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> Llants are 1Ng...

...and they’ll fight for just about anyone who can afford to pay them. The new Giant is
one of the best Citadel miniatures ever. The kit has been designed so you can make one
of four Giants: Orcs & Goblins, Dogs of War, Ogre Kingdoms and Chaos, but you can
mix bits up as you please, and as the plastic frames are crammed full of extras, no two
need look the same,

Besides appearing in four Army books, Giants are also available as Dogs of War for a
wide range of Warhammer Armies. | expect to see plenty of these lumbering behemoths
on the battlefield over the next few months. 205 points is not too high a price to pay for
such a ferocious monster that causes Terror, has loads of Wounds and a bag full of special attacks that can
turn an elite regiment into a pancake in short order. | think I'll add one to my Empire Nuln army with a
Great Cannon club conversion!

Owen Rees

For the Greater Good

Last month | talked about the new Tau Empire Citadel miniatures being released on April Tst. | forgot to
mention the Battleforce and Tau Piranha Skimmer Team. With these great value kits, you can maximise the
Greater Good of your Tau army — the Battleforce saves you a massive £20 on buying the models
separately, and the Piranha Team £5!

Desert War

We've also got a special Tallarn and Imperial Armour 1V feature, including Taros Campaign designer’s
notes, new scenario, Tallarn Combat Patrol showcase and desert fighting rules. The Taros Campaign pits
Tau against Space Marines and Tallarn Imperial Guard. The background to this Easter's in-store activities
centres on this mighty tome that’s available to buy in our Hobby Centres, now.

This Summer a World Will Die
With the release of the new Warhammer 40,000 buildings, the Cities of Death book and a whole host of
new models accompanying The Fall of Medusa V campaign (see this month’s news pages), this year
Warhammer 40,000 players are in for a real treat. Those of you who don't currently play may want to
think seriously about starting... | know my Tahnelian Drop Troops are reinforcing for the coming war
making landfall at Sybilla Tertius Hive.
%
ot
EDITOR

Till next time fellow hobbyists,
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HIGIANT

20 RTTACK OF THE GIANTS 30 BATTLE REPORT: mns OF THE GIANTS
: 8 No less than FOUR giants lend their muscle to Empire:
to wander across the Warhammer world.. : 2 and Orcs & Goblins armies in this fight to the death.

16 NEWS
The White Dwarf tells you the future!

44 STANDARD BEARER

Jervis reveals exciting new developments for Citadel miniatures.

36 THE FALL OF MEDUSA ¥

Are you ready for this year’s global campaign?

14 RLITTLE READING
Conversions inspired by Black Library novels.

A e S T s 78 'EAVY METAL: THE KEROES OF ROHAN
46 MODELLING WORKSHOP: WAR MACHINES OF THE TAU EMPIRE Beautiful models painted beautifully.

Tips on getting the most from Tau vehicle kits. 82 WAR HOSTS OF MIDDLE-EARTH: GONDOR AND MORDOR

Four ways to theme The Lord of The Rings armies.

87 DOK BUTCHA

The Dok takes a look at a seriously nasty Ogre Maneater.

88 MODELLING WORKSHOP: BATTLEFIELDS

m nESEnT wnn Build a table for wargaming at home!
3 = — A

50 INDEX NENDS: VESPID

The winged bane of Space Marines dissected.

94 TOOLBOX
Clip, cut or saw? A tricky question answered.

96 THY SOUL TO KEEP — PART THREE

The climax to our ongoing Mordheim campaign, who will win?

103 ASTRONOMICAN

Crimson Fists, Desert Orks, GW Hull showcase, GCN Club
Chelmsford Bunker — the Astronomican packs a hobby punch this
month.

120 DIRECT

"""" - e e ol New Tau components and Fall of the Necromancer advanced order.
showcase from Hobby Specialist Pete Jarman, rules for playing in

deserts and brand new scenario from the Taros Intervention. 126 FUEL FOR THE FURNACE
Your letters, our miniatures.

WHITE DWARF 316 - April 2006
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¢ 12 Firewarriors
¢ Devilfish

* On Buying squivalent minialure comlents: seperataly:




(released 25/03/06 in Northern Europe) / s [

v

_NugBATTLESUIT )

~ _~{TAU BATTLE
S /—L FORCE




64 page Codex, complete with

background, army list, colour
pages and more!

‘CODEX: TAU EMPIRE _ £12

_ NEW BELEASES
Sweden Krl50 Denmuark Kr125

‘Morway K150 Eura £17.50

L] Product code: 60030113002
" Whrittery by Andy Hoare

ON SALE APRIL 1st

TAL MILITARY OREENISATION ireleased 25/03/D6 in Northern Earope)
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This hiister pack contains

one Tau Ethereal

TAU ETHEREAL £6
Swaden Kr85 " Denmark K75
Morway KrB5 Euro €10

Prodycf ode \99060 113026

ON SALE APRIL 1st

(released 25/0:3/06 in Northemn Earope)

Figtures for (lustrative purposes only. Product contents may vary, Produets sald unpainted and unassembled. Certain Citade! products may be dangerous f used incorrectly, Prices corract at fime of going fo press, please contact us for current
ity and prices. Prices quoted re for products sold by Games Workshop iirougl ifs own stores, catalogue or website, Independent ratailers are responsible for determining their own pré
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TAU BATTLESUIT COMMANDER

TAU COMMARDER IN
KRIZIS-HAMPFANZUG
COMANDANTE N
ARMATURA CRESIS TAL

This box set makes one Tau
Shas'o or Shas'el in battiesuit

with special issue wargear

TAU BATTLESUIT COMMANDER £15
Denmork  Kel50.
Euro €20

16
on and Jes Gocdwin

(released 25/03/06 in Northern Europe)
TAU SNIPER DRONE TEAM

Tl SHIPER 2
BRONE TEAM JAGODROHKENTEAM
EQUIPE DE SOUADRA Df DRON
DRENES SNIPERS EECCHING TAU
ADRGN DRONES s
OTIRADOR AT EQ= s F—ia

This box set contains one Tau
- Sniper Drone Controlier and
three Sniper Drones

TAU SNIPER DRONE TEAM £15.
Sweden Kr180  Deamark Kri50
Manwoy Kr1BO.  Euro. £120
Product code : 99110113015

Sculpted by: Seb Perber

ON SALE APRIL 1st

[released 25/03/06 in Herihern Europal

Pictures for Wustrative purposes only, Product contents may vary. Produers sold unpainied and unassembiad, Cerlain Citadel products may be dangerous f used incorrsetly. Prices corect al fime of goimy to prass, please contact us for current
availability and prices. Prices quoted are for products soid by Games Workshop through its own stores, ar websita, rataliers are il for o ining their awn prices,




NEW RELEASES
TAU PIRANHA SKIMMER TEAM

This bhox set contains
three Tau Piranhas

ON SALE APRIL 1st

(released 25/03/06 in Northern Eurepel

SAVE £5!

* On by valant minfature contents seperately.

and unassembied, G
& Workshop through i
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This box set contains
one Tau Piranha

Includes two Gun Drones! |

Fusion blaster variant / \ Burst cannon variant

Fichires for ilustrative purposes only. Product contents may vary. Products soid unpainted and unassembled, Gerlain Cifadel products may be dangerous if used incorrechly. Prices correct at time of going fo press, plsase contact us for curment
availability and prices, Prices guoled are for products soid by Games Workshop Shrough fis own stores, catal or websits, relailars arg i for inirig their own prices.
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TAU EMPIRE

This hox set contains
one Vespid Strain Leader and
five Vespid Stingwings

Sculpted by Juan Disz.

TAU VESPID STINGWINGS BLISTER

This blister pack contains two
Vespid Stingwings
with Neutron Blasters

TAU VESPID STINGWINGS
Sweden  Kr 85 Benmark

ON SALE APRIL 8th
treleased 15/04/06 in Northern Eurepel

Picturas for iilustrative purposes anly. Product contents may vary. Products sold unpaintsd and undssembled. Certain Citadel products may te dangerous if used incarrectly. Prices correct al fime of going fo press, please contac us Tor current
availability and prices. Prices quated are for products soldt by Gamss Workstiop through ils own siores, catalogue or websile, i Teiailers arg big for detsrmining their own prices.
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TAU AUN VA, MASTER OF THE UNDYING SPIRIT

TAU AUN'VA, MASTER  TAU AUN'VA, m:lsrzn DER
OF THE URDYING SPIRIY

i, MAITRE D€
MMORTEL

. MAESTRO
ERND

This hox set contains
one Tau Aun Va with two Tau
Ceremonial Bodyguards

TAU AUN VA

ON SALE APRIL 22nd
freleased 15/04/06 in Northern Europe]

AVAILABLE IN HOBBY CENTRES FOR A LIMITED PERIOD
TAU PATHFINDERS WITH RAIL RIFLES

This blister pack contains two

Tau Pathfinders with rail rifles

TAU PATHFINDERS. £6
Sweden  Kr@5 Denmork  Ki75.
Morway. Kr85. Eure €10
Product 79060113020

| Mot Holland

ON SALE APRIL 1st
released 25/03/06 in Northern Euronel

Pictures for Mustrathe purposes ol Product contents may vary. Products sold unpaintsd and unassembled, Certain Cilade! products may be dangerous if wsed incorectly. Prices curm:. af tirme of oom,,l fo press, please contact us for currant
avallabilty and prices. Prices quoted are for products sold by Games Workshop (hrough its own stores,

of wabsite. retailers arg far

their awit pinices,
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>>>MORE ON PAGE 20

This box set contains one
plastie, multi-part

£25
Denmark Kr3@ﬂ
! Eum £ 40

-Scu‘ip}ed‘ by Brion Neisou and Seb Perbet

ON SALE APRIL 15th
ireleased 15/04/06 in Northern Earopel

Pigtures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembiad, Certain Gitade! products may be dmyemus if used incomrectly. Prices conecf a! time of going te press, plgase contac! vs for current
availability and prices. Prices quetan are for products sold by Gamas Workshop through its own stores, cab U or wel: i relailers are i thelr own prices.

i[l—
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This pack contains one

Fa“en Iiialll Template

FALLEN GIANT TEMPLATE £a
Sweden:  Kr 60 Denmark  Kr 50
MNorway , Eurs £ 650
B

AVAILABLE IN HOBBY CENTRES FOR A LIMITED PERIOD

Pichures for ilustrative purposes only. Product contents may vary. Products sofd unpainfed and unassembied. Certam Citadel producls may be dangergus if used incormsetly, Pricss sorrde! at lime of going to press, please contact us for current
availability and prices. Prices quated are for products sold by Games Workshop through ifs own siores, catalogue or websits. i ratailers are ible for ining their own prices.
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This hox SB_I contains 12 Mnnn"EIM Mnnn“EIM BESTIGnns
ikl FRENZIED MOB

'FI!ENZIEB MOEB

Mordheim Bestigor bodies are only available as
components and you will need 9947110101109

arm and shield sprue (£2] to make a complete
model, which is available seperately.

BES‘HEOI!S £3 {ior a single body)

Product code: 9947110102102 (e} 9947110102101 (right)
Sculpted: by: Mark Bedford.

132 page miniatures guide including High Elves,

Dark Elves and Wood Elves!

