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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 1st 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.

Chariofts of Fire
The Khand deploy 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 Mob! 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
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LU TAU EMPIRE

18 THE GREATER GOOD

The domains of the Tau grow ever faster. Hearken to the path of the

Greater Good and share in their glory!

[ A SHADOW IN THE EAST

72 RRMY COLLECTING: LOOT, PILLAGE, PLUNDER
Three fiendish ways to deploy the wicked Men of Khand!

76 PAINTING WORKSHOP: KHANDISH CHARIOT

Ways to paint your war-wains.

82 THE WRATH OF KEISEIMU!
A Khandish campaign by Mat Ward.

88 ARMY OF CIRITH UNGOL

Adam Troke builds a new themed army.

33 BATTLE REPORT: DEATH ON KOL'N

Rising star of the Tau military, Commander Shadowsun is forced to
act to prevent Tau colonists being enslaved.

02 NEWS
New stuff coming soon!

96 ARMY SHOWCASE: FISTS OF DORN

Crimson Fists.

Gaming Longbeard Jervis Johnson returns to White Dwarf.

62 THY SOUL TO KEEP — PART TWO

Three new scenarios for this ongoing Mordheim campaign.

70 TOOLBOK

PVA is more than just glue.

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

102 WARHAMMER CHRONICLES: LORDS OF KARAK ANKOR
Dwarf Lords of Legend.

106 TACTICA: THE WAY OF THE NECRARCH
Undead evil.

112 TACTICA: ART OF WARHAMMER — HEAVY 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.
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A SHADOW IN THE EAST

KHANDISH KING IN CHARIOT hanash g i charotang

one Khandish King on foot

KHANDISH KING IN CHARIOT £18
Sweden  Kr 270 Denmark  Kr 225
MNorway  Kr 270 Euro € 30

Product code: 99111499057
Sculpted by: Alan Perry and Michael Perry

ON SALE FEBRUARY 25th
NORTHERN EUROPE MARCH T1th

Availabie in stores for a limited time

This boxed set contains one

P ——— This blister pack contains one

Khandish Chieftain on foot
and one mounted

KHANDISH CHARIOTEER £12
Sweden  Kr 180 Denmark  Kr 150

KHANDISH CHIEFTAIN £10
iNabry @i 00 i) s Sweden Kr 140 Denmark  Kr 115
Product code: 99111499044 Norway  Kr 140 Euro € 15

Sculpted by: Alan Perry and Michael Perry Product code: 9906146409801

Sculpted by: Alan Perry ond Michael Perry

ON SALE MARCH 25th
NORTHERN EUROPE APRIL 15th ON SALE FEBRUARY 25th
_ NORTHERN EUROPE MARCH 25th

FPictures for filustrative purposes only. Product contents may vary. Produicts sold unpatnted and unassembled. Certain Citadel products - Ty PEEy ST I S o ey B e e CoRtECT o5 Y07 CiTEN]
availabifity and prices. Prices quated are for products sold by Gamas Warkshop through its awn stores, catalog: T PihwT oY SEARDS Ty MRy Ser wt P
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KHANDISH HORSEMEN

This blister pack contains

This box set contains three
horsemen with axes
and two with hows

one horseman with
either an axe or a bow

KHANDISH HORSEMAN (Blister) ~ £5  KHANDISH HORSEMEN (Box) £20
weden Kr 70 Denmaork Kr 60 Sweden  Kr 300 Denmark  Kr 250
Norway  Kr 70 Euro L Norway  Kr 300 Euro £ 35
Product code: 906146409601 Product code; 99111499062

Sculpted by: Alan Perry and Michael Perry Sculpted by: Alan Perry and Michael Perry

ON SALE FEBRUARY 25th ON SALE FEBRUARY 25th
NORTHERN EUROPE MARCH 11th NORTHERN EUROPE MARCH 11th

Available in stores for a
limited time

*
This box set contains the 1"%
chieftain on foot, Six
warriors with axes,
three warriors with bows

This hiister pack contains

IWo warriors with axes
and one with a bow

KHANDISH WARRIORS (Blister) £6 KHANDISH WARRIORS (Box) £20
Sweden  Kr B5 Denmark Kr 75 Sweden  Kr 300 Denmark  Kr 250
Norway  Kr BS Euro €10 Norway  Kr 300 Eura € 35
Product code : 9906146409501 Product code : 99111499051

Sculpted by: Alan Perry and Michael Perry Sculpted by: Alan Perry and Michoel Perry

ON SALE FEBRUARY 25th
NORTHERN EUROPE MARCH 11th

ON SALE FEBRUARY 25th
NORTHERN EUROPE MARCH 11th

RAvailable in stores for a limited time

* On equivalent models bought separately. Pichures for ilustrative purposes anly. Product contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices carrect at time of going
press. pleasa contact us for current availablity and prices. Prices quated are for products sold by Games Workshap through its awn stores, catalogue or website. Independent ratailers ars responsibls for defarmining their own prices,

lo
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DWARF COMMAND

EORL THE YOUNG

This biister pack contains one
Eorl the Young on foot

\

This blister pack contains one
Dwarf Captain and one Dwarf

Banner Bearer

DWARF COMMAND £6 EORL THE YOUNG £12
Sweden  Kr B5 Denmark Kr 75 Sweden  Kr 150 Denmark  Kr 125
Norway  Kr B5 Euro €10 Morwoy  Kr 150 Euro € 17.50

Product code : 9906146501401

Product code: 9906146410001
Sculpted by: Alan Perry and Michoel Perry il

Sculpted by: Alan Perry and Michael Perry”

ON SALE MARCH 25th LN e @ ON SALE MARCH 25th
NORTHER EHBUFE APRIL15th / 7 3¢ NORTHERN EUROPE MARCH 11th

THORGRIM GRUDGEBEARER ON THRONE

This box set contains
one Dwarf Thorgrim
Grudgehearer on Throne
THORGRIM GRUDGEBEARER £20
Sweden  Kr 300 Denmark  Kr 250
MNerway  Kr 300 Euro £ 35

Product code; 99110205105
Sculpted by: Alex Hedstrém

ON SALE MARCH 18th
NORTHERN EUROPE FEBRUARY 25th

Available in stores for a limited time

DWARF LORD WITH PISTOL AND AKE

This blister pack contains one

Dwarf Lord with pistel and axe
DWARF LORD £6
Sweden  Kr 85 Denmark Kr75
Norway  Kr 85 Euro € 10

Product code: 9906020511501
Sculpted by: Felix Paniuga

ON SALE MARCH 18th

NORTHERN EUROPE JANUARY 28th

Picturas for flustrative purposes only. Product confents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct af fime of going 1o press, please contact us for current
avallzbility and prices. Pricas quoled are for products sold by Games Workshop through s own stores, catalogue or websiie. Jnde dant ratailers are fe for 7 their own prices
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TALLARN DESERT RAIDERS AR

TALLARN IMPERIAL GUARD SQUAD £20
This hox set contains one Sergeant, [P e C TR (160 01
one Special Weapon, 1 Heavy Sculpted by: Michael Perry

Weapon team and 6 Troopers
ON SALE MARCH 11th

This blister contains two Tallam
= Special Weapons Troopers

This blister contains two |

TALLARN SPECIAL WEAPONS £6
Tallarn Dificers .

Product code: 99040105060

Sculpted by: Michoel Perry
TALLARN OFFICERS £6
Product code: 99060105202 |

Sculpted by: Michael Perry
TALLARN TROOPERS

This blister contains three

random Tallarn Troopers

TALLARN TROOPERS £6

Product code; 99060105013
Sculpted by: Michael Parry

ON SALE MARCH 11th

TALLARN ROUGHRIDER

This biister contains one Tallam

Roughrider

TALLARN ROUGHRIDER E5

Product code: 99060105095
Sculpted by: Michael Perry

ON SALE MARCH 11

Pictures for ilustrative purposes only. Product contents may vary. Products soid unpainted and unassembied. Certain Citade! products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for currant ;
availability and prices. Prices quoled are for products sold by Games Workshop through ifs own stores, catal or wabsite. e ratailers are r for their own prices.
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FERAL ORK WARBAND

This box set contains eighteen

Feral Ork stanils. Direct only

FERAL ORK WARBAND £15
Product code; 99110303036

ON SALE MARCH 4th

rrvvl

This hiister contains three Feral
Ork Squig catapults. Direct only

FERAL ORK SQUIG CATAPULT
Product code: 99060303038

FERAL ORK JUNKA TRUKKS

This blister contains six Feral

Ork Junka Trukks. Direct only

FERAL ORK JUNKA TRUKKS £10
Product code: 97060303037

ON SALE MARCH 4th

Pictures for tlustrative purposes only. Praduct comtents may vary. Products sold unpaintsd and unassembled. Gertaln Citadel products may be dangerous if used lncorrectly. Prives correc i time of anma o press, please cortact us for current
availabilify and prices. Prices quoted are for products sold by Games Worksthop through ifs own stores, ! or website. retallers are for thair mwn prices.
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STEAM GARGANT SQUIGGOTH ORKEOSAURUS

This box set contains one Feral

This hox set contains one Feral This hlister contains one Feral

Ork Orkeosaurus. Direct only

Steam Gargant. Direct only Ork Squiggoth. Direct only

FERAL ORK STEAM GARGANT £15 FERAL ORK SQUIGGOTH £9 FERAL ORK ORKEOSAURUS £15
Product code; 99110303035 Product code: 99060303039 Product code; 99110303041

ON SALE MARCH 4th ON SALE MARCH 4th ON SALE MARCH 4th

AVAILABLE
only from

DIRECT

Call the HobbySpecialists on:

0115 91 40000 (UK),
0115 918 4040
(Northern Europe)

CALLIDUS ASSASSIN  THORIAN INQUISITOR

This blister contains one This box set contains one
Callidus Assassin. Direct only Thorian Inguisitor. Direct only Monday to Saturday:
10am - 6pm,
CALLIDUS ASSASSIN £18 THORIAN INQUISITOR £18 .
Product code: 9906139906901 Product code: 99111399048 s u “d av' 1 1 a m 5p m
WA James-WOrKShop .1k stare
ON SALE MARCH 4th ON SALE MARCH 4th ‘games-Workshop.co.
Pictures for ilustrative purposes only. Product contents may vary. Products sold unpainted and unassembled, Cerlatn Citade! products may be dangerous if used incorrectly. Prices corect at time of going to press, plaase contact us for currant
availability and prices, Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Inde f refailers arg tile for their own prices.
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This hox set contains 1 Magister,
1Possesse, 1Dark Soul and 4

POSSESSED WARBAND

Product code: 99111101001
Sculpted by: Dave Andrews, Mark Bedford
and Trish Marrison.

ON SALE MARCH 4t

This box set contains 1

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

SISTERS OF SIGMAR £20 t

Product code: 99111102006 5 3
Sculpted by: Gary Morley o L K ]

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

UNDEAD WARBAND £20

Product code: 9911303034
Sculpted by: Michael Perry, Mark Harrison and
Mark Bedford.

ON SALE MARCH 4th

Picturas far Wlustrative purposes only. Product confents may vary. Products soid unpainted and unassembled. Certain Citadel products may be dangerous if used incarrectly. Prices correct at time of going to press, please contact us for currant
| availability and prices. Prices quoted are for products soid by Games Workshap through ifs own stores, giie or website. dent refailers are far i their own prices.
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el Ll MORDHEIM WITCH HUNTERS WARBAND

Hunter Captain, 1 Witch Hunter,
2 Flagellants, 3 Zealots and 1
Warhound >

WITCHHUNTER WARBAND

Product code: 991111020006
Sculpted by: Dave Andrews
and Colin Grayson.

ON SALE MARCH 4th

This box set contains three card :;:0" odN T;;::::;Es £15
buildings for Mordheim, uct code: 1
including a ruined

Coaching Inn. ON SALE MARCH 4th

Pictures for ilustrative purposes only. Product conlents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorractly, Prices correct at time of going to press, pleass contact us for current
availability and prices. Prices quoted are for products sofd by Games Workshop through its gwn stores, catalogue or website, Tt retallers are il for ing thelr own prices.




Includes Codex: Tau Empire

* 3 XV25 Stealthsuits

* 1 Sniper Drone team

* 12 Firewarriors

* 16 Kroot

®* 9 Gun Drones

* 1 Hammerhead Gunship
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£14

aintad and unassembied. Certain
products sold by Games Workshop o

TAU ARMY
DEAL

Wustrative purposes only. Product contents may vary. Prodt
fact u% for current @vallahility 2nd prices. Pric
oW prices

b dangerous |t used incorrectiy, Prices comect at time of poing o \ P T oducf Code_' 60'10

catilogue or website. indepandant ratalers are responsitie for
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This Summer Games
Workshop will be
running a new global
campaign, The Fall of
Medusa V! Kicking
off in July and
running until the end
of August, this
international event
will see a frenzy of
gaming activity
across the world and
Citadel Miniatures
releases for many of
our Warhammer
40,000 races.

)
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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!

GITIES OF DEATH

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

- WARHAMMER

spacecraft punch down through the dust-choked air to level skyscrapers...

These are the battlefields of Cities of Death, the
first in a brand new range of supplements that
help you open your hobby to new vistas of war
and destruction. Contained within its pages are
rules for fighting within the cities of the 41st
millennium, including cunning stratagems you
can deploy to undo your opponent, and
upgrades for your squads to better equip them
for urban warfare. The game is supremely easy

The new buildings are made
up of interlocking panels that
can be assembled in

B']TIES ﬂF DEATH
« !”f =

to get into, all you need is your regular
Warhammer 40,000 army — it doesn't need
converting — and a few buildings, and we've
even made these for you! Our new range of tile-
based building kits allow you to create all
manner of futuristic structures, from small
outposts that spice up a standard Warhammer
40,000 table, to enormous cities that will

S ABULES EXPANSION FER FIGRTING IN flTIEE 1N THE 4157 MILLENNIEM
dominate the board.

= New supplement
* Multiple building kits

+ Deadly urban warfare in the
41st millennium



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.

N rove T UENISTOSUST | )orBeim from Sivect |

é&f : ; Oﬁoad Inspired by the ongoing White Dwarf Mordheim campaign,
Somercat Direct are offering the entire range of Mordheim

BS21 6EL miniatures with which you can create your

Tl Dib34 dteis warbands and go adventuring.

i Our hobby specialists will be able to give any fledging
WARHAMMER HISTORICAL adventurers advice on starting a new warband or indeed,

The massive success of Legends of the Old getting hold of a copy of the game.

West and its supplement Frontier: Blood Venture to the Online Store and you'll find all of the available

on the Plains will be joined by The Alamo.  * \yarbands, supplements and all manner of nefarious Hired Swords.
This lavish book deals with one of the

ot namots Batlesintha OldbAe So take up your sword and follow the signs to Mordheim below:
when the Mexican army fought Texans at
the Alamo mission in San Antonio. Check
it out at:

www.warhammer-historical.com

www.games-workshop.co.uk/store/mordheim

BATTLE BUNKER GOPENHAGEN

A - 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.

_,__.‘_.
Lo 20
)
— o
-

As of the 27th February we will be changing the prices on a selection of 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.

our products. To give you as much notice as possible so you can get your
miniatures at the current price, we've listed the major changes below:

Opening date: Monday March 6.

Win Glory and Honour in the First Copenhagen Battle
Bunker Tournament. Purchase a special edition promotional
miniature not for sale anywhere else.

» Warhammer 40,000 plastic bikes change from .........c.ccccoen.o. £5 t0 £6
® Paint Pots Change frOM .......eeveeseossreresssssesesssnssseressssreressennb | 70 10 £2

Battle Bunker opening hours: All Weekdays, but Mondays

You still have a few days to get these miniatures at the old prices, oo petally feserved for Veterins.

S0 you can take full advantage of this notification!
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GOLDEN DEMON 2005 BOOKLET — FREE NEXT ISSUE

Back by popular demand is the Golden Demon winners’
booklet. Free with next issue, it features ALL the Bronze, Silver
and Gold winning entrants from 2005's competition, as well, of
course, the Golden Demon Slayer Sword winner.

Also included are a number of commended entries that almost
made the cut but just missed out.

sters of Battle t-shirt tied in to the novel
‘Faith and Fire’ and von Carstein Pendant.

[ORD#RINGS

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
Golden Demon history. o
So, whether you missed the event
altogether and are desperate * Sy
to see the winning entrants ¥ S &

for the first time, or you wish k !

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!

Warhammer Single
Gold, painted by
Joe Hill

THE WINNERS' DAY
As a thank you, the winner's
displayed in the booklet were
recently invited on an
exclusive tour of the Design
Studio and the Citadel
Miniatures Hall. A great
day was had by all, who
saw a LOT of cool stuff.

BLACK INDUSTRIES
QUESTING FOR THE GRAIL

Following on from the release of this month’s
Bretonnia sourcebook, Knights of the Grail, Black
Industries bring you Barony of the Damned: An
Adventure in Mousillon. This book is a self-
contained campaign that builds on the information
in Knights of the Grail. The dead do not rest easy
in Mousillon, as players will discover when they
try to complete their dark mission. Amidst the filth
and the squalor, they will find conspiracy, betrayal
and the dark hand of the undead.

For more details on this and all other WFRP
products, visit:

> 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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¥ydincoming b ransmigsion:++

o he Imperium.is under
. -threat. Armies of
- “Tyranids, Tau, Orks  °

- _and Eldar, each with their own
agendas, make ready to attack
Solypsis. It 1s aworld besetby

~“many enemies. A world .

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

- this preluda to. thaﬂledusa \f '
eampaign

To play, vuh will need atl, 500 .

- _points force and also a Iegal
Combat Patrol for your chusen
-army that follows the army
building regulations in the
rules pack. TheSe can be .
downloaded from the UK
Events* Dlary onlina

PLEASE NOTE! Each xenos race
will only have fourteen fickets, ~
available, so book yours now

to avoid dlsappmntmenl :
Ticket Price: £45 -

Your ticket covers seven .
games across both days; lunch
on both days and an evening
meal on Saturday.

" Age limit: 16+

+++transmission ended+-++

20th & 21st May 2006, WARHAMMER WORLD, Nottingham
~ FOR FURTHER DETAILS CALL: 0115 91 40000

 Www.games-workshop.co.uk/events




er Iookmg
a dimly-recalled
prosperity, the Tau
to th Gp %m(] e 3
o the Greater Good. s _
Imperial Guard Celios onMac doctrine of the Greater Good

assaults consisting of thousands will unite the stars and all the
of men and tanks, the Tau focus  peoples of the galaxy.

@ Desioner's Notes 18-31 @) Battle Report 33-18 @ 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 Citadel ahadowsun leads an army in an and reproducing the ‘Eavy Metal Tau
Miniatures and army list attempt to stop a Dark Hdar raid colour seheme




“IE Lreater

The commanders of the Tau = P ey X
army. A superior intellect % . i
-ensures coherent tactics o = o

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

- Though only BS3, Fire
‘Warriors can lay down
wﬂhering levels of fire .

_ Fast, mobileand ableto. A
i uutflankaﬂd takenureumy 2=

&1t is not our technology that will enable us to prevail.
It is our shared sense of honour and commonality 32

Shas’el Sa’cea Or’es




MANY OF THE IMPERILM'S SUSTEMS ARE
POORLY UNDERSTDOD, RESLULTING IN LESS THAMN
OPTIMAL BATTLEFIELD PERFORMANCE

THERE HAVE BEEMN MO TRUE
AOVAMNCES IN IMPERIAL SCIEMNCE
FOR NERRLY 2000 TAU'CYR

CONTEMPLATION OF THE
MECHRNISMS OF IMPERIAL
TECHNOLOGY HRAVE REVEALED
TOOUR EARTH CASTE THAT =
HUMANITY ONCE POSSESSED A
HIGHER SCIENTIFIC
UNDERSTRANDING OF THE
UNIVERSE THRN NOLW. THEY
ARE A DELUDED RACE,
LWORSHIPPING THE RARTEFRCTS
OF THEIR ANCESTORS RS IF
THEY LIVE. SUCH WERKNESS OF
REASON CAN ONLY HOPE TO
FURTHER THE CAUSE OF THE
GREATER GOOD.

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.

Commander Shadowsun

THE IMPERILIN UTILISE A
SHUSTEM OF CONSTRUCTION
BRSED URPOMN THE ROVAMNCED
TEMPLATES OF THEIR
RANCESTOR CIVILISATION. THIS
LITTLE KNOWILEDSE IS OF TEN
APPUED WITHOUT
CONSIDERATION, AND INFERIOR
MATERIFALS LUSED IM
MANUFARCTURE

Shadowsun has been
promoted by the Ethereals
to take over those duties

so treacherously
abandoned by the
renegade Commander
Farsight. She is protected
by the experimental Xv22
Stealth armour, 2 Shield
Drones and a Command
Link Drone, See her in
action in our battle report,
starting on page 33.

A FERRSOME
FAFPPEARRAMNCE IS MO
WARD ASAINST RIGHT
INTENTION, THIS
ARKMOUR IS EASILY
FPEMNETRATED BY
SUPERIOR TAU
WERPOMNRY

sassawjeap) [edidojouyda) [euadw)



35

&2 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 Hobby Section
Sixteen full-colour pages
packed with advice and
tips on collecting,
modelling and painting a
Tau army.

&9 Special Characiers

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,
Commander Shadowsun.
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Designer’s Notes

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...

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 themseives 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 kits 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 be
them, join them. The Tau welcome all.




FIPE Warriors s o v om o
backbone of the Tau combined arms philosophy.

Bork’an sept

D’Yanoi sept
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na The Sky Ray is used to provide point attack
fire support against armoured opponents.

‘.‘ Burst cannons, Gun Drones or
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.

_ ‘0‘ The Sky Ray, like the Hammerhead, is
¥ based on the ubiquitous Devilfish chassis.




.
plranha 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.

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.
T'au sept




Pt Battlesuits

- : Battlesuits remain one of the signature features of the Tau army.
e Tau may be weak in . . . .
close combat; bt they are 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 to 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

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.

Compare the new XV25
Stealthsuit (right) with the
smaller XV15 (left). The XV25
demonstrates the Tau's superior
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grasp of technology and rapid
advancement through science.
Being a development of the
older XV15, it sports numerous
advantages over its predecessor,
including space for a Battlesuit
support system.

Broadsides

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

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

Tau Weapons List

Burst Cannon
Assault 3

Flamer

Assault 1 °
lon Cannon

Heavy 3 @
Markerlight

Heavy 1 @
Missile Pod

Assault 2 @
Plasma Rifle

Rapid Fire @
Pulse Rifle

Rapid Fire @

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

Heavy 4 @

Neutron Blaster
Assault 1
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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.




Aun’ Va

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

" Aun’ Va is accompanied into
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.

v

Leader Caste

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.

Gommand and
Gontrol Node

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

Ejection 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+.




" GUNLINE

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

] .|_'__:l.l :]I: il By @
g | I T+ e PR s

This is a terrifying army for ‘

opponents to face, and is able Commander - Shas’el 50 12 Fire Warriors 120
to outshoot virtually everyone Cyclic ion blaster 15 Photon grenades 12
in the game. The Fire Warriors Eotion blaster 12

*;:‘:::gfﬁ“;ﬁf;";uﬂ:“;f o Positional relay 15 12 Fire Warriors 120
And let’s not forget that the Photon grenades L
Ethereals’ Honour Guard have Ethereal 50 |
BS4. The tactics of this army Honour Guard — 12 Fire Warriors 144 20 Kroot 140
depend upon the pinning Photon grenades 12 Shaper with pulse rifle 26
abilities of the drones and - L g g 70
Sniper teams, especially ' 298 Points BENR0R

devastating when used to trap

units in front of the Fire A 20 Kroot 140
Warriors. The Kroot are great 3 Broadsides 210 Shaper 21
for holding up the enemy and Target locks 15 10 Kroot Hounds 60
keeping them off your gun line,

and even if enemy assault ]

troops do get through, the Fire Sniper Team 80 ‘ 721 Points
Warriors’ Photon grenades (-1

Attack for assaulting units) and Sniper Team 80

4+ Armour Save should allow 8 Gun Drones 96
them to survive. Meanwhile,

the Broadsides can happily pop ' 385 Points ' 96 Points
enemy tanks or smear heavily
armoured troops across the
battlefield. As for the
Commander’s Assault 5 ion
blaster, well, that's just rude.




AIR GAVALRY

1,498 pts

Commander — Shas’o

Airbursting fragmentation projector 20

Plasma Rifle 20
Command and control node 10
Bodyguard Team 70

Burst cannons, plasma rifles

& multi-trackers

75

66
I 261 Points l—'

@ 5 Stealthsuits

Fusion blaster

150

152 Points

i

@ Hammerhead

Railgun
Burst cannon

Hammerhead
lon cannon
Smart missile system

20

I 275 Points I—

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 96
Piranha 60
Fusion gun 5

! —i 366 Points |—

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

i 474 Points '—

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.




II'E Krn“t The carnivorous and hlghly adaptable alien Kroot are a
major part of the Tau’s armed forces.

A tactically flexible Kroot S

Carnivore squad is easy to field,

as Krootox and Kroot Hounds

in the new Codex: Tau Empire

are unit upgrades for the unit, X
rather than separate entries 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 g
assault any units that

break the Tau firing line,

or be sent ranging ahead

with their Infiltrate rule.

e

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

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

Modelling Tau Tanks
Painting and modelling tips
for Tau skimmers.

WD317 APRIL

Modelling Tau Battlesuits
Cool tricks to personalise
your Tau elite.




Krootox carry a rider who fires

the Kroot gun, a larger version NB Release dates may be different in

of the standard Fifle: Though Northern Europe, see New Releases on p2.
primitive, it is sufficiently ““

powerful with a 48" range and ° Emis Bat.;lesuil o
Strength 7 to knock out light 2 BT_::::;: = 1:: APRIL
vehicles. The Krootox is also « Ethereal with

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

Kindreds Infiltrating. ’
Hites

» Crisis Battlesuits OUT NOW

X » 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

Attacks make Kroot Hounds %Kepat OuT Now

& 2 * Krootox OUT NOW
valuable additions to your o Kroot Hounds OUT NOW

Kroot squads. *Kroot Shaper ~ OUT NOW

* Devilfish OuUT NOW

| Fast Attack
* Piranha team 1st APRIL
® Gun Drones OuUT NOW

* Vespid Stingwings  1st APRIL

nevnfisn This skimmer has been up-gunned to make it a e T
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
optical devices allow a deep

Aun’ Va 22nd APRIL
» Shadowsun 29th APRy

striking unit to avoid scattering,
s0 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.

WWW.GAMES-WORSHOP.CO.UK/TAU
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The Tau are 'Eat;lé%ih;{a:wngeance,.‘vﬁh-
a brand new Codex and a whole load of
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

‘a Dark Eldar force commanded by his

fellow Games Developer, Adam Troke.
Adam developed a taste for the fast and
deadly playing style of the Dark Eldar
after playing against Graham McNeill’s
Black Templars in White Dwarf 311
battle report, and so was eager to take
them to battle once more.

The scene is set — the firepower of the
Tau against the speed and close combat
ability of the Dark Eldar. Whatever
happens, it's going to be bloody!

A

savage attack.

N

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

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
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...

\

1,500 per side

Loot and Plunder
Alpha level

| Location (S

Kol'n

(Tau Desert World)

» Commander Shadowsun'’s
Kol’n Intervention Force
* The Kabal of the
Black Heart
| Characters SRR
* Commander Shadowsun
Heraine of the Third
Sphere Expansion
» Archon No'Akei
Daughter of Pain

997 .M41




Andy Hoare

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.

LOOK OUT FOR SHADDWSUN

I 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.

Jarriors of the

&

(@) Andy: I've always liked the Tau,
I" ever since | was shown their
S first Codex the day 1 joined
Games Workshop. It’s the army dynamics
that I 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

175 Points

i

3 Crisis battlesuits 75
Plasma rifles 60
Missile pods 36
Multi-trackers 15

3 Stealthsuits

Burst cannons
Shas’vre

Hard-wired target lock
Fusion blaster

[ 293 Points

®?Vespids

Strain Leader

k 102 Points

- (4=}
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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

240

} i 525 Points '—
@ Fire Warriors team one (12) 120

6 pulse rifles

3 Sniper teams

6 pulse carbines

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

6 pulse carbines

Devilfish 80

- i 400 Points I—




Deployment and Tactics
My plan was simple,
though I’d 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
mobile 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!




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.

LODK OUT 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 18
Haemonculus 25
Scissorhand 5
Destructor 15

: { 400 Points I—

@ 5 Warp Beasts*

5 Mandrakes

150 Points

| I ~ ~
(%71 %]

* Although you need a unit of Wyches to take Warp
Beasts, Adam really wanted some, so 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

[ i 397 Points |—

% *
O 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

416 Points

@ 5 Reaver Jetbikes 125

- 125 Points




Deployment 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.

SUOISSIW A|qIXA

Dark Hdar

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.

T
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Counter Placement
D342 was rolled to

determine the number
of loot counters to be
placed. The result was
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
Stunning a Hammerhead. 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
battlesuit support system, the advanced
stabilisation system, to move. This new
toy allows them to move according 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 firepower!

In the Shooting phase, the Broadsides
opened fire on the Reavers, using their
smart missile systems to take down three
Jetbikes. The remainder were cut down by
fire from all three of the Sniper Drone
teams, the Spotters using their networked
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

* Markerlights 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
entire unit to improve its
chance of hitting the
target. On top of this,
markerlight hits can be
used for purposes other
than increasing Ballistic
Skill - they can modify
enemy Cover Saves,
Pinning tests and have a
variety of other effects.
Best of all, they are
stackable, meaning that
multiple markerlight hits
can be used to impose
cumulative effects upon
your enemy.




‘TurnTwo

Dark Hdar

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 you start to wonder
what you did to offend the Dice Gods.

Shadowsun blasts the Talos.

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

Objectives Held

‘.)\_} Jetpacks

Tau battlesuits are classed
as ‘Jump Infantry, Jetpack’.
This enables them to make
an additional 6" move in
the Assault phase so long
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, to avoid close
combat or to close in on
your objectives.



Haemonculus

These master torturers go
to war with a baffling
array ﬂf sinister WEH.PO“E
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 Hdar

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 attack had struck home,
pretty much overrunning my right flank in
one move. | needed to contain the Dark
Eldar that were claiming the loot counter,
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.

'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 Eldar

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, I 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 Drugs

Archon Na'Akei, using combat

drugs to boast 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.
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Tau

Andy: Commander Shadowsun
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 looked 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

Gommander Shadowsun
Tau
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 I 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 Eidar

Adam: Disaster! Andy’s Fire Warriors had
rallied, the Mandrakes were dead the
Scourges were fleeing. All I 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
Raider took aim at the Hammerhead and
the Scourges fled closer to the board edge.

My shooting was good, considering
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 objective — they only fled 2", but if
they didn’t regroup, then it would remain
uncontested. Lastly, the Raider fired at the
Hammerhead again. After dozens of shots
at the blasted thing, | finally destroyed it!

If | 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 rally.
This they did, using their consolidation
move to run back along the arm — all very
dramatic, especially in the last turn of
the game!

