £6.00 9947020607403 £6.00

+4+DIRECT EXCLUSIVE+++ +++DIRECT EXCLUSIVE+++ +++DIRECT EXCLUSIVE+++ #++DIRECT EXCLUSIVE+++
ETERMAL GUARD CHAMPION WARDANCER 1 WARDANCER 2. WARDANCER 4
9947020405507 £4.00. 9947020405807 £4.00 9947020405908 £4.00° 9947020406004 £4.00

www.games-workshop.co.uk/store 137



= Full range
= Components

Centre:

¢ Orks

"= Tyranids
Warhammer

¢ Brefonnians
® Chaos

* Dwarfs

‘= Empire

= Lizardmen

= Skaven
* Undead

Catalogues
© The Specialist Games Catalogue
= 2006 Cotalogue

—

LHAOS,

CORECTOES ROIDE

COLLECTORS’

GUIDES

Indepth catalogues showing the
:entira 'ran'ge of miniatures for

= Direct exclusives
= Golden Demon winners
= Army showcases
= Conversion showcases

Now available from your local
Games Workshop Hobby

Warhammer 40,000
Collectors’ Guides

= Choos Space Marines
= Eldar & Dark Eldar

= Space Marines
e Tau & Necrons

Collectors’ Guides

= Monsters & Mercenaries
= Ores & Goblins

NEW GIIMI’(INENTS!

THE ARMIES OF KHAND AND THE HEROES WHO OPPOSE THEM.

EORL ON FOOT SHIELD
9947146410005 £0.60

.
EORL ON FOOT BODY

KHANDISH CHARIOT HORSE 1 9947146410001 £5

9947149905707 * £1.50
o s |
‘( : "'-'4 L
#-f_:x -
‘ Al -
i

'

KHANDISH CHARIOT HORSE 2
9947149905708 £1.50

KHANDISH KING WITH BOW
(] 9947149805701 €5

KHANDISH CHARIOT HORSE 1 LEGS
9947149605709 £0.60

%
L ™)

&

@v :

&
\é "

KHANDISH CHARIOT HORSE 2 LEGS KHANDISH KING WITH AXE KHANDISH KING BANNER
9947143905710 ' £0.60 9947149905702 £4 9947149905703 £1.25

THE LORD OF THE RINGS RANGE NOW AVAILAB

Picturas for Mustrative purposes only. Praduct contents may vary. Products sold unpaintad and unassembled. Certain Citade! products may be o‘anue:uus if used incorractly, Prices
correct at time of going to press, please contact us for current availability and prices. Pricas quoted are for produsts sald by Games Workshop throuah its own stores, catalogun or
websiz. [ndep refallars ara. for determining their own prices




KHANDISH HORSEMAN WITH AXE 1 KHANDISH HORSEMAN WITH AXE 2 KHANDISH HORSEMAN WITH BOW
8947146409601 £4 9947146409602 =4 9947146409603 £4
N
i
\
L . i
..";)- \ y

KHANDISH HORSEMAN WITH AXE 1 SPRUE KHANDISH HORSEMAN WITH AXE 2 SPRUE ~ KHANDISH HORSEMAN WITH BOW SPRUE KHANDISH WARRIOR BANNER
9947146409604 £1.25 9947146409605  £1.25. 8947146409606 £1.25 9947146409507 £0.60

KHANDISH AXEMAN 1 KHANDISH AXEMAN 2 KHANDISH AXEMAN 3 KHANDISH BOWMAN 1 KHANDISH BOWMAN 2 KHANDISH BOWMAN 3
9947146409501 €2 0047146400502 £2 9947146409503 £2 5947146409504 €2 9047146409505 £2 9947146408506 £2

¥

)

S DWARF BANNER BEARER 2.
DWARF CAPTAIN 1 DWARF CAPTAIN 2 DWARF BANNER BEARER 1 0947145501404 €3

9947146501401 £4 9947146501402 €4 | 9947146501403 £3

THE LORD OF THE RINGS RANGE NOW AVAILABLE! THE LORD OF

Pictures for illustrative purposes oaly. Product contents may vary. Froduqts sold ungaintad and unassemblad. Garlain Citage! products may ba dargerous If used incorrectly,
Priges corract al time of going to press, pkeasy contact us for.current avaiiability and prices. Prics quoted are for products sald by Games Warkshop through i1s own www._gumes-workshop.co.ukfsiore 139
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CLASSIC COMPONENTS:

= ‘ EpnEgs L = ‘
DESERT RAIDERS
The Tallarn Desert Raiders are re-released in

Hobby Centres this month. These additional
models are now available from Direct.

www.games-workshop.co.uk/siore/tallarns

TALLARN LIEUTENANT TALLARN SERGEANT 2
9947010501401 £4 8947010504118 £3

TALLARN TALLARN
MISSILE LAUNCHER TEAM _ AUTOCANNON TEAM
99060105034 £9 complete 99060105033 £9 complete

TALLARN TALLARN
MORTAR TEAM HEAVY BOLTER TEAM
99060105088 £9 complete 99060105095 £9 complete

TALLARN
LASCANNON TEAM
99060105088  £9 complete

VISIT THE ONLINE STORE FOR THE COMPLETE TALLARN RANGE

; Pictures fr iflustrative purpases onty. Product contents may vary. Products sold ungainted and urassembled. Certain Citadel products may be dangerous if usad incamactly, ricss
'40 ORDER"‘G DlRECT correct at time of going to press, please comact ws for curment avaitabylity and prices. Prices queted are for products sold by Gares Workshop through its own stores, catalogue ar
website. Indepandent retallars are raspansible for determining their own prices,



CAN'T WAIT TO GET YOUR HANDS ON THE LATEST RELEASES?
e Get the latest products and models for your armies on the day of release, delivered to your door, with
our Advance Order service, via the Online Store, by calling Direct or by post. :

o Choose from loads of models and products not yet released in our Hobby Centres.
= Postage for Advance Orders is only £2*, so you can afford to gef more models for your money. /

TAU CRISIS BATTLESUIT COMMANDER
59140113016, £15

TAU VESPID STINGWINGS BOXED SET (6 models in box)

89110113018 £15

CODEX: TAU EMPIRE

60030113002 £12

TAU PIRANHA
99120113009 £15

Pictures fo ilustrative purposes only. Product contents may vary, Products sold unpalnted and unassembled. Cartain Citada! products may be dangerous if used
incorrectly. Prices correct at time of going to pfess, please contact us for currert availabifty and prices. Pricss quoted are for products soid by Games Workshop
through its own stores, a5 websitg | dent retalers arg responsibie for o 0 thelr own prices.

.

ADVANGE ORDER

FROM 18TH FEBRUARY.

(refeased 11th Marcit)

« Tau Army Set* ...

(released 1st April)

= Codex: Tau Empire

» Tau Battleforce” ............

= Tau Grisi_s-BattIesuit:
Commander ..

» Tau Ethereal ..

= Tau Pathfinders with Hatl:
Hifies%
o Tau Piranha team B 10

boxed set

ADVANCE ORDER

FROM 25TH FEBRUARY

(released 8th-April)

« EIf Collectors’ Guide .

* Tau Vespid
Stingwings blister ............

...... £6.
26

ADVANCE ORDER
FROM 4TH MARCH
(released 15th Aprif)
= Giant ... '

o Fallen Grant tempiate

.......... £3

ADVANCE ORDER

FROM 6TH MARCH

(released 22nd Apﬁﬁ;

= Tau Aun 'Va — Master of the
Undying Spirit

» Tau Piranha

ADVANCE ORDER

FROM 18TH MARCH

(re!eased 29th A prﬂ)
Gunship

» Tau Commander Shadowsun .£15-

“Inciudes new Slealthstiits not avaniable.

- separafeﬂr Hill summerzmﬁ‘

4
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Stand and deliver

I play Wood Elves, amongst other
armies, and my regular opponent
fields various combinations of
“greenskins against me. A couple of
versions of Warhammer ago, when
the Wood Elves were first released
('}, he charged a unit of 12 Gobbo
Wolfriders against a line of 18
Glade Rider Archers during a battle.
I chose to Stand and Shoot and had
incredible luck, mowing down 11 of
the unlucky greenies with more 5%
and 6’s than you can shake a stick
at! His remaining rider, the
Champion, with a capital “C”,
rolled double 1 for his panic test
and charged into my EIf Champion,
shouting out a challenge. I accepted
and he hit me with every attack he
had, including the wolf, for Orion’s
sake! Not only hit, but wounded
too. Every dice was a winner. Then
I got to save, only I didn't, not one
wound. After a moment of stunned
silence from both sides, we counted

142 FUEL FOR THE FURNACE

up the combat results. Guess what?
Even with the bonus for
outnumbering, [ lost the combat. No
Standard Bearer or Musician or
rank bonus — it was one long line of
riders against another. Then I rolled
double 6 to compound the Wood
Elves’ shame, and as they were only
a matter of six inches from my table
edge and had to roll three dice to
determine distance retreated, you
can picture the inevitable result...