ELVEN COLLECTORS’ GUIDE £6

Sweden Kras Denmark Kri5
| ; K85, Euro €10

BOTH THE FRENZIED MOB AND THE BEASTMAN Proclet cods + 40040295028

BESTIGORS ARE ONLY AVAILABLE FROM DIRECT

4

Plctures for flustrative purposes only. Product comtents may vary. Products soid unpainted and unassembied. Cerain Citadel products may be dangerous if used incorrectly. Prices correct &t fima of g
availabifity and prices. Prices quoted ara for products sold by Games Workshop through its own storgs, cafalogue or website. ndependent retallers are responsibie for determi



Tau Commander Shadowsun

s K

SELEANE SCHENULE

WARHAMMER 40,000

Codex: Tau Empire

Tau Battleforce

Tau Crisis Battlesuit Commander
Tau Ethereal Caste

Tau Sniper Drone Team

Tau Pathfinders with Rail Rifles
Tau Piranha Skimmers Team

Tau Vespid Stingwings (box set)
Tau Vespid Stingwings (blister)
Tau Piranha .

Tau Aun Va: Master of the Undying Spirit

Tau Sky Ray

Tau Commander Shadowsun
Vostroyan Platoon

Tyranid Lictor — Deathleaper
Tyranid Biovore

Imperial City

01/04/06
01/04/06
01/04/06
01/04/06
01/04/06
01/04/06
01/04/06
01/04/06
08/04/06
22/04/06
22/04/06

29/04/06
29/04/06
29/04/06
29/04/06
29/04/06
13/05/06

£12.00
£50.00
£15.00
£6.00

£15.00
£6.00

£40.00
£15.00
£6.00

£15.00
£20.00

£25.00
£15.00
£50.00
£15.00
£12.00
£100.00

WARHAMMER

Elven Collectors’ Guide
Giant
Fallen Giant Template

08/04/06
15/04/06
15/04/06

£6.00
£25.00
£4.00

THE LORD OF THE RINGS NEXT MONTH

Fall of the Necromancer

The White Council

Castellans of Dol Guldur

Giant Spiders

Wood Elves (box set)

Wood Elf Command

Giant Bats

The Lord of the Rings Collectors’ Guide

Roughcoat

06/05/06
06/05/06
06/05/06
06/05/06
06/05/06
06/05/06
20/05/06
20/05/06

13/05/06

£8.00
£20.00
£7.00
£6.00
£15.00
£6.00
£5.00
£6.00

£8.00

For Northern European prices and release dates head into your nearest

Games Workshop or Independent Stockist.
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BLACK LIBRARY

THE HORUS HERESY: HORUS RISING

It is the 31st millennium. Under
the leodership of the benevolent
Emperor and his superhuman
sons, the primarchs, the Imperium
of Man has fought a loeng and
bloody crusade to rule the galaxy,
On the eve of victory, the Emperor
leaves the front lines, entrusting
the great crusade fo his favoured
son, Horus. The promotion of the
idealistic Horus to Waormaster has
sown the seeds of doubt in the
minds of the other primarchs,
paving the way for dissent and
even mutiny...

HORUS HERESY: HORUS RISING
By Don- Abnatt £6.99

Sweden  Kr120

) | :fjann_tork : Krl U'D
Norway  Kr120

-Euro €13

ISBM: T-B4416-294-X
ON SALE APRIL 1st
freleased 25/03/06 in Morthern Eurenel

THE COLD HAND OF BETRAYAL

In the grim Old World, the
bloodthirsty followers of the Chaes
Gods ravage the land. I is o dark
age of doemons and of sorcery. It is
a time too, of mighty heroes, of bold
deeds and great courage.

Packed with dark fantasy tales from
the gothic Warhammer world, The
Cold Hand of Betrayal is o great
collection of Warhammer fantasy
short stories penned by some of the
Black Library’s favourite authors. A
terrific collection that will appeal to
all lovers of dark fantasy.

THE COLD HAND OF BETRAYAL
Edited by Marc Gascoigne &
‘Christian Durin £6.99

- Sweden Kr:1:-2_0 :_Benmark KrlOU
Norwoy  Kel20 Euro £13
ISBN: 1-84416.288-5

ON SALE APRIL 1st
treleased 25/03/06 in Northern Eurapel

CHENERERRES e

LET THE GALAKY BURN

By popular demand, we've
gu?ﬁered up the best SF short
stories ever written for the Black
Library into one massive volume,
and added some brand new
tales! Warhammer 40,000 fans
will be keen to get their hands an
classic stories that have been
unavaoilable for some fime, ond
all readers will enjoy the exciting
and varied range on offer in this
high-value volume.

LET THE
GALAXY BURN

LET THE GALAXY BURN

Edited by Maore Gascoigne & ;
Christian Dunn £8.99
Sweden  Kr120 Denmark  Kr100

i h:lc::mo_'r_ Kri'ZO - Eurg €13
ISBN: 1-84416-342:3

ON SALE APRIL 1st

in Northern Eurene)

ireleased 25/0

BLOOD BOWL: DEATHMATCH

' B]_,nn ,Buw - In a fantasy kingdom where
ot . violence is a way of life, the
number one sport is Blood
Bowl — gridiron football where
anything goes. In this, the final
riotous Enok of the Blood Bowl
trilogy, the Bad Day Hackers,
veterons of the game of Blood
Bowl, are whisked away to a
strange, daemonic realm.
There, they literally must play
the game of their lives fo
prevent the destruction of
their kingdom.

BLOOD BOWL: DEATH MATCH
By Maft Forback £6.99

Sweden K120 Denmark Kr120
Narway  Kr120 Euro £13

ISBN; 7-84416-202-8

ON SALE APRIL 1st

Irelaazed 25/03/06 in Northern Eurepe)

WWW.BLACKLIBRARY.COM

Plctures for liustrative purposes anly. Product contents may vary. Products sold unpainled and unassembled. Certain Clitadel products may be dangerous If used incorrectly. Pricss correct at time of going to press, please sonfact us for currant
availability and prices. Prices quoled arg for produsts sold by Games Workshop through its own stares, catalogue or website, indapendent retaiers are responsibile for determining iheir awa orices.
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FORGE WORLD
TYRANID MALANTHROPE

This product comprises
one Tyranid Malanthrope

BLACK TEMPLARS
BRASS ETCHING

3,
]

]

e

L

5
<R SO MO

Aopoodofor | §
Aofooforok | §

This product comprises
one Black Templars

Brass Etch sprue

'BLACK TEMPLARS BRASS ETCH

BRASS ETCHIN

This product comprises one
Red Scorpions Brass Etch sprue

WIWW.FORGEWORLD.GO.UK

TYRANID RIPPER SWARMS

This product comprises

three Tyranid Ripper Swarms

TYRANID RIPPER SWARMS

ON SALE FEBRUARY 27th

RED SCORPIONS BRASS ETCH.
Product code: BR-40K-A-004

Fictures for iMustrative purposes only. Produe! contents may vary. Products sold unpainted and unassembled- Cerfaln Citadel products may be dangerows if used incorrectly. Prices correst at time of going to prass, pleass contact us for current

availzbility and prices. Prices quoted are for products sold by Games Workshop through its own stores, i ar website.

refalisrs are hie for

thair o prices.
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This month we begin the build-up
to our brilliant new worldwide
campaign, The Fall of Medusa V.
Now’s the time to get busy building
your armies so you too can join in
with the struggle!

Medusa V is an industrial world whose
proximity to the volatile warp phenomenon Van
Grothe’s Rapidity makes it of prime strategic
importance. But the Rapidity is showing signs of
erupting, a catastrophe that will consume the
Medusa system in a coruscating storm of raw
warp energy. Medusa V is about to die, but
upon its surface armies gather, for each has
something to gain from the coming storm...

You may have heard some of this before, but
what you don't know is that we are releasing a
whole slew of fantastic Citadel miniatures to
coincide with the event. You can see some of
these, and how to register, on page 56. You can
also see the Vostroyans. Doubtless you have
also seen our brilliant new Warhammer 40,000
buildings, and heard about Cities of Death, the
rules supplement that allows you to engage in
urban combat in the 41st Millennium, but that’s
not all...

TAU STEALTH SUITS

This plastic kit gives you enough pieces to build a
Stealth Team of three and a Gun Drone. It include
all weapons and equipment options in the box.

LUCIUS THE ETERNAL

Chaos get lots of attention this Summer, with
, the Slaaneshi champion who cannot be
killed, being chief amongst the Imperium’s worries.

(o mssizroncanes [T
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THE FALL o
MEDUSA

Read all about the history
of the benighted world of
Medusa V and the forces
that are assembling to fight
there in our free 32-page
booklet! Discover the
shameful secret behind the
Vostroyan Firstborn’s noble
history, learn why
Ygethmor the Deceiver
covets Medusa V, and
plenty more besides.

SPACE MARINE SCOUTS

The second plastic Scouts box set provides a unit of Scouts
armed with sniper rifles. It also contains a missile launcher,
meaning all Scout options are now available in plastic.

( ALSO AVAILABLE FOR SPACE MARINES [[TTITUTTT

ELDAR SUPPORT WEAPON PLATFORMS

Add extra firepower to your Guardian squads with
these heavy guns. Fach box contains one platform,
complete with ALL weapons available in the army list.

U TTETT TN NEW RANGERS |




RETURN TO FIRE WARRIOR

Remember Fire Warrior, released way back
in 20032 Well now it's available on budget
PC CD-ROM, so if you've never played the
game before, here's your opportunity to
sample it for a really good price.

Also re-released is Warhammer 40,000:
Dawn of War, again at the RRP of just
£9.99.

Fire Warrior and Dawn of War are
available to buy now from all good
software retailers and www.focusmm.co.uk
for just £9.99.

WARHAMMER WORLD
PRIVATE EVENT ANNOUNCEMENT

s, thought we ought to

now that b n 28th-
Warhammer
ming arena will be

ent. Gaming
should be back to normal on the
1st apologise for any
inconvenience thi y cause
and hope that this advance
e will give you the chance
to make alternative arrangements.

Brian Aderson

H#ITY IN F AM !

This lmag! O&he forthcoming lmperial_Clty set, including a_staggerlhg ten Imperial bu

with multlple variations, was so amazmg we sumply thad to show it uff

BRISTOL CARNAGE

This tournament, outside of the UK Grand Tournament at
Warhammer World, is the onl
tournament being held by Games W
Conflicts switching to doubles format.

kh(J[.J EhIH year, with

It's a great way to get a taste of the fun of tournament play.
There will also be the chance to buy pre-r oroducts not
vet in Hobby Centres, and a painting competition.

* Singles tournament, 100 Warhammer 40,000 tickets, 60
Warhammer tickets, 24 The Lord of The Rings tickets. All
tickets £25 each.

You need 1,500pts for Warhammer, 1,000pts for
Warhammer 40,000 and a single force (Good or Evil) of
500pts for The Lord of The Rings.

Tickets available as of Saturday April 1st 2006, from GW
Bristol.

Doors open 9am on Sunday, June 11th 2006.

Held at the British Commonwealth Museum, Bristol.

CALL FOR DETAILS: 0117 925 1533
INDEPENDENT STOCKIST ERRATA

Jl TOYS

4C Ken Road
Clevedon
Somerset
BS21 6EL
01275 341819

Last month we had some
gremlins in our system and
printed the wrong details for
one of our new Independent
Stockists. Here's the correct
details with our apologies:
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HORUS IS RISING...