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

s T

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 achieved in one fluid
manoeuvre by Fire Warrior team one,
who embarked into their Devilfish, which
then swept across the table to contest the
central objective. That left the score at
one loot counter in the hands of the Tau,
one uncontested and one contested. Not a
bad result, but one | felt it would have
been rude not to improve upon. This the
Tau did as the Devilfish fired its pulse
carbines at the Dark Eldar warriors, killing
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.
Although both sides had paid a terrible
price in the lives of their warriors, the Tau
had won, claiming two of the three loot
counters at the end of the game. The third
was uncontested, thanks to the Dark Eldar
having shot down the Hammerhead
gunship that had swooped in to take it
towards the end of the game.
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“ 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.
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Greater 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

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!

although a glorious victory for the
Greater Good would have made for a
pretty dull battle report.

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, | 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
been 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 :

| 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.

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.

That's the way to do it

How am | meant to critique a winning performance? Although 1'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), 1 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.




TAU CRISIS BATTLESUIT

COMMANDER

1 figure bax set

Product Code: 99140113016

Price: E15.00 (NEBand |
APRIL 15T

UWARHAMMER | (I i@
\

TAU Xva
CRISIS BATTLESUIT

1 figure box set

Product Code: 99120113005

Price: £10.00 (NE Band He)
OUT NOW

For more on the Tau Empire and its supporting miniatures range visit:

www.games-workshop.co.uk/tau

TAU XV&8 BROADSIDE
BATTLESUIT

1 figure box set

Product Code: 99140113005

Price: £15.00 (NE Band 1*)
ouT NOW

NORTHERN EUROPEAN PRICE BANDS*

BAND H

Denmark kr 125.00
Swadan kr 150.00
Norway kr 150.00
Eura € 1750

BAND J

Danmark kr 200.00
Sweden kr 250.00
Norway kr 250.00
Euro € 27.50



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.

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).
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_ 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.
Varying the angle of the cut changes
which direction it will point. Pin the joint
for strength, then fill in the gap with
Green Stuff. Leave it to dry for 20
minutes, then press lines into it with a
sculpting tool to mimic the cloth of the
undersuit. His hand (ii) has also been
resculpted.
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The model at the bottom has had his
wrist (i) and knee joint (iv) similarly
repositioned. He is carrying his helmet,
which was made by removing the neck

with a modelling knife from a Tau
helmeted head.




The T"au Sept
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HOW TO painT

CITADEL

N " . 1% = o For more on layering
T’au is an arid, desert world, the favoured climate of the bglﬁl“ URES .
Tau race. The colour scheme is quite easy to paint using AR highlighting, check

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 —@ @@ — Tau Symbol
= Scab Red Skull White
® Armour 4 & — Gun Stabiliser (g
Vomit Brown Tin Bitz
(8) Undersuit —@ @— Black highlight &
" Scorched Brown (Layer) w
Codex Grey/
Chaos Black

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

alage Three

Armour —ay
highlight (Layer)
Bronzed Flesh

()

LC

Undersuit —&
'@ 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.

out pages 38 and 40
of How to Paint
Citadel Miniatures.

otage Two

&

atage Four

W

Armour lining —&
Tin Bitz

Undersuit —&
highlight (Layer)
Bleached Bone
Scorched Brown
Black highlight —&)
(Extreme)
Codex Grey/
Chaos Black

§)— Eyepiece (o
highlight o

Blood Red

§— Tau Symbol OR
Chaos Black e |

§— Gun Stabiliser

highlight (Layer)
Shining Gold

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

Sept ] & — Eyepiece
Markings highlight (dot)
Skull White \ (9 Skull White
Undersuit —&)

highlight

&— Armour
Highlight
(Extreme
Highlight)
Bleached Bone
Bronzed Flesh

Bleached Bone (layer)
Scorched Brown

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 d
of Skull White paint.
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Details
Painting Tau Skin

8&‘_9 e,

o Shadow Grey (the eyes
are left black).

o 1:3 mix Bleached Bone/

2:3 mix Bleached Bone/
Shadow Grey e

Shadow Grey

° 1:1 mix Bleached Bone/
Shadow Grey

7

aept Markings

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.

The Tau utilise a great many Q_/ Squad Leader Variants

ﬂll

Squad Leader

Squad Leader
Squad Leader

Ke’lshan Sept
D'yanoi Sept

Au'taal Sept

R

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.

P




nl er nrnne 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

(@ Black highlight (@ Black highlight 2
- (Layer) (Extreme Highlight)
Codex Grey Fortress Grey

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.

tealth Team




Cadians are ambushed by Tau of the Sa’cea sept. -
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FISTS-r-DORN

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 hobbyists are wont
to do, Glyn James took a
protracted break from the joys of

the tabletop gaming after spending much of
his youth in the hobby. That was, until a
year ago, when he took a painting tutorial,
picking a Space Marine Commander as his
test subject. Twelve months later, Glyn has
firmly come back into the fold, with an
ever-growing army of Crimson fists.

Now well-established, Glyn's army is
constantly developing. “I just wanted to do a
couple of Tactical squads,” he says. "But |
kept on painting, and as my army moved on |
looked at my earlier models and thought,

56 FISTS OF DORN

‘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. “I like to get the sergeant
looking tasty first, that's the number one
man,” he says, “I also paint one model at a
time. It takes a while, but | like to make sure

my highlighting is sharp and smooth.
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

Glyn's Chaplain, based on a Veteran Space Marine Sergeant, is one of the most striking models in
the army. “| 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.” Glyn 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.

QUICK AND EASY
CHAPTER MARKINGS |

TRANSFERS

Tranfers are a really simple way of applying
heraldry and insignia to your Space Marine
squads. A variety of different, Chapter-specific
sets are available.

SHOULDER PADS
Over the years, Games Workshop has
produced shoulder pads for a wide range of
Space Marine armies, many of which are
available from Games Workshop Direct.

FORGE WORLD
Forge World makes a range of resin
accessories for your models, including variant
chest plates and shoulder pads for power and
Terminator armour, as well as a number of
doors, plates and other Chapter-related vehicle
ornamentation for a number of vehicles.

FROM THE
LIBRARIUM

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 more details go to:
www.games-workshop.co.uk
[store/spacemarines

ROGUE TRADER

o

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.

games-workshop.co.uk/spacemarines




SHOWCASE

< This is Glyn’s latest force commander, a
model he painted in two days just for this
showcase. “| 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 P>
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 Sergeant

Veteran Space Marine

with power fist
Space Marine Apothecary

Veteran Space Marine with

Veteran Space Marine with
power weapon -

lightning claws

Glyn James' Crimson Fists Command squad
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< The tabard on the Assault squad
Sergeant was rendered in Green
Stuff. “| deliberately chose a model
with a dynamic pose," says Glyn,
“and used one with a metal power
fist, so he stood out.”

Assault Space Marine
Veteran Sergeant

U]

Command squad
Veteran Sergeant

Company Champion

Assault Space Marine

Tactical Space Marine
with heavy bolter

Glyn has afforded his Venerable Dreadnought the same honour as his other characters and added gold iconography to the sarcophagus.

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

| [OrRD
RINGS

THE SCOUIK
OF THE

STANDARD
BEARER

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

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

AMER. /()
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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 impertant, as the two kinds of
books are quite different in nature...

€6 We need to make it easier for
players to navigate their way round
our books and supplements 99

| CITYFIGHT | |
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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 more
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 already, 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...

Expansions

The expansions are self-contained

supplements that allow a player to play

different styles of game. This isn't a new

idea; in fact the Warhammer 40,000

L ru[el:nook includes an expansion, called
Kill-team. What s new is our commitment

i to bring out expansions for all of our core
games. | 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 fire, 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.

Moving Forward

In reality, these changes will have very little
impact on you as gamers, apart from making
your lives a little easier. For example, all the
changes mean to tournament organisers is that
they must specify which expansions are being
used in the tournament they are holding. This
will make it a lot clearer to players which army
lists and rules they can or can't use, which has
to be a good thing. But please note that this is
going to be a slow, evolutionary change — we
can only re-label books when we produce a

Previous Expansions

€ € These changes
will make it
far easier to
bring out lots

expansions! 99

new edition — but you will start seeing the
changes quite soon.

All of which is great, but I'd be a big fat liar
if I didn’t admit that for me, as a games
designer, the most appealing aspect of these
changes is that they will make it far easier to
bring out lots of new expansions! It really is
very exciting, and | will return to this subject in
a future column to let you know what we have
planned. Until then, have fun, and may all your
dice rolls be 6s (Except for Leadership rolls,
obviously — Ed).

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

www.games-workshop.co.uk/forums/gamesdevelopment/
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Part two of a Mordheim campaign, by Nick Kyme and _Andy Hall

Sefcome fair traveffer, to part two of our Aodfeim campaign. Venture forth with the Hfite Swarfers and
friends as thep Descend into tfe City of the Samned to Yo battle with each otfer. Bere 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 used in the campaign and
the players’ warbands.

I n part one we gave you the

Steel yourselves, as we return to
Mordheim...

T e Storp So Far

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 unto Morr’s embrace,
Soloman 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 to 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
each 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 Sar 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 true, insidious naturc of
Soloman’s grand design and the depths of his
madness.

In the dark nights did Soloman send out his acolytes;
creatures... ‘changed’ by exposurc to wyrdstonc, much
like their master. Corpses they brought to him, all in
varying stages of decomposition. Upon cach did
Soloman performed the rites of binding, but not to
Morr'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 ecarth around Mordheim, was tainted
by cvil. At the top of the shattered temple, did the
acolytes work, bending and forging the iron until a
device of pure 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
Enginc, duc to its hell-tainted origins, could trap and
enslave souls - an encrgy so powerful that it could
raise a 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 cmanating 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 nceded six
particular souls, those that served a higher power,
much like him. The six Priests whom he had
banished from the city would be his candidates,
Indeed. it was not Morr that bade them rcturn to the
City of the Damned. it was Soloman. If he could
bring them to the city and destroy them, his drcad
design would be complete. Yet. the Priests are
unaware of it. Even battling amongst themselves as
they believe 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 arc incvitably walking straight into a trap...
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7 i * Dregs are weak in combat
Owen: Five games, but valuable for

fhreciwidsand Exploration after the game.
Malacias lives! s T
With Sprint,
Malacias can now
keep pace with the
Dire Wolves. With

Owen Rees two 55, W5 5

artacks there's not

much opposition, his only match so
far, the bovine beauty that is Byrax’s
Minotaur.

Malachias von Carstein: Owen'’s Captain is awesome in Cramner: The Necromancer has the Spell of
A lowly Dreg, Blidun, nearly became close combat, with 2 Attacks and a Strength of 5 using ~ Awakening allowing him to make dead enemy Heroes
a legend. Playing the Possessed, his halberd. into zombies!
Blidun was charged by one of the
gang's namesakes. He avoided the Cranium Crackers:
beast’s claws and promptly took him Zombies are fairly poor
out. Then Blidun charged the warriors but a cheap
Magister and nailed him too! Was he and effective meat shield
destined for great things? Nick, Yhat mise. 2 warband's
however, crushed my euphoria by Rout threshold.

killing him in the next game.

Treasure Hunters of
Rara; Sfarrentuf

Rik: My inexperience
took its toll early on in
the campaign as I lost

The Black Hounds: Dire Wolves are very fast with a charge of 18"

On the charge they get +1 Attack too, making them deadly. By allowing them to parry, a sword is the opening two _games_.
useful to protect your Wizards. the first of which was
against the Possessed.

” S g -_;-‘ - = ) Despite having the high—
Slayers will charge any foe. B

ground and enough
crosshows to/do the job, I

was making post-game Injury rolls for my

entire warband, inciuding the Priest.

Rik Turner

-

Fortunately, my luck improved. In game
three against Andy’s Reiklanders,
despatched his captain with the first shot
After a heated bow exchange, Andy routed
and I claimed my first victors.

With just Christian’s Beastmen left, I
wondering if spending 80 gold crowns
Thorgrek: Rik’s Thane has a high Leadership of 9, Rasmussen: The Engineer in the warband an Ogre Bodyguard is such a good ide
making the warband difficult to Rout. increases the ranges of all Dwarf weapons by +6". against his Minotaur...

A hammer is a good
weapon against tough
opponents that are
hard to injure. It stuns
an enemy on a 2-4, instead
ofa 3-4.

Axlings: The axe and hammer combfnat{.‘_:n. of Rik's Beardlings add +1 Attack. Spearlings: With spears the
Beardlings will strike first, even if charged. Antonio: With BS4 the Tilean Marksman is a deadly shot.




Nick: Five wins out of
five — result! This is
flattering though,
considering how close a
lot of my games were...

The Undead were my

y first opponents. A
Nick Kyme tough game ensued
against Owen's dead
men — [ was taking Rout tests. But I clung
on long enough and forced the Vampire
to quit the field, but I lost two of my
hapless Flagellants and was forced to pay
a king's ransom for the return of one of
my captured Heroes.

Against Kliver's Men (Andy’s Reiklanders),
I fought tactically and thanks to a flukey
combat round, gave his Heroes a
thrashing and won that game too.

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
strength. No pressure, then.

A great weapon adds +2 to a
warrior's Strength.

Carnaf’s BVonebreafers

Christian: My first game (I had never played before) was
against James' more experienced Possessed warband. I can
say now that it was quite a learning curve, I came out a bit
worse for wear, losing one of my Gors, but thankfully
keeping my 200 gold crown Minotaur who was flattened by
one of the Possessed. Post game, I replaced the Gor with a
Bestigor, before tackling Owen’s Undead.

I would describe this game as cow-tastic, after whopping the

hounds, the frenzied beast knocked the Vampire flat. I won

Carnak and Voranth: The Beastman Chieftain and Bestigor a

b T, e SIS oy

— go cow! After that [ had
to tackle Nick's superior
Witch Hunters — I got
loads of extra experience
for this. My newly
aquired hounds were
taken out of action and I
fled before he hurt the
rest of my livestock.

- The Penitent: Flagellants are hardy fighters with §4 and T4.

re the Heroes in this warband.

Raminov
von Berek

Witch Sniffers: At WS4 and S4, Warhounds are tough in packs. —

= WA NPT,

s

Minotaur: If frenzied, the
Minataur has a monstrous
seven Attacks.

www.games- _rk-sﬁdn;:&uk}mprdhei_m_ 5
e
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The battle in the Gaol grounds is a
Skirmish. Both Warbands have happened
upon the area at the same time and are
fighting it out for control, so they can
loot it. Little do they realise the presence
of the dreaded ‘Warden’...

terraitt
Choose any one neutral table edge of a
4'x4' area and place a large ruined building
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.

sel-up
Each player 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 D6. 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 a 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 Dreg,
you can also use Dreg models to represent
Inmates on the tabletop. There are three
Inmates in the scenario; they will work
together as a mob and must stay within 2"
of each other at all times. They will move
towards — and charge, if in range - the
nearest warrior. If the Inmates manage to
injure a warrior then ignore the out of
action result on the Injury table, instead

66 MORDHEM
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the warrior will be treated as stunned for
D3 turns. Whilst a warrior is stunned the
Inmates will carry the warrior towards the
Warden (unless impeded by being charged,
etc) at a rate of 4" (they cannot charge or
run whilst carrying the warrior). Note that
two Inmates can carry the warrior without
reduetion in their movement, however, if
reduced to one Inmate then the remaining
Inmate can only move 2" a turn, If 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.

The 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 charge, if in range — the nearest
warrior. If it wins a combat it will move
towards the next 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 at first and
then the warrior that is closest to them, as
described in the rules above.

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

WEy “ e

“ Mordheim's Gaol was not only used’
~ to imprison the city's criminals but
those of the surrounding areas. Even
with the daily cxecutions that took
Jace in Executioner's Sn}u:rc the
@ crumbling building was literally full
> of socicty’s detritus from the
humbl:cz:btor to callous murderers.
= When the comet crashed into the
e city, a great crack fractured the
“/Gaol in half allowing the few
surviving prisoncrs fo :scarc.
Howeyer, cven two years later
* | rumours persist that someone or
s something still inhabits the dark

recesses of its inner sanctum.

Scenario: the gaof

ending the game
When one of the warbands fails its Rout
test, the game ends. The routing Warband
loses and their opponents win.

grperience
+1 Survives. If 2 Hero or Henchman
group survives the battle.

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

+1 Per Enemy Out of Action. A Hero
gains +1 Experience for each enemy he
puts out of action (this includes the
Inmates).

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




Scenario: eyecutioner’s square

One of the oldest places in Mordheim,
Executioner’s Square was named for obvious
reasons, the daily cxecutions were a crowd puller
making the arca busy and surrounding businesscs
successful. Now the gallows and chopping block
stand deserted amongst the rubble. Since
Mordheim's downfall the many victims of
Executioner’s square - the guilty and innocent
alike — have returncd as restless spirits cager to
scream their anger at all who pass or linger.

Both warbands have come to
Executioner’s Square with one purpose —
to fight. Such places are often the arena
for so-called ‘pitched battles’, open,
bloody and vicious. Little do they realise
of the latent spirits, yearning to vent
their anger against them.

tervain
This scenario is played on a 4'x4' playing
area as normal. No buildings can be placed
in a central 2'x2' area although they can be
placed along this boundary as this
represents the square. Rubble pieces and
other such flotsam can be placed in
around the square as normal. In the centre
of the square, place a piece of terrain to
represent the gallows and/or chopping
block. Place terrain in the remaining
gaming area as normal, The scenario
works best if this is particularly dense.

sef-up
Each player 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 may choose. The
first player chooses the table edge he

. ﬁ"-q.{‘
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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.

starting tfe game
Both players roll a D6. The player with
highest score takes the first turn. If the
result is a tie the player with the smaller
warband, in terms of actual models, may
choose to go first or second.

special rufes
Anger of the Damned: The restless spirits
of Executioner’s Square vent their eternal
anger at any who roam in or close to the
square. They manifest as concentrated and
violent gusts of wind; the howling is their
screams of rage. At the beginning of each
players turn roll a D6. On a roll of 1 the
spirits stay silent and nothing happens this
turn. If the result is a 2 or more a spirit
attacks. If the number is even (2,4,6) then
the player whose turn it is must choose
one of his warriors to be attacked. If the
number is odd (3,5) then his opponent
must choose one of the controlling
player’s warriors to be attacked, Note it is
always the player whose turn it is that is
attacked by spirits, the only difference is
whether or not he or his opponent
chooses the affected model.

An attacked warrior is automatically hit by
a Strength 2 attack (no armour modifiers)
and is blown directly backwards D6". If an
attacked warrior is in an elevated position
such as a gantry or an upper floor of a
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 terrain (such as a
mound of rubble or the wall of a building)
or blown into another warrior, friend or
foe, then the warrior (or both warriors if it
hits another model) is knocked down but
may get up at the start of his next turn
should he survive.

ending the game
When one of the warbands fails its Rout
test, the game ends. The routing warband
loses and their opponents win.

experience By
+1 Survives. If a Hero or Henchman
group survives the battle.

+1 Wining Leader. The Leader of the
winning Warband gains +1 Experience.

+1 Per Enemy Out of Action. A Hero
gains +1 Experience for each enemy he
puts out of action.

+1 Trophy from the Square. If a Hero
manages to stay on the gallows (or the
piece of terrain representing the gallows)
at the centre of the square for one
complete turn then he gains +1
Experience.




A grim and forchoding place, the Cemetery of
St Voller had a dire reputation cven before the
comet struck and changed Mordheim forever.
Now. the cemetery is a haunted place, where the
dead do not rest easy. Indeed, many of the
graves arc open and the numerous tombs 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 on the corpses of the rich and
influential. The cemetery, though, is vast
and the warband spread thin. In the
shadows of a vast statue, depicting the
cemetery’s patron they are set upon by
another warband, lying 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'.

set'up
This battle is essentially based on the
Surprise Attack scenario in the Mordheim
rulebook. As such the set-up is identical to
that of this scenario, found on page 133 of
the Mordheim rulebook.

starting the game
The attacker always gets the first turn.
Howeyer, if the warband has either Wyat
Lagus or Borin Fatalismus as their Priest,
they will automatically get the first turn
instead. Note if both warbands have this
Priest, then the attacker goes first.

speciaf 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 suffer a Strength 2 hit and
must climb 2" to get out next turn.

The Unquiet Dead: After each player has
taken a turn and always rolling at the start
player's murn 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 Mordheim
rulebook) emerge from the graves. These

NEXT MONTH:

Gcenario: the cemetery of st.ooffer

models are be placed by the player with
the lowest warband rating within 1" of any
grave. The zombies don’t move and attack
until the end of the second player’s turn.
They will always move towards the nearest
model, choosing a living one, if they are
equidistant, and charging if possible. Note,
they will even attack other Undead models
but not if they are also the Unquiet Dead.

The Statue of St. Voller: Though
Mordheim is lost and a wholly depraved
place, the spirit of St. Voller still exerts
some guardianship over the cemetery. Any
of the Unquiet Dead that rise from the
graves may not move within 3" of the
statue as its holy aura repels them.

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

experierice
+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 Enemy Out of Action. A Hero

gains +1 Experience for each enemy (and
Unquiet Dead) he puts out of action.

The final battle

of ths Jfﬁcampaign!
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What grou need to attend: \Yhat does the ticket cover: i ' S

» A Blood Bowl team based on the restrictions * You play six rounds of Blood Bowl over
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 participants must be over the age of 16. %ﬁ:’ﬁ;‘;;‘m‘:icccgs ol e
L : : . ave :
Purchase a ticket from Direct on World facilities over the two days includin
0115 91 40000 &
= ' the new Citadel Miniatures Gallery.
* Tickets cost £50.

Death Match artwork courtesy of Black Library

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



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

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

B 1 part paint M 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

PVA, or ‘white glue’ is a

water-based glue suitable for Before /

all modelling work. It will \

bond sand, flock, cardboard ‘\_‘

RaCc. Sealing N | Studs and Rivets ¥

B PVA stands for M 1 part water M 1 part PVA M PVA glue B 1 paperclip
polyvinyl acetate.
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.
(WILECLLRVTENCLMIN | 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 your

clothes once dry, so
soak any spillage on
cloth in warm water

and wash immediately.

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

70 CITADEL TOOLBOX




1/ STRATEGY BATTLE GAME

How to introduce a friend to The Lord of The Rings

response to someone who says “...but [

don’t want to play The Lord of The
Rings.” It's a two-step process, 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 one

devious escape plan should the evil villain
choose to storm the building. 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 Aragorn fight a dozen Orcs
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 armour 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 c) 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 casy...

Mat Ward

Got questions about your army? Find the answers at:

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
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Loot, Pillage, Plunder

Collecting Variags of Kband

The Khandish hordes have a raison-d'étre that would make Genghis 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.

> Get an Axe ~

~ Pelennor Fields Warband 500 points

4 Ore Warriors with two-handed weapon

Heroes

The Witch-king of Angmar on a Dark Steed

Khandish Chieftain with bow

Warriors

8 Orc Warriors with spears

4 Orc Warriors with Orc bows

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-
sutl with most Good forces, so you’ll want
%0 get in close as quickly as possible, or

K handish Warriors use axes almost

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
3 Khandish Warriors with bows

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).

It’s worth noting that the Khandish
contingent is led by its own Chieftain —
always a must when mixing different
factions into the same themed army. This is
also a fantastic way to get started with
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.




, > Get a Horse « ~

handish Horsemen are among the Even better are the chariots. Though Riders for the reliable Khandish cavalry —
K most reasonably priced in the they have a points cost slightly greater than including two chariots. I've had to take the

game, weighing in at only 11 points two Khandish Horsemen, chariots are Khandish archers out (I'll need the models
each for a warrior with a bow. This, fantastic due to their status as monstrous to represent dismounted Horsemen) so I've
combined with the fact that they are mounts. They can even move full rate and added a couple more warriors, to keep my
braver than Warg Riders, makes them a still pepper your enemies with arrows. I've infantry well represented, leaving me a spare
worthy addition to your army! decided to exchange the cowardly Warg Khandish Warrior from a blister of three.

Pelennor Fields Warband 2 496 points

Heroes

The Witch-king of Angmar on a Dark Steed
Khandish Chieftain with bow

Warriors

8 Orc Warriors with shields

8 Orc Warriors with spears

- 4 Orc Warriors with Orc bows

4 Orc Warriors with two-handed weapons
2 Khandish Charioteer with bows
2 Khandish Horsemen

- 9 Khandish Warriors with two-handed axes
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Pelennor Fields Warband 3 503 points

Heroes

Khandish King with bow on a Khandish chariot
Khandish Chieftain with bow
Khandish Chieftain with bow

even got anything other than Khands

in your army — and rightly so. The
time has come to replace the rest of your
Orcs with Variags. Of course, as a side
effect, you’ll probably want to lose the
Witch-king as well. You don’t have to, it’s
perfectly acceptable to include him in a
themed army such as this, but think of all
those points you can spend on axes and
bows instead!

B y now, you’ll wondering why you've

Warriors

1 Khandish Charioteer with bow

1 Khandish Charioteer
6 Khandish Horsemen
22 Khandish Warriors with two-handed axes

As a word of caution though, make sure
you've enough Heroes to properly lead your
chaps to battle. Khandish Kings, especially,
deserve a mention here. Mounted on a
chariot and allied with a particularly
formidable stat-line, not to mention the fact
that they count as a banner to Khandish
Warriors, you'd have to be crazy not to want
one. Although other chieftains can hold
your line, this is the man you want to lead
your attack.

All trace of something without a
sashimono has now left the building to
make a purely Khandish force. I've achiex
this by simply adding another box and twe
blisters of Khandish Warriors, as well as «
Khandish King in chariot. This leaves me
with an army of 32 models that conforms
the Battle Scenario rules. It looks absolute
stunning on the tabletop and is, without
doubt, a fully themed force. Success!




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 can field more of them. Secondly,
they have a higher Fight value and a

l would be most remiss if 1 didn’t talk

(1
A

£ ¥ ..i';'—' 8

lower Courage — they’ll fight like demons
until they start losing. Finally, there isa 1
in 6 chance that they won't turn up and
fight, but that’s what you get for hiring
honourless scum!

With all that said, are Mercenaries
worth taking? Absolutely. Most of the Evil
armies, be they Khands, Haradrim,
Easterlings, or even (to'an extent) Mordor,
have trouble getting that elusive Fight 4 into
their armies without spending lots of points.
This is where the Mercenaries come in. Seed

Warriors

>No Pay, No Slay « .

them throughout your regular troops and
you’re onto a winner — theyre 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
to use Mercenaries. On average, he can
expect at least 17 models to turn up to the
battle, leaving him with a vast force with
which to smite the enemy.

Haradrim Raiding Force 499 points

4w 18 Haradrim Warriors with spears
- 5 Haradrim Warriors Wﬂih bmf; =
12 Khandish Mercenaries with two-handed axes_
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Khandish Chariot

Painting Workshop

Sometimes partially assembling a Citadel miniature and painting it in separate chunks is
easier than painting one that has been fully assembled.

— — Preparation < —

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.




P Ly o "D

B — 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

Assemble the chariot in one piece, Fit the pins in the haft of the
The Khandish emblem will need to complete with the bow glued to the chariot into two pinholes in the
be painted on both sides of the chariot’s fairing. base of the chariot. Once the
banner, so keep it separate. superglue is dry, fill these holes

with Green Stuff.

The Charioteer The Horses

Attach the charioteer’s axe to his Both horses come with separate legs. Fill the gaps where the legs join the
hand with superglue. Glue these on with superglue. horse’s body with Green Stuff.

- — G




e — Painting <

—

Undercoat all the sub-assemblies with Chaos 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

Paint the metal with Boltgun
Metal, then apply Black Ink
to shade this basecoat before
highlighting with Chainmail.

Red armour

Apply several coats of
Blood Red onto the
armour, highlighted with
Fiery Orange.

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.

Skin

Start with Tanned Flesh
followed by Dwarf Flesh,
highlighted with EIf Flesh.

Skull

Paint with Codex Grey,
leaving the recesses
unpainted, then highlight
with Fortress Grey,
followed by Skull White.

Gold

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

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




Tassles

Apply a coat of
Vomit Brown.
then Bleached

| Bone highlights.

Chariot Metal
Paint the metal
on the bridle
Chainmail.

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

Red Cloth

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

Gold trim

Paint on several coats of
Shining Gold, then apply
a Chestnut Ink wash.
Finally, highlight with
Burnished Gold.

Black cloth

Drybrush the undercoated
cloth with Codex Grey then
apply a lighter drybrush of
Fortress Grey.

Boots

Use Dark Flesh to paint the
boots. then highlight with
Tanned Flesh.

h 4

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,
apply a drybrush of Bubonic
Brown, followed by Bleached
Bone. Finally, glue static grass to
the surface of the base in patches.

———2.6)



— >Painting a Khandish Icon< ~

A common symbol that 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

Khandish banners.

On the banner, paint a circle with Next paint triangles at the top and Add black triangles to either side of
Chaos Black paint. bottom of the circle. the circle.
Then add four more triangles Paint in the entire shape with Paint the inside of this shape with
between the ones already painted. Chaos Black. Vomit Brown.
v

Paint a black circle in the centre of 8 Then paint a Vomit Brown circle on Apply Bleached Bone highlights to

the shape. top, leaving a circular line. finish the icon.

— — Final Assembly <

Once 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 t
horses in place, then the chariot. After that, texture and paint the base model you may need to touch up parts of the miniature.




Khandish King

Khandish Charioteer Khandish Mercenary Chieftain

- —=, @A
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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
T 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
regions are marked with icons, either the
‘White Tree or Keiseimu’s icon of the
blazing sun, that represent each player’s
base territories.

The Forces

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:

l 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
camnters withdraw or retreat (where
appropriate). 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
the first turn of the game.

|
|
|

Move Phase

Starting with the side that won priority,
players take it in turns to move their armies.
Armies may move into any adjacent hex an
any number of armies can share a hex. Most
armies may only move once in each Move
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, th
forces engage and will battle with one
another in the Fight phase. The army that
was already present in the region may not
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
become entangled and not reach their
destination. When an army moves to or from
a region of dense terrain (marked green on
the map), the controlling player must roll a
4+ on a D6 — if this roll is failed, the army
may not move and loses any further
movement in that turn,

Fight Phase

During this phase, players resolve any
battles that have been provoked in the Move
phase. All counters in an area must fight —
both players field all the troops that they
have in that hex. For example, if two
counters of Warriors 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 D6. 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 can 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)
5 1l met by Moonlight
(see averleaf)
6 Pitched 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
hoard 48"/112cm by 48"/112cm. 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
immediately moved to a friendly base region
of the opponent’s choice. If they suffered a
Minor Defeat they may instead withdraw 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 unable to retreat are
destroyed and are removed from play. Note
that other than the disadvantages of
withdrawal or retreat, armies otherwise
suffer no ill effects — they are returned to
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, lthilien
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.

EL




Description

A small party of the Free Peoples is relaying
an important message. Along their way they
are ambushed by foes sent to destroy the
message and all who carry it. Will the Evil
forces get to the bearer before they are
rescued by their army’s patrols?

Stop the Herald

T

Starting Positions
Before the game starts, the Good player
divides his force into two numerically equal
groups. One group, chosen by the Evil
player, is deployed within 6"/14cm of the
centre of the map — one of these models
carries the despatch — mark this with a

Evil player deploys here
A%

Good player deploys here
\ (despatch group)

6'"/14em

P

48"/112¢cm

This Gondorian messenger is in serious danger of being silenced.