One Gobbo Champion vs eighteen
of Orion’s finest? No contest. Hope
this brings a smile. I truly fear those
little green fellows, for I know of
what they are capable of. Aaargh,
Doomdivers!

Paul ‘Kipper’ Sowerbutts.

If only Guy had the same luck as
Yyour friend! — Owen

Brothers of the Sun

I took a trip to my local GW
Hobby Centre (Eastbourne).
Ignoring my fiancés comments, [
proceeded to grab as many
brushes, paints and Space Marine
miniatures that I could afford and
started painting again afier a break
of twelve years,

My army (The Brotherhood of the
Sun) now consists of 44
miniatures and 7 vehicles. People
that have seen my figures have

Your mighty missives as read by Grombrindal himself!

said that I should send some
pictures m. I am not sure how
they compare to others hobbyist’s
models, but decided to pluck up
the courage and e-mail you
anyway.

Paul Noble,

Considering you’ve had a
twelve year break, these are
really good for a first army.
Your fiancée is now a Games
Workshop widow I hope you
realise — Owen

The Brotherhood form a heavily armoured line.

Quad-mania

Been reading through the WD
letters page and at the mention of
the possibility of hobbyist's
models being featured in Doe
Butcha's Klinic, I couldn't resist
sending in a few pictures of my
Imperial Guard Rough Riders on
quad bikes, in the hope they are of

sufficient quality. Hope they prove
an interesting glance, if nothing
else.

J.Townshend.

Great quad bikes! Might
‘borrow’ your idea for my drop
troops ;) - Owen

Battling buggies of the Imperial Guard.

™y -

Rob Hott...

online? Matthew Macdonald...
lot of cocktail sticks. Aldo Stocco. ..

( WHISPERS FROM THE WARP.

messages forwarded. Thomas Bradley...
lot of what you want! Joseph Barker...
exciting scenario. Niall Gallagher...
simple, don’t be biased and do what
you'd do and let the dice do the talking. Janusz Urbanski..,

soon you'll get a whole
have you seen the Tyranid homepage
that's a

glad you like The

‘character match ups. Jay Gallagher...

\-Library. Josh Malkinson...

Arena of Death is generally character vs
works for most, not for some, Perry
Humphreys... the Mines of Moria boxed set is your answer. George Fry and
Tom Bond... Ultramarines were out at the time and try the website. Daniel
Brock... it"ll never happen, Richard Potrowski... please write to the Black
yes, yes and yes to the latter!

War of The Ring. Otto Ekman,..

S/




Owen: As well
as playing the
superb White
Dwarf
Mordheim
campaign, this
month I have
also been
playtesting my
Imperial Guard against friend
Jonathan Carter’s Witch Hunters

Owen Rees

Nick: Battles a
go-go this
month. Smoke
is still rising
off my dice;
I've played
that many
games. First up
— to the streets
of Mordheim. Owen and I paid a
visit to the Chelmsford Bunker and
duked it out in a practice game in
anticipation of our WD Mordheim
campaign. On the subject of said
campaign, I've fought all my
battles with my Witch Hunters and
the Mordant Men have been
victorious on every occasion! So,
now I’m pooling my gold crowns
for a few tasty hirelings...

Nick Kyme

There's been blood on the streets,
but carnage on the Warhammer

Fuel for the Furnace, White Dwarf UK, Games Wurkshop, Willow Ifoud Nomnghum, NG? 2Ws

What the team are painting this month.

for the 40k GT Final. Switching
my Hellhound for two Sentinels
with lascannons turned out to be
more flexible and deadly and I
scored a Solid Victory against an
army | have always struggled
against.