Alongside the Black A R el
Library’s major new Horus i
Heresy series comes a
range of tie-in
#1 merchandise. With such
&l iconic imagery, it seems.
= only fair to share this
glorious poster depicting
&) in action!

WWW.BLACKLIBRARY.COM/MERCHANDISE

+RECRUITMENT++RECRUITMENT++RECRUITMENT+

MAY 2006: OPEN DAYS IN AMSTERDRARM

Do you...

Have a passion for the gaming and Hobby culture? Have
the desire to give the very best in customer service?
Want to enjoy your job and continuously improve
and learn?

Then come and find out about career
opportunities in Games Workshop
Northern Europe!

People we would like to meet:

s Are fluent in Dutch and English

¢ Have excellent communication skills
e Are team players

® Are pro-active and motivated

If this sounds like you, then send your
CV and a covering letter, in English, to:

Mariette van Beek, HR Advisor, Games
Workshop, Willow Road, Lenton,
Nottingham, NG7 2WS, UK; or e-mail
mariettev@games-workshop.co.uk

We will contact you to book an
appointment.

Your letter should specify the kind of
position you are looking for and the reasons
why you would be the ideal person to do this
job. Please also consider if you would be

prepared to move to the UK or if you prefer to
stay in the Netherlands or Belgium. The letter should be in English.

There’s more information on the website: ne.games-workshop.com, or
speak to staff in our Retail stores.

CLOSING DATE: WEDNESDAY 26 APRIL 2006

ULTIMATE KNOWLEDGE

Fans are always keen to test their knowledge of the
Warhammer 40,000 universe and to master the large
amount of background information requires a very
special person. Now you can test
yourself with the Warhammer 40,000
Quiz Book from the Black Library.

o How many Great Companies
are there in the Space Wolves?

e Who is the Eldar god of war?

e What is tactical dreadnought
armour also known as?

T MMER

QUIZ BOOK

Don't worry they get harder {and if
they're too hard, then the answers
are in the back!).

ULTIMATE ULTRAMARINES

Also coming up from the Black
Library is the great value
Ultramarines Omnibus.

This awesome book includes the
novels Nightbringer, Warriors of
Ultramar and Dead Sky, Black
Sun as well as short stories - all
from our very own Graham

McNeill!

; fem— " _onill
2eHISTORICAIL =i
ALAMO PREVIEW
Last month we told you
about Warhammer
Historicals upcoming The
Alamo supplement. This
month we've sneaked out
the cover art to show you!
This is a supplement to
Legends of the Old
West and you can find
loads more info on the entire range over at the
Warhammer Historical website.

www.warhammer-historical.com

STIRRINGS FROM THE SEWERS

S  The foul Skaven ratmen

#l make their appearance in
the latest Warhammer
Fantasy Roleplay
supplement, Children of
the Horned Rat. Crammed
with everything Skaven,
this is the perfect
sourcebook for players and
GMs alike to explore the
underworld. Just don't go
into the sewers alone...

www.blackindustries.com

s R R R R R






UANTS

At ﬂle LX)
ersat, .
Mo plas g
22.,
- 7 Q
Ul
fa[{e ror ;.:f ,;,e WIt Fe
G i ﬁ@; ,mOnstr Os -
aQ . .
Aincpoe i 4y,
N you, Wer of (R 3
8ameg " o by ]‘q
Wham, £
Meyr;
®

Giants are huge, stupid monsters who blunder about searching for flesh
and beer. But it was not always so, for theirs is a tragic story...

illennia ago, the Giants This world was shattered  victims before pulling down
“1 ¥ hlived in castles hewn when the Ogre homelands their fastnesses and hurling
from the vast peaks of the were destroyed by the them into the valleys below.
‘-Mountams of Mourn, their coming of the Great Maw, The few surviving Sky-
! realm a peaceful archipelago  forcing the Ogres into the titans fled. Forced into small
of plateaus surrounded by a ~ mountains. A war in the tribes, they became inbred,
sea.of white cloud. heavens ensued. Though the their intellect dwindling.
1 Civilisations rose and fell Sky-titans were mighty, the Now the last remaining
below, but these Sky-titans Ogres’ numbers prevailed, giants are nomads,
‘remained hidden from the and they held feast after terrorising the Old World

eyes of the smaller races. feast in the castles of their as mercenaries or brutes.



Components shown at 50%

Crogg the Blind

Slavegiants wield chains in
battle. The rules for them
are thus slightly different to
those of other Giants.

Once the ruler of Mount
Thug, Crogg was brought
low by a Deathmaw Ogre
raiding party, but not until he
had ripped apart a dozen of
his assailants. The Tyrant
who captured him had
Crogg's single eyve put out
with a red hot spear to
ensure his obedience. But
Crogg is a cunning beast. His
remaining senses become
sharper each vear, and he is
no longer as helpless as his
captors believe. He will soon
have his bloody revenge
upon the Deathmaw tribe.

”p

Captured by Ogres and violently
- subdued, Slavegiants are chained,
broken and forced to fight.

f all kinds of Giants, the Slavegiant is
the most pitiful specimen. In the
lands that once belonged to the Sky-titans,
their bewildered descendants are fair game

to the Ogres who now rule the area. The
few Giants that remain in the Mountains of
Mourn are solitary, hunted individuals,
camping in the tumble-down halls of their
ancestors, unaware of how far they have
fallen. They hide from the Ogres who will,
at best, beat them into submission and
chain them to cave a floor. At worst, they
will be eaten alive.

It is a mark of power for an Ogre
Chieftain to have a captive giant in his
tribe, for they are terrible weapons of war.

All Slavegiants are
collared by the
Ogre Tribes that
captured them.

A millstone hangs round
the neck of this Giant, as
a symbol of its servitude.

Yet Slavegiants are not quite as dangerous
as their free kin, having had their spirit
beaten out of them. They are characterised
by the signs of servitude — Ogres keep
them in chains at all times, and many are

€€ At best, they will be
beaten and chained, at worst,
they will be eaten alive. 99

collared and have heavy objects hung
round their limbs to slow them down.

In the game they are not Stubborn,
though the chains they wield in battle do
give them a particularly nasty attack when
fighting large opponents.



There are few things more
belligerent than a Giant, but
Greenskins certainly qualify.

This Giant was designed by
Brian Nelson to look as if it
had killed a dragon. The
scales, skull, and jawbone
have all been taken from
one animal. “If you wanted
to take it further,” says
Brian, “it would be very
easy to model more scales
onto the rest of the cloth.”

he Giants who live alongside Orc and

Goblin tribes are perhaps the happiest
of their kind, for in the Greenskins they
find kindred spirits who delight in
breaking things almost as much as the
Giants do. Although it costs a fortune in
Goblins and captives to keep a Giant's
massive appetite sated — even more than
it would to keep a Troll quiet — for most
Greenskin warlords the presence of a
Giant is a welcome one. Not only do they
scare the wits out of the enemy, but many
Greenies revere Giants as living
embodiments of Mork and Gork, the
perpetually quarrelling Orc gods. They are
very much part of the tribe, at one with

the Orcy spirit of carefree violence. In fact,
so buoyed up are they by the Greenskins
appreciation of them, that eventually many
of these giants come to see themselves as
nothing but enormous Orcs, and will daub

“ They are part of the tribe,
at one with the Orcy spirit of
carefree violence. ,,

themselves with tribal symbols, strap the
jaws of enormous beasts to their own to
emulate the classic Orc profile, and go
into battle bellowing warcries in the few
words of rough Orcish their feeble brains
can remember.

The Orc and
Goblin Giant's

complicated to
assemble.

Little Gork

When raiding a Dwarf
brewery with his mates, the
Giant formerly known as Big
Lugg caught a stone from a
Grudge Thrower right in the
face. The projectile failed to
smash his skull, but it did
rob him of his wits. Big Lugg
awoke convinced that he
was in fact Gork. Before
long he had smeared his
hands and feet with green
paint, and he now takes any
opportunity to jump up and
down on any non-greenskin
he finds, shouting ‘Waaagh!’
at the top of his voice.

head is the most

This sguashed Goblin
is one of this great kit's
finest touches. ~

Components shown at 50%

5



Components shown at 50%

There are many Giants in the Chaos
Wastes, not all of which may be
regarded as entirely natural...

A lot of Giants protect
themselves with scraps
of armour and shields,
in this case, a cast-off

Chaos Warrior's.

Cloven hooves set this
Giant apart from his
less warped brethren.

The Gourmet of Tilea

There is a tale in Tilea of a
gourmet who was a glutton
of the first order. He
imported food from all over
the world, and became
addicted to a delicacy from
the north — a delicate white
meat. Under investigation,
he made a pact with the
gods. Soon he hungered for
raw human flesh, and had
grown to three times his
size. By the time the Knights
of the Blazing Sun came for
him he was a Giant, his
mouth large enough to
swallow a man whole.

g

haos Giants are the most variable of

their kind, and can be found in a
bizarre array of shapes, forms and hues
that range from slightly sickening to
outrageously offensive to the eyes. There
are many large and lumbering beasts in
the far north, and although the Giants of
the Troll Country and Norsca are true —
albeit warped — Giants, what those
creatures are who live further toward the

pole, in the Chaos Wastes, is debateable.

Some are men or other smaller races
swollen by untamed magic to massive
size, others are less identifiable, huge
quivering masses of random body parts
that could once have been a Giant, but

This horned head is
particularly fearsome!

Herdstones are great
centrepieces for Beastmen
gatherings. Alternatively
they make handy tools for
Giants to kill things with.

could well have been something else.
Because of this, Brian Nelson had a big

challenge when making the Chaos Giant.
“He needed a slightly different body

shape to reflect the warping power of

“ Others are less
identifiable, quivering masses
of random body parts. 99

Chaos,” he says. “The plastic frame made
it unfeasible to add to the actual torso, so
the impression had to be conveyed with
the horned head, hooves and the
herdstone. Chaos is more difficult by its
nature — it's more warped.”



Sometimes the best way to stop a
Giant eating all your livestock is to
pay it to join your army.

Dogs of War Giants are often
paid in animals, for what use
does such a monstrous brute
have for gold?

Many Dogs of War Giants are first
recruited when they wander into
civilised lands from the mountains they
inhabit. It is, after all, better to have a
useful soldier than to have a 30-foot tall
menace wandering around the countryside
eating shepherds and being a nuisance.
Not all Giants are evil creatures, and some
of them still possess the peaceable natures
of their Sky-titan forebears. They are just
very thick, and often very hungry, two
things which, when put together in the
body of a Giant, do not make for the
maintenance of the peace.

There are instances of towns or cities
adopting Giants as defenders or mascots,

Giants crave beer above all
other things. Consequently,
the best way to get one to
jump up and down on your
foe is to buy him a drink!

There are

and the travelling menageries that wander
the Empire will also sometimes have a
Giant on their books.

The Giants that make their living from
war tend to be brighter than others, and

“ The Giants that make
their living from war tend to
be brighter than others. ,’

will have scraps of equipment from all
over the world. Most exotic of these
mercenaries are the Giants of Albion, the
boggy isle which boasts the world’s largest
population of Giants, who can sometimes
be found in the armies of the Old World.

The Middenheim —
Giant

lots of great
touches in
the kit. This
| one would

| look great
on a base of
| its own!