48"/112¢m

counter or a coin. When this has been done,
the Evil player deploys his models at least
15"/35cm from any Good model. The Good
player then deploys his remaining models
anywhere within 6"/14cm of the board edge.

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

*~-
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.

Major Evil Victory/Good Defeat. The
message fails to exit the table.

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
of the models that were fighting the bearer
in that turn can get the item. Move the
marker accordingly. If the bearer is slain by
missile fire, the item is placed on the ground
where they were standing. Models may not
purposefully drop the message.
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[l met by Moonlight

Description

On a dark and stormy night, two armies
have blundered into one another, However,
the torrential downpour has disheartened
both sides, and every warrior is thinking of
flight. Can either commander impose their
will long enough to seize victory?

Starting Positions

Both players roll a D6 — the player with the
highest score chooses a board edge and
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
then rolls a D6 for each of his models — the
Evil player may move the indicated models
that many inches (double the result for
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 is a battle to either death or desertion —
no quarter shall be asked, nor any given.

Major Good Victory/Evil Defeat. The Evil
force has been wiped out and at least half of
the Good force remains.

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

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

48"/112¢m

48"/112¢em

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 upon the warring combatants —

both sides start the game Broken and will
have to test their courage at the start of
each move.

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

Fighting the desire to flee, both sides battle to the death.

\®,




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.

1 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 Khandish King riding in a chariot,
armed with bow
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A > Defenders of Ithilien < <

Example army choice

During the Fight phase, players may select an army chosen from the troop types that correspond to the counters he has in the
contested territory. The Good player starts the game with the following counters.

1 x Rangers of Ithilien 3 x Warriors of Minas Tirith
Represents 100 points of Rangers of Gondor Represents: 100 points of Warriors of Minas Tirith
Special Rule: Does not have to roll when moving into
dense terrain
1 x Knights of Minas Tirith
ents 100 points of Knig f Minas Tirith

Special Rule: May move two hexes each turn

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

Ao
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Copyright MMVI New Line Productions, Inc. Permission granted to photocopy the game counters in this box for personal use only, to play games of The Lord of The Rings

Bartle 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 Zaent=

Company d/b/a Tolkien Enterprises under licence to New Line Productions, Inc. and Games Workshop Ltd.
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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 Warriors

Shelob 23 Orc Warriors

Shagrat Orc Banner Bearer

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

1. Shelob 2. Ringwraith

Shelob brings a very specialised fighting Ringwraiths are excellent at taking Good

ability to the army with a Fight value and Heroes out of the game with their lethal

Strength of 7. In addition, thanks to her array of spells. Combine this with their

Monstrous Creature rule, she can knoeck Harbinger of Evil special rule, (reduces the

even Cavalry to the floor. 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 Shagrat, 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 (o
be worth considering.




Ithough I already have plenty of
AEviI models for The Lord of The

Rings, I've not yet got around to
building a force with a theme. So when I
was invited to attend the Fanatic III
tournament in Lahti, I realised that it was
the perfect opportunity.

One of my favourite scenes from the

book is the infighting that breaks out inside

from the movies and books too, and since I
built and painted her almost a year ago, a
Cirith Ungol themed force seemed like a
great choice for my newest army.

All of the models that are appropriate
for a Cirith Ungol force are found in the
Mordor section of the Rules Manual,
although some are more appropriate than
others. In the movie, we see lots of Mordor

Orc Shaman
Orc Shamans

are great
additions to an
Evil force thanks
to the Fury magic
power. This one
spell can really

make a differ
any battle that is
going badly for

the tower of Cirith Ungol, where Shagrat,
Gorbag and hordes of Orcs and Uruks all set
about slaughtering each other for possession

Ores and Mordor Uruk-hai, so that’s a pretty
good steer on what the army should contain,
but it doesn’t end there. Here is an example

of the mithril coat! Shelob, in all her bloated
glory, is one of the most striking images

army that I think best represents the forces
of Cirith Ungol.

Shagrat and Gorbag provide a healthy 6
Might points, which allow me to perform
heroic moves aplenty. Shelob and the
Ringwraith bring some serious Hero
killing power to the army, with their high
Courage 1o keep the army in check if the
worst happens.

the Evil player.

Twenty-three Orc Warriors provide a good
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.

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 Orcs
and a match for almost anything
a Good player can send their
way. Their higher Fight,
Courage and Strength value are
huge assets, and can make a big
difference in a game,

6. Mordor Orcs

Mordor Orcs are cheap and
nasty. Good in a fight and due
to their low cost, they come in
reasonable numbers. However,
their low Courage means they
need a Hero around to keep
them fighting.

7. Ore Trackers

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

get the most out of them.
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> Painting a Cirith Ungol Army <

=

I’ve never been the world’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.

Adam’s Green Mix

I wanted a green colour that
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
for when I needed it.

Green

In the Cirith Ungol scenes in the film, there is a very green look to everything, something I tried to

reproduce in the colours of the army.

Add a small amount of
Rotting Flesh into the

Paint the green mixture
(see left) onto the cloth
areas.

mix to use as a highlight.

Finally, for a brighter
highlight, add more
Rotting Flesh.

Metal

painted in the following way.

Basecoat the area with
Chainmail.

All the metal in the force, from armour plates to axe-blades, was

Dark Brown

Apply a wash of diluted
Black Ink.

Basecoat the area with
Scorched Brown.

Pick out the raised
areas with Dark Flesh.

Light Brown

~

Use Bestial Brown for the
base colour.

Then highlight this with
Snakebite Leather.

Bubonic Brown is the
final highlight.

The Rule of Ink

I am a huge believer in the
qualities of Brown Ink.
Once I had painted each
model, [ finished it with a
coating of Brown Ink,
diluted with water in a 1:3
mix. The best thing about
doing this is that it conceals
a multitude of painting
inadequacies!

Painting Shelob

carefully.

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 "
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

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 a wet and sickly way.

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
give her a sickly colour scheme — it looks really nasty, and pleases my inner child.

=

=¥




—————— > Cirith Ungol Tactics ———————

With this army, I 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 enemy at long
range, its number one aim is to get into close combat as quickly
as possible. Bearing in mind the shooting potential of some Good
armies, this is doubly important. A full-speed charge across the
battlefield is my main aim, with the Orc 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 is
a special role for him in this force. While the battle rages, he
needs to lurk close to the enemy, placed so that he can’t be
charged. This way, when 1 break the Good force, as many of the
Good models as possible will be within 12"/28cm, and will suffer
the -1 penalty to their Courage test.

The Spider Surprise

Shelob moves ahead of the main force, making use of cover to get
into range without being targeted by enemy shooting. Because she
moves [ast and can traverse all terrain like it’s open ground, she
should be able to leap out of cover and cause some real trouble.
Her primary targets are enemy Heroes and banners: cut off the
head, and the body will die. Something like that anyway.

Preparing for the Break-up

Even your most cunning plaws can go to pieces, and you find your
force broken. That's when the panic checks kick in. But, to stop
my army [rom dissolving I've got a simple plan. I'll pull my
remaining Heroes back into my lines so they can use their Stand
Fast! to good effect and keep the Ringwraith (the model with the
highest Courage value) out of harm’s way, to hold the line steady.
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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 barttle
standard, capturing their banners for an
additional 300 points, so the Dwarf is
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 points 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 for a
puny Manling?

Qﬁi}

2 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 1 am trying to make is not to
impose 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

Got questions about your army? Find the answers dt:

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




BATTLE UNDER
THE EARTH

Deep below the mountains of the world, the Dwarfs and Night Goblins
have been fighting each other for many centuries. Phil Kelly and Gav
Thorpe decided to recreate one of these bitter battles.

av: As many readers will already know;, I think Dwarfs We wanted this to be a full Warhammer battle, not a tunnel
are great, while Phil has been making a mischief of fight skirmish, and concentrated on devising an interesting
himself around the Studio with his mate Paul Gaynor's scenario rather than lots of special rules for being
Night Goblins army. When we decided to arrange a game, we underground. Feeling inspired, we decided to head down to
started talking about how cool it would be to fight the battle the DIY store and see what we could find to recreate an
underground, like in the Warhammer background. Never shy overrun Dwarf hold. All together it took us a day to buy the
of a little self-promotion, 1 directed Phil to a chapter of my materials for the table and get it ready — all for less than thirty
novel Grudgebearer where the Dwarfs are fighting in a hall quid. We had a great time, and it took only a little thought and
overrun with Night Goblins, and we agreed it would be a great not much effort to embark on the project — and if Phil and I
premise for a game. can do it, I reckon most gamers could!

THE DUELLING FLOOR

Owr floor tiles came in a batch of 11 — don’t ask us why — so we had a couple left over after covering our

5x4 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,

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
ran some special beading around the edge (b).
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TILETASTIC

These tiles can be easily laid out on
your gaming table in a simple pattern
to represent a Dwarf hold. Afterwards,
they can be packed away, taking up
virtually no space. The best thing about
it is that it leaves the old gaming board
(or dining table) unscathed.

There are several types of tile that are
suitable.

Slate tiles — These are very realistic,
but are also expensive and heavy. But if
you have lots of money and a car to
transport them, why not spoil yourself?

Segmented tiles — Again, these look
great, having already been divided up
into ‘flagstones’ that are the perfect
size for a Dwarf hold. However, one

pack can cost about 15 quid, and you'll
need two packs for a good-sized table.

Vinyl self-adhesive tiles — Cheap and
lightweight, these tiles come in various
styles and colours. We picked up two
packs, choosing two different styles so
our board had a bit of variety to it
when they were laid out in a pattern.

RUMBLE IN THE RUBBLE

Making rubble is easy, 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!

PILLARS OF THE COMMUNITY

Whilst scouring the DIY store Gav had a brainwave — buying beading
(strips of decorative wood for applying to the edges of furniture and
walls), curting it into lengths and gluing it back to back. 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!

(5 MAKE ROOM FOR MUSHROOMS

Gay, being a fun guy, decided he wanted to recreate the

mushroom patches thar the Night Goblins cultivate. He
bought some wooden doorknobs and stuck them to a
40mm round base with small mushrooms made from
adhesive purty and the odd contribution from the Night
Goblin sprue.

These are the gateways that Gav refers to on page 97.
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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. 1 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 1 used large
flat areas of foam board. Regiments
can march up the steps, and the
top platform provides an excellent
base for artillery batteries.

HOW TO MAKE
WARGAMES TERRAIN

This is the ultimate one-stop
guide for anyone interested in
making terrain. It clearly explains
how to build all manner of
scenery pieces with clear step-
by-step guides for creating

everything from simple
obstacles to looming buildings.

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 to meet.

The cart itse S d and Warhammer 40,000 Ork
artillery wh 1., pm The contents of the cart
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THE GAME

Gav: The scene Phil and I artempted 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

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,

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:

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

* 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

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.

Docs your beard hang low?
Does it dangle to and fro?
Can you tie it in a knot?
Can you tic it in a bow?

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.

Can you sling it on your shoulder,
Like a silly manling soldier?
Does your beard hang low?

Longbeards marching song

2

5-6

7-8

THE UNDERGROUND REALMS
This terrain chart represents the underground passageways, caverns and halls that wind beneath the Warhammer world. These
regions are usually sparsely inhabited, though some may positively teem with Skaven or Night Goblins, seeking refuge from the
burning sun above. Battles tend to be close-fought and desperate in the bowels of the earth, with dark runnels and forgotten
mine workings running red with blood. This table could represent any of the following: Dwarf Holds, the Underway, Skaven
Tunnels, Hell Pit, Goblin Warrens, Greenskin-infested Dwarf Holds, Ogre Caverns, Gorger Labyrinths, the Ulricsberg, the Black
Spines, Cursed Pit or a Dragon’s Lair, among others.
To generate an item of scenery roll 2D6. You may re-roll duplicate rolls or, if you wish, add to an existing feature.

2D6 Result

Treasury — An abandoned treasury laid open to the
lucky and the brave by an earthquake, the lure of which
is strong enough to keep prospective plunderers
fighting to the last. Any unit with a model within 6" of
the Treasury becomes Unbreakable.

Mirror pool — A pool so still it reflects the torches of its
discoverers like a constellation of stars. The pool has a
causeway of flat stones across which skirmishers can
pass. Other than that it is impassable terrain.

Fungus Patch — A patch of fungus sprouts from the
floor. They release clouds of hallucinogenic spores
when anything comes close. Any unit within 12" of the
fungus must test for Stupidity at the start of its turn.

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.

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.

9

10

11

12

”

Collapsing Mine Workings — Broken spars jut through
tonnes of chiselled rock like jagged teeth, and ominous
rumbles come from above. This area is still unstable,
and only the desperate or foolhardy would seck a
shortcut across this 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 or a 2 the unit is hit by the equivalent of
a stone thrower (opponent chooses where).

Chasm — A chasm is a deep, steep-sided gorge. It
cannot be crossed anywhere along its length except at a
bridge — include one wide enough for a small unit to
cross. Chasms must enter from a board edge but can
taper out if you wish.

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.

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
away. This terrain 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
Bearer of the Standard of Zhufbar,
Battle Standard Bearer, Master Rune of Grungni.

140 points

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

CORE

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 2,131 points army

g

CHARACTERS

Ma the Grub, Night Goblin Warlord 149 points
Great axe, light armour, Orcskin Shield and Guzzla's
Backbone Brew.

Innigo the Pale, Night Goblin Shaman
Level 2 upgrade.

95 points

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

Merv, Night Goblin Shaman
Level 2 upgrade.

CORE

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

95 points

33 Night Goblins 156 points
Hand weapons, spears and shields, with Night Goblin
Boss, Standard Bearer, Musician, Fanatic, and Netters.

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

SPECIAL

11 Snotling Bases 275 points

2 Goblin Spear Chukkas
Each with two crew with hand weapons.

70 points

1 Goblin Rock Lobber
Three crew with hand weapons.

70 points

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

Night Goblin Squig Herd
Four Night Goblins and 6 Squigs.

RARE
4 Trolls

92 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 putting 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
cffort — 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 look much
sounder, although Phil's earlier attempts to 'Eadbutt
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.
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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 1 had lost a Spear Chukka, my
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
hammer-wielding pancakes. One of my spear chukkas
only missed:twice in the entire game!

Phil: The Gobhos 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-wielders, 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 I 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.




5

6

Gav: The victory over the Trolls was heartening, and the Miners and a unit of
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 stairway beyond slaughtering surprised Dwarls,

Pe

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 Backbone Brew the previous
turn. Night Gobbo Leadership being what it is, my general and his huge unit
fled and were run down by the Miners.

~

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 |
looked to them one more time.
A keen shot across the hall hit
the fMank of the last four Miners
carrying one of my banners. The
first one died... then the

and the third... and
the last one! The banner clanked

second. . .

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

manfiged to get away. By the end
of the turn 1 had 1,952 VPs —
without the banner I would have
been 2 VPs short of a victory,
with it I had won by 98 VPs. Yay!

WA
WARFAMMER

FINAL POINTS TOTAL

| Dwarfs: 927
1' GOb]i]lS: 1 ,95 2 For further underground reading, why not look

] out for Gav's latest novel Grudgebearer. It’s an
' epic tale of lost Dwarven honour and the quest to
regain it.

GRUDGE BEARER

by Gav Thorpe

Victory for
~ the Gobbos!

Available from The Black Library

BBy K GRLIGE BEA

www.blacklibrary.com GAV THORDE
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LORDS OF THE

KARAR ANKOR

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

KING KAZADOR OF KARAK AZUL 270 points
he tale of King Kazador is a M WS BS S T W I A Id
T tragic story indeed. Once King Kazador BIB8) 4 4 5 3 4 4 10
given to the greatest ’
enjoyments of life, such as King Kazador isia Dwarf Lord and can be taken as a Lord

drinking, singing, Goblin hunting choice inany Dwarf army. He must be fielded exactly as
and counting his gold, Kazador is presented, and no extra equipment can be bought for him.
now a joyless shadow of his '

former self. He sits brooding in Weapons & Armour: The Hammer of Karak Azul with the

his throne room, plotting his Master Rune of Smiting (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 failed saves); and The Thunderhorn which bears a
slaughtered many of Kazador's Master Rune of Dismay (Enemy must take Ld test to charge).

subjects, eapturing 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.

"-"\" B T,c—'
5 e

3

thi R AT

Long Drong's Slayver Pirates join the Karak Azul throng.
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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 S T W I A Ld
rarely emerges from the Underhalls of Karaz-a-Karak, Kragg the Grim SO 4 5§ RGN
preferring instead to labour secretly on his lore,
which he jealously guards. Perhaps one day he

Kragg the Grim is a RuneLord and can be taken as a Lord
will find a worthy successor, but so far no one choice in any Dwarf army. He must be fielded exactly as
has proven themselves, much to the chagrin . " presented, and no extra equipment can be bought
of many an aspiring Runesmith. itg _"’.%y \ ss»" for him.

g

Weapons & Armour: Kragg's Hammer, which bears the
Rune of Fury (+1A, included on profile) and a Rune of
Might (Double S vs T5 or higher); 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).

Elite units with runic standards often
accompany Kragg the Grim.

THE GRUDGE OF DRONG

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

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

OUEEN HELGAR DRONG THE HARD SKAG THE STEALTHY

A Dwarf Lord (Lady?) with gromril Drong is a Dwarf Lord with gromril Skag is a Dwarf Thane with gromril
armour, shield and an axe bearing the armour, 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 a race as steeped in custom and tradition ik - ¥

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 H1rn
Alrik has endeavoured to settle many scores from Lhc Karak
Hirn Book of Grudges. ; Hia

M WS BS S T W I A ILd
King Ranulfsson 3 7 4.745.5, 3 g

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 bought for him.
Weapons & Armour: Shieldbearers. The Axe of Retibution
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 Luck (a
single re-roll to hit, to wound, armour or ward sa\ne)

King Rarm(fﬁ‘(m puts his faith in tried and tested weapons.
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ENGINEER GUILDMASTER BURLOK DAMMINSON 255 points

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.

B urlok Damminson is regarded as one of the greatest

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

Burlok 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 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

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

T he rules and background for Ungrim Ironfist and his son,

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!

.;.!4{

e TR LA

Ungrim Ironfist,

Slayer King of Karak Kadrin

Dwarf Cannon
and Engineer

Garagrim [ronfist,
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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Horrifyingly 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.

numbers. I s of cheap,

rotting undead make for a tough
defensive army that never runs away
and distracts the enemy with a
punishing magic phase. Huge
numbers of undead shamble slowly
closer, while Zombies claw
themselves out of the ground to
surround the enemy and attack his
war machines. Terrified and
surrounded, the enemy will be
dragged down by sheer weight of
num s and your Zombies and
Ghouls should be tucking into fresh
brains for supper. Nice. Here, I've
outlined which units I prefer to take
and why, but the trouble with
Undead army selection is that almost
everything in it is worth hav
there are never enough points. I still
haven't quit >
successfully
Banshees, Grave Guard or that
dreaded cannonball magnet, the
Black Coach, so I'll leav
figure out what to do with them
yourselves,

In my book, Necrarch equals

1. Necrarchs

Equipped with the Ring of Night

(5+ ward save) for a bit of
protection, and cither 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
generate 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 a 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
charge any incautiously placed war
achines or foolish lone Wizards.

;[9. Fell Bats
& With a dramatic 20" move they can
~  get behind the enemy on Turn 2.
. However, they can fall to bits if they
attack anything big on their own. so
let them charge alongside your
| slower units.

10. Black Knights

. Capable of killing tough, well-

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

5. Bat Swarms

4. Skeletons & Zombies

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

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 battle 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 Lord ‘GHOST’ COACH Chariot

Helsnicht is a combination of a classic _ ",..’ " : _.‘, A < |
Chaos Sorceror and Zecharias’ head. 3 K v

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. I boarded up the windows of my Coach, making it as uneven and crooked as

He has a helmet from an old possible. Hands and arms from the Zombie sprue give the impression of trapped
Wight on Nicodemus’ body and souls groping for fresh victims to drag in with them. I replaced the two nightmares
a Genestealer hand. 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 cavalry

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

The Necrarch variant army list allows you to take unridden Zombie dragons as Rare
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/+2/+3 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 Dwarfish Folk

Everyone evil hates Dwarfs, with their stupid beards. Necrarchs are no exception.

With some of the best shooting and anti-magic around, they can blow your

Skeletons to bits from halfway across the board and hamstring you in the Magic
50 you can't replace your dead. Screen using your Ghouls, use Fell Bats

and Dire Wolves to hit Stone Throwers and Cannons straight away, and send your

Black Knights or Spirit Hosts to see off their Quarrellers or Thunderers early

Tie up maniac Slayers with Bat Swarms or Spirits, then turn on the infantry b

and hit them from everywhere at once — assuming you've got any skellies left. ..

Other Undead

Up against more Undead you can be in trouble, especially when fighting those

sword-mad Blood Dragons who massively outclass the bookworm Necrachs in
mbat. In an undead army, nothing runs 1d no-one is bothered about

I in the slightest. Best advice is to umwmr.m on killing Necromancers as

soon as you can, and eliminate the small units of irreplaceable troops — ghouls,

bats, wolves — anything that can’t be summoned! Once you've got the enemy

down to little more than a few static blocks of infantry, you can get on with the

serious business of separating that upstart vampire's head from his shoulders...

(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
just 45 points. You've now got a Lord-
- level spellcaster who can kick the
stuffing out of almost any other wizard
faolish enough to face him.

Invocation of Nehek
F—W’lth 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.

" 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 a decent 5+ save. Zombies, on
~ the other hand, routinely get slapped so
~ hard that they fall to bits in just a round
-?#3’ two of combat. With no chance of
atrackmg until their opponents have a

- poke first, zombies make Goblins look

e crack troops. They do, however,
allow you to shout
“BRAIIIIINS!" every turn.

Paul's Wight Battle
Standard Bearer.
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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 40,000 universe.
Features quotes from the original
artists giving an insight into their
inspirations and methods.

Background book ¢ £30.00

FAITH & FIBJ

‘ WARMATAMTR

FAITH AND FIRE
by James Swallow

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

Novel » £6.99

WWW.BLACKLIBRARY.COM

——————— NlRHiMMEI'l

THE LAST
CHANGERS

v-:'. . sound Hrrle;roplr\Q&H 4} |

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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DAN ABNETT

MPERIAL GOTHIC
y Dan Abnett

acked with the very best comic

trip action from Dan Abnett,
nperial Gothic features favourites
uch as Lone Wolves, Titan, Inquisitor
scendant and lots, lots more!

)mnibus Graphic Novel  £7.99

COMING NEXT MONTH

The Horus Heresy

HORUS RISING

Dan Abnett

AT :‘
) A
WARHANMY
Book Oxe ix e vos Canstrin g £
%: .G

STEVEN SAVILE

oInheritance

MWeel the aristocracsy of the mg‘l'r:

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...

"

2l

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
Jeffteong  general must ensure they are used to best effect.




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
heavy 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 1a, the unit of eight Empire Knights
must break through the Chaos battle line.
Their charge hits home on a unit of 20
Marauders 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
combuat 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 manoeuyre 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 2¢). 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
always 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 assume 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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Cold Onc Khnights are at the heart of the Dark EIf strike force.

Often, the best way to break up an
opposing battle line is to bait your enemy
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 next turn, presenting a
‘charge or be charged’ scenario. In Figure 4a,
the Dark EIf 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 to 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,
bur 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

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
bcca in perfect flank charge position.
Although both approaches are useful, the
switch can often be an effective tactic,
many opponents won't realise what you're
doing until it is too late.

TACTIC THREE: Hunters

I learned 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 crossbows 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




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

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 S3 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 stop the heavy cavalry before they
charged.Once they charged, the Knights
invariably won. [ fielded my Repeater
Crossbows, like most missile units, as a
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 situarions, be wary. Your opponent
may try the bait tactic on you. A shooting unit
can be a constant annoyance and is often
hard to pass 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
battle 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 quickly 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

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 to charge the Boyz before
they can cause havoc in his army (Figure 6¢).
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
or more 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 Strength of 32 or

greater). Combined with the speed and
hitting power of heavy cavalry, this unit is a
true hammer, 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 support 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
to 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
to 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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CONLST COMLCT (COoMLC

The Crowne Plaza Glasgow, Alexandra Palace, De Vere Whites Reebhok Stadium,
Congress Road, Alexandra Palace Way, De Havilland Way, Horwich,
Glasgow G3 80QT. Wood Green, London. Bolton BL6 6SF.

Sunday 21" May 2006.  Sunday 18™ June 2006. Sunday 4" June 2006.
10am-6pm. 10am-6pm.

10am-6pm.
i Tournament ticket — £40 Open Pass — £10
!’ (admits two people) | | (admits one)
j 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) ticket holders:

. A

Regional Doubles Tournaments: * Conflict Painting Competition.
The Lord of the Rings - * Painting advice and tips from experts.
(250 points Good and 250 points Evil per player) * Terrain Factory — make scenery and

Warhammer 40,000 - take it home.
(400 point Combat Patrol force per player.) 3 Participation Games.
t : Warhammer * Army Workshops and tactical advice on
¥ (500 points Border Patrol force per player) FiE
, . army composition.
Iij__ | Age restriction 12+ : * The latest rgleases and hobby supplies.
Games ‘.;mkchol.\ reserve the right to alter or vary the event due to circumstances or events beyond our control without being obliged to refund r:wnies or exchange tir; 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.

' ' r "t*ﬂj IL O sﬂ:‘y I C

*‘m.s\u'am BATTLE Gﬁ\ MIE *‘~

£ The King wiich ate © MMVI New Line Productions. Inc. All Rights Resarved. The Lovt of e
Tolkinn Entarorisas under licansa to New Line Productions, Inc. All Rights Resenved
coarsiies armund the erld. All Righis Reserved
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EXCELISES EXEUISES

Brian: In the words of Jervis
Johnson, events are “an excuse
to 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 Aderson

In the UK we have three styles of event:

s 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, unequal 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 to 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 Events Manager

Interested in knowing more? Then go to: www.games-workshop.co.uk/events

ONLINE DIRECTORY

* GAMES WORKSHOP ONLINE ......................
* GAMING CLUBS.....................
* FORGEWORLD .....................

* DIRECT SALES ................ www.games-workshop.co.uk/store, Tel: 0115 91 40000, Fax: 0115 916 8002

e WWW.gamingelub.org.uk, E-mail: clubguy@games-workshop.co.uk
e W forgeworld. co.uk, Tel: 0115 916 8177, Fax: 0115 916 8044
SUTHEBLACK LIBRARY ..............o00nmesbonbssitstosios s me s s s 10

SFSPECIALIST BAMES .. .co0oooitiersh onssossbessisssatmmmnszmeizsnc i sen e 0 S www.specialist-games.com

cevere e WWW.games-workshop.co. uk

oo WWW. Dlacklibrary.com

'y
°
Community
All the latest news and events

from Warhammer World, hobhy
centres, clubs and the community.

Store Finder
Want fo to find a Games Workshop

hobhby centre or independent |
stockist near you? They're all here.

a—
S
Ordering Direct
* It's possible fo buy our products -

online or over the telephone;
all the information is right here.



In order to satisfy the hobby needs
of their gaming populous, Exeter
boasts a total 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 here,"
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

Event Information correct at time of going to press. Games Workshop is not responsible for events not run by Games Workshop.

The Exeter reém (from left to right): John
Gendle, Gary Harris, Steve Morgan and
Andy Kimberly (not pictured).

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 Blask Templars that he’s currently rebuilding. “|
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
Chaplain 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!




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 Chaas army,” says John of his ‘Khorne Ores'. “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 Warhoss and the bizarre Squig Spawn.

Abave; When he fields the army in battle, John uses the characteristics for a Chaos army. His Black Orcs are Chaos

GAMES WORKESHOP

Find your nearest Gaming Room on these pages
on our website: www.games-workshop.co.uk/storefinder by calling us: 0115 91 40000

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.

e GW Aberdeen............cccccocereenns 01224 649779
s GWBath............c..ooocoviiviiiirinnns 01225 334044
e GW Bromley............ Ll AT 02084 660678
eGW Burton ................ vennn.01283 535865
o GW Cambridge ..............c........ 01223 313350
o GW Carlisle .........cccooevvveverivenn, 01228 598216
e GW Chester .............ccccoooevinne. 01244 311967
o GW Dumfries ...........cccoceovennn. 01387 249702
o GW EXeter .......ccoveeeeeceees 01392 490305
o GW Glasgow ...........cccccccevvveeis 01412 211673
e GW Harrogate ..........c.ccccceevvnne 01423 564310
o GW Ipswich ..o 01473 210031
o GW Liverpool...........ccccoocvvvnn 01517 030963

GAMING ROOMS ACROSS THE UNITED KINGDOM

Equipped with loads of tables and scenery, our well-appointed Gaming Rooms
are the best places to 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

« \aried 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.

¢ GW Macclesfield ......................01625 619020
¢ GW Maidenhead ......................01628 631747
o GW Middlesbrough ..................01642 254091
o GW Newcastle ..........................01912 322418
o GW Newport............c.ccoenn.......01633 256295
¢ GW Northampton.......................01604 636687
o GW Poole............ccoovcrrvenennnn...01202 685634
e GW Shrewsbury ........................01743 362007
e GW Sutton Coldfield ................01213 543174
o GW Uxbridge ............c..co............01895 252800
o GW Wakefield ..........................01924 369431
» GW Worcester ..........................01905 616707

o A place for experienced gamers
Gaming Rooms give older gamers a
place to play games without
distraction. All gamers who attend
will have some degree of experience,
s0 you should have no trouble
finding a challenging opponent.

Years of experience

When you grow weary of constant
battle, you can head to the Gaming
Room's special painting area where
you can sit and paint while
swapping modelling know-how and
old war stories with other hobbyists.

All games catered for

Play the games of your choice.
There are tables and scenery for
Warhammer 40,000, Warhammer,
The Lord of The Rings, Epic,
Battlefleet Gothic, Blood Bowl.
Inquisitor, Necromunda, Warmaster
and Mordheim.

Evant information correct at time of going to press. Games Workshap is not responsible for events not run by Games Warkshap
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DATE: 20th April

» I]IiI[]L.HL['Iilalibl

Just some of the hobby activities
planned during Easter at
Trafford. For details and dates,
simply give the guys a call.

RAVAGES OF
THE ENMPIRE
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
turmoil, trying to obtain the
planets for their own
purposes.

Kill-teams only.
DATE: 7th April - 21st April

FAITH IN RUINS
The Imperium, in the form of
the Black Templars ,are
striking back at the ever
expanding 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
a brutal battle is in the offing.

Places are VERY limited so
book now or you'll miss out.

DATE: 18th 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.

=
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STORE NEWS & EVENTS

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 front 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

CGall: 0161

JUUDL

|

1

FFORD CENTRE

Team Trafford (left to right): Simon Ndrstrom, Ryan
Waite, lan Brown, ‘Harry' and Stuart Skelhorn,

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 Daemons, ‘Harry's' mysterious
Unnamed Space Marines and Simon Norstrom’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 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:

MOriduol

Event information correct at time of going to press. Games Workshop is not responsible for events not run by Games Workshop.



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. e

Farmer Maggot
Another of lan’s
models, this Hobbit
has mushrooms
madelled from Green
stuff on the base.

Eldar Warlock

This is a model from
Ryan Waite's
‘shocking pini*
Ulthweé army.