I've also been painting Red
Scorpion tanks for Forge World's
next book, Imperial Armour [V:
The Anphchon Project. Here's how
the Rhino turned out.

battlefield too as Karak Kyme took
on an old foe in the form of Gareth
Hamilton at his favourite gaming
club, Gobstyks. Alas, the Dwarfs —
who teamed up with fellow Dwarf
player Will Platten — were defeated
by an Empire force commanded by
Gareth and team mate, Pete
Delafield — bah!

I was back to winning ways with
40K though as, yet again, [ fought
my brother with my Necron horde
and came out on top. There were a
few hairy moments and it was such
a good game that ['ve devised a
new colour scheme for the flayer
horde — hopefully, you'll see some
examples soon...

Watch the Community pages in
future issues for full reports on the
Chelmsford Bunker and Gobstyks. _

Nick is $o confident in the curse -qf the WD-Ed_zrm',:,he"s not even lopking af the game.

Rik: Last
month (i.e. way
back in
November), all
my hard work
painting Blood
Ravens finally
paid off, as 1
gathered
together the finished army of Space
Marines and headed for the Sabbat
Crusade Campaign Weekend.

Rik Turner

Based on the planet of Solypsis,
located in the Sabbat Worlds, the
forces of Chaos have undermined
the local government, turning the
population against the Emperor.
Refusing to let this heresy go
unpunished, a task force of the
Imperium’s finest launch a sudden
and massive counter-strike.

e-mail whliedwurf@gumes-workshop co.uk We reserve the right to edif all letters for space, mﬂfem and style

The event itself was truly awesome
and over the course of the weekend
1 played many games of which, T-
am pleased to say, I managed to
win more than lose or draw. You
can read a full account of the
weekend and the results of the
games played, together with the
conclusion to the story of Solypsls.
at the address below:

Finally, during this festive season,
the guys at head office organised a
painting competition
with & winter theme
- paint a
miniature with a
snowy base. You
can see my entry
below — gotta
love those
Dwarfs...

www. games-workshop.co. uk/campaignweekends

Christian: The
lure of Chaos
has once again
proven too
strong to resist.
1 have returned
to my first love,
the Black
Legion! This
army was looking tired and dull, so
I have decided to spruce them up
with a fresh coat of paint and a
revamped army list. More to
follow on them.

Christian Byrne

Like Rik, I have entered the
painting competition here at head
office and decided 1o paint this old
Gamies Day Wolf Priest.

The revamped Black Legionaries, these three will soon be jomed by many more.
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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

y subscribing you'll get your copy up to a week
| earlier than it’s available in the shops!

| Benefits you'll receive include:

* A crisp, new issue rushed to your letterbox, hot off
the presses, earlier than it appears in stores.

* Never missing an issue again.

* Savings of up to £36 — more than the price of a
Land Raider!

* Special offers — subscribers can buy tickets for
events like Games Day a week early.

_________________________________________________
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SUBSCRIPTION OFFER
Take out ¢ one year subscription for £36 and save £12 off the
cost of the cover price - effectively giving you three issues free!
OR
Take out o two year subscription for the bargain price of £60 -

saving you o massive £36 off the cost of the cover price,
effedtively giving you a very impessive nine issues free!

These offers are only available in the UK.
HOW TO SUBSCRIBE:
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'LOCK UP YOUR
LIVEST.C'

they are avallable in pldbtlc for the very first time'

Dogs of War Giants, Orc Giants, Chaos Giants and more are
rampaging across the land and next month, and we take one giant
step for Warhammer as we pmvlde the !uwdovm on this new beast..

G[unl mcludmg background, tactics and a showcase oi_lhe_heqs;i
and all of its monstrous variants.

o BATTLE REPORT — Clash of the Giants. The mighty beasts are put
through their paces as the Empire, Orcs & Goblins and four, yes
four, Giants fight it out!

WARHAMMER 40,000
el xe'm Vespul The guze of lhe Ordo Xenos is ﬁxed inmly

. The Fnl! of Medusu V News of our upcommg Wurhummer 40 000" |
_ summer mmpalgn '

and duughtefs o{ Rohun

* Warhosts of Middle-earth - How fo go about theming opposmg
- armies in The Lord of The Rings.

¢ Fall of the Necromunr.er Preview — A sneak peek of the Iules!

. FREE! Golden Demun Wmners
§ bookiet in next month’s issye.
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