Amongst the defenders of
Middenheim during the
Storm of Chaos was a Giant
nicknamed Thunderball, the
loader for the colossal
cannon known as Ulric’s
Thunder. Sadly, Skaven
infiltrators saw Thunderball
as an easy target. They used
warpstone to mutate his
body into a writhing mass of
tentacles as he slept. He
rampaged through the
streets, eventually being
felled by Count Valmir von
Raukov's Dragon Bow.

Components shown at 50%
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Dragon Jaw

HEADS
1 Slavegiant head

ongue

DRAGON JAW
I_G-? Dragon jaw left & right

TORSO
| 89 Front & back torso

LEGS

10-11  Left leg front & back

WEAPONS
14 Masonry flail

21 Herdstone
ARMS
22 Left arm extended

26 Shield vambrace

FEET
27-28 Cloven h

31—3! hree toed feet

HANDS
33 Four fingered left hand

lenched left hand

LOWER TORSO

37  Groin

,AC_CESSDNES
40 cow eft & right :

48 Millstone

52 Crow

56 Goat water flask 3 -

64 Sculpted base




Accessories

The core of the Giant model is its torso
and legs. Everything else that you attach
is specific to the type of Giant or your
own taste, but the basic model is always
built the same way. It was designed to
go together like this: first attach the
groin to the front of the Giant's body
below the belly, then glue on the back.
Finally glue on his rump. Whilst the
body is drying, glue the legs together.
Once these parts are dry, assemble them
as shown below.

Hobby knife

Plastic Clippers

Plastic glue




RARE UNIT: DOGS OF WAR GIANT 205 points
M WS-.BS 8§ T W 1= A ad

Giant 6 3 3 6 5 6 3 Spcl 10

Unit size: 1

Equipment: Big club, rock, tree or similar

special Rules: Large Target, Terror, lgnore Little 'un Panic,
*Stubborn, Fall Over, Move, Giant Attacks.

Special Rules
Large Target; Terror; Stubborn: These are exactly the same as the
rules of the same names from the Warhammer rulebook.

Ignore Little ‘un Panic: Units of cavalry-sized or smaller models do
not cause panic in Giants.

Move: Giants move over normal sized obstacles such as walls and
fences without breaking stride. Treat them as open ground when
working out how far the Giant moves. However, when crossing such
obstacles the player must test to see if the Giant falls over (see below).

Fall Over: Giants are ungainly and frequently befuddled, as a
consequence of which they often trip, stumble or fall down. When a
Giant falls over, it can easily squash anything it falls on. A Giant
must test to see whether it falls over in any of these situations:

1) When it is beaten in close combat. Test once results are
established but before taking Break or Panic tests.

2) At the start of the Movement phase if it is fleeing.

3) When it crosses an obstacle, Test when the obstacle is reached.

4) If the Giant decides to Jump Up and Down on an enemy. Test
immediately beforehand.

To see if the Giant falls over roll a D6. If the result is a 1, the Giant
falls over. If a Giant is slain then it falls over automatically. To
determine which direction the Giant falls, roll a Scatter dice — the
arrow indicates the direction in which the Giant falls. Place a Falling
Giant template with its feet at the model’s base and its head in the
direction of the fall. Any models lying completely under the template
are automatically hit. Any models partly covered are hit on a 4+.

Snotlings

The following armies may hire a Dogs of War
Giant as a Rare choice:

% Empire
Y Dark Elves
A \ampire Counts

® Tomb Kings
* Skaven
8 Dogs of War

A model hit by a falling Giant automatically takes
one Strength 6 hit which causes D3 wounds. If the unit is in combat
and the Giant has fallen over whilst attempting to Jump Up and
Down, wounds inflicted by a falling Giant count towards the combat
result. In addition, a Giant that falls over automatically suffers 1
wound itself. If the Giant is in combat then this wound counts
towards the combat result.

Once on the ground, a Giant may get up in his following
Movement phase, but may not move that turn. Whilst on the ground
a Giant may not attack, but he can still defend himself after a fashion
so the enemy must still roll to score hits on him. If forced to flee
whilst on the ground, the Giant is slain — the enemy swarm over him
and cut him to pieces. If the Giant gets the opportunity to pursue his
foes whilst he’s on the ground he stands up instead. A Giant may
attack on the turn it stands up.

Giant Special Attacks: Giants do not attack in the same way as other
creatures, though they select their targets as normal. To determine
what happens, roll a D6 on one of the tables at the start of each
combat phase. Which table you use depends on the size of the
Giant's victim. When fighting characters riding monsters, decide
whether to attack the rider or mount, as normal, and use the
appropriate table for the size of the target.

Giant fighting big things (Ogres, Kroxigors, Minotaurs or similar sized
or larger creatures including chariots):

D6  Result

1 Yell and Bawl
2-4  Thump With Club
5-6  'Eadbutt

Giant fighting anyone smaller than above:

D6  Result
1 Yell and Bawl
2 Jump Up and Down
3 Pick Up and...

4-6  Swing With Club

You are here

Chaos Warrior

Dwarf Human



Giants are no longer the sole remit of
a select few armies — below are rules for
including Dogs of War Giants in your games!

Yell and Bawl: Giants are deafeningly loud and tend towards poor
oral hygiene. Neither the Giant nor models in contact with him fight
if they have not already done so this round. Additionally, the Giant's
side automatically wins the combat by 2.

Pick Up and... : The Giant stoops down and selects a model (Giant
player’s choice) that is within base contact or touching a model in
base contact. The target may make a single attack to try to fend off
the Giant. If this attack hits and wounds, then the Giant's attack fails;
otherwise he grabs the model. Roll a D6 to see what he does next:

D6  Result

1 Stuff into Bag. The Giant stuffs the victim into his bag along
with sheep, cows and other plunder. The model is effectively
a casualty and can do nothing whilst in the bag, but if the
Giant should be slain any enemy trapped in his bag are freed
unharmed at the end of the battle. Victory points are not
awarded to the enemy for freed models.

2 Throw Back into Combat. The victim is hurled back into his
own unit like a living missile. This causes a wound on the
victim with no saves of any kind allowed, and D6 Strength 3
hits (saves as normal) on the unit.

3 Hurl. The victim is hurled into any enemy unit within 12" of
the Giant — randomly determine which. This causes a wound
on the victim with no saves of any kind allowed, and D6
Strength 3 hits (saves as normal) on the unit. If no enemy
units are in range, treat this as result 2 instead.

4 Squash. This doesn't really bear thinking about. Suffice to say
the model becomes a casualty and is removed from play.

5 Eat. The Giant gobbles his victim up, swallowing him whole.
The model is removed from the game.

6 Pick Another. The Giant hurriedly stuffs the victim
into his bag or under his shirt (or down his trousers if
they're really unlucky) and attempts to pick up another
victim. The second victim makes a single attack (as
above) to avoid being picked up. Trapped
models are effectively casualties, exactly as
explained in the Stuff into Bag result
described above.

Huge

Old Giant

Thump with Club: The Giant picks one model as his target and
brings down his club with a mighty stroke. The target may attempt to
avoid the blow by passing an Initiative test (use the lowest if the
enemy has several different values). If failed, the target is struck and
takes 2D6 wounds with no armour save. If a double is rolled the
Giant’s club embeds itself in the ground and the Giant cannot attack
in the following round while he frees it (this ceases to apply if the
combat ends before the next round).

"Eadbutt: The Giant headbutts his enemy, automatically inflicting 1
wound with no armour saves. If the victim is wounded but not slain
then he is dazed and loses all of his remaining Attacks — if the target
has not yet attacked in that combat round, he loses those Attacks; if
he has already attacked, he loses the following round’s Attacks.

Jump Up and Down: The Giant jumps up and down vigorously on
top of one enemy unit in base contact. First, the Giant must test to
determine if he falls over. If he falls over, work out where he falls and
calculate damage as already described. Any wounds caused by the
fall (on either side) count towards the combat result. Assuming that
the Giant remains on his feet, the unit sustains 2D6 Strength 6 hits
allocated as shooting hits. A Giant that starts to Jump Up and Down
will do so in the next combat phase, and will continue to do so until
he falls over (test every turn) or until the combat ends.

Swing with Club: The Giant swings his club across the enemy’s
ranks, inflicting D6 Strength 6 hits, allocated as shooting hits.

ER IE UMOUS SRR

New Giant!

e



Brian Nelson is the
sculptor who created
this magnificent
model. He tells us
how he rose to the
challenge of making
the biggest Citadel
giant ever.

This is the model Brian
provided to the mould makers
to show them how to cut up
the Giant for the plastic frames.

rian Nelson is the man largely
B responsible for the new

Warhammer Giant miniature. He
enters the room clutching a brightly
coloured resin cast of the creature, which
was so painted to illustrate to
manufacturing exactly how to cut up his
sculpted model, ready to be transformed
into a plastic sprue. “It’s the first model
I've painted in ten vears,” he jokes. “It's
my Chaos colour scheme”.

The need to create variant Giants for
different armies was the most important
part of the brief, and these variants all had
to be included in the box set. Brian spent
a lot of time working out the logistics of
getting all that detail on just two frames,

The 74 pieces

of the giant took Brian and
Seb Perbett (who helped out
with some components)
more than 18 months of
work to make!

has been involved in a fight with a
Dragon, the body parts of which he now
carries into battle as trophies, clothing
and weapons.

Brian also spent a lot of time
researching the extras on the frames,
referring to plenty of photographs to make
sure they looked just right. The vulture is a

‘ ‘ They're mutants. Hence they can have three toes on one
foot and four on the other, or two fingers on one hand and
three on the other. The idea is that you mix it up. ,,

and thinking up accessories for the kit that
could be used to customise the basic,
Dogs of War Giant model to suit an Orcs
and Goblins, Chaos or Ogre army.

“The generic giant is the ‘default’ - a
standard Old World Giant that you can
use as a Dogs of War model,” says Brian.
“Ultimately, you can add as many or as
few pieces as you like, to flavour it as you
will.” The accessories were designed to
bring some of that flavour to the fore. The
Ogre Slavegiant, for example “...needed
accessories that suggested servitude, such
as the millstone and chains”, while the
Orc and Goblins variant,
whose design was very

much inspired by the

Perry’s metal Giant,

The mould for the three-
times sized resin model of
the Giant (used to make the
final mould) had to be made
in a dustbin, and it took four
men to prise apart!

lapis faced vulture, for example, the only
one that looked like the cartoon vulture
everyone recognises — very important
when the piece itself is so small. Likewise
the cow has some serious thinking behind
it. Brian used pictures, turned upside
down, of a circus cow standing on a ball
as reference, and then spent ages puzzling
over which way its udders would lie!

This detail roots the Giant in reality,
which actually enabled Brian to play up
the fantasy elements more.

“Giants aren’t human,” Brian explains,
“They're mutants. They can have three
toes on one foot and four on the other, or
two fingers on one hand and three on the
other. The idea is that you mix it up.”
Brian tried to get as many possibilities for
the modeller onto the sprue as possible,
resulting in one of the biggest and most
complex plastic kits ever produced by
Games Workshop, and possibly the last to
be made in the traditional way (see this
month’s Standard Bearer to find out why).
Creating this creature in plastic meant it
could be truly gigantic, in both height and
girth, and the result is breathtaking.