Space Marine
Commander

This special edition
Games Day 2005
miniature leads
Harry'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 of going fo press. Games Workshop Is not responsible for events not run by Games Workshop. www.games-workshop.co.uk/shopping 121



TOUCH of the RARDICAL

A DAEMONHUNTERS SHOWCASE

1 _ B
= N

Paul Cocks

« Inquisitor — Paul’s Inquisitor was based on a Dark EIf Black Guard and a
plastic Cadian torso. "I wanted some ornate armour,” he 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 Torquemada 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 e Acolyte — A Warhammer 40,000 Missionary serves amply as an Acolyte. “I
very tools of the enemy to really like using cool models, something that's slightly unconventional,”
seek out and destroy them. Paluf says of his choice. It's a perfect cho{ce; Paul uses the mmr_z atop b‘{e

Missionary's staff to represent the Grimoire of True Names carried by his

Inquisitor. It's worth remembering when choosing models for Inguisitorial
henchmen that they often carry an Inquisitor's equipment for him. It opens
up a lot of conversion options.

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. “I was really inspired
by the Dan Abnett novels too.”
Eisenhorn, the star of the books
is somewhat dubious in his
methods, something Paul seeks to
emulate in his own Inquisitorial

warband. “I like the radicals,” he 200 nothing drastic here, justa  ® Warrior - An Imperial Guard * 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, it shows his radical bent."
-

DAEFIONMOST

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

From 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
years and at Bedford for a year
prior to working in Milton
Keynes, has primarily 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
environment they're most
commonly linked with and
brought them to an entirely
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
troops from the very beginning,
“[ started with the original metal
box set,” he says, and prefers
them to the more prevalent
Cadian-esque armies, citing the
particularly harsh gravity of the
Catachan home world and its
effects on the guard’s physiology
as the reason why, “1 really like
the poses and exaggerated

Event information correct at time of goisg to press. Games Workshop is not responsible for events not run by Games Workshop,

musculature of the Catachans.”
Tom says.

The Abraxian 55th are a
mechanised regiment, so have a
lot of Chimeras to ferry around
all those deadly flamers and
maniac close combat squads. As
they are an army predisposed to
urban warfare, the greyish colour
scheme is effectively urban
camouflage.

PAINSTAKING

Tom is quite a fan of trying out
different techniques, and the
Abraxian 55th were actually part
of an exercise in painting flesh as
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 it 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.
“It’s a male and female
company, he explains. “It was
inspired by reading the Ciaphus
Cain novels from the Black
Library. Also, there's not that
many Catachan models and 1
wanted to break up the look of
the regiment with female models
from other ranges.”

The Abraxian 35th are still in the
process of being finished, T 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.
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Games Workshop’s premier retail store and events venue

' Che Citadel

Miniatures Dall

bugmans@games-
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COMING SOON...

VLT

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.

* A variety of standard gaming tables that can be used for all systems.

* Gaming nights to cater for all levels of gaming knowledge and experience.

* Staff on hand to help you with your hobby activities and gaming.

* Hobby Centre stocking the Specialist Games Range, as well as Forge World items
and a limited range of Warp Artefacts products.

* Available for Club or Gaming Group activities
(subject to availability).

* Citadel Miniatures Hall.
* Sample the legendary hospitality of the Dwarfs at Bugman’s Bar!

-RING 01159168410 FOR MORE DETAILS-

2006 GRAND TOURNAJIENT SEASON
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Visitor information, opening times, and even a wehcam
Can be found on the Warhammer World website.

The city of Lomas is in peril. Insidious alien
cults 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 IV
and the battleground for a brutal city conflict

Calling all Imperial Citizens
Games Workshop Brighton campaign day

SPHAWLING CITY

The action in the campaign took place over 48' of
table representing Lomas. There were over twenty
players from GW Brighton, Eastbourne, Crawly
and Tumbridge Wells and a staggering 16,000
points showdown, with potentially 8,000 points of
city militia in the balance!

INSPIRATION

Cairan was the visionary behind the event, “ was
inspired by collecting Ultramarines and the
background of Ichar 1V,” he says, "I 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.”

YOUR HISTORY
A game based on a historical theme is a great way
to provide a narrative, but be aware that they

“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.

“I's a propaganda war,” says Cairan of the
background for the battles. “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
trust 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 better for them?”

KEEP THE FAITH

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

ames Workshop is not responsible for events not run by Games Workshop

- Rob Le Beau, hobbyist

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.”

Battle for Lomas isn't the first time Cairan has
written and organised an event of this iik. “I 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!

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 events team if
you want to stage your own event.

Over fifty civilian models were
converted for the Battle for Lomas
campaign. Here are a couple of
examples of how you too can make
civilians for your games and Scenarios.

PROFILE: Cairan 0’Connor

&1 Cairan has
1 been the
| Brighton
\ manager
two and a
half years
but his illustrious Games
Workshop career has seen
him working as a manager in
our Woking Habby 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 pointy ears). In
The Lord of The Rings, it's
the brave men of Gondor and
the brutish Uruk-hai with
which he takes to the table.
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1 W mwe T
ithilien is usually played over three
6'x 4" boards but we had to cram it
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 after a turn you
mave down one board and
command something else.” This
way everyone can have a turn
controlling powerful miniatures like
the Midmak or Witch-king. After six
turns someone else who wants to
play takes your place, so 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 Battle 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.

“| came to 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 more 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 Londaon, Ken
was at Games Day this year too.

“| 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'll 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
easy to get into as possible. “When | was nine there was
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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CAMES WORKSHOP

More information about clubs and community events
can be found on the Games Workshop and GCN websites.

When playing 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 hobbyists participated!

Roger Smith

TH E CLAYTON WARLORDS

The Battle 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 been affiliated with Games Workshaop for
sometime (in fact, Roger’s son Laurie is a staff member in the Brighton Hobby Centre).

“We've been going for six years,” Roger tells us. “We've a broad age range who
attends our club, from 12 to older, and we play Warhammer and Warhammer 40,000 regularly.”

The Clayton Warlords are very active gamers; at least four tournaments 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 Warlords 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 GAMING CLUB
NETWORK.

THE GCN ROLL OF HONOUR
The clubs listed here all have:

* A committee of at least three members
1o run thair affairs openly.

» Public liability insurance 1o protect the
members against accident,

* A good standard of club rules and a club
canstitution,

« A chlld protection policy.

* A policy of submitting the committes for
CHB Disclosura.

As part of our commitment to custamar

sarvice and safety we do ot promote any
club outside of the Gaming Club Network,

www.genm.org.uk

15t Company Velerans (Warhammer World)

Contact: Chris and Scott
E-mall; Info@1stcompanyveterans.ngt

Battlenat (Norwich)

Cantact: Richard Miliar

Phong; 07710 702287

E-mail; Richard@hattiznet co.uk

Battiescar (Poole)

Contact: Paul Cleveland
Phone: 01202 385 632
E-mail: paul&@battliescarco,uk

Blackfish (North Walsham)
Contact: Guy Blashill
E-mail: guyblashill@yahoo.co.uk

Bracknell Forest Gamers
Contact: Danigl Currey
Phone: 07851 816 613
E-mail; d currey@talk21.com

Event information correct at time of goirg to press. Gam:es Workshap is not responsible for events not run by Games Workshop.

Bridgend YMCA Games Club
Contact; Mait Churchill

Phone: 01656 668298

E-mail; velvetfiend@yahoo.co.uk

Brighton Warlords

Cantact: Patar Cocke

Phiong: 0757 409 4240

E-mall: Peter.cooke423@ntiworid.com

Chelmsfard Bunker
Contact: Gareth Williams
Phone: 01245 348542
E-mail: cdgareth@tsmall net

Coichester Games Club
E-mail: info@colchastergamesciub.co.uk
Phona: 0791032 8924

Chelmstord Bunker
Contact: Gareth Williams
Phone: 01245 348542
E-mail: cdgarath@ismail.nat

Dice and Dangar (Bude)
Contact: Kurt
E-mall; cellnlkemummnl com

Dudley Darklords

Contact: Paul Sheldan

Phone: 01384 288 360
E-mall: kpshaldon@ic24.co.uk

Dursley Games Glub
Contact: Dan Bishop
Phana: 01453 549 377

Edinburgh Pub Bowl League
Contact: Dava Avery

Phane: 07837 380713

E-miail: daveryedin@hotmail.com

Gambit Games On (Bellingham)
Contact: Gareth Wynn
E-mail: Gareth.wynBOS@ntlworld.com

ontact: Jam
Phone: 01743 369605 or 07792 469648
E-mall; n.sherry&btopenworld.com

Gammjm Wa rqam es Club (Shrewshury)
(¥ L her

Gobstyks (Lincaln)
Phone: 01‘522 803310
E-mail; info@gobstyks.co.uk

Hyde Clarendon Stralegy Games Club
Contact; Paul Mather
E-mall; paul.mather@tameside.ac.uk

Jersey Privateers Gaming Club
Contact: Richard Mallet

Phone: 07797 725481

E-mail: director@black-helicopters.com

Kirriemuir Wargames Club

Contact: Michael Anderson

Phone; 01382 454068

E-mail; www, kiriemuirwargamesclub.couk

Leads Night Dwis
Contact: Stave Nolan
Phone: 0113 225 0461

Mu:mrga mes (Macclesfield)
Contact: Duncan Harrading

Phone: 01625 612 579

E-mall: Harradina2002&yahoo.co.uk

Madgamers (Maldenhead)

Contact; Denis Jackman

Phone: 01628 540834

E-mail: DENIS_JAGKMAN@hotmall.com

Middiesborough Gamers Club
Confact: Shaun Atharton

Phone: 01642 272 021

E-mail: Shaunatherton@netscape net

Newmarket Dwarl Wargames Society
Contact; Chris Peachey

Phone: 01638 720861

E-mail: nktdwarf@hatmall.com

North West Warriors (Kendal)
Contact: Adam Tumer

Phone: 07905 410 067

E-mail; OrcG9@hotmail.com

Northumbrian Adventurer's Guild
Contact: Mark Anderson Couiter
Phone: 07906 193711

E-mail: nagoniine@hotmail co.uk

A

Nuneaton Model and Gaming Club
Contact: Brian McCormack
Phona: 07876 884 558

0ld Buckenham Bone Crushers
Contact: Paul Girfing

E-mall:
VW,

WRCCN:

presents

OPEN WAR 4

Sal 22nd April 2006, 9am till 6.30pm.

Warhammer World

Warhammer 40,000 .. 1,500paints:
Warhammer oints
Epic ...

£10 to enter

discount for elub bookings.

Entry forms downloadable from website
info@1stcompanyveterans.net

Swindon and District Wargamers
Contact: Paul Nettla

Phione: 01783 700609

E-mail: nettle tribe@nthworld.com

Tanelorn Wargames Club
Contact; Martin Turner

pCks.co.uk/warg
Oxford Ga mln! Club
Contact: Mike Sharp
Phone: 07802 764143

E-mail; Mike.sharpd@btopenworld.com

Phoanix Gaming Club (Rushden
Contact: Stephen Mawson/Darrell Leg
Phong: 07951 728142

Porthury Knights

Contact; Alan Vowles

Phone: 07771 985488
E-mail; alanvowles@msn.com

Rainhill Wargames Club
Qontact: Paul Tennant
E-mail; pauttennant@hotmail.com

Redear Ironbeards
Contact: lan Widdowson
Phone: 01642 503207

E-mail: Martin. Turner@Hess.com

TGEC (Tamworth)

Contact: Phil Hannigan

Phone: 01827 287446

E-mail: philhannigan2002&yahoo.co,uk

That Dam Gaming Club (Newmillerdam)
Contact: lain Dalton

Phone: 07863 311481

E-mail: votemoose@haimail.com

The Middleshrough Gamers Club
Contact: Shaun Atherton

Phone: 01642 272021

E-mail; shaunatherton@netscape. nat

The Sad Muppet Snclm |Basingstoke)
Contact: David Offen-James

E-mall: muppet@genesis- s' org.uk
Phone: 0118 920 489

Tolworth 15t Founding

Contact; Peter Corps
TheiSplly Gl (Bedcing) Fhone: 07788 790135
P
Eh:‘;:! U458 SRR fotiisil com Wells Warg Sociaty

St Aidans Warrior Club
Contact: Paul Fletcher
Phane: 01415 770196

E-mail: paulmepgragorflstcher@hotmall. cam

Stirling Wargamers

Contact: Paul Brooks

Phone; 07879 612 033

E-mail: paut@trarandleaf. plus.com

Suffolk and Essex Gamers
Contact: Lord R Banbridga-Kiddy
Phone: 01787 211 254

www.games-workshop.co.uk/community

Confact: George Gush
Phona: 01580 753 680

Walburton Wargamers

Contact: Mike Roddham

E-mail; walbertonwargamers@yahoo co.uk
Phone: 01245 554185

Watford Wargames Federation
Contact: Robert Phipps

Phone: 01434 4552,

E-mail; rp@a-

Yeavil Games
Contact: Chris Lows
Phone: 07811 843747

127



UPCOMING EVENTS

Are you running an event and are
a Hobby 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:
christianb@games-workshop.co. uk

The closing dates for receiving details
for publication in the following issues

are:
]
k  1st March ...............WD318 (June)
] = 1st April ... .WD319 (July)
% = 1st May WD320 (August)

Please note all dates and details are
correct at the time of going to print but
are subject to change.

Events diary abbreviation guide
WhHAelia. b Warhammer
... Warhammer 40,000
.................. Blood Bow!
Warhammer Ancient Battles
- Warhammer Players’ Society
........ Warhammer English Civil War
Epic Armageddon
.The Lord of The Rings
....Games Workshop
Grand Tournament

[iRHANI)

TOURNAJTENT

I3TH-IITH MAY
WARHAMMER WORLD

CALL: 0115 91 40000

www.games-workshop.co.uk/events/diary
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DAMOCLES GULF CRAMPRIGN
Date: 26th March, 2006

Venue: Gaming Centre Sheffield

Details: The expansionist Tau Empire has reached the edge of Imperial
space inadvertently bringing war to the Eastern Fringe. Wil the
Imperium of Man crush the fledgling Tau Empire or will the superior
technology of the Tau win the day?

Tickets cost £15 include lunch (you will need a 1500 pt army)
Contact: 0114 243 4633

Website: www.games-workshop.co.uk/events

APRIL

1ST BIRTHDAY OPEN DAY

Date: 1st April, 2006

Venue: Gaming Centre Sheffield

Details: To celebrate being open for one year we are holding a huge
hirthday event featuring parficipation games, painting and gaming
competitions, mini tournaments for 40K, LOTR and Warhammer and,
best of all, it's all FREE!!

Contact: 0114 243 4633

Website: www.games-worksfiop.co.uk/events

NO JOKE - HOLD THE LINE
Date: 1st April, 2006
Venue: Guildford
Details: Help the Imperial defenders of Medusa V fortify their
positions and build some 40K defences. Do you have what it
takes to spend a day in the trenches. ..?
Contact: 01483 451 793
Website: wiww.games-workshop.co.uk/events

A SHADOW IN THE EAST
Date; 1st April — 15th April, 2006
Venue: Oxford
Details: The forces of Sauron are on the maove. In the
east, Khamil has gathered his army and advances on Gondor.
Gan the Free Peoples hold back this tide?
LOTR Campaign — STARTS with ‘The Rising in the East'.
Confact: 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 Seamentum,
valuable shipments of materials are going missing. Located so
close to the Tau Empire, two Inquisitors have been despatched
to investigate these irregularities, along with a delegation from
the Departmento Munitorum.

40K Campaign - STARTS with ‘First Contact’

Contact: 01865 242 182

Web: www.games-workshop.co.uk/events

All the information you need about clubs, whether you want to participate or start one of your own

TRHAITOR
Date: 1st April — 15th April, 2006
Venue: St. Albans
Details: On the tranguil world of Medusa V 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, Vladimir 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 ERIPEROR
Date: 1st — 2nd April, 2006

Venue: WARHANMER WORLL

Details: Inquisitor campaign that follows an epic and mysterious
story, spanning the galaxy from the Eye of Terror to Holy Terra itself!
Dnly one chardcter decides your fate in these detailed narrative games.
Call for more details and be a part of histary.

Contact: GW Worcester — 01905 616 707

Website: www.games-workshop.co.uk/events

HETLURBN TO ABCHON I
Date: 3rd — 14th April, 2006

Venue: Hemel Hempstead

Details: The Warp storms that plague the outer rim of the
Medusa system have temporarily cleared. Imperial Astropaths
have pinpointed the location of the legendary mineral planet of
Archon |1, Unfortuantely, they have also detected Xenos
communications, obviously en route to the planet. Can you
stake your claim to the resources of this deadly world?
Conlact: 01442 249752

Website: www.games-workshop.co.uk/events

H beRO’S TALE
Date; 1st — 14th April, 2006
Venue: High Wycombe
Details: Archaon, Tyrion, Valten — all great heroes, from such
humble origins. Are you such a being? Come and find out.
Chart the rise of your champion from mere serf to great hero
and general of legend!
Warhammer Campaign
Contact: GW High Wycombe — 01442 249 752
Website: www.games-workshop.co.uk/events

Event information correct at time of going to press. Games Workshop is not respansible for events not run by Games Workshop.



THE FRATE OF MIYENUKOS
Date: 5th April, 2006

Venue: Uxbridge

Details: The sept world of D'yanoi has been caught in the
tendrils of Hive Fleet Alcrohydra. The only Fire Warrior cadre
available is that of Mi'yenukos, can they turn the Tyranid tide
before it consumes D'yanoi?

40K Combat Patrol tournament

Contact: GW Uxbridge — 01895 252 800

Web: www.games-workshop.co.uk/events

ENEMY OF MY ENEMY
Date: 5th April, 2006

Venue: XEIFTIIETETR Woking

Details: After weeks of conflict, the Tau Ethereal Aun'Shaala
has negotiated a temporary ceasefire. All communications from
the north of the city have ceased. Both sides have agreed to
send teams to investigate the strange structure uncovered near
the centre of the market district. Can the peace hold...?

40K Kill-team event

Contact: GW Woking — 01483 771 675

Web; www.games-workshop.co.uk/events

THE LORD OF THE RINGS GRAND TOURNAMENT

GRAND FINAL

Date: Bth — 9th April, 2006

Venue: WARHAMMER WORLL

Details: The Grand Final is here! The best players from heats one fo
three face off to decide the champion. For this two-day event you will
need two 500 points armies — one Good and one Evil. The event
includes lunch on both days and dinner on the first day only. Details
can be found on the Games Workshop website. Tickets cost £50.
Web: www.games-workshop.co.uk/events

DOUBLE CROSS
Date: 8th April, 2006
Venue: Maidenhead
Details: Inquisitor Nhilun Castor has held diplomatic talks with
the Tau, persuading the Tau council to share their most
advanced plasma technology as a gesture of peace. However,
Castor is a true servant of the Emperor and will not abide the
xenos to live... He plans to spring a trap on the Tau, seizing
their technology whilst delvering a crippling blow to their
forces, To make matiers worse, other xenos races are also
eager to get their hands on the technology which is said to be
of Doomsday proportions! Bring 1,000 points.
Contact: GW Maidenhead — 01628 631 747
Website: www.games-workshop.co.uk/events

LAUNCH THE GRUNDENBURG
Date: 8th April, 2006

Venue: Reading

Details: Join a Warhammer aerial spectacular!

Eagles, Hawks and Gyrocopters & possibly some larger things
take to the skies as the giant Grundenburg airship prepares to
launch...

Contact: GW Reading - 01189 598 693

Web: www.games-workshop.co.uk/gvents

S OPEN WAR 5
Date of Event: 22nd April 2006, 9am till 6.30pm.
Venue:
Details: Warhammer 40k (1,500 points), WFB (2,000 points),
Epic (3,000 points). £10 to enter, discount for club bookings.
Contact Details: Entry forms downloadable from website soon.
e-mail: info@1stcompanyveterans.net

Website: www. 1stcompanyveterans.net/events

WARHAMMER WORLD

Event information correct at time of going fo press. Games Workshop is not respansible for events nat run by Games Workshop.

40K DOUBLES TOURNAMENT
Date; 30th April, 2006
Venue: Gaming Centre Sheffield
Details: Pair up with a friend to battle against others in this
competition of deadly duos. 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

VWATCH THE SKIES
Date: 27th April, 2006
Venue: Swindon
Details: Tau forces control the skies and most of the capial
city of Medusa V. Kill-teams of the Officio Sabatorum may offer
the only hope left to Governor Praxas. If these elite Imperial
troops could penetrate the Tau battle lines and disrupt the
power relays for the Tau communications array, there might
still be a chance to call for aid and defeat the xenos filth.
40K Kill-team event.
Contact: GW Swindon — 01793 436 036
Web: www.games-workshop.co.ul/events

TOURNAMENT

8TH - 9TH APRIL
WARHAMMER WORLD

CALL: 0115 91 40000

www.games-workshop.co.uk / events/ diary

Warhammer Doubles Tournament
Date: Sunday 7th May, 2006

Venue: (I CERTEEETD Gaming Centre Sheffield

Details: Pair up with a friend to battle against others in this
competition of deadly duos. To play you will need two Border
Patrol forces of 500 points and a friend fo play with. Full details
of the rules will be sent with the event pack. Tickets cost £20
including lunch on the day.

Contact: 0114 243 4633 for more details.

Website: www.games-workshop.co.uk/events

GRAND TOURNAMENT
BLOOD BOWL

Date: 8th — 9th May, 2006

Venue: WARAAMMER WORLL

Delails: The 2006 Blood Bowl Grand Tournament is coming this year,
Which race will dominate the pitch? Who will claim the coveted
trophy? It could be you, but you have to be in it to win it!

Website: www.games-workshop.co.uk/events

20th — 21st MAY
WARHAMMER WORLD

CALL: 0115 91 40000

www.games-workshop.co.uk/events/diary

The Lord of The Rings Tournament
Date: 21st May, 2006 -4 ' -4
Venue: Gaming Centre Sheffield €
Details: 500 points themed force. No named Heroes, maximum
of 2 Captains, no more than a third of your force armed with
bows, four games, Tickets cost £15 including lunch on the day.

Contact: 0114 243 4633 for more details. ]L:’}R [, P FDT\ Pf-
Website: www.games-workshop.co.uk/events 5
CIRATECY BATTLE GAME

o MORDHEIM ‘The Curse -

Date of Event: June 10th, 2006

Venue: Portbury Knights, Portbury Village Hall, Portbury,
Bristol. Just off Junction 19 of M5.

Details: 500 points starting warbands. Painting standards —
minimum of three colours and based. Tickets are £5 in advance.
Contact Details: alanvowles@msn.com for reservation details.
Website: http://groups.msn.com/PortburyKnights

CALL: 0115 91 40000

www.games-workshop.co.uk/events/diary
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++|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 — 6pm
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.

N ] &
" FREE PAINTING AND MODELLING ADVICE

No matter what your level of painting or modeliing skill, if you spand 30 minutes with ana
of our membere of staff you will see those skills improved and might find out something
you never knaw!

. -
Qur special Beginners' programme teaches you how to play and helps you take
your first steps into the Games Workshop hobby. The prog FLMS on

Sundays, so whether you want to lsam how to charge your knights into your
opponent’s battle line or lead a squad of Space Marines into battle, all you need
o do is come along!

im -
I3 < -
IN-STORE ORDER POINT
All of our stores are fitted with a Games Warkshop Direct in-store order point
which you can use to get your hands on all of our Specialist Games products,
plus many ¥ iniatures, and classic modals with which to

customise your Warhammer, Warhammer 40,000 and The Lord of the Rings
forces.

130 STORE FINDER

FREE GAMING AND TACTICS ADVICE
All our staff are experienced gamers (after all it's what they do for a living!) They can

give you sound tactical advice, help you build battle-winning armies and clear up most of
your rules quaries.

FULL RANGE OF PRODUCTS

All cur centres stock a full range of Warhammar 40,000, Warhammer and The Lord of
The Rings games and models as well as all the hobby matarials you need o collect,
build and paint your armias.

Games Workshop hobby centres provide support and expert advice on all
aspects of the hobby. On Sunday evenings many stores run specific
activities for those who have graduated from the Beginners’ Frogramme,
whilst one weekday night a week, there is a Games Night for players 1o
Indulge in even mare hobby activity.

? HOBBY CENTRES & INDEPENDENT STOCKISTS

Games Workshop products are sold by a large number of shops in 16 different
countries across the world. What follows is a listing of all the stores that sell Games
Workshop products across the UK, parts of Europe, South Africa and the Middle East.
Games Workshops open seven days a week, with gaming into the evening on certain
nights. Call your local Hobby Centre for more details. You can find a full list of our UK
retail outlets on our website, shown below.

If you're still unsure as to where your nearest stockist is located, why not call Games
Workshop Direct on 0115 916 40000. Stores highlighted in yellow indicate new stores.
Stores in green are elite Northern European stores; stores in blue are Northern
European partnership stores. To be sure they will have exactly what you want in stock,
we recommend you give them a quick phone call before visiting.

Hobby centres marked with a cross (x) have Gaming Room facilities.

www.games-workshop.co.uk/storefinder
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AVON

GW BRISTOL (CENTRA
13 Hevathweir. Tek: 0117
GW BRISTOL [CRIBAS CAuSl‘\'\fﬂYl.
Uinil 129, The Mall Tat: 0117 858 2528

PORTISHEAD, Muul-
Tel 0127 584 4751
YATE, Hoggosourus Toystore:
Tal 0145 432

BEDFORDSHIRE

GW BEDFORD:

LUTOM, Final Fulmnp

BERKSHIRE

GW MAIDENHEAD.

Unit 2, 17 Marhat £

GW READING:

111 Broad Sireat Ma¥, Tal: £11
RACKNELL, Ottakers:

Tal; 0134 448 B124

NEWBURY, M|ll]tl!lll’° Marchants:

Tel 0163 552 B

SANDHURST, mﬂd.

Tal: 0125 28;

WINDSOR, Otiaker's Bookshops Windsor:

Teli 0175 385 6458

WINDSOR, WI Daniels:

Tel, 0175388 2108

BIRMINGHAM AREA
GW BIRMINGHAM:
Uret L18, Bullieig Link. Tal: 0121 83
GW DUDLEY:
Lind 38, Matry Hil Cantro. Tel: 0138 445 1818
GW SOLIHULL:
850 Warwick Rond, Tel: 0121 705 Tag7
GW SUTTON COLDFIELD:
45-47 Blmingham Fosd. Tal 0121 354 3174
GW WOLVERHAMPTOMN:
B King Sitest. Tel: 0160231 0486
GW WALSALL:
Unit 27, Ok Squam Shopging Cantre.
Tel: 0132 272 5207
ACOCKS GREEM, lef’s Games and Werksh
Tel: 0121 708’5176
GREAT BARR, Gaming Crypt:
Tek 0121 300 5080
N, Wayland's Forge:
Tet 0121 80701108
RUBERY, Roy's Hobbles & Teys:
Tel: 0121 45;3250 s
SUTTON COLDFIELD, Digital Dragons:
Tel: 0784 163 7733

BUCKINGHAMSHIRE

GW HIGH WYCOMBE:

Uinit 29, The Octagon Centro, Tal: 0148 453 1454
GW MILTON KEYMES:
Unit 2 West End Extension,
Shopping Dentre. Ted: 01308
AYLESBURY, Toy Wonderland:

Tal: 07TV 565 6581

BUCKINGHAM, Abocus Tays:

Talt 0128 082 1815

GERARDS CROSS, Howard Marshall:
Tal. 0175-388 2052

PRINCES RISBOROUGH, Treots:

Tel; D184 434 4354

CAMBRIDGESHIRE
GW CAMBRIDGE:
54.Aagent Sireet Tal: 0122 331 3350
GW PETERBOROUGH:
3 Warntworth Street. Tol: 0
ELY, City Cycle Contre:
Tal; 0725 356 3181
HUNTINGDON, Sporis & Fashlons:
Tal; 0148 045 4541

w Store:
Tel: 0173 355 3151
SAWSTON, The Toy & Model Centre:
Tol. 0122350 5062
SAWSTON, Toys Pluss
Te|; 0122 383 'é:!"
ST NEOTS, Barretts of 51 Neots:
Tel 0148 040 B700
5T NEOTS, First Computer Gamues:
Tl 01480 388638
ST NEOTS, Westgote Depariment Store:
Tel 07148 047 324
TEVERSHAM, Invocation Lid:
Tel; 01129 329 a4pg
WISBECH, Westgate Departmant Store:
Tel: 0153 620 3

CHESHIRE
GW ALTRINCHAM:

Uit 1, 19 Grahon Stzet. Tel: 1161 829 G896
GW CHESTER:
112 Faregat ot Tl 0124:431 1387
GW MACCLESFIELD:

U 38, Chy L}
Tok: 0162 56
GW STOCKPORT:

Tet 0162 BE3 1747

455 BES3

369 0052

ICHAM, The Gaming Crypi:

44 Greerwood Strsar WAL 1AZ
CHEADLE, Fantasl
Tali 0161 401 1150
mmﬂ.non, Deans Toys & Cycles:
Tet: 012
cm ﬂ.ﬂl: Mndﬂls Sport;

e 01z
NM'WICH. Hlﬂlu'rn LTD:
Toki 0127 DB2 6
Nnmrcn The Model Shop:
Tel: 0160647 740
STALYBRIDGE, Kﬂ\f Models:
57 Malbourne Stre
STOCKPORT, Gndingl Taymaster:
Tok: 0181 427 20949

CLEVELAND
GW MIDDLESBROUGH:

3, 38 Dundas 54

HARTLEPOOL, lllusions:

R CAMES WORESHOP,

: Find your nearest Hobby Centre or independent retailer on these pages

Tel: 0142 923 3189

Tel 0142 824 4337

CORNWALL

GW TRURG:

Uritt1. Bridge House, Naw Bodgs Streat

Tal 0167 232 D47

BODMIN, Bricknells:

T8l 0120227 7088

BUDE, Nitre RC:

Tel: 0129 635 3386

FALMOUTH, Wonderland Falmouth:

Tebli a2 631 2571

HAYLE, Blowatt
l 0173 675 3012

HELSTON, Eddy & Son:

Tok 0132 657 2767

5T AUSTELL, Maod for Miniatures:

Tek, (0172 672 256

of Hayle:

r

TRURD, Toymastol
Tak 0187 227 2452
COUNTY DURHAM
% GW DURHAM:
4 Nartt Roed. Tal 0181 374 1062
OW DARLINGTON;
78 Skinnargatn, Tek 0132 538 2463
BISHOP AUCKLAND, Windsock Models:
Tal: 0158 BE0 9708
CONSETT, Kwikpart;
Cansatt, Tel 0120 758 1024
DARLINGTON, Lamb's:
Tal 0132 5466042
SEAHAM, Gomes of War:
Tal; DIR1S 817118
DALE, To Shep:
Tal: (B3 383 7306
CUMBRIA
¥ GW CARLISLE:
Unit 2, Earls Lana. Tl 0122 855 8216
BARROW-IN-FURNESS, Heaths:
Tel: 0122 582 0435
BOWMNESS-ON-WINDERMERE,
Erni tkinson & Sons:

BRAMPTOM, The Card Centre:
Tol 0188772 267

Cﬂ{lmu"ﬂ.lﬂﬂﬂhﬂﬂ-

COCKERMO! H. The Toy Shop:
Tell 0160 082 5855

KENDAL, North West Warrlors:
Tel 01538 731066

K!Hn-ﬂ.l.. Q‘Iounlll'tlm‘

TiTE 3264
umrcu Lokelond Toys and Hobbles:
0176 B77 5275
p!umu. Harpers Cycles:

Tol: 01786 866 -un\.
ULVERSTON, Sawdust ‘n Stitches:

Tel. (122 956 364
'WORKINGTON, KSA Models ond Hobbies:
Tek 0190 087 3338
WORKINGTON, Toymaster:

Tek 0160 087 3322

DERBYSHIRE

3 Tel 0133 237 1857

BELPER, Frearsons:

Tal: 0177 582 3244

nul'mu ©ON TRENT, Toymaster Kingdam:
Tek 0128 354 4560

IUHON D& KHM'H & Sons:

Tok 0128 Bz
EI‘IES"HHELD Cnnpiﬂllhl Seoclaty:
ak: 01
CHESTERFI!
Tol 0795194773
CHESTERFIELD, Peok Bookstore:
Tet 01245 2 ﬂlf]“

DERBY, Toymester Kingdom:

. Tal: 0153 235 6336
Wain Services:

Tt 0145 785 3548

ILKESTON, Ilkeston Co-op:

Tal: 011

MATLOCK, Shawes LTD:
Tol: 0162 858 2482

31a Sictwe!
GW PLYMOUTH‘

B4 Comnwall Straal. Tell 0175225 4124
GW TORGUAY:

12 Markat Straat, Tal: 0160 320 1035
BARNSTAPLE, The Battlezonet

Tel: 0127 1321344

DARTMOUTH, Vfﬁ Pillar & Co:

Teli 0180383 2

t. Tel: 0139 248 0305

H.DNII'DN, Art of War

24 New Sireat; Tol: 01404 44151
HONITON, Honlten Toy Shop:
Tal: 0140 4453 741

KINGSBRIDGE, The Trading Post:
Tel: 0154 B85 2623

NEWTON ABBOT, Austins:
Tol: 0762 633 3444

PLYMOUTH, I\eﬁel Shop:
Tal, 0175 222

TAVISTOCK, Iln]lidmonpu‘
Tol, 0182 26

TEIGNMOUTH, Juclamunl Toybex T/A MC ) Trade:
Tal, 0162 677 B2

TIVERTON, W'ingl ‘N’ Whesls:

Tal; 0188:424 2818

DORSET

GW BOURNEMOUT!