Nick Kyme and Phil Kelly do battle,
with no fewer than two Giants each!
Let battle commence...

THIS LAND OF MEN

Nick Kyme: “This battle report offered me
a rare opportunity to field something other
than Dwarfs (my favourite army!), while
still battling against the hated foes of the
bearded ones, the Greenskins. Two tactical
idioms were firmly in my mind when
building my Empire army — attack is the
best form of defence, and defence is the
best form of err... defence. Okay, I'll
explain. | decided to split my army into
two flanks; one, an attacking flank
boasting Inner Circle Knights and my Dogs
of War Giants, the other containing my
Great Cannon, Mortar and Crossbowmen.
This would give me a very fast moving,
hard-hitting, Terror-causing force on one

IT’S GOOD TO BE GREEN

Phil Kelly: “Having used hordes of little
Greenskins recently, | was eager to break
out their bigger, scarier cousins and just as
eager to break some Empire heads. My
army was built around two things — speed
and power. | wanted a hard core of close
combat troops, and they don’t come much
harder than a Black Orc Warboss leading
a regiment of his ladz. | gave them the
Waaagh Banner (+1 Movement) so they
could keep up with the two Giants |
intended to take along as shock troops. A
nice big unit of Boar Boyz with the Banner
of Butchery (+1 Attack once per game),

side of the table, supported by deadly
missiles from the other, more defensive,
side, which would stay put. The inclusion
of the Mortar had me giggling like a
schoolgirl at the prospect of all those big
Goblin units as targets. Meanwhile, the
centre of the table was anchored by
Greatswords — Strength 5 and Stubborn, |
reckoned they could handle a Giant — a
Wizard and Halberdiers with a Free
Company detachment.”

“The rest of my points were spent on
the general — a Templar Grand Master with
a Sword of Fate, a magical weapon mare
than capable of felling a Giant. So, that's
the plan — let’s put it to the test!”

supported by two Goblin Wolf Chariots
and some Wolf Riders, rounded off this
fast-moving assault force. Being a big fan
of Night Goblins, | took two large units to
protect my Black Orcs’ flank and bulk out
the army’s numbers. These little ‘'uns came
replete with Netters and Goblin Fanatics —
| didnt want any Empire Knights ruining
my Giants’ fun. The enemy’s Giants were
another matter - | took two Spear Chukkas
and a pair of greenskin Shamans — one
Orc and one Night Goblin — to soften
them up for when my boyz hit home.
Bring it on, feeble humies!”

WARHANMER

GAME STATS

Points

2,000 per side

Scenario

Pitch Battle

Giants
Gungaduff

* Burplap

e Fuggli
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The Giants are employed as spoilers in this army. Using Terror to disrupt
the enemy and their speed to attack the flanks, they can force the
Greenskins to alter their plans and allow the Empire troops to hit them
where it hurts with relative impunity.




Deff (Black Ore
Warboss)

 Goblin Woli © 8OrcBoarBoyz
- Chariot / :  Boss, Musician and.
27 Standard Bearer

The Giants in this army fill the role of shock troops. Because they are
Stubborn and have Ld 10, they are more than capable of holding up a
nice big Empire unit whilst the rest of the Orc army manoeuvres into
position to administer the coup de grace.




EMPIRE
Nick: “On one flank, the Knights and
my Giant, Burplap, closed with Phil’s
Giant — | was determined to take the
brute down! On the other flank, and in
the centre, my infantry blocks held firm
and prayed to Sigmar that the war
machines and crossbows would wreak
havoc. Alas, they didn’t — a measly
three Night Goblins the sum of their
efforts. My Wizard was spectacularly
useless. Phil, on the other hand, had
much more success — his Spear Chukka
causing 3 Wounds on poor Burplap.
“Though wounded, Burplap started
Turn 2 by charging Fuggli, although he
received a nasty 'Eadbutt for his
trouble. The Knights dithered, causing
my flank attack to falter before it had
begun. In the centre, Gungaduff
charged the Black Orcs, and although
he was badly wounded by Fanatics, he
made the Black Orcs and the Warlord
flee — hurrah! Meanwhile, my war
machines blasted the Wolf Riders, but
the little blighters stayed put — bah!
The Crossbowmen also nailed a
Fanatic — just five more to go.”

Deterred by the hulking
Giant, the Knights Panther
resist the charge, causing
Nick’s flank to falter.




-

Slaughto-Meter

All eyes were on the fight between the

two Giants in Turn 2. Nick’s Giant
stormed in with a Thump with Club result,
but Phil’s managed to dodge it with a successful Initiative test and
‘Eadbutt his foe in return! This not only caused a wound but also
meant that Nick’s Giant could not attack next turn. Phil’s Giant then
finished off the helpless Burplap with a Thump with Club that caused
a staggering nine wounds! Nick's slain Giant then toppled bodily onto
his killer, causing two wounds in his death throes. The irony...

ORCS & GOBLINS

Phil: “Mercifully free from Animosity,
my greenskins belted forward towards
the Empire lines. | set up one Giant on
the left flank, making sure that the
Knights could not charge past Nick’s
own Giant to get at him, and that |
could counter-charge with my
Boarboyz and Wolf Chariot next turn.
The left flank saw my other Giant,
Little Gork, supported by the Wolf
Riders and the Wolf Chariot. | was
hoping to force his artillery’s attentions
away from my Giants, whilst
concentrating my own fire on Nick’s
lumbering twosome.

“The first part of the plan worked,
with my Spear Chukkas doing sterling
work, and even my Night Goblin
Shaman wounding a Giant with a
successful 'Eadbutt spell.

“In Turn 2, Fanatics were whirling
everywhere, and | grinned evilly as one
careened through the stalled Knights,
killing four of them. The Fanatics on
the right flank smashed through the
Free Company detachment, sending
them packing, and their Wolf Rider
cousins on the right flank wreaked a
bloody revenge for their fallen mates
by killing two of the cannon crew and
riding the last one down. The Mortar
crew panicked as a result, which was a
bonus. The only thing not going to
plan was the failure of my Black Orcs
to rally — | thought Black Orcs were
supposed to be disciplined!”




EMPIRE
Nick: “The Grand Master hurled
himself at Phil’s Giant and killed him
outright with the Sword of Fate! My
Wizard was finally galvanised into
action, turning a Fanatic to cinders
with his Doomfire Ring. However, by
the end of the Shooting phase there
were still three left. My infantry
advanced steadily — with all my
artillery dead or fleeing, | had to take
the fight to Phil. Finally, Gungaduff
caused the Night Goblins to flee as he
loped towards them, only to run them
down. This was too much for a Wolf
Chariot, which panicked and fled too,
and not even a blow struck!”

ORCS & GOBLINS

Phil: “As planned, | counter-charged
the Grand Master with a unit of angry
Boarboyz. The ensuing challenge had a
predictable result — my Boss was sliced
in two, but Nick’s Lord still lost the
combat and fled, never to return. My
Spear Chukkas sealed the deal with a
cracking shot, sending the Knights
running for their lives. See yal!

“The right side was looking less
rosy — my Night Goblins had failed
their animosity test, and my Wolf
Chariot was destroyed by a revoltingly
lucky stand and shoot reaction from
Nick's crossbowmen. Still, my other
Giant was holding the flank together.”

<>




; Slaught-o-Meter

Giants can cause one
hell of an impact even
before they get stuck in.
Both Phil and Nick felt
the effects of Terror in
the first few turns, with
Phil’s Black Orcs
running away as they
were charged by Nick’s
Giant and failing to
rally the next turn,
taking them out of the
game for a full three
turns. On the right
flank, Nick suffered a
similar fate, with his big
Halberdier unit turning
tail and fleeing from
Phil’s Giant, leaving his
flank in tatters.

F



EMPIRE

Nick: “No General, no Knights — eek!
Don't panic; | still had my infantry
intact and Gungaduff the Giant. The

and got so excited he Jumped Up and
Down, turning six Black Orcs to jam.
Sadly, the Warlord killed off the badly
wounded Gungaduff, who then
proceeded to fall on top of the Black
Orcs, killing four more — Hoorah!

up the Greatswords ready to support
them. I'd been very cautious with this
unit so far, but | felt that holding them
in reserve would pay dividends later.
Rudius killed another Fanatic with a
Fireball — one to go. Of all my troops,
the Halberdiers were probably the
most nervous — they were about to be
charged by Phil’s Giant..."

ORCS & GOBLINS
Phil: “I finally got to charge the

him with the remainder of the Wolf
Riders. My Boar Boyz abhout-faced to
threaten the big Spearmen unit
approaching Deff and his recently
rallied Black Orcs.

“My Orc Shaman was ready to
unleash havoc with a Brain Bursta
when, somewhat ironically, his brain
burst. Even the Shaman’s Dangly
Wotnots couldn’t avert the miscast, as
I'd rolled three 1s! To add insult to
injury, he took a Black Orc to the
Great Green with him. My Goblin

the Greatsword champion with an
'Eadbutt spell.

“| cheered up fast when my Giant
rolled a "Pick up and...’ result for his
attack — always entertaining! Despite
needing a 6 to hit from a failed Fear

him into the bargain. Gah! Even with

big fella charged the rallied Black Orcs

“The Night Goblins fled in the face
of my charging Swordsmen, so | moved

Gungaduff makes
mincemeat of the
Black Orcs!

Halberdiers with my Giant, supporting

Shaman made some amends by killing

test, Nick’s Empire Captain managed to
fend off the fumbling Giant and wound

the Wolfboyz' rear charge, the combat
was a draw. The tide was turning fast.”

g




Little Gork fails to pick
up Nick’s Captain.

Even in death, Giants
are deadly. Several tons
of brutish beast falling
on top of you is enough
to ruin anyone’s day.
Both Nick’s Giants
were particularly
vicious after being
slain. One fell on top of
Phil’s Giant, causing
the wounds that
enabled the Grand
Master to slay it in the
following turn (he
caused 5 wounds in
total), while the other
nailed four Black Orcs
(almost as many as
were killed by the Jump
Up and Down). These
casualties were crucial
as the unit was reduced
below 25% when it fled
in the final turns,
meaning it couldn’t
rally.




EMPIRE
Nick: “My Halberdiers were holding
their own against Phil’s Giant, who
must have had sore fingers after my
Captain thwarted his Pick Up attacks.
In the combat that followed, the Giant
tried a Yell and Bawl, but my troops
held firm. The beast triumphed finally,
picking up my Captain and throwing
him across the battlefield to land
squarely in my Greatsword unit.
Bizarrely, he survived and filled in the
incomplete back rank of the unit!

“The Swordsmen were facing off
against the Black Orcs, and | was
banking on their rank bonus being
enough to send them packing. This
heroic stand left me open to a flank
charge from the Boar Boyz next turn —
that was going to hurt. Meanwhile, the
dogged Halberdiers, even without their
Captain, slew the last Giant. The
Greatswords got stuck into the Night
Goblins but, due to the Netters, could
only manage a draw. With units locked
in combat, a seemingly doomed unit of
Swordsmen and a hapless pantomime
Wizard achieving very little, | had to
hope | could hold out.”

Giants are bizarre
creatures, fun to play
and wonderfully
unpredictable. Take
Phil’s Giant throwing
Nick’s Captain into the
Greatsword unit. This
turned out to be oddly
fortunate as it enabled
the Captain to join the
unit and make up the
missing model in the
last rank left by the
dead champion. This
piece of luck was
crucial as it meant that
the unit got the extra
+1 to combat resolution
they needed to beat the
Night Goblins, causing
them and their Shaman
to flee in the last turn of
the game!




ORCS & GOBLINS
Phil: When the going gets tough, the
tough get going, so | had charged my
Black Orcs — all four of them — into the
waiting swords of the Empire unit
ahead. Suicide? Perhaps, but all |
needed to do was hold them for a
single turn and my Boar boyz would
smash into the flank and run them
down. | was confident in the abilities
of Deff and his ladz. Too confident, as
it turns out — the Swordsman champion
skewered the Black Orc Boss, and
though Deff and his ladz killed four
humies in return | still lost the combat.
| passed the break test, but it was
merely a stay of execution. Next turn
the beleagured Black Orcs were not so
lucky and fled, too depleted to rally.
The Boar Boyz got their flank charge,
skewering Spearmen left right and
centre, They ran down the Empire
troops, recapturing the Black Orc
banner, but it was too late to save the
hefty chunk of Victory Points
represented by Deff’s unit. The
momentum of my attack had been
halted by Nick’s Giant and his suicidal
heroics. The Kymester had turned what
had looked like total defeat into a draw.

L



‘ ‘ Anarchy was
the only master in
a4 game more
unpredictable than
the path of a
Goblin Fanatic. 99

“ It was highly
entertaining to see
the Giants tipping
the balance by
belly-flopping their
opponents! ,,

A FUNNY OLD GAME

Nick: Okay, it's corny but adequately
describes this battle — what a laugh!
Anarchy was the only master in a game
more unpredictable than the path of your
average Goblin Fanatic. My plan went to
pot from the outset, having to send
Gungaduff to do over the Greenskins on
my left flank. Followed by the Knights’
total failure to make an impact, | thought
it might be curtains. However, the Giants
came up trumps, doing crucial wounds

MASS DESTRUCTION!

Phil: | can confidently say that the
inclusion of four Giants in this battle
report ensured that:

1) The game was total chaos from
turn two onwards.

normal game.
I'll never forget the

spectacle of my
Giant ducking out

2) We had twice as much fun as a

even when they died and ultimately
changing the course of the game. Hats off
also to the brave Halberdiers, who staved
off a Giant’s assault and eventually killed it
— it also treated us to the funniest moment
of the game, the Captain joining the
Greatswords by way of becoming a
human lawn dart and helping to win the
combat. What a game, shame about the
Knights Panther — never did place much
faith in horses...

of the way of his gigantic enemy’s club,
only to come back in with a headbutt that
knocked his assailant senseless. Classic!
Never before have | seen so many flying
foreheads in a single battle. It was also
highly entertaining to see the Giants
tipping the balance of the game by belly-
flopping their opponents as they were
finally toppled. The tide of the game really
swung round about Turn 4, and it's mainly
due to the failure of the Black Orcs to
deliver — Deff will have a phobia of Giants
for some time to come!

Gungaduff

Scared away

Black Orcs

Scared away

Night Goblins

Scared away

Goblin Chariot

Killed 10 Black Orcs
(4 by falling onto them)

¥ ¥ ¥ ¥




OK, so it’s an impressive
miniature. But what can it
achieve on the battlefield?

#» Counter-attack. A shooty army ~ @» Double whammy. A pair of @ Flank anchors. Try protecting
without much punch in close giants marching forward in your flanks with Giants — as
combat can really use a Giant concert is so intimidating for they cause Terror, your
as a fast counter-attack unit. your opponent he will most enemy'’s flanking units will
Keep him in reserve, in case likely break his battle plan probably have to take that all-
any enemy unit makes it wide open to try and counter important test on their own
through your storm of the threat, leaving the rest of Leadership, as they usually
firepower — then let ‘em your force ready to turn the range beyond the General's
have it with the big lad. ensuing chaos into a massacre. field of influence.

For those of you who can't
hire Giants, here’s how to
get rid of the brutes!

Repeater Bolt Throwers

Giants are large targets, so missile fire is at +1 to hit
them. Short range for a bolt thrower is 24", so these
Elf-crewed skewer launchers will usually be hitting
Giants on a 2+. Combined with a high rate of fire, it
is possible to turn a Giant into an enormous kebab
in a mere two shooting phases.

Slayers
Dwarf armies can field a type of warrior called a Giant Slayer.
Guess what? They are even better than your average Slayer at

taking down Giants — they couldn’t care less about Terror, they
hit and wound Giants on 3s, and never, ever run away!

Trebuchets

Bretonnian players know all
about nailing Giants with a
well-timed Grail Knight charge,
but there is a much safer —
albeit less chivalrous — way to
take them down. Use Trebuchets
to fling big rocks at the
monstrosities, and if you're
lucky enough to get a direct
hit, consider it dead!
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Veteran Studio
games designer
Jervis Johnson tells
us why he is so
excited about the
new Giant kit....

THE OLD WAY

Traditionally, we make our
models out of Green Stuff,
plasticard and the odd off-
the-peg plastic or resin
part, before turning them
into a mould and casting
them in plastic or metal.

“‘ &:’FA !a
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New Model Armies

Bearer | thought | would take a closer

look at the new plastic Giant we have
released for Warhammer. I'm not planning
to go on about what a great kit it is (even
though it really is an awesome kit!), or
how a Warhammer army that can include
a Giant simply won't be complete unless
it has one (though the army really will be
sadly lacking without at least one of the
new Giants), or about the amazing
opportunities the kit offers the expert
modeller (though | do expect to see quite
a few Giants appearing in Golden Demon
competitions from now on). No, what |
want to talk about is why the release of
the new plastic Giant is something that’s
important even if you don’t have an army
that can include a Giant, and even if you
don’t play Warhammer.

I n this month's instalment of Standard

Plastic is the word

You see, the key word here is not Giant
but plastic. For while the Giant is an
awesome, ground-breaking Citadel
miniature, that is bound to set the gold
standard for Warhammer kits for years to
come, it's the fact that it's one of the last

. plastic kits we will make the traditional

way. The great lumbering brute is nothing
less than the herald of a series of
technological innovations that are going
to redefine the way that Games Workshop
makes plastic models.

Martin Footitt at work on our sculpting computer.

I'd like to be able to explain what
these innovations are for all you
technologically-minded types, but
unfortunately it is far beyond anything
an old Luddite like me can understand.
Suffice to say that they are using magic
ju-ju machines with lasers and computers
to create the models. Personally, | think
they should start using dry-ice machines
to add to the effect, but sadly my own
innovative, ground-breaking ideas have
gone unheeded.

But | digress. Not content with just
being able to use computers to make
Citadel miniatures, the boffins have come
up with a machine which allows us to
reverse the process and create a computer

“ The great lumbering brute is nothing less
than the herald of a series of technological
innovations that are going to redefine the
way that Games Workshop makes plastic kits. ,,



version of a physical object. Once again, |
have to admit that I'm hazy on the tech
being used, other than that it uses laser
beams and computers. It’s all very Star
Trek, though sadly without the lovely alien
women in skin-tight costumes!

What it all means

The implications of these innovations are
profound; it's now possible for a sculptor
to create a model on a computer.
Alternatively, a sculptor can work
traditionally and then have that model
converted into a computer version. This
means we'll be able to make new plastic
models much more quickly, which has to
be a good thing for all concerned.

If this was all that was going on right
now, then it would be exciting enough,
but the fact of the matter is that the
innovations I've been talking about aren’t
confined just to the Studio. Equally
ground-breaking new techniques are
being developed by the unsung heroes
that staff our plastics manufacturing plant.

These innovations will make it much
more straightforward for us to make new
plastic kits, and this in turn means we can
start to conceive of a time where the bulk
of the models that make up an army will
be made in plastic. Up until now it's
really been just the regiments or popular
troop choices that we made in plastic,
with a couple of notable exceptions, but
| predict that within the next decade
players will be able to field “all-plastic’
armies for all of our games.

But that is not all, oh no, not by a long
chalk. The new technologies being
developed also mean that we can
consider making things in plastic that we
could never have dreamt about making
before. We can consider making more
terrain features, such as the plastic hills
we included in the Battle Of Five Armies
boxed game. Most excitingly of all, it has
allowed us to think about making some
really large plastic kits, even bigger than
the Giant or the Mamal; a siege tower for
Warhammer, perhaps, or maybe a super-
heavy tank for Warhammer 40,0007 All
of this is beside the other improvements
that the new tech offers us. It really is all
rather exciting...

If you want to comment on this col

nn then yo

After being made, the
Carnifex was scanned
into the computer, )
allowing us to do P
all kinds of funky
things with it.

Good things come...

Having got you frothed up into a frenzy of
anticipation (well hopefully, anyway), I'm
going to have to bring things back down
to earth again. Like all good things, it is
going to take a little while for these
techniques to really start to kick in, so
don’t expect to see a slew of plastic kits
being released tomorrow. When all is said
‘and done, the Giant that inspired this
article was mainly designed using the old-
fashioned techniques we’ve developed
over the years for the rest of the kits in the
Citadel range. In fact it is only the base on
which the Giant stands that was designed
‘virtually’. Even so, the Giant still qualifies
as the forerunner of a host of innovative
new designs, and you will soon begin to
see more kits that have benefited from the
cutting-edge work carried out by our
sculptors, master mould-makers, and the
guys in our plastics plant. A brave new
world beckons!

can do so on the forun:

www.games-workshop.co.uk/forums/gamesdevelopment/

THE NEW WAY
This upcoming Eldar
support platform was
partially created virtually.

45



Assembling and painting sleek Tau tanks is different from
building angular vehicles. Here’s how to get the most
from your kits, including some basic and advanced
construction tips, how to paint Tau vehicles and a
masterclass by painter Chad Mierzwa.

Assembly Tips

Tau tanks have smooth, curved armour plates so
mould lines and blemishes from attachment points
look obvious. There are plenty of unusual features
too, such as whether the model is mounted on a
flying base or stands on its landing gear.

@ Parts can be damaged
if you clip them off
the sprue too closely.

@ Leave plenty of sprue
attached: trim it flat
with a modelling knife.

There are a number of
ways to base a Tau tank -
it comes down to personal
preference. If you have a
model with its landing
gear down, you can get
the best of both worlds

by mounting it on a
removable flying stand.

& This Sky Ray has been glued to a flying
base, which has been flocked.

Vehicle Accessories

Additional parts such as
stowage and crew make any
tank appear more realistic
and ‘lived in’. Tau vehicles
have a cleaner look than
vehicles from Imperial or Ork
armies, but the addition of a
commander, and wargear
such as sensor arrays, make
them look more individual.
Weapon options can also be
dealt with in a practical way.

Mould Lines

Unfortunately, mould lines
and flash are an inevitable part
of the plastic casting process. These

are generally very easy to remove, as
they can be scraped off with a hobby knife.

& By drilling and pinning the model to its
flying base, it can be removed at will.

e
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Tank Gommander

& Glue the -commander’s
body into the cupola.

Wargear

@ Front wings/nose.

® Attach the arms to

The commander is an optional detail that can be added during assembly. Alternatively, you
may find it easier to assemble and paint the commander before gluing him into the cupola.