24 P
¥ GW POOLE:

Lin# 12 Tewn: Cerr. Tal: 0
!UURHWOU'I‘H. Battle-Scar:

20225 51894

WUHNEMOU‘IH Roberts Toys & Gomes:

BIID? “, me Ynymnllan

it 0120 231 s262

DORCHESTER, Dorchester Toys:

Tal: 0130 574'0601

GILLINGHAM, Mervyn's Teys & Modals:
Tal: 0174 7823888
POOLE, Heggesaurus
Tol: TBG

SHAFTSBURY, Hardings:
Tali 0174 765 2156
SHAFTSBURY, Howards:
Tal: 0174 785 2158
SHERBOURNE, Cornerho
Tol: 0153 541 5815
SWANAGE, Loonords:
Tol: 0162 542 6096
WEYMOUTH, Razzamataz:
Tal: 0130 576 0601

ESSEX

GW CHELMSFORD:

Unit 4C. The Meadows Centra, Ter 0124 540 0048
GW COLCHESTER:

2 Shant Wyrs Sireet. Tol 0120 6767
GW SOUTHEN
12 Balthchurch Aoad, Tet: D170 248 1251

GW THURROCK:

Link 4158, Level 5, Lakesda Shopping Certte. Tel: 0170
BA6 7133

BRENTWOOD, BAM Cycles:

Tk 0127 721 4342

CLACTOM ON SEA, Clacton Art & Craft Centre:

Tek 0125 543 6348

COLCHESTER, Toymaster Kingdom:

Tak 0120 654 4344

HARLOW, Marquee Models:

Tek 0127 B42 3334

HOCKLEY, Hobbifon:

Tal 0170 230 0180

LEIGH-ON-SEA, Callver Boola:

Tal: 0170247 J066

MALDON, Colin Bliss Models:

High Strest Tell 0162 185 1327

umlsu. 'u,! N Tuek:

T
SAFFRON wnmm. Gome On:

Tal 6170 234 3464

GLOUCESTERSHIRE

OW CHELTENHAM:

16 Pittville Sirest. Tal: 0124 222 6418

GW GLOUCESTER:

35 Clarance Stroat. Tet: 0 250 5033
BOURTOM OM THE WATER, Bourten Modal Rallwey:
Tal: 0145 182 OER8

CHELTENMAM, Toywizz:

Unit 13 Aagent s Arcacs, Tel 0124 323 2305
STROUD, Anties:

Tel 0145 576 4487

STROUD, Psisoft Games:

Tal: GAT0 242 7428

TEWKESBURY, Toy Zone:

Tal, 0188 436 5776

HAMPSHIRE

GW BASINGSTOKE: "
3 Pottars | Tet: 0125 648 6050

GW PORTSMOUTH;

34 Arundel Streat. Tal 0230 087 5266
GW SOUTHAMPTON:

23 East Street Tal; 0238 033 1962
GW WINCHESTER:

6 51 Geoeges Sireet. Tol 0156 2868 01
ALDERSHOT, The Game Shop:

Tet 0128 443

ALTON, Alton Modsl Cantre:

Tok 0142 084 2243

nNDW!R, Hnnqalwrul Toystare:
Ted
I-KS!NGSTBKE, Ottokers:

Tat: 0125 645 0546

FAREHAM, Farehom Toys and Hobbies:
Tot: 0132 926 2183

FARNBOROUGH, Darkstar:

Tel: 0125 23

GOSPORT, JC Books:

Tel: 0230 258 0931

MILFORD ON SEA, Milford Models ond Hobbiles:

Tol 0158 064 2112

MEW MILTON, Toys of New Milton:

Tek 0142 561 7805

PETERSFIELD, Folly Models:

Tol 0173 026 7932

PETERSFIELD, Fun for All:

Tol: 0173 026 7271

RINGWOOD, Toys of Ringwaod:

Tal. D142 547 9444

ROMSEY, Roundobout:

Tel 0178 451 2945

SOUTHHAMPTON, Hidden Forfrass Lid.
AHX, Tal T

SOU'I'HSEA Southsea Models:

Tal. 0770 573

WATERLOOVILLE, Paul's Hobby Shop:

5 9186

HEREFORDSHIRE

HEREFORD, Hereford Madel Shop:

Tal: 0143 235 2608

LEOMINSTER, Martin‘s Models & Crofts:
Tal: 0156 B41 3782

on our website: www.games-workshop.co.uk/storefinder
by calling us: 0115 91 40000

¥c:ss OM WYE, Littls & Hall:
® 3

HERTFORDSHIRE

GW HEMEL HEMPSTEAD:

16 Bridge Steet Tel. 0144 224 9752

GW 5T ALBANS:

18 Hentage Close, odf

BERKHAMSTED, Homliins:

Toil: 0144 285 4843

BISHOP'S STORTFORD, Boardmans:

Tal 0127 965 4038

CHORLEYWODOD, Chorleywood Modals:

Tal! 01923284313

COCKFOSTERS, Murroy & Brand:

Tesk: D204 443 08,

HA.IPIHDIN Fall
0162 452 C15~

HIHTFOID. Games On:

4 Maldaphasd Strast SR1A10W, Tet 0

HERTFORD, Marquee Models:

Unit 5, The Marqties, Te: 0

HITCHIN, Mainly Modsls:

Tel: (146 242 2204

ROYSTON, Teyshop:

Tal: 0176 324 3270

STEVENAGE, KS Models:

Tal 0143 674 6818

WELWYN GARDE! . it

Tal: D170 738 15“: O T e

HUMBERSIDE

SCUNTHORPE, Westgate Department Store:
Tall'0172 425 1688

ISLE OF MAN

DOUGLAS, Jae Distribution:

Tal, 0152 482 2154

RAMSEY, Madel Warld:

Tol D162 481 6048

ISLE OF WIGHT

A :hlwmm-_ Mewsogenis:

tations:

RYDE, The Spnﬂl & Model Shep:
Tl 0158 388 245
RYDE, Fun, I'm uﬂd Fantasy:

SMNKLIN. Ieymu-lun

Tel; 0198 386 6824

Bluewstar, &

w 8, lron Bar Lane. Tal: 0122 745 2880
OW MA[DSTONE
3 Py

GW ?UNS!IDGE WELLS:

4A Camden Sn Tuf; 018

DOVER, Tumers Models:
Tei: 0100 420 3711
GRAVESEND, Steve's Colll:lublu and Madels:
7 Quear] Sirot. 5544
GRAVESE
Tok 0147 ]
HERNE BAY, Spearin,
104 Martimer Stree
MARGATE, Teyma:
Tak 0184 322 5400
RAMSGATE, The Gigaling | ﬁoan. Games Emporium:
40 King Stront Tol: (184 3

ROCHESTER, Miniature Woﬂdx

Tal: 0163 481 3685

SEVENDAKS, JH Lorimer:

Tal: 0173 245 2540
?MNOAKS, ll:mlulmv

sl 01
EII'TIMDIGUINI A1 Blundell & Son:
Tal: 0170 b42
TONERIDGE, md. Shuf:
Tal, D17
\'N.S: WICIIM.M \"aun‘ Folk Tays:

Tal: (208 777 2251

LANCASHIRE

GW BI.ﬂCD(FDUl..

il Mall, T

15 Millar Arcade, Talk 0777 2!
ASHTOMN UNDER LYNE, Roundobeut Teys:
Tel 0161 343 2344

BLACKBURN, Batcave:

Tal: 0125 458 7488

BLACKBURN, M«“r & Sanst

Tal: 0125 458

BLACKPOOL, ‘qmm'en

Telt 012
!Dll'ON Gmenl Toymaster:

BDI.I'UN. Topm:l!er—

BDI.'I'DN. ‘Whitaker's Toymasters:

B R I.EY Arlhnr Benn:

Bl.llt'!'. 'I'emenen—.
Tel 2161 76

CHDRL“', A & B Gomes:

monm numpuru Teys & Nursery World:

Q.I'I‘HEEOE. Cowgllls of Clitheroe Lid:

LANCASTER, Lowsons Toymaster:

www.games-workshop.co.uk/storefinder 131
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Jul; D152 484 518

LAN R, Micre Markets:

Tol: 0152 484 0486

LEIGH, Starkiown Limited:

Tal; 3104 267 1116

LEIGH, Toymaster:

Tal: 0152 267 1116

MORECAMBE, Richord Loncastar:
Tal: 1152 447 0304

OLDHAM, Cttakers:

Tali 0161 8205545

POULTEN LE FYLDE, Acbas bookstore:
Spaciakty shopping, Tel 0125385 1110
PRESTOM, Toymaster:

Tak 1177 288 7788

ROCHDALE, Microshack:
Tel:070 871 2938
ROSSENDALE, Rossendale Models:
Tol; 6170 625 0007

5T HELENS, Wargames Warld:
Tel; 0174 428 500

Y5, Toy2save C
Toll (125 385 B304
|, Wigan Model Cenire:
Tl 0194 224 5653

LEICESTERSHIRE

GW LEICESTER:

Uipa 2.16/20-Silver Street. Tol: 0116 253 0510
GW LOUGHBOROUGH.
22 Biggin Streat. Tel, 0150 923 5107
ASHEY-DE-LA-ZOUCH, Stave's Modals:
Tol 0153 041 6827

COALVILLE, Guoffs Toys:

Tol} 0153 083 2785

HINCKLEY, Punctilio Model Spat:

Tek 0145 523 0952

LINCOLNSHIRE AREA

GW GRIMSBY:

8 West St Mary's Gale, Tak: 0147 234 7757
GW LINCOL
Linit 511A, Eafts
D152 254 BOAT
BOSTOMN, Madels and Compulers:

Tek: 01205 365102

GAINSBOROUGH, Toymaster:

Tuk: 0142 767 6000

GRANTHAM, Arbon & Watts:

Tet: 0166 485 5030

GRANTHAM, Portprince Models and Hobbies Lid:
Tel: 0147 653 2001

LOUTH, Castaline:

Tek 0150 780 2142

MABLETHORPE, Belas Teymester:

Tel: 0150 747 3328

QUADRING, M5 Sturgess:

Tal. 0177 582 1867

SCUNTHORPE Shrrmnns Model Shop:

Tel: 0172 4
SCUNTHORPE, Te;ﬂnﬂllr,
Tal: 0172 427 1020
SKEGNESS. ‘l‘ha Mtd-l Shop:
Tel 0175 24
smu:mn. Mﬂ an's Models:
Tel: 0177 572 2458
SPALDING, Spalding News:
Tal: 0177 572
SPALDING, Spolding Models:
Tl 01775 713270
STAMFORD, Howleys:
Tal: 0178 075 2125

LONDON

ﬂ\ﬂ' BRENT CHB$$

rgate {on outside af

Fﬂll.l:l 5}, Bi

GW ENFIELU,
25 Ganotin Road, Tet; 0206 363 3238
OW HAMMERSMITH:

161 King St D20E B4G 5744
GW HARRD!
208 Stafion Strest: Tel: 0208 8812350

GW KENSINGTOM:

or Sqwu Kensingion Chuich Siras)

AT 701

GW ICINGSI'UN UN THAMES

B3 Fife Road. Tel: 0208 546 5224

GW LONDON (OXFORD 5T):

Unlt F10, Tha Plaza S

Oxforg Street. Tol: [

GW RICHMON!

Unit 8, Wastmi

GW ROMFORD:

12 Quadrant Areade: Tel: 01708 742 140

GW STAINES:

B Clarance Strest. Tel: 0178 448 0875

GW SUTTON:

Unlt 28, Times Square Shopping Centre, Tek 0208 770
4

Core, 13t Floor 1 15-128

845,
GW UXBRIDGE:
Unit 32, Chequisrs Mat The Paviicns Shopging Cantra,
D180 525 2600
GW WATFORD:
Unit & 1A Ciusen Streel,. Hasdeguin Centra
Tel: 0182 324 53668
BLACKHEATH, 2nd Impressions:
Tel; 0208 852 6122
CHINGFORD, Hobby Sto)
43-E1 Station Road, Tek: 02 ’*15 528 7T
CHINGFORD, Rossis of London:
Tel; 207 529 1920
CLAPHAM JUNCTION, Toystop:
Ted: 0207 228 5079
DULWICH, The Art Stationers:
Tel (0B 653 5938
FINCHLEY, Lalsure Games:
Vol 0208 346 2327
HAMPSTEAD, thzp" Returns:
Tel 0207 435 2431
HERNE HILL, Just Williams:
1B hall Moo Lnhe, SE24.5HU, Tel G207 733 9655
ISLINﬂmN Frederick Back:
* DROT 226 3403
lNIGNl‘SBRIIiGE Harrods:
Tel 0207 730 1234
LONDON, Playin Games:

33 Musieurn Siroel,

Tet 0208 785
RUISLIP, John Suldlﬂ

Tek 0168 583 4648
WALTHAMSTOW, Ottakers:
Tal: 0208 520 0202
WIMBLEDON, u,-n

Tol- (0B 5

woob GIEEN SHW’INE CENTRE, Toy City:

208 841

MANCHESTER AREA
GW MANCHESTER l(ummlrl
Mar Vay Saulh,

s Contrs. Tok D181

GW TRAFFORD CENTRE:

STORE FINDER

House, Kew Road. Tel: 0208 348 6128

Trastr
“mmn Miniah
Tek 0161 768 7650
LEIGH, Teymaster:
Tok 0184 267 1116
MANCHESTER, Waterstone:
Tek 0161 B32 1AE2
WARRINGTON, Steve Webb Models & Hebbles:
Tek'0182 873 6225

MERSEYSIDE AREA

L

¥ GW LIVERPOOL:

Canttal Shopping Carre, Raneloigh. Tal: 0181 703

GW SOUTHPORT:
U |II K2, Mashile Piace Shoping Centre. Tob 0170 450

GW WARRINGTON:
Unit 20, Time Squiae. Tel: 0182 565 1984
MERSEYSIDE, Lewis's Department Storet
Ranglagh Straet, Livarpool

SOUTHPORT, u-rrmuu Gomes:

Tal: 01704 34

MIDDLESEX

EMFIELD, Jennings Stores:
Tal 0208 BO4 1604

NORFOLK
GW NORWICH:;
12-14 Exchange Sueel. Tet 0180 376 7658
DI55, Toymaster:
Tel o BG4 1743
EAST DEREHAM, Youngsters World:
Tol: 0178 B56 2372
Starlings
Fakenham Indusirial Estate, Tek 0132 B85S
FAKENHAM, Lou Lous Toy Shop:
Tel: 01228 853118
GORLESTON, Toymaster:
Tl 0145 344 3097
HOLT, Starlings-Toymaster:
Tel: 0125 371 3101
HUNSTANTON, H
Tel: 0148 553 33241
IPSWICH, Toymaster Kingdom:
Tel 0147 325 3045
IIINGE LYNN, Emplrm
553765174
KINGS LYNN, Wulguln Depariment Stare:
Tel: 0155 376 0981
NORTH \m\umm. Games N Fum
Tl 07851 031 248
NORWICH, Battlenst:
24 Cusons Road, Tal: (1803 765565
HORWICH, sons:
Tel: 01603 404008
I-enslm.
Tays Plus, Norwich airpart industrial
estate: Tel D1GRG7ET1E]

1 estate:

Tel: 0126 582 2366

TAVERHAM, Norvic Madels Lid:

Uni 2, Tavarham Garden Centrs, NRE GHT
Tek 01603665213

WROXHAM, Pblm House Teyshop:
Tek 0160 370 804

NORTHAMPTONSHIRE
¥ GW NORTHAMPTOMN:
24-26 Abingion Squurs, Tet 0160 463 8887
CORBY, W!:Ignll Department Stare:
Tk 015" a5
IH'I'IRINE Termﬂl r Kingdem:
Tek 0153 651 254
KETTERING, Grun Angel Cards & Games:
Tek; 01536 350 248
NORTHAMPTON, Toymaster:
Tek 0160 482 0320
OUNDEL, Oundel News:
Tek 01832 273518
USHDEN, Oiluml Sports & Toys:
Tal 0193 331 2415
WELLINGBOROUGH, Saltwara Seller:
Tel: 0183344 0861

NORTHUMBERLAND

LE, lynz Imparts:
Tal: 0845135 9306

BERWICK UPON TWEED, Berwick Compuler Games

ond DVDs:

Tal: 0128 530 8551

HEXHAM, Falrplay:

Tel 0143 460 6678

HEXHAM, Robbs Department Stare:
Tal 0143 460 2151

MORPETH, TG Allan:

Tet D167 DE‘ 5138

NOTTINGHAMSHIRE
GW NOTTINGHAM (cantral}:
344 Friar Lane. Tet 0115 948 0651
GW WARHAMMER WORLD:
Willow Road, Lenton. Tell 0115 818 8410
MANSFIELD, The Games Emparium;
Tol: 0162 364 0622
NEWARK, Access Models:
Tel: D163 657 3118
NEWARK, Toymaster:
Tal: 09163 6611211
NOTTINGHAM, Shawes:
Tal 0115 947 BE4E
RETFORD, Toymaster:
Tal 0177 770 0330
SUTTON-IN-ASHFIELD, Big Boys Toys:
Tal: 01533 557812
WOODBOROUGH, Regency Printers:
Tal 0115 365 6500
KSOP, Toymaster:
Tab 0160 843 1330
'WORKSOP, Madel Base:

Tal: 0180 950 1752

OXFORDSHIRE
GW OXFORD:

1A Bush House, New ih, Hall Stest, Tet 0188 524 2183

ABINGDON, Just Teys:
Tal: 0123 552 4333
BANBURY, Trinder Bros:
Tel 29 526 2546
BICESTER, Dentons:

Tal 0186 332 3946
CARTERTON, Giles Sports:

Tel 0199 384 &
COWLEY, Dantens:
Tel: 0186 574 5746
DIDEOT, Dentans:

Tel 0123 581 G566
DIDEOT, U Dickinson T/A Denfons:
Ted 0123 581 BS6E
OXFORD, Boswells Toymaster:
Tl D186 524 1244
mmi. Pied Fudnllun

Tok 01 0022

WAL ), of
Tel: £149 183 5253
WITNEY, Romikrisht

Tall 0188 370 4679

SHROPSHIRE
¥ GW SHREWSBURY;
£ Market Streat. Tall 0174 336 2007
BRIDGENORTH, Hobby Horse:
Tol: 0174 676 6553
OSWESTRY, Fu
Tel 0183 167 DB4E
SHREWSBURY, Funfayre:
Teli 0174 323 3647
TELFORD, Sando Games:
Tel: 0165 287 6722
TELFORD, Quesiing Knight Gomes:
Ted 0105 241 7747

SOMERSET
X GW BATH:

5-10 Wesigase Buildings, Avon Stranl. Tel: 0122 533 4044

BRIDGEWATER, Games Mart:
Tak 0127 843 0677
BURNHAM ON SEA, GW Hurley:
Tob 0127 874 828t
CHEDDAR GORGE, Closs Creatlons Lid:
The Lippiali, BE2T 30F, Tof: 01834 748240
FROME, The Ellenbray Press:
Tok 0137 346 2130
CHARD, Gamaes Wizard:
Tel. 0145 023 8080
GLASTONBURY, Pedalers:
Tek: (0145 BE3 4562
MINEHEAD, Mineheod Toys & Madels:
Tol: 0184 370 5550  *
TAUNTON, Krockers:
Tok 0182 233 K057
 Wells Models:
Tal 0174 BE7 5263
WESTON SUPER-MARE, Griffins Games:
Tol: 0183 442 9760
WESTOM SUPER-MARE, JJ Toys:
Tl 0193 441 8157
YEOVIL, Yeovil Collectors Centre:
Tal: 0183 543 3739

STAFFORDSHIRE
¥ GW BURTON ON TRENT:
Linit 8 Urilon Courl; Uniar Streat. Tal 0128 353 5Ra5
GW 5TOKE:
27 Sfafford 51 Tok 0178 &0 5267
BURTOMN ON TRENT, Teymaster Kingdom:
Tal, 0128 354 4500
COCKERMOUTH, The Toy Shop:
Tal: 0180 082 5655
NEWCASTLE UNDER LYME, Sundowner Models:
Tal, 0178 261 0606
STAFFORD, Hoppy's Hobbles:
St John's Markst. Tel 07969 70304
STAFFORD, Too Fat Goblinz:
Tel: 0178 524 4480
STOKE-OM-TRENT, Batilezone Games &
Cellectables:
Tal: 01762 #33 533
TAMWORTH, Geolf's Toys:
Tal, 0153 083 2785
UTTOXETER, The Toybox:
Teili (1158 58 6357

SUFFOLK
X GW IPSWICH:
45 Butieriafset, Tal 0147 221 00%1
BECCLES, Toy Box:
Tl 0150271 2785
BURY 5T. EDMUNDS, Madel Junction:
Tal; 0128 475 3456
BURY 5T. EDMUNDS, Teymaster Kingdom:
Tl 0128 476 16846
FELIXSTOWE, Wizords Taxis:
Tal. 0138 427 5655
HALESWORTH, Halesworth Tay Shop:
Tel: 0188 687 4270
HAVERHILL, Baby Connexlan:
Tol, 0144 070 6292
IPSWICH, Gaoloxy Models & Hobbies
316-318 Foxhall Road |P3 BIB Tal 01473 729078
LOWESTOFT, Toymaster Kingdom:
Tel; 0150 256 686
NEWMARKET, Meens Teylond:
Tek 0103 868 2147
STOWMARKET, Simpson & Sons:
Tel 0144 951 2914
SUDBURY, FT Games:
Tok 0178 746 6060
SUDBURY, Tqmunur Kingdam:
Tel; 0178 737 2
SUDBURY, Toy {.‘emmdnnl
Tel; 0178 788 8002
'WOODBRIDGE, Toylown:
Ted: 0139 438 170

SURREY

GW GUILDFORD:

Uina 1, 812 Tunsgdbe Tel: 0148 3451763
GW WOKING;

Unit 3 Cleary Coun Tel: 0148 377 1675
CAMBERLEY, Morningstar:

Tek 0127 666 5160

COULSDEN, Taylors Toys and Sparts:
Tot: 0208 668 00710

DORKING, Dorking Models:

Tel 01306681747

EPSOM, Ottakers;

Tel: 0137 274 2533

OXTED, JH Larimer Lid:

Tol- (208 656 6825

PURLEY, JH Lorimer Ltd:

Tal. 0161 660 6716

REDHILL, Gamers Guild:

Tal. 0173 7Fra 0123

REIGATE, The Toy Shop:

Tol: D173 724 5300

WALTOM ON THAMES, Treehouse Toys:
Tel: 0123 2259073

SUSSEX AREA

GW BRIGHTON:

Unlt 7, Mile Paviions. Tal: 0127 520 3333

GW CRAWLEY;

11 Broasway. Tel: 0129355 2072

GW EASTEOURNE:

13 Tenminus Aoad.Tel: 0132 364 1423

BEXHILL ON SEA, Molek Modals ond Hobbles:
Tel: 0142 481 0069

BOGNOR REGIS, Trains Models and Hobbies:
Tal. 0124 386 4727

BURGESS HILL, Kid's Stuff:

Tal: (144425 7724

CHICHESTER, Chichester Toys:
Tel: 0124 378 8055

EAST GRINSTEAD, Ready To Run Models
o 01342 360017

HASTINGS, Jode Mortial Arts:

Tol 0142 472 0330

HAYWARDS HEATH, 4IRIN Lid:

8 Heasawood, Bolnars Vilage, Tek 01444
HAYWARDS HEATH, Heoth Models and Toys:
Tl 0144 445 DTES

HORSHAM, Ottakers:

Tel 0140 335 8088

LEWES, The Hobby Shop:

Tof: 0127 347 2344

STEYNING, Gentle Gallery:

Tol- 0180 387 2833

UCKFIELD, Kid's Stuff:

Tel 0182 576 B398

WORTHING, KC's Gomes Shop:

Tel: 0180 323 7663

TYNE AND WEAR AREA
GW NEWCASTLE (Centrol
Unit BA, Nowgate Shopping Centre Tsh 0191 232 2418
GW METRO (METRO CENTRE):

Lnit 2. First Fioar, The Arcade |near the Modieranann
Village). Tel 0191 481 (450

METRO CENTRE, Gotesheod, Toymaster:

Tal: 0181 480 2200

NORTH SHIELDS, SR Glodstene & San;

Tal, 0181 257 0335

SOUTH SHIELDS, Coots Modals:

Tal: BT 427 7644

SUNDERLAND, Exkayex:

Tal 0181 514 7900

SUNDERLAND, I’lw Toy & Computer Shop:

Tol, (181 355

SUNDERLAND, Owan Owen Lid T/A Joplings:
Tal: 0181 510 2105

WASHINGTON, Toymaster:

Tl 016] 4155444

WHITLEY BAY, TAG Allan;

Tel 0121 253 1364

WARWICKSHIRE

GW COVENTRY:

Unit 38, Upparievel, Cathiedeal Lanes Shapoing Centa
Teli 0247 622 7311

GW LEAMINGTON 5PA:

a2 Fegent Streat. Tol. THC

BEDWORTH, Rollway & Modellers Junction:
Tel; 0247 631 6285

KENILWORTH, Abocroft Arts & Plcturas:
Tell 0192 651 1284

LEAMINGTON SPA, Trinders Toy Town Lid:
Tel; 0182 847 0501

=

Co/Tas
Bookshopt
24 Abbey Streel 0247 B34 2000
RUGBY, Jote Rellways & Models:
Tet: 0178 866 2372
STRATFORD-UPON-AVON, 3 Windsor Place:
Toi: 03780 295850

WILTSHIRE
GW SALISBURY:

! 2330955
GW SWINDON:
E0 Flant Gimat. Tok 0178 344 6035
DEVIZES, Hoggosourus Teystore:
Tek 0138 0723841
MALMESBURY, 5P5 Stationary:
811 High siroat SN16 8HH, Tel: 01666 B24440
MARLBOROUGH, H Duck:
Tel: 0167 2512170
HAM, The Toyshop:
Tel D122 576 8415
SWINDON, S5pat On Madels;
Tal, (1178 352 2008

WORCESTERSHIRE
X GW WORCESTER:
23 Lychgate Mall, Cathedral Plaze. Tel; 0180 561 6707
DROITWITCH, Look-rita Ltd T/A Tayworld:
Tak 0180 577 2403
EVESHAM, !cnlc Henours UK:
Tok 0138 B45 875
REDDITCH, Hoggosourus Toy Store:
Tol: 0152 766 002
STOURPORT ON SEVERN, TP Activity Toys:
Tel- 0128 987 2600

YORKSHIRE

GW BRADFORD:

4 Picoadily, Bradiord. Tel 0127 473 8430

GW DONCASTER:

Unit 10, The Celonnadeg. Tel; 0130 232 0535

GW HARROGATE:

50 Sistion Perade. Tal, 0142 345 2310

GW HULL:

30 Paragon Streal. Tall 0148 258 B5TE

CW LEEDS [contral);

12-16 Contral Road. Tal: 0113 242 B34

GW LEEDS (WHITE ROSE):

Unit 280, Whits Roas Centre. Tel: 0113 272 3470

GW SHEFFIELD (central):

16 Fitrwiliam Tel 0114 2750114

GW SHEFFIELD (MEADOWHALL CENTRE):

Unit 818, High Sireel, Uppar Mall (noxt ko énfrance near

Bogts), Tal: 0114 258 8836

¥ GW WAKEFIELD:
@6 Mirlmate, tha Fidings Cenbre. Tol (192 438 5431
GW YORK:
13A Landsl, Tal: 0150 48
THE GAMING CENTRE:
Unils 85, Meadewhall Road, Amos Road.
Tal: 0114 243 4533
BRADFORD, Toymaos
Tal{ 0127 472 4733
BRIDLINGTOM, Cupm
Tal 0128 267 772
HALIFAX, Holifax Modellers World:
Tali 0142 234 8157
HALIFAX, Mogazine Warld:
Tal 0142 333 0547

aster:

Tol: 0142 235 5066
HARROGATE, Toymaster:
Tel 0142 385 4335
HUDDERSFIELD, Dark Future:
Tol: 01484 307040
HUDDERSFIELD, Toymaster:
Tal: 0148 454 4664
HUDDERSFIELD, Somathing Wicked:
Tel 0148 455 8228
HULL, Maylair Toymaoster: -
Tal; 07148 286 2777
ILKLEY, Worgames World:
Tal 0164 360 7500
KEIGHLEY, Toymaster:
Tet 0153 560 4045

ao1s




%EHIS l!m(lrmeurin Musoum: -
Bl 0313 22

No‘nmuu.:mu. T & FM Grover Lid:
Teb 0160 877 3334

OTLEY, Toyma:
Tal: 0194 346 2
m:xumu Puffers of Pkkuringl
7 Park Street YO18 !
POCKLINGTON, Chylds Play:
Fiiway Strsel, Te 930
RICHMOND, Anything Goes:

Tel 01174 BE1 D135
SCARBOROUGH, Maison Militaire:
Tal! 01723 362
SCARBOROUGH, sgnm Myth and Magic:
Tel 0845 644 1113

SELEY, A1 Sports and Toys:

Tal: 01757 705115

SHEFFIELD, Arkhll Toymastor:

Tali 01 LR

§72762

e ot 0114 2508 8875
SHEFFIELD, Worgomes Emperium:

Tel: 0114 275 4825

mucmnn. n H Buckley:

Tal 01824

WHITBY, lnlm Amlnnnn - Toymaster:
Tel 0184 760

WHITBY, Iiodell and Mavie Props Lid:
Uit B, Markei Plaoce, Tal: 0754 760 3123

WALES

GW CARDIFF:

31 High Streat. Tak: (052 064 4817

¥ GW NEWPORT.