- et

@ Use a Fire Warrior head
for a simple conversion.

@ Position the

the torso. commander’s head.

We recommend specific places to attach the additional wargear that
comes with the kit but feel free to put them where you like.

. -

@ Under the nose.

Iy -

& Specially designed
recesses.

@ Fit them instead of
the Gun Drones.

Weapons options

If you want the option to
change weapons from
game to game, why not
assemble both the railgun
and ion cannon, holding
them in position on the
turret with pins?

Some parts on the
kits, such as the
Drones, are designed
to be removed.
Others, like the
engines, can be
mavable. Make a note
of which parts you
want to be able to
move, then take extra
care not to glue them
during assembly.




Painting your Piranha

The armour plates on Tau vehicles look best with
extreme highlights painted onto the edges. Tau use
camouflage patterns, but quite unlike those used by
other races - it is much more geometric in style.
However, you could take inspiration from other
sources, such as animal hide (see Imperial Armour
volume three).

Gamoufiage

S
: rag“:

@ Apply several thin coats of @ Start to fill in the @ Fill in the rest with a 1:1 @ Carefully paint in the
Vomit Brown over a black camouflage pattern. mix of Vomit Brown and panel lines with Bestial
undercoat. Once dry, use Paint some of the shapes Vermin Fur. Brown thinned down
a soft pencil to draw the Bronzed Flesh. with water.

pattern on the hull.

Flat panel lines

: Qe

@ Start by lining in the panel & Apply extreme highlights & Highlight the prominent @ Mix more Skull White
lines with thinned down to the edges using edges of the panels with into the highlight colour
Bestial Brown. Bronzed Flesh. a 1:1 mix of Bronzed and apply to finish off.

Flesh and Skull White.




Masterciass

Chad Mierzwa has given this Hammerhead a
stunning paint job, featuring a fully painted
crew compartment and a multi-layered
camouflage scheme. Here’s how he achieved
these effects.

Gamoufiage

stippling

'i, Stippling is used to build up patches of colour such

as camouflage. Use a large drybrush and wipe most
.| of the paint off. Rather than drag the bristles across
s the surface of the model, dab the paint on, creating
random patterns. With successive highlights, build

up some areas to get a mottled effect.

Grew Compartment

A wash of Bleached Bone

@ Catachan Green was @ Codex Grey stippling was applied over a Skull
stippled in patches onto was applied on top of White undercoat. The
the black undercoat. the Catachan Green. seats were painted

Catachan Green, and
highlighted with Rotting
Flesh. The doors were
painted with a 1:1 mix of
Codex Grey and Chaos
Black, and highlighted with
Fortress Grey.

N

Sraé’o 2

@ A 1:1 mix of Catachan & Masking tape was cut
Green and Shadow Grey into rough lightning bolt
was applied next. A final shapes and applied to

stipple of Catachan the hull.
Green was applied to
mute the colours.

& The tank was painted
with dark grey paint,
then the tape was
removed to reveal the
camouflage.
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‘The Vespid Stingwings are an alien

race subservient to the Tau Empire,

and they pose a threat even to the

Imperium’s best armoured warriors.

The Pespid

The Stingwings hail from the storm-

‘wracked, high-pressure gas giant of

Vespid, where they evolved amidst
drifting, lighter-than-air rock islands.
Each island is an independent nation,

‘with its own leadership and traits.

Vespid is fully integrated into the Tau
Empire, lying as it does close to the Tau
Sept world of D’yanoi. Upon contact with
the Tau, the Stingwings displayed no
hesitation in joining the empire, and now
fight in Tau armies, where they are

.afforded an uncemmon respect by the
‘warriors of the Fire Caste.

There are a number of characteristics
make the Stingwings extremely
le to the Tau. The first factor is the
gs' weaponry, Each Stingwing

arries a neutron blaster fitted with a

~ crystal harvested from the deepest reaches
‘of Vespid’s cloud seas. The weapon was
‘designed by the Tau Earth caste, and it is

capable of emitting a short-ranged, but

‘deadly stream of radiation. This blast will
‘ignore all but the most sturdy of armour,

reducing biological matter or delicate

“machine components to cinders.

The second advantage the aliens
possess s their wings, upon which they

are able to fly, weaving in and out of

cover to close on their foe. Those few
warriors who have survived a Stingwing

‘attack state that they appear from

" unleash a devastating burst of neutron fire.

_These two features combine to dictate

the most common tactic used by

Stingwings. The Tau frequently direct their

-allies to attack through dense terrain — the

type of ground from which the enemy
would scarcely expect the Tau themselves
to approach. It often comes as an
extremely unpleasant surprise to an
enemy when he discovers the flank he
thought anchored by dense terrain has in
fact been infiltrated by fast moving aliens.
The Tau, specialising as they do in
combined arms warfare, launch
mechanised and battlesuit attacks at key
enemy points, timed to strike at the exact
moment the Stingwings assault.

To date, the Tau Empire has fielded
the Vespid Stingwings in a number of

‘campaigns, where they have gained a

terrifying reputation, and are already the

‘subject of a number of battlefield myths.

One early account that was believed by
many held that the Vespid are prone to
consume their own fallen. This tale was
taken as canon by many in the Imperium’s
upper command echelons, but is now
believed to have been a simple case of
misidentification between the Stingwings
and the barbaric Kroot; another race

‘subservient to the Tau.

The name ‘Stingwing' is in fact an

-appellation coined by Imperial

Guardsmen of the 15th/11th army group
posted to defend the frontier worlds.
bordering the northern marches of the Tau

Empire. The name is entirely appropriate

to the aliens’ style of attack, which has

‘made them feared by almost every race

that has faced them on the field.
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Tau
This Stingwing unit sports armour and markings indicating
that it serves with the Fire Caste forces of the T’au Sept.
The blue mottling on the warriors’ chitin link them to the
strain that served alongside the famous Commander
Puretide at the Dal’yth counter attack, one of the first
battles in which the Tau fought alongside the Vespid.

da‘cea

The orange markmgs on the weapons here indicate this

strain is serving with forces from the Sa’cea Sept. The
louration of the armour conforms to a pattern worn

~ by Sa’cea Hunter Cadres when operating in urban

~ warzones. This example was seen on Kee’an Prime,

a settlement to the galactic south of Medusa V.




.
Vior'la
These Vespid bear the red markings of the Vior’la Sept,
and their armour is of a pattern shared by Fire Warriors
of that world. They demonstrate the fact that, although
the blue colouration of the first example is the most
common, many of the Vespid nations exhibit unique
skin and chitin colours.

D'yanoi

D’yanoi is the Tau Sept world closest to Vespid, and its
Hunter Cadres are frequently accompanied by Stingwing
allies. These Stingwings bear the blue Sept markings of
D’yanoi, but not the brown armour commonly worn by
D’yanoi Fire Warriors. This may indicate that they are
serving in an expeditionary force upon another world.
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mperium struggle for suprer
"en races. Ont 'se. worlds

the cities, Wh_ere_ armies fight to the ver
end to protect their governments,
resources, and the existence of their r:

n this new Warhammer 40,000 gaming
upplement, you will find:
80 page book

Full rules for urban combat

22 strategems to undo your opponent
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Imperial Guard

Regiments from across the Imperium flock
to Medusa V, and the honour of leading
them has fallen to Lord Marshal Graf
Harazahn of Vostroya. Harazahn has
vowed to secure complete control of the
planet in the name of the Emperor, no
matter the cost.

The hulk of the infamous Bad Moon
Warlord Nazdreg Ug Urdgrub has
crashed into the world of Medusa V.
Nazdreg’s Weirdboyz have warned him
of the end of the planet, and the
Warlord means to escape.

The Tau Empire

From their hidden facilities on Medusa V, the
Earth caste strives to undo the last check on
Tau power — their lack of Warp travel. Their
Etheric Scanners, pointing at Van Grothe's
Rapidity, are harvesting data, in a bid to
unlock the unknown mysteries of the Warp.

NEW!

Eldar

The webway was once the Eldar’s key to
power. Now shattered, it may prove to
be their undoing — the portal on Medusa
V is permanently open. The power of
Chaos must be prevented from entering
the webway, so swears Elarique
Swiftblade of the Alaitoc Craftworld.




Slaves are the coin of the Dark Eldar
realm, and slaves in war are easy to
take. Archon No’Akei, Daughter of
Pain, plans to take as many as she can,
so that she may return to Commoragh
in triumph, and cast down her former
master Asdrubael Vect.

Necrons

The minds of the Necrontyr are full of
loathing for flesh, yet it is within flesh
that reside the souls they crave. The
storm offers them a rich opportunity — if
tamed, it could seal off the world,

allowing them to feed in peace forever... *__ Y

Space Marines

Captain Sicarius of the Ultramarines, hero of the
Medusa Schism, has returned to the Medusa
system at the head of a crusading force drawn
from dozens of chapters of the Adeptus Astartes.
They know the power of Chaos, and that
Ygethmor must be stopped.

Chaos

Abaddon has dispatched Ygethmor
to Medusa V. This fearsome Chaos
Sorcerer has forseen a planet
scoured by the changing power of
Chaos, transmuted into a Daemon
World, himself as its master.




In the crucible of urban war, a
new strain of Tyranid is evolving,
a breed of Lictor that is

all but invisible. Should it be
reabsorbed by the hive-mind, it
would further the cause of the
Great Devourer across the galaxy.

Tyranids

The new Biovore
provides long-range
fire support for the
Tyranid hordes, while
the ‘Death Leaper’
Lictor species
spreads terror in
Medusa V's teeming
hive cities.
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DESERT

The Taros Campaign book, Tallarn Imperial Guard




= EVOLUME THREE -THE TAROS CAMPAIGN

Armour series. It’s available in our Hobby Centres right now and,
to coincide, the Tallarn Desert Raiders are being re-released. The
book also ties in nicely with the latest Warhammer 40,000 release,
Codex: Tau Empire.

‘mperial Armour 3: The Taros Campaign ZF Hundreds of lavish photographs
wch like its predecessors is a lavish, Full-colour images and black and white
lossy, hardback volume, literally pseudo-war photography litter the book
rammed with background, rules and throughout and include battle scenes, maps,
llustrations, Where it differs, however, is the sketches and more,

npaign element to the book, which is
bed in comprehensive detail. ¥ Vignettes and forces background

Exquisite, never-before-seen vignettes
ook weighs in at a mighty 320 pages, including The Raptors Space Marine Chapter,
ng of the following sections: Tallarn Desert Raiders, Kroot Gnarloc Riders

and Elysian Drop Troops.
 Detailed and immersive campaign
sround and story =3¢ Hundreds of technical drawings

> campaign is broken down into seven In full colour, these precise drawings depict
‘chapters, starting with the background of all of the vehicles involved in the conflict on
'Ta}’os and the outbreak of hostilities, through both sides, encompassing exhaustively the

conflicts of the war and the Raptors, Tallarn Desert Raiders, Tau, Elysians

eventual canclusive battles and actions. and more.
. continued next page...




‘continued from previous page...

=& New vehicle rules

‘A host of new vehicles, all available from
Forge World, are described with full rules
‘and background.

Tau; New battlesuit variants, Tetra Scout
Speeder (a smaller version of the new
Piranha), drone sentry turrets, Tiger Shark,
Barracuda, Orca, the awesome Manta and
& many more.