25 Skinvar Sirest, Tel 0163 525 6

GW SWANSEA:

45 Princess Way, Tok 0170 245 3968
Richards of AL

Tet 0187385 2450
ABERYSTWYTH, Albotross:

Tal 0197 061

BANCHORY, Banchory Toy & Gift shap:
Tal: 0133 082 5586

BANGOR, ACME Compulers:

Tel 0124 837 1457

BIEtUN. J Clurk 'lon & Gifts:

Tali 0187
!IIIDGIND .lull fer Fun:
Tel 1656
CARDIFF, Illne ul\d Dise,

Computer ond Video Vision:

Tal: G2EE 025 2122

CARDIGAN, Middle Eorth Enterprises:
FAayal Bullding Priory Stteet, Tel- 01239 614080
CARMARTHEN, Goad News:
Tel: 0126 723 7788

cal , Hardings:
Tab D165 666 0044
CHEPSTOW, Artists Corner:
Tat 0125 162 319‘1

WERSYLLT, Brite Ideos:
Tok: 0187 875 II-(EI
HAVERFORDWEST, Marfin Models:
Tot 0143778 2653
LLANDRINDOD WELLS, The Monor:
Lindons Walk, Tel: 0800 053 86656
LLANDUDNO, Illla Toymaster:

Tob 0197 875 B451
LLANTWIT MAJOR, Rolnbew Plaza:
Tel 0144679 4116
PORTHCAWL, Game It
28 John Streat, Tel: 0165 578 4428
PEMBROKE, Drogon Alley:
Tel 0164 662 1456
RHYL, Lightfoo! Models & Toys:

Tel: 0174 530 1564

ANSEA, Comix Shappe:
Tal: 0174 264 2087

SWANSEA, West Const Gomes Lid:

& High Siroel Arcada. SA1TLE
EXHAM, Brite Ideas:

Tul; 0187 675 8451

SCOTLAND
¥ GW ABERDEEN:
Uit 1, 12-14 Uppae Kirkgate. Tet 0122 464 6779
GW AYR:
10 Aran Mall, Tel. 0128 261 0673

GW BRAEHEAD:
115 Brastaad Shopping Centre, Kings Inch Aoad
Tet 0141 865 0440

X GW DUMFRI
44 High Streat, Tal: 0138 724 8702
GW DUNDEE:
110 Commercial Sirest. Tal: 0138 #20 2382
GW EDINBURGH:
136 High Streat: Tal: 0151 220 6540
GW FALKIRK: p
12 Cow Wynid. Tel: 0132 462 4553
¥ GW GLASGOW:
B1 Unicin Streat. Tel: 0141 2211673
ABERDEEMSHIRE, Toyworld
Tal; 0156 678 8330
ANGUS, Gardiners:
Tal 01535 662 2265
BANCHORY, Toy and Gift Shop:

Aberdeansie, Tel. 0133 082 5586
DINGWALL, Sports and Madel Shop:
Tal: D134 986 2346
DUNFERMLINE, Abbey Models:
2 Mey Gate; Tel: 01383 731118
EDINBURGH, Marionville Models:
Tok: 0131 3177010
ELGIN, Junner's Toymaster:
Tek: 0143 542 492
Staven’s

“21 High Strees; Tai- 013!
FIFE (CUPAR), The Nappy Pin:
Ted: 0133 465 316!
FORT WFLI.LI.M, Tln Granite Housa:
Tal: 0139
ﬂm’“lilﬁ. leu Plus:
Tel: 0189
GLASGOW, ilnﬁt Games:
Tal 0141 224
H&Dﬂl"ﬂ'ﬂﬂ. ﬂ]dc Services:
Tel- 0162 0
HII.ENSI\-IRGH Gumu Damain:
Tol: 0143 G667 2007

KINROSS, 'I‘htHepnM
Tel! 0157 786 25

Ted! D162 069
OIKH“'. L
Tel: D185 687 77BE
PAISLEY , Paisley Model Cenire
Bl-B2 Arklastan nuvl PA
SHETLAND, Harrys Dej
Tal: 0159 56!? 3097

STIRLING, Abacus:
21 Crawlord Arcade, FRA 1AN, Te 07786 475784
STIRLING, Do It @ Your Leisure:

Tal 0178 682 6075
TURRIFF, E Roe and Sont
Tel: 0188 858 2610

CHANNEL ISLANDS

JERSEY, ST. HELIER, The Little Shop:
Tet 0153 473 2167

GUERNSEY, 5T. PETERS PORT, Carousel;
Ta 0148 172 1781

NORTHERN IRELAND -

GW BELFAST:

20A Castle Court (lowards hack of thi Gantra),

Tok 0285 0233634

BALLYMENA, Came

&3 Broughsfane Bt Cu Aritfam Tal: GSA0FI4 BRI
BANBRIDGE, David Rogers:

7 Bridge 51, Co Dawn

R, Replay Games:
High St Co Down, Tl D4R 145 2210
BANGOR, Miller & Sons:
40 Main SI, Co Déwe, Tel: (4B 127 0108

COLERAINE, Moores:

7-11 Chuch St Co Darry, Tel: 1126 544 44
CRUMLIN, Lilliput Construction Co:
52 Brasible Wood, O’ Antrim.
EMMISKILLEN, Modellers Corner:
22 Difing B¢, Tol: 0488 632 2367
LISBURN, World of Wan,

Blvorskia Denits, Tel: 0430 365 8995
OMAGH, Whites Toymaster:

37 Brdge 51, Tal: 0662242 427
PORTADOWN, D JeHers:

B Mandayiia 51, Tal; (453 £35 0683

EIRE
GW BLANCHARDSTOWM:
2404, Ban’rnr'n.lwl Shogping Carire, Dublin, Te

GW DUBLIN:
Unit 3. Lowar Liltey Strest. Tal: D035 318725 781
ATHLONE, Toy City:

e Contre, G tensthy, Tel- 080 647 5851
BALLINA, World of Wonder:
Dillon , Go Mayo, Tok: 098 THE7E

BLACKPOOL, Warld of Wander:
23 Narthpaint Bus Pk, Cork, Tal:
EMV. ER Harrls & Sons:
ow, Tal: 012887 965
CQIRDCI( OM SHANMON, Mulvey's:
Main Strent, Lettten, Tal: 071 862 2006
CASTLEBAR, McDermotts:
Co Mayo, Tel: 096 7THET6

CORK, Art and Hobby Shop

Douglin Shopaing _mlre (.o cw Tel: 021 436 3580
CORK, Art and Hobby ?
Willen Shapping Csr’m Co Coik, Tel: 021 434 7207
CORK, Noddy's Toymaster:
13-14 Commarkat SI, Ca Corlc Tali 621 4378508
CORK, Other Realms:
Paul Streat Shopping Centre, Cark iy, Tal: 021 422
CORK, World of Wonder:
Ca Cork, Tel: 021 4210445
CLOMAKILTY, Coughlan Educational Supplies:
11 Aogsa 51, Co Cark, Tel 023 33066
CLONMEL, Hogaon's Toymaster:
91 Parnall SL, Co Tipparary, Tal: 052 25973
CLONTARF, Furlangs:
4 Vemon Aveni. Dusling Tal: 01 853 0395
DIIBI.IN. lﬂlﬁﬁ l|l

14210 445

DUN LI\OBH.NIE. lcnhﬂ Taymaster:
Dhin Laoghaire Shopping Canire, Ca' Dubifin,
Tel: 012 504 011

atk 5'Canira, Co Loush, Tel! 042 832 7356

Laing ¥
DUNGARVEN, Murphy's Toy and Cycle Specialists:
9 Main 51 Co Walsrlord, Tel 058 41378

ENNIS, World of Wonder:

Woodgay Car Park, Co rum Tal; (85 BR4 BAST
ENNIS, Banbe Toymaster:

» water S/Cantro, Dublin, Tel 01 884 3810

Raalm:
Com Siom, Co Gahwily, Tel: 061 553 000

Bnl.\'ll\'. It's Magle:
Eyre Squars 5/Centr, Co Gahway, Tel- 031 563 313

Ca Gaheay, Tok 051
GALWAY, Toy Clfy:
Unn 3, Wellparc Galwa

el 081 784 948

GOREY, John Webb:
Co Wexlord, Tal: 055 21119
KII.KENNY‘. Michoel

7 High 8%, Co Kitknnry, Tek: O‘II 61038
Kli.I.O!GI.lN

O'Sheas:
Lowar Bridge S, Karry, Tel: 068 !rE
LIMERICK, Hollywood Empire;
30 Thomas St Co Limencs, T‘.:I Dn'I N3 477
LIMERICK, O'Callaghana:
Dock Ad, Co Limench, Tol: 061 225 B8&
LIMERICK, The Gathering:
43 Lownr Geralid Griffin St Go Lmarick Tel; 061315
LOUGHREA, Beatty: .
Glisirch St, Co Gabway, Tal: 091841 403
LOUGHREA, Mary’s T ar:
2 Main 8L Co Cork, Tel-020 42491
LOUGHREA, Murphy's \N‘el‘ld ai \'hndln
115, Main Si. Co Cork, Tol: {2
NENAGH, JKC:
25 Pearsa 5t, Ca Trppersry, Tak 087 31331
NEWBRIDGE, World of Wonder:
Mewbridge Aotail Park, Kidim.
SLIGO, WA and AF Woods:
Ca Sligh, Tak 071 914 202 110478
STILLORGAN, Nimble Fingers:
Cao Dublin, Tel 012 880 758
TRALEE, A Coball ond son
g-12 Hridge Streal. o Kay, ot Gea 712 1847
TULLAMORE, Rebbins:
Wilkiam 5t, Ca Ofaly, Tel: 0608 21541
WATERFORD, The Hebl hop:
36 The Quay, Co Watnefard, Telr 057 858 227

WESTPORT, Werld of Wonder:
Bridge 51, Co Maya. Tul 098 25331
THURLES, T

Friar 51, Ca Tippatary. el vz 51228
TIPPERARY, Hogon's Taymaste:
31 Pamel 51, Co Tipgaary, Ted 0:: 23873
TIPPERARY, Whalan's:

£4-55 Maln Stredal Co Tippeteny, Tel 062 51526
'WATERFORD, Fitzmaourice Toymaster:

Tok 051 76 508
WEXFORD, Ploy & Leamn:
B Salskar St Co Wexford, Tal,
WICKLOW, Hl'lbkill'
Main Strest, w, Toll 0404 67225

INTERNATIONAL ACCOUNTS
BELGIUM

| UGE rl

23188

MECHELEN, De Spelfana

Vaamark 2800, Tal: DJ3L 153450 &7

OOSTENDE, King A

Amstordamattaed G3B. .‘!Jl«‘?ﬂ Tel: 0032 (D}58 51 57 50

AALST, Hermelijn

Molsnsiraat 35, GO0, Tel: +32 (0) 53 41 A8 &6

AALST, | Aalst

Lango Tﬁulm:ll 163, 9300, Tet (53] TED143

ANTWERPEN, Celtic Cross ",

Zilversmidsiraat 8, 2000, Tel 0032 (043 286 81 65
PEM, Red Drogon Games

5 xmm|nmm EE 2000, Tei: D022 (013 231

BLANKENBERGE, Da Speelhook

Lanpgastraat 41, 8370, Tel 0032 (0150 41 48 2

RUGGE, Modelb West
Lonigesdraal 163 2000, Tek D032 (050 54 20 7
BRUSSEL, interfoys Laken

E-10 Avenue Bilaydan, 1020, T¢I D02 ()2 208 7141
BRUSSEL, Intartoys Andarl

5 Duplulslaan 315, 1070, Tel Daaz {0)2 523 8473
DENDERMONDE, Tip Top

Moens. Sinf c.m..:m fﬂ F200, Tel /032 (0f52 2 17 56
DEURME, The Gam

Vi Duylsatraat 144, 21un Tal, +32 3225 B5 35

GENT,

\'u.‘:lmsl.mal 1778000, Tel: 0032 (018 224 42 86
+ Miniotuurauto’s !addmn

numun—mn 8000, Tel 002 (0)3 22417 54

mmum-a wﬂc‘r‘w 0032 (0 224 47 34

GENT, Red Droum Goames Gant

Overpaorsiraar ¥

HALLE, Mishro's lh“

Ninocisesteorwog 104, l‘\'.)O Tod 0032 (D)2 361 58 53

HALLE, Top 1 Toys Hall

Baslliakstraat 68, 1500, Tal: 0032 0j2 358 04 03

HASSELT, Oberonn

Kempische Slasnweg 27, 3500, Tel 0032 11 &

HERENTALS, Play It

Banbansplain 11, 2200, Telr 003

Inelles

g€, 1050; Tak 0032 (002 5

KORTRLIK, De Concorde

Brugeasiral 40, 8500, Tel: D022 {0)E6 37 05 BS

LOKEREN, De Gum

FAoomatrant 27, 9160 0032 (0

MERKSEM, Game Garden, The
21 Tl "33" 03 &

358

14 B4 6A B4

MOL, Intertoys M
Graat do Broqugy
MEERPELT, t*
Fabrissmaat 100 3810,
OOSTEMNDE, Timms
Miaanydare 1t 4B, BAO, Tel 0032 {
OVERLISE, Intertoys Overlise
Brussolsastonnweg 4024, 3030, Te: D032 (N)2
ROESELARE, Black Borde
Siationsdresl 5. BA00, Tel. 051720 k2 50
ROESELARE, Willi's Wereld
Hann Horriestraat 20, BB00, Tel: D032 (0)5] 24 64 15
S'I‘ NIIII.A.“ HGQ
42 100 R ms
mumal, lnlnﬂm Tournai
18 Rue Aoy 500, Tel: 0033 (016X 21 42 22

BULGARIA

l'll' 0OIE Tk AaTE

SOFIQ. Merla
1303 Sredna Goma Sir. 133

CROATIA

€, Homa centar

OSUEK, Land of Mﬂalt
F1000; M
OSUEK, Zelda,
Trg A, Starcevics
RLIEKA, Game Moster
Krizariceva 1o
SPLIT, Land of Magic
Krtlja Zvotemira 15, 21000, Tel: 003085 21482248
SL!VONSKI BROD, Lesic

EmEYDn
le . Land of Magle:
Kaci 2000, Tel DOIBS 42200161
ZAGREE, Land of Magic
10000, Fr pnska 22, T
ZIAGRES, Lond el l\:g
10000, Rads

CZECH REPUBLIC
BRNO. , Cerny Rytir
Chisuicova 3, Tel; 00420 605884082
CESKE BUDEJOVICE, Chaatit

won 5. Tali D042 602485158
HRADEC KRALOVE, Knlhkupeetvl Valhalla
Latcu 1851, Tel! 0042 435522000
I-I!!I!l:. Ogri Doupe
‘11, Tok: 00420803 £33 336

mHA. Carny Rytir
28 Poncskou branod 21, Tal: 00420 22231 2481
PRAHA, Ogri Daups

Mikulandska 47122, Tal: 00420 324 934 811
PLIEN, Ogrl Da

Placheho 1‘[. Tak |'l:t'z‘,--:"wl avearies
VSETIN, Atlantis

Prikra 42, Tt 00 42 571411697

GW KDBEMHAVN

Fraderiksborpgade SKL, 1360, Tel 33192317
AARHUS €, Drogons Loir

St Knuds 3, B000, Tek: BE1E D063
ODENSE €, Dragons L
Kongansgada 71, st th. 500
ROSKILDE, Fonotic Roskilde
Alishaigensgade 15, 4000, Tc_l 4636 3548
SLAGE Fanallc Slogs!

Swovsogade GA, 4200 "nl "-&55 4080
ESBJERG, Bunkeran

Konpensgads 16, 6700, Tel: 7516 1198
HELSINGOR, H & Fritid
Rosonhildave] 2, Tel: 4921 4542
HILLERDD, Itdiln' & Fritid
Hostrupve| 4, 2200, Tel: 4825

NV, Aren:
FAanteenestarve) B0 gdUO Tel 3833 5700

ol B591 8701

18

NESTVED, Arono Nmstved
Faryahairaed 17, 700, Tl 5554 6700
RODOVRE, Mr Games

Fadayre Stabanscentar, 2610, Tel: 34
AALBORG, Aclhorg Hobby Service
Homepacs 18,5000, Tal: 8512 1315
AALBORG, Bog & idd Aalbarg

Nylorv 5, 8000, Tel: 9811 6811

AALBORG 5V, BO Boger Aclborg

Alborg St Centar 108, 8200, Tal: 9670 1545

AG, EB Gamn
Hotirovey 452, 5200, Tet 8815 7520
nnuulm, Guna ' Gome:
thagade 45, 8000, Tel: 6613 4280
MH Ting og soger
Ssndergada 6, D0, Tel: BAEE 4553
AABEMNRA, Legekmden Aobenrd

www.games-workshop.co.uk/storefinder 133

Siotegade 17, (, Tiik: 7482 2408
lL!EmI.UND. Ioﬂ & ide Albertalund
¥

Prit & Hol:b,- u.....
Noregars 5T, B |
AARMUS C, EB Bulﬂ.‘
Vestergmde ’

Asnass Cans -el 2
BALLERUP, EB Gam
Balorug Contar 1 Tel: 4467 4422
a Bag & ide
Sioregacs 4, BES0, Tel BEGE 10
BROMNSHOJ, Chorlottes Legetol
Fredenkssundsvef 148, 2700, Ta
CHARLOTTENLUND, Bog & Idé Charlotenlund
Jmgersvory Ald §, 2920, Tel: 4964 3640
EBELTOFT, Ebeltolt boghandel
Adeigade 48, 8400, Tel: 8634 3844
ESBUERG, BO Boger Esblerg
Hangansgads 33, 6700, Tal: 7512 1

BO Boger Esperg
EspargeErde Canirer, Vestar Torv 2, 3080, Tel 4513 12
FAKSE, Bog & idé Fokse
Torogeta 14, 26840, Tet 5571 3013
FAIIIM. Bog & idé Farum
umi Dytory 64, 3520, Tal: 445
FREDERICIA, Ioﬁ & Idl Frnll&rldn

=

Gattlerspade 37, 7000, 4 G969
FREDERIKSBERG, EB Oﬂlﬂll
Falkonar Ao 46, 2000, Tel: 3535 A0

Lacak
Godthibave| 36, 2000, Tel: 3813 7025

Bog & idé F
Sordargada 4. 9000, Tal: BB43 2584
FREDERIKSHAVN, Roses Boghandel
«Sondafgpats 41, 2800, Tel: 8842 1454

Jormbanogade 31, 3600, Tat 4738 3658

FREDERIKSV/&RK, Hobby & Legetaj

Nawspade 33, 3300, Tel: 4772 1653
FREDDERKS500D, Frederikssund Bager & Papir
Datorghda 1, 3600., Tél-4731 1245

GILLELEJE, Lillys Leg

'.'nrmrrmg,.amtra"”»u'm 430 F080

GIEN.& Oeg I idé Gflnﬂ

HADEISI.E\! l.euel(.-den Hodnrllw
Natregude 20, 6100, Toki 745

kv 1, 837

HADSUND, Lorentz Nltllan 80! & idé
Sioregide 14, 8580, Tel BEST 1833
HELSINGE, Schwartz Bog & ide
Qsiemade 17 - 18, 3200, Tal: 4873 4001
HELSINGE, Teaterbixen
Frodanksbargvol 10, 32 :
HELSINGOR, BO aqlr Helsingar
Slurups Plads 1, 3000, Tel 4821 5600
HERLEV, Bog & i.ﬂ Herlov

Harley Bymidha, 40477
HEINING BO !ngnr Hnming
Bredgao T400, 7120747

i
5| 17, 7400, Tek; 9722 D552
NtiNlNﬁ. EI Games
Dl

s Piars 7B, 7400, H716 4600

Hll.l.ﬁm uﬂm'” Hillerod
4D, T dB24 B161
HJGRMNG !og & idé Hjarring
Strarngade 1, B800, Tal: GAA2 G058
HIORRING, Rossels Boghandel

P Norkjers plaris 4, D00, Tel: BA02 1744
HOLBEX, Geppels legeto]
Smadblundsgade 22 £, 4300, Tot: 5944 1888

HOLBEK, Storklell Bog & idé

Anigade 31, 4300, Tek 5843 0074

HOLTE, Legetajsbutikken

Holie micipinkt 23, 1, 2840, Tee 4540 1782
HORNSLET, ABC cantrat

Skofavangen B, 8543, Tel, 6680 5033

ﬁe Harsens

HGI!SHOIJIL mn Hﬂnhﬂm
70, 4586

Havedgadan 55 C,
HUMLEBAK, Rode:
Torpanve] 4, 3080, T
KALUNDBORG, Kol
Kordiigade 8] 4400 Tel| 50
MWIELLERUP, Ide & Hobhy
Sondergade 12, BE20, Tel BE3A 1326
lml!mm\m 5, I8 Games
anagade 3, 2300, Tal
KDBPNHNFN K, EB Gao
Kalvebod Brygge 59, 1660
KOBENHAVN K, EB Games
Nygade 3, 1164, Tol: 3333 02
HKOBENHAVN N, St l‘lll'il loﬂ & ide
Marrabrogada 163, 2200, Tet: 3585
KOBENHAVN K, Fantask
S, Padersinds 35 Tel: 3303
KGGENHA\PN K, lng I. Idl Hlkiloﬂrul
torvel 153, 1
un!mu\m 5, Bog l Irli llmﬂuer
Amagar Cnr rat 109, 2
KOGE, Koge Bog & Pﬁbll'hanlitl
h:l'rr-..arl= I‘E 4600, T

Skevvangen 42, 000, Tal: 72
KOI.DIHG‘ 8.0, Boger llnlding
Kolkding 5 6000, Tal 7550
KOLDING, Good Gnam

La.hy,-.z-ln 13,

NYKOBING M, Morsa Boghandel




Aaads 1, 7300, Tol 8772 0700

B & idé Nykabing S|,
Aonty 22 4500, Ted, 3901 0008
NTKOBING F, Hundehuset

4800, Tol: 5468 DAAG
DODER, Legekarden Odder

Fssans Giade 32, B300, Tnl FE64 4278
DDENSE C, EB Games

K oe 43, 5000, Tel: 6612 5929
ODENSE C, BO Boger Odanse C
Westargade 5061 5000, Tal: 6611 4033
ODEMSE 50, BO Bager Roseng
Resangaroscentret 53 Gl U&nwdn.- 5220, Tn— !.&I;‘J'i:‘?
ODEMSE 50, EB Games

Orbaskve] 75, 5220, Ted 8335 0070
RANDERS, Bog & Il‘li Ronders
Hrodegide B, 8900, A643 DE10
RANDERS, Byrge 5Inr|u1| Hobby
F:mr.u;?awe! 4, BBOD, Tal: Ba42 5814
RANDERS, Randers Hobby Impori
Adeigade 13, 800, Tet Bl 23
RINGE, Fjords Bog & idd

Kirkepladsen 2, 5750, Tet: 6262 1125
RINGKOBING, Buddy Legeta]

Alpada 4, G050, Tai: 9732 0808
RINGSTED, Buddy Legeta|
Nartegade 15, 4100, Tel 5767 1480
RISSKOV, Bog & Idé Veijiby-R
Vi Centrat Frijgenborgve) 5, 8240, Tet: 8621 5324

RODOVRE, B.O. Rodovre

Fadows Cenirum 118, 2610, Tal; 3541 0485
RODOVRE, EB Gomes

Rodevm Captrurn 68, 2610, Tel: 8672 1227

RONNE, Dorthe's Hel
Lilatone 14, 3700, Tel 5695 8443

, Willicm Dam Bog & ide
Snakamnrk 08, 700, Tel: 5835 0167
ROSKILDE, EB Games
Blatoncenlarat 2, 4000, Tall 45:
ROSKILDE, Flensborg Bog & idé
Sumndencnat 4, 4000, Tel: 4635 o008
ROSKILDE, Onskeleg
Algade 28C, 4000, Tal: 4632 3483
SEBY, Boger & Papir Smby
drannegade 22, 8300, 8348 1644
SKJERN, Bog & idé Skjern
Jembanagnde 14, GB00, Tet 8735 1666
SILKEBORG, Bog & idé Silkeborg

Vestorgade 31-33, 8800, Tel: 0682 0287
SILKEBORG, Byens Hobl ritid
BHorgegada 48-51, 8600, Tel: 8801 SE15
SILKEBORG, G

unrone
Fitiankabergoads 1, BEI0, Yab 0045 6781 1112

Sct, Laurantitye] 40, 88
SKANDERBORG, Schmidi Bog & ide
Adslipade B2, BA&D, Teal: B452 00
SKIBBY, Bog & lde Skibby
Bymidtan 2, 4050, Tal 4751 2502
SKIVE, Jydsk Boghandel
Marregade 10, TBOO, Tel 8751
SLAGELSE, Bog & Idé Slagael;
City 3 Jambanegade ¥, 4200, Tel 5652 D015
SLAGELSE, EB Games
Vastsjmilandscenirat 4, 4200, Tal SE52 1120
SLAGELSE, Uldtotien

Nypade 2; 4200, Tel; 5853 5035

501D, Legekmden Sara

SONDERBORG, Mcmm
Parlogadn 77, 8400, Tel, 7442 2071

Bog & idé
Perlegade 15, 5400, Tok 7442 1820
ST HEDDINGE, Hobbystalden
Lojratoflovs 18, Lejrtalo, 4560, Tol: 5650 B010
STENLOSE, EB Games
Stanlbea Canler, 3680, T
STEMLOSE, Legekmden Stanlase
Stenlosn ¢ 44 i Tel 4717 2220
STRUER, Hanne Madsen Bog & ide
DOutargade 0, Tel 8785 0408
.0. Boger
Gériisgads 28, 5700, Tat 8217 2200
SVENDBORG, Farve & Hobby Hjormet
Kleslorplads 7, 5700, Tel: 6231 3131
TASTRUP, EB Games
City 2 Butik, 341 Clty 2 Busi, 341, Tal: 4395 2245
TASTRUP, Genbrugsbager
Kopeve 95, 2630, Tet 4371 8115
THISTED, Bog & idé Thisted
Veslnrgada‘ T4, 7700, Tet 7
ISTED, Buddy Legeto}
Mestesgada 4, 7700, Tel: 9752 1933
TOMDER, Jefsen Bog & idé
Siomgade 5, 8270, 7472 234
TORSHAVN, P/F Themas Dom Wholesale
Boks 2148, Faro {siands, Tal 288311400
VARDE, Bog & ide Varde
Vaesterpade 18 BEOO, Tel: TH22 0020
VERLOSE, Bog & Idé Vierloze
Bymiddian 45 - 47, 3500, Tel+208 311400
VEDBAK, Bog & idé Trorad
Tranad Tery, Trarody 2450, Tai: 4560 1328
VEILE, B,0. Bager Vejle
A-cantrat 10, Sandomada 2426, 7100, 7562 0544
VIBORG, Botile Bunker
Jmmbanegude 18, 8800, Tel 660 1740
VIBORG, L. K. Bog
Set. Mathias Marod 2020 BRO0, Tal Soaz
VIBORG, Schous Bog & idé
Hyiltorves 5, 8800, Tell 8725 735

0389

i Bog & Idé
Wity Crntrat. 8260, 'n,- B'.i 11 8830

Alpads 63, 4760, Tal: 5534 0431

FALKLANDS

STAMLEY, Fﬂllllﬂnd Collectables
The Ga 0500 21174
FINLAND

GW HELSINKI

Simoraaty 8, 00100, Tel 00358 474 1
HKISIHPI Fantasiopelil Halsinki
B, 00100, Tal; +358 9 650803

ESFOU Pelimesta
appahaty 1 +358 @ 613328
JDN&UU Fanteslapelit Joensuu
Kauppakak 32. 0100, +358 10 2843144
JYVASKYLA, Fontasiopelin

Kauppakati 2, 40100, Tel+358 14 216629
OULU, Fantesiopelll Oulu

K katis 28, 90100, Tal: +356 B GT4506
TAMPERE, Fantasiopelil Tampers
arkatu 5, 33100, Tol: +358 3 2225200
I'I.IRIllI, Fﬂllll‘ﬁ'ﬂﬂl":? Turllu

-358.2 23,

KUDPIG Fnﬂnldnpellrku o
110, Tel: 4358 '" 361 1148
!clltSSA. Fun Stuft & Cards

7Ta &, 30101, Tol: +

HANKO, Hohlrr Jobi

HEINOI‘. Yﬂlmlmunvi o
G, 1R100, Tal: +

STORE FINDER

HELSINK), Fantasiopellt Varasio

PL 129, 00531 HKI, +358 B 7734756
HYVINKAA, Royol Toys

Muotthaty 5. 05830, Tol +356 16 A3937E
HISALMI, Taikatale

Savonkalu 12, 74100, Tok 358 17 EdE358
IMATRA, Kirja-Lohja Alex Ky
Manskankuja 2, 55120, Tel:+358 5 4319565
JAMINKIPOHIA, Vanha Kaarti
Kiimiallionritie 2058, 23210, Tal: 4186 5
JAMSA, Joakio Socrl

Vit 1, 42100, Tal: +356 14 7467
JARVENPAA, Askerielutarvikeliike Teitavill
Hetgingintie 13, 04400, Tel+358 50 413 47 60
KAIAANI, Leppakertiu

Kauppakatu 34, 87100, Tal. +358 8 6133 773
HERAVA, Antikvariaoti Kersa

PL348, Todkah 1, 04201, Tel: 4358 8 2944210

KARHULA, Eagle Card

Etellinan Kadfatantio 7, 48600, Tal: <358 5 214236

KOKKOLA, Kotikatsomo.

Hls:nraﬂnn'ﬁalu 8, 67100, Tal +358 & 822
KKOLA, Kotikatsom:

k-_-l_n'_‘.“.
5425
KOUVOLA, Musviepox

Valtakatu 3, 45100, Tel +358 5 31174
KUOPIO, Kirja ja Lehiilinm

Kuninksnnkitu 23, 70100, Tﬂl +3560 17 2616705
KUOPIO, Crazy Station
Puiiankatiy 14, 70100, Tal +358 17
HKUUSANKOSKI, l‘lﬁu Savinen
Kauppa-aukia 1, 4 Tel 8 § 3748271
LOHIA, Lohjan n.|.1.=|m

Laurinkati 48, OB 100, 435 .ﬂ 1'? 224150
MAARIEHAMN, DI
Targgatan 7, 22100,
MIKKELI, Muppela
Poimessimankati 27, 50100, Tek 4
NUMMELA, Kimman Pell &Lehti
Tulsnntia 1, 3100, +158 B F236041

alams n._,un.u—qal. B AT100, Tek +358 6 622

5

58 18 15578

15 361611

Isokaty 11, 88600, Toi- <358 B 7230880
PORI, Porin Piikls
HertuanTon 2 s, 26100, Tal: 4350 2 633 2880
PORVOO, Askorteluaina/Hel
Mannifhesminkatu 10, 06100, Tel +358 18 5243775
RAAHE, Rachen Mmlu o Paperi
Lahdakarvente 32, 3
Iw.IMA. ‘Wanhan nmmmn POP-peli
onaals 14, 25100, Tof 43582 8234840

IJIHIM.i.KI. Babyraom

Kauppakatu 57,1100, Tal, +358 |8 755355
ROVANIEMI, Liigocenter Jassi

Fovakaty 25, 96200, Tel: +358 18 3580545
MLO; Salon Horrost:

Villarikaty 21, 24240, 19| +350 16 3550545

Olavy 57100, Tol +JSE 15 534412
SEINAIOKI, Fontaslalinna

Vapautanti B0100, Tal: +358 405616338
SEINAJOKI, Pitkakiekko

Verkatelisan knty 4, B0100, Tel=358 8 4177580
TAMPERE, Gamelife

Hautmlinnkatu, 33100, Tok: +158 3 2121244
TAMPERE, Info Koskikesious

Koskikeskus, fokera 28, 33100, Ted <358 3 2281850
VAASA, Nirunaru

Aautani 8, 65100, Tel, +358 63157027
VALKEAKOSKI, Valkeokoskenkirja
Kauppahalu 3, 37600

GIBRALTAR

GIBRALTAR, Bon-Mau Hobbies
15 Parlinmart Lane, Tel 00350 74415

GREECE
ATHENS, Fontasy Shop: Peristeri
Therm 3 52 & Thaokrsod, Tes: 0030 210 5774344
M‘NENS Action Hobbies

Ted! D030 210 B5B4615
ﬂl’HINS, Fantosy Shop: Holandr
Kalgkotmni & &, Tal: 0030 210 88973098
ATHENS, Fontasy Shep
A Saptemymiou 65, Tal: DO30310 BZ51072
ATHENS, Fantasy shop: Ag. Paraskevi
Aglou loannau 248, Tel: 0030 210 6005312
ATHENS, Fantasy Shep: Kiflsla
Drosini & D. Kryiakou 16, Tel: 0030 2108076041
ATHENS, Fantasy Shop: Peiraia
Ypsilantou 116, Ted: 0030 210 4136757
ATHENS, Fontosy Shep: Exarchels
Themistokisous 43-45, Tet D030 210 IE28677
ATHENS, Halssa Amarousiou
¥ondili 7; Tak D030 210 6141675
ATHENS, Kaissa Chess & Gam
Kufidromiou 8 & lppohmicds 114 -? Tall 0030210 3668488
ATHENS, Kolssa Glyladas
¥orkon 4, Tef 00307210 8982 05T
ATHENS, Koissa Holondriou
Douiigis l"lnlvnll!l Tal- 0030 ?ln BBGI4HS
ATHENS, Koissa Monckers:
Tritim Samemn'mu Tal: 030 ‘7|EI BRI 860
ATHENS, Kaissa Pogratiou
1163, PL Messologau 2-4, Pagratl Tet 00 30210 7218 318
ATHENS, Kaoissa Peiroia
I'|l|||n_ll:|u 174178, Tet: UmD 210 4276 636
ATHENS, Kalsso Pigase
Dilou 22, Tol: 0050 210 5755 T
CHANIA, Kalssa Chanlon
73100, 100 Kydonias 51, Tel: 0030 2821088906
CRETE, Fantasy Shop: Herakleion
|doemenes 2, Tell DOG0 2010 301312

Kaissa Hanio

Kydonias 107, Tel: D030 20210 SA09E
HALKIDA, €D Corn
Miaouli 24, Tel: 0030

OA7315
KALLITHEA, Fantasy Slw? Hellithea
Iriikhous 1100, Tol: 030 23210 26782
LARISA, Koissa Larisas
Kousnagndeuroy 32, (030 2410 537337
MAROUSI, Battle Bunker

Dharyacy 3, Tal: 0 <
PATRA, Fantasy Shop:Paira

Pantanassis 75, Tol: 0030 2610 221014
PATRAS, Kalssa Patras

Geunndi & Slaini 24, Tell 0030 2610625652
PNI!I'E!IOU Kalssa Peristeriou

Dbl 2 | 0030 21’57!&!’ maF

PIREUS, Dragens Eye St

Fleming 42, Keratsini, Tel EII:GE-! 106525169

738

nfasy sh‘p:
P, Nayarinou 2 & D. Gourari, Tal: 0030 2310 240184

Kaolssa
548 22, Sion 4, Tel: 00 30 B30 257 367
VOLDS, Fantasy Shop
Glavan 100 & Galias. Tal 0020 24210 2H782

HUNGARY
BUDAPEST, Silveriand
1036, Lagos 11 40, Tel: 0036 125
BUDAPEST, Trollbarlang

1061, Andrassy ut 33, Tel* D036 132 13279
GYOR, New Ork

5021, Amny J, 4. 13 || em, Tel 0036 o8 012
MISKOLE, Deran

3525, Deryne u. 7, Tel D036 464 11526

SIOMBATHELY, Sarkenytuz

8700, Kosauth L u. 20, Tl 0036 703 168 815
SZEKESFEHERVAR, Logendok Csarnoka
BOOD Pityer u. 42, Tol: 0038 703 857 926
SZEGED, Csillogveg

6722, Gogol u, 15, Tel- DO3E 20
VESZPREM, Sarkanytuz
B200. Koasuah ut. 104, Tal: D036 705 964 130

ICELAND

R K, Nexus
PC Bos 5085, 125, Tal, +354 552 0011

HAIFA, Kitaro
Haifa grand mall, Tal: D072 48503232 1
HERTLIA, Frook
Sokolov 29, Tek; DOU7T2 FESE907TT
RAMAT HASHARON, Top: uoh
Osishkin 33, Tel 00872 35-‘05.’ 13
RAMAT HASHARON, Tapuah Fantasy
Seacloy 30
TEL-AVIV, Kitare
Mnﬂuhn.lh: Ihl‘r.rla"'m T2a, Tal 00872 SE29RI20
TEL AVIV, Fi
Evon Guum_l a0, 'IE 00972 36961625

LITHUANIA

KAUMNAS, J5C in Diza
Droigystes sir.15; 51226 Kaunas 31, Ted 370 37763203

MALTA, Forbidden Powar

B3 Trig Migrah B-Bumar, Msida. Tet: DDASE 21 2278909
MALTA, K Hobbies Lid

Mpmach Road, Fgura Pla 13, Tel: 00356 21 686423

NETHERLANDS

GW AMSTERDAM

TRokin 38, 1012 KT, Tel 0031 20 622 3R63

GW DEN HAAI

Schoolstraat 126, 2511 AX. Tel 0031 70 292 7036
GW HAARLEM

Gierstmat 29,011 GA, Tal: 003123 551 Ta77

GW ROTTERDAM

Van Didenbameseidplaats 432, 3012 AP, Tak: D031 10 260 Q266
ARNHEM, Spallowartier Arnham

Misuwstad 34736, 6811 BL, Tol: D031 26 070 2028
DEN BOSCH, De Dobbelsteen

Hinthamarstraat 80, 5211 M2, Tel. 0031 08 537 55 887
BREDA, Modsibouw Bliek

Boschstraat 23, 4811 GA, Tet 0031 76 521 BSG8
LEEUWARDEN, Spallekijn

Meomstredk B4, 6811 TH. Tel: 0031 58 213 1§12
LEIDEN, Viiegarshop

Turimena 2. 2312 C0, Tek: 0031 71:513 2783
MAASTRICHT, Vileg-ar-ull

Brissalsestraat 70, PO, Tel: 0031 43 325 1851
IWOLLE, Gemes-n-Shrif

Diezarpoortenales 38, B011 VX, Tel: 0031 38 421 6385

1601

ALKMAAR, Bookers pors

Batersimat 18, 1811 HP, Tok 0031 72 5121213
ALMERE HAVEN, Fontasio

Karkgrachl 41, 1354 AE, Tel: 0031 36 531 8017
AMERSFOORT, Spellenwin

Scharbiersiraal 4-8, 3811 EA, Tek D0G1/33 4700322
ASSEN, Plok

Brabonstraar 1, 2401 KV, Tel: D031 B3 231 G292
BERGEN OF ZOOM, Big Bays Toys
Llevevmuwestraat 23, 4611 LI Tel 0031 15 425 0848
DEN HAAG, Spellenhuis

Zoutmanstreat B4, 2518 GT. Tel: 0031 70364 4782
ENSCHEDE, Pijplines

Plipanstraat 34, 7511 GM, Tel D031 51 430 5727
GROMNINGEN, Krilke's Hobbyshop

Meauwe Wag 28, 8711 TE. Tel: 0031 50 312 5314
NUMEGEN, Moenen & Mariken
Van Weldersmairaal 70, 6511 MP, Tal: O
TILBURG, Lol Tilburg/Breda
Langestraal 175, 5038 8H, Tal: 0031 13 544 3700

M I2TE1E

ALMELO, Modelbouw
Grotestrmat 1368, 7607 CW, Tel 0031 54 881 2981
ALPHEN AAN DEN RUN, Top 1 Tays Arie vd Panne
Hooftstraal 66-68, 2406 GL, Tet D031 17 247 2254

AMSTELVEEN, Het Ganzenbord

Parmvinkar 58, 1166 Z8, Tel: 0031 20 841 25528
AMSTELVEEN, De Groot Toy Special Stare
Aembrandthol 42, 1181 ZL_ Tal 0031 20 347 3324
APELDOORN, Top 1Tays - De Kindardroom
Danpede 158, 7311WEG, Tel: D031 055-5761008
BERGEN OP ZOOM, Stripwinkel Gillss da Gay,
Bosstraat 4, 4611 NG, Tel: 0031 15 224 T452
BERGEYK, Wouters Technohabby

Panknnsiraat 51, 5571 CF. Tel' 0031 48 758 Qe
BUSSUM, Bokx Modelireinen

Llllll"ﬂl'lw:q 3, 1402 BA, Tel, 0031 35 801 B210
DELFT, Tep | Toys Speldorado

Hippobytusbiur 2125, 2611 HMW, Tel 0031 15213 4518
DEN BOSCH, Gameforce

Yughtormstrand 60, D2, Tel: 0031 8524 77 888
DEVENTER, Knibbel Comics

Ninuwstrant 38, 7411 LM, Ted: 0031 57 081 6870
DORDRECHT, Hobby Modelbouw Dordrecht
Voorstrast 360, 3311 CX, Tet! 0031 78 531 2711
EDE, Tinnen Soldoot

Weardastnin 24, 5714 OS5, Tel' 0031 31 665 3295
EINDHOVEN, Gomesworld

Willematriat 17, 5611 HE, Tol: 0031 40 245 s301
DEM HELDER, Proton Modelbouw

Zuldstraal 56, 1781 BS, Tal 001 22 351 5084
GELEEN, Tactica

Anjulierstraal 3, G183 0, Tal: 0031 46 474 316
GOES, Fantus Fantasy Sh

Groans Waidle 16, 4451 ,I\f\'. Tot [Nl 11354174

GORINCHEM, Metten Modelbe:

Kwekelstaat 30, 420 JU Tel 0031 18:363 bido
GOUDA, Intertoys v/d Wol

Mistrwe Milrht 70, 2801 rD Tet: D051 18 251 3525
GOUDA, The

Movie Store
Lange Grognendnal 114 2801 LY. Tel: 0031 18 252 550
GROMINGEN, Wirwar
Crudie 3K in Vlatstrmnl 40, 3712 EL, Tot 0031 50 314 B424
HENGELO, Tap 1 Tays Mickey van Wazel
Butg, dansanplein 1417, 7551 EC, Tel 0031 74 201 2200
HOORN, Het Gele Tekan
Grole Oost 35, 1621 BA, Tel: 0031 22 831 Ba21

St Jncobmstrant 4. BOTY HT, 16t 0031 58 212 5682
LEIDEN, Tolkienwinkel
Hogn Riffwdik 195, 2314 un rs: 0031 71 541 2324
LEIDEN, Freetime Warri
St Anglen
LELYSTAD, Treinenhoek
Baiter 44-16, 8243 JE, Tel: 0031 32 025 3160

CHT, Hounjatl
B}u%emccs.‘erconennn' 18, 6226 GV, Tet 0031 43 283
G778
NEUNEN, Schellens Speelgoed
Parkstrat 24, 5671 GG, Tel 0031 40 283 2

OPLINEN, Spelkelder

©, van Opinanstrant 20, 4184 €3 Cpignen
OUD-BELJERLAND, Mourits Mod obby
Croonenburgh 32, 3281 AG, Tek 0031 18 652 1831
PANNINGEN, Top. 1 Toys Mare Jonssen

Markt 18, 4581 AN, Tal: 0031 AGM568
ROERMOND, Bloambeatiek Hermien
Nassaustraaf 5. 5043 ED, Tel: D031 4 L

ROOSEN Jodin

Ouida Marki 58, 4701 PM, Tal: 0031 16 555 7084
SCHIEDAM, BTS

Grognplaan 49, 3114 CB, Tel: 0031 10 472 8758
SCHINDEL, Top 1 Toys Annick

Hooldstraal 133, 5481 AD, Tak: I."J?“ 0733477758
SITTARD, Atomik Sittord

Stalionztraal 18, 8131 AX, Tel 0031 46 451 5074
SLUIS, Top 1 Toys E v/d Vijver

Oude Kerestraat 7. 4524 CT, Tal: 0031 11 745 1383
SOEST, Top 1 Toys Soest

V\Weedeastran! 10. 3707 CE, Tak D031 35 628 0444
smlnmss!, Lord of Magic

Spulshmat 7, 3201 AR, Tel: 0031 151 619061

TIEL, Goblincave

Zopnebiosmss: r.ml 12,4007, DZ, Tuk D031 344 654 539
UDEN, Gobl

Brabaniplain, 1&!. 5401 G5, Tal 0031 41 327 D662
UTRECHT, Elf Fantasy Shop

Owdn gracht 207, 3611 NH. Tel: 0031 30 281 7157

UTRECHT, Whoops
Springwe 1, 3511, Tok D031 30 230 4123
Mever Nover Land [(Wieder & Kugani)
Cude El‘lﬂ" 202,°3511 NR, Ted: 0031 30 233 2
VELSERBROEK, Mol Plastic Modelbouw
Cluca Marke 7A, BR1T NL. Tel: D031 77 354 2688
WVENLD, Modelbouw Luthar
Astandarparstraat 103, B012 DH, Tel: 0031 38 432 10
1 Tays
Langstraal 78, 2242 KK, Tel 0031 70 511 0211
WORMERVEER, Mini-Wonders
Antilienstrant 1, 1521 AT, Tal: 0031 75 840 181777
Top 1 Toys Wi L
Iimorstraat 60, T101 EX. Tal D031 54 251 2A2T
ZOETERMEER, RC-Pitstop.
‘Dorpsstraat 170, 3712 AL, Tel: 003
ZUTPHEN, Vreemde Zook
Groane markt 2, T201 HX, Tet: 0031 57 551 1566
IWOLLE, Boekenhalie
Assendomaerstrast 103, 8012 DH, Tel: D031 38 422 10
IWOLLE, Top 1 Toys - De Wit
Discemtraat 97799, 8011 D, Tal: O

GW 05L0

Mollsegata 7. 0178, Tok 223229%)
N, Here Be Gomes

Jonsvollsgata T, 5011, Tek 447

KR 1, Hobby

IHenrik V{nr;‘:ﬂdﬂﬂsg. 26-38, N-4812, Tel; 35020310

ALESUND, Ringe Lekelond

Siormoa NEO18, Tal; 70156840

ALESUND, Kremmerhuset

Langelands v24,Spjekavi, N-6022; Tok 70143770

ALESUND, EB Games

Grimmirgnta 1, 5001, Tet 701 267 &7

ARENDAL, Norll Arenasenter

Torval 10, N-4B00, 37025454

BERUM, Ringo Berums Verk Lek,

Vartshus veian 2, N-1317, Tel: 067123880

BERGEN, YES Vi Leker Dosen Leker

Dnsan Storsentar, Tel D55181280

7831

DAB421TI7R

BERGEMN, Ouils Bergen
Fartunan '»I,sa:ﬁm: AB081132
BERGEN, Ringo Lekeklossen
Oistre Nasttimyel 16, N-5221, 55
BJORKLANGEN, FX Hobl
FX Hobly A'S, Bjorkeveten 21040, Tek: 3851105
BODO, Underheldningsmagneten
Sandgt, 3, N-8008, Tel; 75525070
DOKKA, Yes vi leker Dokko
Barploss santerat N2BTD, Tel 61112080
EGERSUND, Brio Glosmogasine! Ogrey
Siorgl. 33-36, N-1370, Tel E1401800
FAUSKE, Ringo Sma
Storgt 72, M- E\EDQ I'el THBAE0EE
FLISA, Ringa Bomsefar
Filsa Smlrnansd. N-2270, Tol: 62858290

‘e vi laker L
Brock 0f 7-11, Tel: 6331
FORDE, Ringo Leikehuset
Sinrehagen 9, N-S800. Tel: 87820102
GJOVIK, Ringo Leke-Olsen
Storgt. 10, N-2815, Tek 61108210

HALDEN, H. Anderson Interbok
Storgatn 16, N-1TE1, Tel: 85178400
HAMAR, Lekehuset Maxi

Asiak Bons gi 48, N-2316, Tah 62533608
HITRA, Ringo Hitra

Jnrtan Kiopesnter N7240, Tel 72441245

es 5
Haratorget 7240, Tel 72441195
HUSNES, Ringo Kvinerad Libris
Husnes 5480, Tel 53471658
JESSHEIM, Brio Jessheim
Jasshaim Siotaenter, N-2050, Tal 63973770
KONGSBERG, Ringo Rolf Liane AS
Kirkegaian 6 N-381E, Tel: 32731161
KONGSVINGER, Ringo Gégate Laker
Jambansgl. & N-2211, Tel; B2817611
KRAGERD, Brio Koris Hoblby

Tarvel &, NI770, Tel: 15040484
KRISTIANSAND, Gusiov Poders:

Hanrk Wesgalandsgt. 27, Nn\«ﬁlﬂ I'al 3anraEza

Outland
Mamenagt 24, N-4611, Tal; 38098420
KROKSTADELVA, Helmox Leker,
Buskenid Storaenier Saredatranda 2
3479410
D, Ringo Tarangers Eftf, Per

Torve! 4, N-3670, Tet 38473562
LARVIK, Ringo Sokrotes Lekeland
Torvat Ba, N-2256, Tal: 33185437
LARVIK, Ringo Sokretes

jclling v-38, 3262, Tal: 39185437
LIERSKOGEN, EB Games
Drnnlmﬂl'.\.qmﬂ 201, 3420, Tel' 2285 35 40
LILLESAND, Ringe Gavemagasinet
Strand Gata 5, N-4700, T27XI2E
MO | RANA, Ringo Lekehjornet Mo
Nordahi Griegs (JI B, N-8622, Tok 7515171
MOLDE, Yes vi leker Leke Jarnet
Torgat 1 NE413, Tek: 71210363

3054, Tak:

MOSJDEN, Hobbysentrel

.M. Hiwigsgl. 18, N-8651, Tel: TE170170
MOSS, Brio Frisenfeld:

D’nrﬂ‘ln;cl‘sq‘t 10, N-1530; Tel: 8251280
MYSEN, Brla Seker og Ting

Jarribane gaten 13, N-1850, Tel: 09850154
NARVIK, Brio Lek Canter Nervik
Bolagsmata 1 n\r—| iret, N-8514, Tel 7EI63472
NARVIK, Ringo Barnas Verden

Hongensgl E(] (G N-B314, Tal: TEG46505
NESBRU, Ringo Eventyrland

Vogehind Velen i N1584, Tel: 86775410 -

O5L0, Avalon Oslo

Akersgatn 38 0151, Tal: 22333508

0O5L0, Yes Nesadden Bokhandal
Tangeit Centium, Nesoddan, Tal: BEA11655
05L0, EB Games
Jembanstorget 8, 0154, Tal 2
0510, EB Games

Simandan 3, 2500, Tel: 228 35700
0510, Brio Notabane Lambertse
Langbaigen 5, N-1150. Tal. 2 551
O5L0, Outland

Jembanetorget 1, N-0154, Teh 22177010
05LO, Oullond Palect

Katl johans Gate 57-43. Tel: 22330410

ATTOrT




0O5L0, Rings \ﬂndlnﬂ Laker
Slomdatsy, 7. a3

‘0510, Brie CC Vest

Litle. Akervaian 18,
PORSGRUNN, EB Games
Slorgt 70, 3902, Ted B,
RANDABERG, Ringo Sio
Randberg veisn 572
SANDNES, EB ﬂnmu
Kvardrat, Tel &
SANDNES, O !n-lnnd
Langgatan 44, N-4031, Tal: 51
SANDVIKA, Hobby Larsan
Satidyika Sicrsenter, N-1200, Tel 57540107
5K, EB Games

dembanayai 1400, Tak: S48E7003

SKI, Brio Titi-lnn

Jembanesvingen 8, N-1401, Tal: 84657777
SKIEN, Ringo Bjarns Leker

Liarionvat N3717, Tal o
SOLA, Ringo Sola Gaw
Solakrossnn, N-S050, Tek:
SONGDAL, Ringe Sogndal Glasmagasin
Sogningen Storsenter, N-5851, Tl Y67 1480
SORTLAND, Ringe Bomse Leker

Shibghtgan, N-B400, Tal 76113374
STAVANGER, Veslelriki

Skapen 12, N-4006, Tol: 51855232
STAVANGER, Oulland Stavanger

Kirka g1 2, N-4006, 51938080

Maskedagt 12, N-8455, Tek 76117750
STROMMEN, EB Gomes
Stopariveian 5, 2010, Tek 83815422
SURNADAL, Ringo Presangen
Amfisanteret oravn. 4, N-B550, Tak: 71657485
SYKKLYVEN, Ringo Blindheim

Kyrievalen, 5239, Sykkhvon. Tel: TO251028
TONSBERG, Gledeshusel

9. Langgate 47. N-3110, Tel: 82251707
TROMSO, Tromsa Bruktbokhondel

Kirkegt. 6, N-8008, Tet 77880874
TRONDHEIM, Avalen trendhel,

Munkagaten 58, 7011, Trondhein, Tel: T3520545
TROMDHEIM, Tronderfrim

B Qiave G111, N-T012, Tell 7620840
TYMSET, Ringo Tynsel Bokhandel

Brugl. 2A, N-2500, Tel: 62480038

VADSO, Brio Vadso

W, Ancargensgt. 4, N-BE11, TEA4Z209

POLAND

BIALYSTOK, Departament Gier
ol Legiopow ST, Iok, 153, 15281 Tel| 0048 B5T 893 360
BIELSKO BIALA, Gnom
43-200, Sxkolna 15, Toi; D048 338 124 646
GDANSK, Spider Games
. Dywiziony 303 nr2. BO-4E2. Tal 0048 58 551 1333
GDANSKI, Fanrls
ul. Orane 1, B3 000 Pruszcz Tet: 1048 600 640 005
GDYNIA, Futurex
81-572, Waleriana Exofia, 20786, Tel: D048 587 811 180
GDANSK, Iskra
80-233, Minrowukiego 16, Tal. D046 585 201 #52
GLIWICE, Game Station
L 8o, Gefti Warnzawekiege 12 44100, Tak M8 504 2
JELENIA GORA, Avalon Goleria Korkonoska
[0 Wiafer 27, 5B500
KATOWICE, Bard Centrum Gler
#0-040, Koscleszkl 6, Tel: D048 322 671 B17
KIELCE, Skiep RPG Groc
26-300, Mala 12 fw brmia), Tol: DOLE 507 3 387
HKRAKOW, Bard Centrum Gler
31-135, Batopego 20017, Tok 0048 126 320736
LODZ, ‘Ajk’ Firmo Ksiegorska
001003, Protrkowska 90, Tek 0048 425 396 301
LODZ, Gamelord

428 Piatkowska 101, Tel! 0048 637 1161
LUBIN, Balrog
§9-000, Grotigara 8, 0048 602 714813
LUBLIN, Krzys
20-000, Kapucyriska 6, Tal, 0048 B15 322 960
NOWY SACZ, Habb
A3-100, Jagietonska Tal; 0048 604 133 612
OPOLE, HMS Il Computers
AS-018, Kmkowska 410, Tel 0048 774 547 413
POINAN, Bord Centrum Gler
61808, Sw, Marcina 41, Tet: 0048 618 538 277
POINAN, Skiep Wilczok
ul, Zokora 1, Tell 0048 615 036 52686
SWIEBODZIN, Czempioni
Ow. Poiudniows 33 (5-200, Tet 0028 B0E229457
TORUN, Skiep Papierniczy
B7-100, Szarcka 486, Tal; 0048 5
WARSZAWA, Arkona Ksiazki
B Wilzarta 4, Tel 0048 228 330 417

Tel: 53429100

048 0604 323200

WARSZAWA, Ksiegarnia Bellona
00-068, Krakwakis Przadmisscio 11, Tel (048 220 261 707
'WARSIAWA, Fober Fober 51

02-515, Puiawsha 11, Tet 004 1285
WARSZAWA, Ksiegarnin Sasko CENTAUR
03-356 BrazyYjska &, Te 175 740
WARSZAWA, Sklep Morion sc

2

48, Powessecow &
WARSZAWA, Worsow I\oﬁd Centre
ul. Powsinskn 4244 Tk 004
WARSIAWA, Warsaw Model Cantre

ul. Bitwy Warszewside) 1900« e 4, Tl D048
WARSZAWA, Worsow Model Centre
Uk, Cstrchy 175 ¢, Tel: 0048 226 1
WROCLAW, !l(av-nhlalit Ccmrun Iﬂur

WROCLAW, Bord l:lnlnll!l 61
50-079, Ruske 460 [Pasa:
WROCLAW, Ogryn
50053, Srewska 87,
ZIELONA GORA, nminn
DT Cantrum. 1. Bomatorow

ROMANIA
CLUJ-NAPOCA, Ofala.
Flegels Ferinand 7, ADD428, Tet: 00 4072 Y0858

RUSSIA
KRASNODAR, Alegris-lug (South)
Krasnsyn 8t 43, Tel: DOBS1Z 730331
MINSK, Volohanovich ent
Juhin Kelns 1, Eafibition cenier OLYMP.
Tel: 008029 G38E212
MINSK, Valohanevich ant
Masherova myv b4, Paleon of Sparts. second fioar
Tok; 00029 6548428

, Alegris .
Mudra siation Allsksinewskayn Prospest Mim 103, Tel
T0952168126
MOSCOW, Alegris
Mo shation Dislanka, Masickaya St 201
Tall 7058283337
MOSCOW, Urfin Julco:
Metro “Litan 1605 grds” Zvenigomskoi shoss: 4,
Tt 4+ PROSTHLEISE
NORLISK, Mo Styke Mirow
Knmsomalskayn st second fieor, Dom Byta, 127 474,
Tol: 000028 6548428
NOVOSIBIRSK, lcehummer
Krasnuy av 850, Dom Byla

TOV, Mir

Kirty v, b4, Desskdy Mir, second floor, gatery
Tet B4 5840
5T PETERBURGH, Art-Minlatures
Sodevn 81, 1517, hird floor, trde canier Evrika,
Tel: 00812 3321820
TAMBOV, Hobby and Igrushki
Intarnatsionalnaya af, bSs-b, Torgovty hér,
Tel 0075 2728811

SERBIA-MONTENEGRO
BELGRADE, Exit Hobby Store

Clia Lutina 1, Tel 00381 11 62 7827
BELGRADE, ANET Hobbystore

Vigegradskn 6, 11000, Taf: 00 381 11 3812 525
BELGRADE, ANET Hobbystore

11000, Zvecansha 1a, Tek D031 112452336
BELGRADE, White Drogen

11006, Vojvode Milanka 44, Tal: 0 3681 83827222
NOVI 5AD, Valhale

21000 Masariora 18, Tel: 03 381 21315538
NOVI SAD, Dragen

21000, Kralju Algksandrs 4, Tel 00381 635 24038
PODGORICA, Neutron Podgorica

Trg Rapublio, Tal: 00 381 2 060 659
IRENJANIN, Takade

20000, Sara|lna 5, Tel: D0 381 2384572

SLOVENIA

LIUBLIANA, Cra I.ulm]

1000, Pai n 10, Tet: DO36S 012802220
LIUBLIANA, Pri GnHInu

1000, Dolenjsha Gasta 17, Tel D03E 40B33230

SOUTH AFRICA

BLOEMFONTEIN, The Dungean

13 Sfiort Streel, 8301, Tet: 007 51447 2034
CAPETOWN, The Boys and Mens Hobby Sha op

Shop 123, Tigar Vailey Shegpig Corim. Tet 0027 21 B14 BE&R

rds
h Main Foad, Tai; 0027
DDNWWOF Batile Planet
Ho. 4WBH Cantra, 177 Ceca Street, Tek D0AT
DURBAN, The Hobby Spedalists
Fi74, Gaimmiry Shepping Cantrs, no.1 Pam Boumurd,

i T o COIT (xS 9708

]

245 83033

DURBAN, Wizards Warehouse

S |18, Windesmeis Centre, 1634177 Windmrmate Aoad,
Momingside, 4001, Tel D027 31 312 8371

Jan Smuta
St B4, Calony Shicaping Cantre, G345

Aymnin, Craigihall Png me.m 0037 11 e 9252
JOHANNESBURG, Esswex Retail

Shop 20a Norfhclil Comer Ehapping Cantrs.

Tal D027 17 BEB3EID

Wizards
Lawer javel, Eden Vale, Tal: 0027 21 883 0360
LINMEYER, Dragons Den
203 Peter Avenun, Tel; (027 DB2 824 4124
PRETORIA, The Smelly Trall
2007 Lyn PRoad, Tok 0027 B33 070107
RANDBURG, Otherland
Shop GIYE. Brightwatar, Febpublic A, Te 0027 117844571
RUSTBERG, Quontum Books & Games
Boachdalsiand GOWIU Heseniaaeph Drve, 0300,
Tal. 0027 &3 292 8073
SOUTH-AFRICA, Battlo Planet
1o 4 WBH Contre, 177 Cetiia Stieel, Tek: 00 27 B34523

GW GOTEBORG

Kungsgatan 28411 18, Tel 0048 31133
GW STOCKHOLM

Angmringagatan 30, 11153, Teb 0048 8 213 840
GAVLE, Habbyshapen

o 25,

anane, Tal:

umEh, Fantasio
Sjorgatan 44, 603 96, Tek 0R07708E0
ESKILSTUNA, Losses Lebaaker
Kungsgninn 21, & Tel: 016130335
mm.w Spel och Famiasi

24, Tel 054 1510 70

MAM. , Malma
Regementsgatan K811 42, Tel: 040 127250
NORRKOPING, Hobbyhéman

DOrofiningg 18, 602 24, Tek 01
NORRKOPING, Lakhuset
ddmgaten 21, 602 28, Talt 01 1267070
NORRTALIE, Fantosybutilen
Batarnmpsidgon B TE 22 Tel: 0176 57400

120

Schence Fiction
VEsIEMng Galan 48, 171 27, Tl 08215052
SUNDSVALL, Orionspel och bécker
Kipmangalan 23. 652 32, Tel: DOO15!
UPPSALA, Prisfyndet
Kurgagatan 39, 753 21, Tal: 018106607
VASTERAS, Zattarlunds
Binragatan 38, 722 12, Tel 021 1044 81
VAXID, Helges Héla
Kioshutg, 4, 352 30, Tet. DATIG 25 DN

| Toe: Q4T2 13750
ot

Framfidsgatan 1,262 84, Tel: D4
ARVIKA, Perry Data

Kprrangatan 4, 67131, Tel 057010660
ASARUM, Lek & Fritid

] ori 9. 374 52, Tel: 434328
AVESTA, Vega Video
g 6, 774 30, Tal: 02

BOLLNAS, Torgboden ;
Vastrn Siptionsgatan g, 821 23, Tel 027867 1304
BORAS, EB Games
Knallatian, Skamborgeiigen, 50630, Tek 03310SE10
BORAS, EB Games
Etoee Brogatan ¥, 509.50, Tal: 0331
, Hobbax
Skarsborgey 62-64, 506 30, Tek 033418380~ *
BORLANGE, EB Games Borlénge
Kitptlan 18, 781 70, ‘12-1386\}
DANDERYD, Laksokshusa
Meuty Contrum, 182 31, Tet asez?ﬁmo
DEGERFORS, Buskul
Agansgatan 2,837 50, Tal: 00 46 585 22 (54
ESKILSTUNA, EB Gamaes
Cityhusat - Kungsgatan 24, 632 20, Tal: 016-514 500
ESKILSTUNA, Barnens H
Falkextaloden 40, 635 10 Tal 015481188
FALKOPING, MysPys
Sinrgatan 22-26, 521 42, Tel 051561150
FALKENBERG, Brio Falkenberg
Starpatan 35,311 31, Tet +4f (0] 348 BO7 60
FALUN, Tv-spelsbérsen
Fahipatan 2, 791 71, Tel 02327775
FARSTA, EN Games
Blorforspian 42, 12347, Tel: 088058760
FINSPANG, Alitilak
Bargaingstarget. Kalkugnegntnn 1, &
FARJESTADEN, Leksaksmagasin
Olnds Kopstad, 388 31, Tel 048534470
GISLAVED, Albe Leksoke
S0drn Stogatan 10, 332 30 Tel 07110733
GALLIVARE, Leki
Matall Vigen 14 BEZ 35, T=l: 097068502
Lilla Guls ligh:

Gusiavsberg Cantrun, 134 40, Tal; 0857038800

IVLE, EB Games
Nisin + Droininggater 8, 803 20, Tal, 025-129 600
GOTEBORG, EB Gomes
Kuinfsgatan S5-60. 411 D&, Tal: 03170710850
GOTEBORG, EB Games Géleborg
Jimorgot 4, 413 D4, Tel: 031241458
GOTEBORG, EB Gomes Gateborg
Fammanhuset, 411 06, Ted: 0371150308
HALMSTAD, EB Gomes Halmstod
Drpitaifsg Kristna Passapen 18, Tal: 035128260
HALMSTAD, Brio-Halmstad
Stormgatan € 302 60, Tel 035153175
HUDIKSVALL, Albins Leksoker
Storpatan 24, 524 30, Tet 0650
HARNOSAND, Escape Data
Ban 71 30, Tk 061115956
J.iif.ﬁM Hebbex
Flyo n, 17538, Tal. (856018091
JARFALLA, EB Games
Wirstrairikat, 177 30, 856032300
JOHANNESHOV, EB Games
Amnavigen 5563 181 77, Tel: 08-540.64 00
.IGNKOPINE EB Gomes
E500%
JDNKDFING EB Gomes
Osise Storgatan 7-9, 553 21, Tal: 036120 775
JONKOPING, Ploy Planet
St GAmnsvigen. ER64 Tel 036122834
WALMAR, O]

26710

0, Tol; 012214120

082

froy

12, 362 37, Tat

KALMAR, Kalmar Lek & Hobby

Bédra Lanpgatan 32 393 33 Tal: 48024717
HAMN, Loksalkshus

Fonnbyy 57, 374 35, Tel- 04

10381

Boegamanag 17, 031 31, Tel: 058635330
KARLSKROMA, Foct & Fiction

Marma Kungsgatan 7, 37133, Tel: (45516710
nlumm. Leksakshusot
dliagL5, 37 154, Tal: D45
KAEI.S'I'!D. EB Gomes
Dirtininggatan 23, 652 24, Tel: 054,183 010

3082

I'AIL.'-MD‘ EB Gomes

ny Vibgen 1, Tel: DBS3 4560830

Box 2081, 021 (12
KGFING MD Habby

7a732, Tel 0736426178
KRISTIANSTAD, Spel P& Valigatan
Ostra Vafigatan 2, 291 31, Tob 044101081
KUNGALY, Lek & Hobiby

Vitstra Gatan (2, 442 31, Tel: 30313040
KUNGSBACKA, Lek & Hoblby

S Torggatan fi. 434 30, Tel: 030014136

KA, EB Games back
Kungsmissan, 434 24, Tel; (30071240
LAHOLM, Leksaksalféren

Tritigirds: n 14, 31222, Tet 043010068
LANDSKRONA, Lekskshuset
Tenmarmansg, 45, 281 58, Tel: 041810780
LERUM, Alvieken

Solkatien, £43 30, Tet® 030214640
uornsb, Karena

. Tal: DATESE680
unuonnn. Mn Lidképing
Framnis 54, Tek: 00 46 510 260 00

i 11, 531 00, 1(" 0705 190274
LINKOPING, Sagoland
Svedengatan 18, 53373, Tel: 013122260
LINKGPING, EB Games

Tannaforsgatun 2. E52 28, Tal. 013137840
LINKOPING, Skegstrollat
i, B2 20, Tal: 013124006
LIUNGEY, Brio-Ljungby
Eagatan 1, 341 30, Tel; 03721348
LULEA, Barnens Hus
Bamy 28, 673 40, Tel; 0820200095
LULEA, EB Games Luled
Stomgatan 51, 872 31, Tel: 0820256702
LUND, Spel pé Clemenstorget
Giemenstargat &, 1, 048127810
LUND, EB Games Lund
Nova Lund, Fometagsvagan 10, 27761, Tol 045128540
LYCKEBY, Serleslussen
ey 34, 2, DASEIACNGY
MALMO, EB Games Malma
Hemngatan 3, 21122, Teb 040230380
MALMO, EB Games

Triangein, & Fiestadsg 41, 211 43, Tel.040133550
num. Lek & Hobby
Sknieryrav. 33 N dpoeritnum, 792 30, Tel: 025
N.MK.IL Amusar
10, Terminalpatan 3, 131 54, Tal: DEE440
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NUMKOMNG Brie

Stadsnusrismsen 1, 143 26, Tar 2

ODAKRA, EB Gomes fmh-

Marknadavagen &.
‘OREBRO, Brio
Taaftpuniden., NYG 33

Krématen Droftranggai
OREBRO, Lekeentar

w 0101 14eed

Nirgutim 32, TOI11, Tok OTERT14585

ORNSKOLDSVIK, Lajbans
Mygadan 18, 831 33, Tel:

o
ORNSKOLDSVIK, Sound & Vision

Sheigaian 11 84 83, Tal: 0560
ORMINGE, Hopples
Orminge Confruim, 132 03

01 Baad

OSKARSHAMN, Bric-Oskorshamn
Lilla torpet 572 30, Tel: 0401 170 66

OSTERSUND, Hobl

Kopmangatan 21, 831 30, Tel 083513310

PITEA, Barnens Hus

RIMED, Fantesybutiken

ke 55, 041 47, Tl 001110910

Kipmannagatan 7, TE231, Tall 017572777

SALA, Elons Leksaker

At

SKARHOLMEN, EB Games

" 10, 733 30, Tek 022410314

Storthoimsg, 8, 127 48, Tel: 087408100,

SKELLEFTEA, Bornens Hus

Uppfinsiary 5831 42, Tal: 0910139060

SKELLEFTEA, Lek & Hebby

Nygatan 48, §31 31, Tek 081012680

SOLENTUNA, Barnens Hus

Baligtan

SOLNA, EB Gamas

w1, 192 70, Tel: 086280840

Hoteigatisn 8 17145, Tek DBLT05400

STENUNGSUND, Barnhuset

Senungstorg. #4430, Tek: 0360364

STOCKHOLM, Drogons Lair

Kungshalmsinng B, 41221, Tel DB 554 60 50

STOCKHOLM, EB Gaomes

STOCKHOLM, E8 Gamas
Passagan, Angar :

STRANGNAS, Tv Spelsbérsen

84531, Tel, 015210181

Tridgartgaie
STROMSTAD, EB Games

Nty Shopping Cantrs, 852 92, Tal: 052620477

n 13, 115 20, Teb GBGEOIS10

STROMSTAD, Kjells Lek & Hobby

sl Hamrgatan B, 452 50, Tel

SUNDSVALL, EB Games Sundsvell
32

Viiridshuset Storn Gatan 28
SVEDALA, Elbe Lekis

Starg 40, 233 31, Tek 040400018

52 30, Tel: DBOE3BS4TY

SAFFLE, Bergers Lek & Bosétining

V:A Storgatan 1, 661 30, Tet
SODERHAMN, Barnens Hus
E-Cortbar, 828 40, T
SODERTALIE, EB Gomes
Btoegatan 4, 15171, Te
TOMELILLA, Alis Leksaker
Nomegatan £, 27330
TROLLHATTAM, Partoi
Ladugrdeigen 12, 45

Tal,

E3310345

27014220

015232

41710008

TROLLHATTAMN, EB Games 5&5 Huset

Ladugardsviigen
OREBRO, EB Gamaes Orebro

481 70, Tel: 052031870

Kramaren Droftinggatan 27, 702 22, Tal

Leksal
Turmba Torg 7

TUMBA, Kom & Lek

Brygpary. 57, 147 30, Teh (453080011

TABY, Hobby & Prylar

Vallascep |F, 10752, Tek OB51050426

TABY, EB Games

Stororgat 150, 183 B4, Tol, 0854474400

UDEVALLA, EB Games Torp
Torp 1, 451 4 052288650
UMEA, Barnens Hus

Sitmy 11, 806 40, Tel 090777702

UMEA, EB Gomes Umed
Wadagallenan Kungegatan 717
UPLANDS VASBY, Lakia

03 26,

Drugony. B8, 154 00, Tet B58030833

UPPSALA, EB Gamas
Bmdgritnd 4, 7

24, Tal: 018141315

UPPSALA, HobbyGames (Webstore)
Skolgatan 7, 750 02, Tel: 018711580

UPPSALA, Barnuns Hus

Bolandsgatin 15n, 753 23, Tel, 018602970

VARBERG, Spelbutiken

Narrgatan 10,"432 41, Tek 0350678610

VETLANDA, Leksakslagret
Lanarst
VIMMEREY, Kerstins Hus
Sédra Industripatan 15, 568 40,
VISBY, Lekstugan
Hasigatan 18, 621 57
VASTERVIK, L.mpn
Hamn Gatin 38, 5 Tk
VASTRA mOuJNn. Toys

Markenigatan, 421 21, Tl 031458

UKRAINE

KIEV, Charge
La

Vet D4z

patan 21, 574 40, Tel 038316600

052615960

B4
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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.

 \We aim to despatch all
orders in three days,
straight to your door.

* You can order ANY
Games Workshop
product.

* Qur Advance Order
service lets you order
models and products

o before they are released,

guaranteeing you'll get
them on the day of

¢ release.

+++DIRECT EXCLUSIVE+++
SPACE MARINE TECHMARINE

99060101313 £9.00

ORDERING DIRECT

HOW TO ORDER

* ON THE INTERNET

Fast, secure and straight to your door!

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 Europe)

= BY FAX

Fax your order on: 0115 916 8002 (UK) or 0044 115 916 8162 (Northern Europe)

= BY POST

Or the traditional way: Games Workshop Direct Sales, Willow Road, Lenton, Nottingham, NG7 2WS

DIRECT OPENING HOURS |

Monday to Saturday: 10am — 6pm,
sunday: 11am - 5pm
www.games-workshop.co.uk/store

' Direct Exclusive models

+++DIRECT EXCLUSIVE+++
OGRE MANEATER NINJA
99060213012 £10.00

+++DIRECT EXCLUSIVE+-++
OGRE MANEATER FEMALE
99060213013 £10.00
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- www.games-workshop.co.uk/store

SEARCH FUNCTION,

NAVIGATION BARy

SHOPPING CART)

LiK ONLInE STORE

Atvance Orders

{MSM .[

Search

© Gating Stared
© Baasls ofChags

WARHAMMER  THE LORD OF
WARHAMMER
40,000 THE RINGS

SPECIALIST
GAMES

WHITE
DWARF

HOBBY

New Releases Termes and Condithons

Dwarfs
"....For we are the sons of Grugni, alone we are rocks, united we stand with the strength

[ ofamountain.” - King Alnk ot the defence of Karak Him

Click below for our archived Dwarf Classics and Collectors models

Classics and Collaciory

m Advance Order — Dwarf Army Bundle

Price: £112.00 Reloase: 28/1 22005

Part Code: WEBD12

BAMES WORTSHOP

Wielcome Guest (Loo Oul)
Vigw Your Carl

fems: 000

Value: £.00

Postage: MiA

© Brptonnl Hem m.rcnmuusnz
o DarkEhes - - Unfortunately the Dwarl Army deal has sold out, 50 we have
o Dwars put togsther a suggested Dwar Army bundle. Parfact far any 2t e
o Dogs OfWar =2l budding Dwarf general, this bundie gives you 2 Dwart -
B W Baftalions and [ug Dwarf Army book, all released on ey
" . . . December the 2EW¥ in total this bundle gives you 48 Warriors il st 314 = £54.00
g E‘EIDEE.E = (Longbeards or VRarrlors), 32 Missite troops (Quarrellers or =31
2 e —— Thunderers) and 2|Cannens er Organ Guns
© Dgra Kingdoms Morg Informaticn  Add o Cart
o Qs Il
o Skavan Advance Order — Dwarf Lord with Winged Helm (Direct Sales Only)
o Tomb Kings
& Vampire Counts Price: £6.00 Release: 7117200
o Wood Eves Item Type: Companent Part Code: 5047020511301
© Monsters and Qragons VWhen balis is joihed @ 1s the Lords and Thanes, with their L o
© Sloag finaly crafted armaur and rune-inscribed weapons who seek
© e out the enamy's mpst powerful combatants, matching bestial
A fury or dark magic With courage, honour and honest stesl
(HSVOF CATEGORIES |
(DETAILED PRODUCT DESCRIPTIONS

{ HELPFUL AND ESSENTIAL PRODUCTS

+++DIRECT EXCLUSIVE+++
DWARF LORD WITH GREAT WEAPON 1
9947020511301 £6.00

+++DIRECT EXCLUSIVE+++
DWARF LORD WITH GREAT WEAPON 2
9947020511302 £6.00

+++DIRECT EXCLUSIVE +++
SKAVEN WARLORD 1
9947020607402 £6.00

Or call: 0115 91 40000

ONLINE

The Games Workshop Online
Store is open 24 hours a day,
seven days a week.

Get exactly what you want,
when you want it.

HUGE RANGE
SECURE

EASY TO USE
OPEN 24 HOURS

+++DIRECT EXCLUSIVE+++
SKAVEN WARLORD 2
9947020607403 £6.00

+++DIRECT EXCLUSIVE«++
ETERNAL GUARD CHAMPION

+++DIRECT EXCLUSIVE+++
WARDANCER 1

9947020405507 9947020405907 £4.00

£4.00

+++DIRECT EXCLUSIVE+++
WARDANCER 2

9947020405908 £4.00

+4++DIRECT EXCLUSIVE +++
WARDANCER 4
9947020406904 £4.00

www.games-workshop.co.uk/store 137




COLLECTORS’

GUIDES

Indepth catalogues showing the
entire range of miniatures for
gach range.

= Full range

= Components

= Direct exclusives

» Golden Demon winners
* Army showcases

= Conversion showcases

Now available from your local
Games Workshop Hobby
Centre:

Warhammer 40,000
Collectors’ Guides

* Chaoos Space Marines
= Eldar & Dark Eldar

* Orks

= Space Marines

= Tau & Necrons

* Tyranids

Warhammer
Collectors” Guides
= Bretonnians

* Chaos

= Dwarfs

= Empire

= Lizardmen

= Monsters & Mercenaries
* Ores & Goblins

* Skaven

e Undead

Catalogues
= The Specialist Games Catalogue
= 2006 Catalogue

CHAO
spactIARL:

A

COLLEETD’

STRATEGY BAE!‘T l.% GAME

NEW COMPONENTS!

THE ARMIES OF KHAND AND THE HEROES WHO OPPOSE THEM.

* Khandish King
« Khandish chariot
» Khandish Warriors
e Khandish Horsemen
= Eorl the Young on foot
* Dwarf Command

= e
L = A / y

| w\. 7 m‘
- il : - - 4

KHANDISH CHARIOT HORSE 1
9947149905707 £1.50

~
255 N
‘:i::':’ o: .I?
il CAS SIS 7
!.”' ;:-_ & ) 3> ‘|. ~
e WG | ]
, 2
| o

KHANDISH CHARIOT HORSE 2
9947149905708 £1.50

1

kR 2
-

%

KHANDISH CHARIOT HORSE 1 LEGS
9947149905709 £0.60

EORL ON FOOT SHIELD
9947146410005 £0.60

EORL ON FOOT BODY
9947146410001 €5

KHANDISH KING WITH BOW
9947149905701 £5

'_,:c.,i.’
\

g Y A
A ‘ |

KHANDISH CHARIOT HORSE 2 LEGS KHANDISH KING WITH AXE KHANDISH KING BANNER
9947149905710 £0.60 9947149905702 £4 9947149905703 £1.25 |

Pictures for illustrative purposes only. Product contants may vary. Products sold unpainted and unassembled. Certain Citadal prodicts may be dangerous if used incorrectly. Prices
corract at time of going 10 press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or |

website, | retallers are

for def g thelr own prices:



—

>

Lacd
h e “ " r_F ;! b
e 5‘. ;,k
KHANDISH HORSEMAN WITH AXE 1 KHANDISH HORSEMAN WITH AXE 2 KHANDISH HORSEMAN WITH BOW
9947146400601 £4 9947146400602 £4 9947146409603 £4

-

'\}.*_ i :
v -l(g‘ﬂ. Qq‘
£

s { if o
3
- J-

KHANDISH HORSEMAN WITH AXE 1 SPRUE KHANDISH HORSEMAN WITH AXE 2 SPRUE KHANDISH HORSEMAN WITH BOW SPRUE KHANDISH WARRIOR BANNER
9947146409604 £1.25 9947146409608 £1.25 9947146409606 £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 9947146409502 £2 9947146409503 £2 9947146409504 £2 9947146409505 €2 9947146409506 £2

g

DWARF BANNER BEARER 2
DWARF CAPTAIN 1 DWARF CAPTAIN 2 DWARF BANNER BEARER 1 9647146501404 £3

9947146501401 £4 9947146501402 £4 9947146501403 €3

THE LORD OF THE RINGS RANGE NOW AVAILABLE! THE LORD OF T

Pictures for iustrative purposes soly FRnsist Sl s sy Smocucts sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly.
Prices correct af time of going 15 Som SRS St o8 e shent spaitability 2nd prices. Prices quoted are for products sold by Games Workshop through its own www.gumes-workshop.cu.uk)'siore 139
sioee. clegier o weleie Indegendent retaders ane responsible for determining their own prices.



CLASSIC COMPONENTS:

L VIY LY LY L = B
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/store/tallarns

TALLARN LIEUTENANT TALLARN SERGEANT 2
9947010501401 £4 9947010504118 €3

TALLARN TALLARN
MISSILE LAUNCHER TEAM AUTOCANNON TEAM
99060105034 £9 complete 99060105033 £9 complete

TALLARN TALLARN
MORTAR TEAM HEAVY BOLTER TEAM
99060105089 £9 complete 99060105096 €9 complete

TALLARN
LASCANNON TEAM
99060105088 €£9 complete

VISIT THE ONLINE STORE FOR THE COMPLETE TALLARN RANGE

. Pictures for lustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may ba dangerous if used Ingorrectly. Prices
' 140 ORDERING DIRECT correct at time of going to press, please contact us for current avaliability and prices. Prices quoted are for products sold by Games Warkshop through its own stores, catalogue or
L website. Independent retailers are responsible for detsrmining their own prices



CAN'T WAIT TO GET YOUR HANDS ON THE LATEST RELEASES?
» 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.

» Choose from loads of models and products not yet released in our Hobby Centres.
e Postage for Advance Orders is only £2*, so you can afford to get more models for your money. /

f;

GET THE NEW STEALTH SUITS THREE MONTHS EARLY
By Advance Ordering the Tau army deal
or the Tau Bn_ﬁgli?n J

L — —=— RS S

TAU CRISIS BATTLESUIT COMMANDER
99140113016 £15

WARHAMMER

/40000, A

TAU VESPID STINGWINGS BOXED SET (6 models in box)
99110113019 £15

CODEX: TAU EMPIRE

60030113002 £12

Pictures for llust
incorractly, Prica

Cerfain Citade| products may ba dangerous if used

 ADVANCE ORDER

FROM 18TH FEBRUARY
(released 11th March)

* Tau Army Set* ..........E145
(refeased 1st April)

* Codex: Tau Empire .......£12

» Tau Battleforce™ ............E60

* Tau Crisis Battlesuit
Commander ...............£15

* Tau Ethereal .................E6

* Tau Sniper Drone team £15
« Tau Pathfinders with Rail
RIflBS... s eerrsrirmmasaiat 0
e Tau Piranha team ........£40
= Tau Vespid Stingwings
boxed'set ...l

ADVANCE ORDER
FROM 25TH FEBRUARY
(released 8th April)
= EIf Collectors’ Guide ......£6
* Tau Vespid

Stingwings blister ............ £6

ADVANCE ORDER
FROM 4TH MARCH
(released 15th Aprif)
0 GIANt.. e R
* Fallen Giant template .......... £3

ADVANCE DRDER

FROM 6TH MARCH

(released 22nd April)

* Tau Aun 'Va — Master of the
Undying Spirit ...

o Tall Pranhal e e

ADVANCE ORDER

FROM 18TH MARCH

(released 29th April)

= Tau Sky Ray missile defence
GUTSHIPS et £25

* Tau Commander Shadowsun ..£15

*Includes new Stealthsuits not available
separately till summer 2006.

“£2 postage only applies to Advance Order
products being defivered fo addresses in
the UK or Ireland. Orders including
Advance Order products will be held until
\r_ne last available proguct is rejeased.

4

ots sold by Games Workshap www.games-workshop.co.uk/store 141



PICK OF THE MONTH_

M1 CRNHEBRY YT

N1 Fpsuk

just recently received the following from a Dwarf neighbour. I
ave extracted the main point from his lengthy scroll as follows:

Rk HHPYk Py ks, Byu BePYRNYUMIEH
CXPIPE Y5 CEUDGE.
FYNYRIRNBY Y.

\pparently, he was upset about the spelling on the backpage of
311. He claims... well, simply not believable...
ys, “Never forget a gendge” and that some “‘manling’ has

1

FYHYRKBDYTY,

but that it

RNACE

Your mighty missives as read by Grombrindal himself!

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 [ could afford and
started painting again after 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

said that I should send some
pictures in. 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

pages, 14.5 of which are baseless insults. Nevertheless he was .
amant that I send a message to you via “the mail”’. Since he
as sharpening his axe and threatening to deliver it personally,

The Brotherhood form a heavily armoured line,

N

seless accusations.

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
(1), 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's
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 [ didn't, not one
wound. After a moment of stunned
silence from both sides. we counted

=142 FUEL FOR THE FURNACE

3 I am sure Grombrindal’s mother did have a beard — such-'"t

David Nicol:

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 [ 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
your friend! — Owen

Quad-mania

Been reading through the WD
letters page and at the mention of
the possibility of hobbyist’s
models being featured in Doc
Butcha's Klinic, I couldn't réSist
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.

Rob Ilott...

online? Matthew Macdonald...
lot of cocktail sticks. Aldo Stocco...

War of The Ring. Otto Ekman...

Humphreys...
Tom Bond...
Brock...
Library. Josh Malkinson...

\.

KWHISPERS 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...
Arena of Death is generally character vs
character match ups. Jay Gallagher..,
the Mines of Moria boxed set is your answer. George Fry and
Ultramarines were out at the time and try the website. Daniel

it'll never happen. Richard Potrowski...
yes, yes and ves to the latter!

soon you'll get a whole
have you seen the Tyranid homepage
that’s a

glad you like The

works for most, not for some, Perry

please write to the Black
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WHITE DWARF PAINT STATION e

What the team are painting this month.

Owen: As well
as playing the
superb White
Dwarf
Mordheim
campaign, this
month [ 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, ['ve fought all my
battles with my Witch Hunters and
the Mordant Men have been
victorious on every occasion! So,
now ['m pooling my gold crowns
for a few tasty hirelings...

Nick Kyme

There's been blood on the streets,
but carnage on the Warhammer

Nick is so confident in the turse bf the WD Editor; he's not even looking at the game.

for the 40k GT Final. Switching
my Hellhound for two Sentinels
with lascannons turned out to be
more flexible and deadly and 1
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 I'V:
The Anphelion 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!

[ was back to winning ways with
40K though as, yet again, I 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 I'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.

Rik: Last
month (i.e. way
back in

November). all
my hard work
painting Blood
Ravens finally
paid off, as |
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.

The event itself was truly swesomme
and over the course of the weekend
I played many games of which,
am pleased to say, | 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 Solypsis,
at the address below:

Finally, during this festive season,
the guys at head office organised a
painting competition

with a 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.
I have returned
to my first love,
the Black
Pegion! 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 to paint this old
Games Day Wolf Priest.

The revamped Black Legionaries, these three will soon be joined by many more.

www.games-workshop.co.uk/whitedwarf 143




- Desperate to get your eager paws on the
next issue of White Dwarf?

Luckily, there’s no need to wait. By
subscribing you'll get your copy up to a week
earlier than it’s available in the shops!

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
Land Raider!

Special offers - subscribers can buy tickets for
events like Games Day a week early.

| would like to subscribe to White Dwarf
starting with issue number WD[][][]

(I e tesess number &= stated or i the issue number selected is no langer #vallabile we shall start your subscription with the nexd available issue}

| would like to subscribe for:
£36.00

'I

1

1]

1

i

i

i

t[T] 1 year—12 issues (WDSUBT) ........ocoveeverrrmrenees

+ [ 2 years — 24 issues (WDSUB2) ...........................£60.00

i | am an existing subscriber] or | am a new subscriber ] (ease ek a o)

1

+ MY DETAILS

! Mr/Mrs/Ms/other:............ EOTARAMIBL. . . .ommsnifis Lo P U
i Surname: e . 0o, SRROEE, Date: of IRk ;I -
i AdAFESSININEE L N R R ih Ll o SR S e )
| YN S
i HostendeEsmE . 5. S GOURITY: .. ool R R,
i ToRfIRR ST cOMRY ot . e et Y DRSS
1

! The subscription is a gift for the person detailed below Tl e ekt

1

E Mr/Mrs/Ms/other:............ FOPOITATIE sl ety s A o
E SUTHAMEIET it s e e Pate ot Difthams. et
Sl T et e S e
:

: ....................................................................................
:‘ Posteades ~o ot st OIS 2 s o e

L 144 SUBSCRIPTIONS

_________________________________________________

SUBSGRIPTION OFFER

Take out o one year subscription for £36 and save £12 off the
cost of the cover price — effectively giving you three issues free!

OR

Take out a two year subscription for the hargain price of £60 -
saving you a massive £36 off the cost of the cover price,
effectively giving you a very impressive nine issues free!

These offers are only available in the UK.

HOW TO SUBSCRIBE:
POST IN-STORE
Complete the form below and post it fo the Just ask the guys ot your local Games
uddress given on the form. Workshop store for more details.
TELEPHONE ONLINE STORE
For details call now on: You can also subscribe online at:
(+44) 011591 40000 wvw gumes-workshop.co.uk/store
METHOD OF PAYMENT

Postal Order(uk only)/Cheque (L] (made payable to Games Workshop L)
Mastercard L]~ Visa{] Switch/Delta []

card No: OO0 OOOO OOO0 OOOOOOE
Valid from: [][C]C1C1 Expiry date: 111 Issue No:1[]

Cardholder’'s Name:

DIATURC NN . - o cinh e, . . ST Dates ., s wen !

(signature of parent or guardian required if recipiant ks under 16 years of age.)

Fill in and return this form to:
GW DIRECT SALES,
WILLOW ROAD,
LENTON,
NOTTINGHAM
NG7 2WS,

UNITED KINGDOM

Reply by 23/03/06 to take advantage of this offer.

Data P Gomes Workshop Limited is registered os o Data Controller in the United Kingdom under the Data
Protection Act 1998. The data will llG held ond pmczmd under the terms of the Data Protedtion Ad in accordance.
with our notification to the Data Protection Commissioner. We may vse your detalls for internal marketing and
seeurity rensons, for the purposes of the subscription and to occosionally e-mall you with details of spaciol
promeofions ond offers. Please note that we will not send material to people who have not opted 1 racelve it below.
We will not sell, share or give the abave Information to anyone cutside the Games Workshop group of companies
without your explicit consent or unless the law permits or requires us to do so.

| WANT TO RECEIVE FURTHER MATERIAL 1 {please fick)

‘_______----_'._------_-----_--_---wg._-___________-_______



LOCK UP YOUR
LIVESTOCK!

- NEW WARHAMMER GIANT STOMPS IN

All across the Empire, villagers are quaking in their rough shod
boots. Giants are back! Not that they ever really went away but now
they are available in plastic 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 provide the lowdown on this new beast.

With tanks and the Vespid for Warhammer 40,000, Heroes of
Rohan and The Fall of the Necromancer Preview for The Lord of
The Rings, there’s a lot to get excited about next month!

WARHAMMER

* Giant! Everything you want to know about the brand new plastic
Giant, including background, tactics and a showcase of the beast
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

* Index Xenos: Vespid — The gaze of the Ordo Xenos is fixed firmly
on the alien followers of the Tau, the Vespid.

* The Fall of Medusa V - News of our upcoming Warhammer 40,000
-summer campaign. :

* Tau Tech - Getting to grips with Tau technology as we show you
how to model Tau tanks.

THE LORD OF THE RINGS

* Heroes of Rohan — ‘Eavy Metal showcase featuring the noble sons
and daughters of Rohan.

* Warhosts of Middle-earth — How to go about theming opposing
armies in The Lord of The Rings.

* Fall of the Necromancer Preview — A sneak peek at the latest
supplement...

All infarmation correct at time of going to press.

DON'T MISS OUR NEKT ISSUE: ON SALE 31ST MARCH
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