Imperial; Bombard, Drop Sentinels,
Aquita Lander (a crashed version is
available in the Battle For Macragge box
game), Thunderhawk transporter and
Warhound Titan.

=5 New army lists
Three new army lists to use with the forces
described in the book, the major protagonists
of the conflict.

¢ 23rd Elysian Regiment: Drop Troops

eThe Tallarn Imperial Guard

sTau Auxilaries

“Tactics are
broken down
and analysed,
war diaries
from the major

Z0F. Scenarios
A near-exhaustive raft of scenarios, enabling
you to re-enact the pivotal moments and

protagomsfs battles of the campaign, from the ill-fated
s s ‘Attack on the Governor's Palace’ to the
Offer Ilr"‘gllghts desperate ‘Mission Deathhlow’.
into the
g ZeF Appendix

unfOIdlng As if all that weren't enough, there's an

fl. ” Appendix section that includes updated and
contlict. new rules for Super Heavy Vehicles, Flyers

and a host of Taros inspired colour schemes.

DEATH IN THE DESERT
The storyline in The Taros Campaign is
incredibly invelved and compelling, reading
like an authentic war journal. It's exciting too
— the accounts of the massive battles and
tactical manoeuvrings are akin to some of the
heroics ripped out of a Black Library novel.

Add to that tactics, maps and diagrams, the
vast array of schematics, technical drawings
and other imagery and you've got a
comprehensive volume describing a conflict
in such exhaustive detail, and in every
possible theatre of war, as has never been
described before.

Tau Orca



Rough Riders — Carrying powerful hunting lances, Rough
Riders pack a powerful punch in close combat and are a
common sight in Tallarn armies.

The Tallarn are mobile guerrilla fighters,
evasive and opportunistic. They are
especially well-known for their hard-fighting
Sentinel squadrons and are masters of hit-
and-run warfare. Tallarn are all accomplished
riders; often they will use riding mounts to
move from battle to battle, dismounting only
when they are close to the enemy and wish
to employ stealth, Once the
enemy are sighted, the Tallarn
will stalk them relying on
their practiced marksmanship
and lighting-quick curved
knives to achieve victory.

Preferred special weapon:
Plasma gun

Preferred heavy weapon:
Missile launcher

s Priests

e Hardened Fighters

* Rough Rider squadrons
e Light Infantry

* Sharpshooters

CAPTAIN AL’RAHEM

Captain Al’rahem is one of the legendary heroes of the Tallarn Desert Raiders. Although there
are no rules for him as a special character, you can still represent him in your games using the
profile of a Heroic Senior Officer and the wargear given below:

WSBS § T W I A Ld Sv
i Il SR RIS T

Wargear: Master-crafted power weapon, master-crafted plasma pistol, Macharian Cross,
Trademark Item (sunglasses) and refractor field. His command HQ can be upgraded as normal,

Points: 160

Captain Al'rahem has had an illustrious and decorated career. For the full background behind
this character and his exploits follow the link below.

IMPERIAL ARMOUR 3: THE TAROS CAMPAIGN AVAILABLE NOW - £55

WWW.BAMES"WORKSHDP.CO. UK/ IMPERIALGUARD @
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Pete Jarman has been
with Games Workshop
for over 5 years, the
past year spent in
Direct. He is currently
working on too many
projects to mention,
but took time out to
paint this ace Tallarn
Combat Patrol.

The army includes these great
ebjective markers.

Pete: | have done a few Imperial Guard
armies in the past, so with the re-release of
the Tallarns (My favourite metal Imperial
Guard regiment since the plastic Cadians
replaced all my metal onesl), this was the
perfect opportunity to resurrect my passion
for the Emperor’s finest.

ApMY SEILECTION

400 points isnt a lot to play around with for
most armies but Guard are relatively
inexpensive, man for man, so you can have
your cake and eat it!

Doctrines: It's all too easy to make an
Infantry squad cost over 100 points with all
of the skills and wargear available - not very
practical in such a small game - so |
decided to stick with a standard Guard army
and not use doctrines.

Troops: A standard Infantry platoon led by a
Junior Officer was a solid base for my force

@ DESERT WAR

— with lots of models to put on the table and
an impressive amount of firepower as well.

Squad One, with both a grenade launcher
and mortar, would deal with large units. The
mortar could also suppress enemy fire with
its pinning attack.

Squad Two, with an autocannon and plasma
gun, would deal with light vehicles, and
high Toughness/high armour save troops.

| gave the Junior Officer a bolt pistol and a
lucky Guardsman got a melta gun, but
otherwise | left them without upgrades —
their role would be to plug any holes in my
line or to boost the firing of another unit.

Elites: To support the Infantry, was a unit of
seven Hardened Veterans with a missile
launcher. The Sergeant got a boltgun (just
because | really like the Lieutenant model, |
couldn’t bear to convert him!). Their higher




BS allows me to deal with anything | may
miss (literally = | have notorious bad luck!)
with the rest of the army.

Fast Attack: The five Rough Riders give the
force some edge in close combat. | can leave
them back to counter-attack the enemy if
they get too clese to my front line.
Alternatively, | can use them to get around
the table quickly with their Fleet rule to take
objectives or annoy my opponent. Their
lances are a bit of a ‘one trick pony’ (oh
dear — Ed), so | have to be careful when |
commit them to combat.

Finally, | went for a Sentinel, giving me
another weapon to deal with armoured
transports before they (or the troops inside)
became a threat.

SIIMMARY

All in all, this is a scouting force, both in
composition and background (I prefer to

make pretty armies for my games rather than
practical) — something | aim to continue
when | expand the army.

EXPANSION

Rather than using the Tallarn doctrines given
in the back of Codex: Imperial Guard, I'll
choose a few of my own to represent a
different formation. | want them in
Chimeras, so the Mechanised alternate
Regimental Organisation is a must, and
backed up by Ogryns (I want to try some
ideas for converting from the Warhammer
plastic Ogres). I'll also choose Rough Riders
and may be tempted to take the Xeno
Mounts specialist kit (see WD292 or the
Chapter Approved section of the website for
the rules) to beef them up in close combat
(providing | can bring myself to pull the
models off their horses!). Lastly, I'll take the
Sharpshooters skills and drills, just so | can
re-roll all those 1s when | shoot (trust me —
there are loads of them!).

s Chaos Black undercoat

* Use a fairly brown and
co-ordinated
camouflage colour
scheme to tie in with
their desert raiding
background.

Basecoat Bestial Brown
with patches done in
Snakebite Leather and
Bleached Bone.

* Pouches and
accessories were either
left black or painted
Scorched Brown to
keep the model simple.

¢ Headscarves
and trousers were
painted Fortress Grey.
This helped the overall
composition of the
model whilst not
making it look out of
place or too bright.

WWW.GAMES"WORKSHOP.CO.UK/IMPERIALGUARD @



Tau operations were being
conducred f‘rom a Compact

mine Workmgs_ undemeath a non-

descript cluster of old mine
buildings just west of Tarokeen.
The bloodied and dusty General was
led down to meet his nemesis. Within,
waited the Shas‘o, alongside him stood
his advisor, in long priestly robes.
Anorher civilian, a d:p!omat or

ended Syckava on his
and bravery, but he
at the war on Taros

and their future intentions (all
ich the General stoically
nswer), the Ethereal asked
ral would act as an emissary
periors. The Ethereal had an
atum for the Gue’la, a ceasefire

humans to withdraw unmaolested, if they
disarmed. The Tau would allow transport
ships free access to Taros to evacuate their
soldiers and personnel under the ceasefire
agreement, as long as the largest war ships
withdrew from the system. The Ethereal also
offered to turn over the renegade Planetary
Governor Aulis, whom they had under close
guard, in a prisoner swap for all the Tau
captives the Emperor’s forces were holding.

“The Tau would
allow transport
ships free access
to Taros to
evacuate their
soldiers and
personnel under
the ceasefire
agreement, as
long as the
largest war ships
withdrew from
the system.”

In return for his assistance the General
would be assured a new position
commanding the human auxiliaries now
under the Tau’s control on Taros. With the
Emperor’s forces defeated the post of
‘Commander of the Taros Garrison” would be
his for life, an honoured position with all the
attendant wealth and status human
commanders seemed to crave — if he helped
the Tau now.

@ DESERT WAR

isevefe_wowd _ s?”_ ”ﬁ*e time he_ __h_ad been
-prr’soner G‘enéra! Sy‘ckava had been

W Gifer to end the bloodshed and allow the '

her commandfrs wau'id turn fnm
He wauid not

! ou!d have to efect them. He finished
mmanders, “We will

OveraH campaign p-‘an that the Other
prisoners had not. He would put that
knowledge to good use. From his
observations he had a good estimate of the
location of the Tau command post, and from
his transport’s flight path a good idea of
which mine he was en-route to. General .
Syckava had been a loyal servant of the
Imperium all his life, he was still one, and
he would not lie down whilst the Tau
completed their ultimate victory. He planned
to escape, or die in the attempt. Gathering a
small group of Elysian prisoners about him,
men who were still loyal to their former
commander, Syckava made a plan to escape
from the mine and strike out for the nearest
Imperial Guard lines.

He did not wait long to act. On the first
night at the mine Syckava and five men
overwhelmed three human guards, stole
weapons and water canteens and struck out
into the desert. The escapees split up to
confuse pursuit. Using his inside knowledge
Syckava headed westwards, to where he
believed the 331st Tallarn regiment’s lines
were positioned.

The guards did not bother to organise any
pursuit. There was nowhere to run, and
without supplies nobody could survive the
deserts for long. The escapees were dead men.

They were almaost right. After three days
under the merciless sun Syckava was on his
fast legs. Stumbling westwards, down to the
dregs of his water, face and hands blistered
by the heat he finally collapsed. By a last
desperate act of will power, rather than lie
down and die he scraped a vague outline of
a large Imperial eagle into the sand, and
praved to the Emperor that somehow
somebody would see it.



SCENARIDO:

THE FLIGHT OF EEIIEE-QI 5:“:]:“”

General Syckva and a handful of Elysian
survivors have escaped the Tau mines into
the desert, desperate to return to Imperial
lines. Cresting a high dune he discovers he
is not alone in the arid landscape, a Tau
reconnaissance operating in the area has
picked them up on their radar.

Believing they are doomed, Syckva resigns

himself to labour in the mines, just when a
patrol from the 331st Tallarns appears...

THE BATTLE

General Syckva and his men are caught in
fairly open terrain between the Tau and
Tallarn patrol forces. Armed with nought but
a stolen las pistol and some improvised
weapons, Syckva and his men cannot
contribute to the battle and must escape.

SET-LIP

The game is fought on a 4'x4' table. It is
largely open terrain but high dunes and
other natural terrain provide some cover for
Syckava and his men. Alternatively, you
could roll on the desert terrain generator on
page 50 to determine the nature of the
battlefield.

1. General Syckava and the other Elysians
are placed in the centre of the table first,
before either of the Tau or Tallarn force_ ;
arrive. '

2. Before any units are placed, General
Syckava and his men (controlled by the
Imperial player) may make a single moye.

3. Both sides roll a D6. The highest roll m ay!

decide whether to take the figst turn, All
units for both sides are in Reserve,
although as Syckava effectively takes a
turn before anyone arrives it is treated as
turn two as soon as it is the first player's
turn (ie, their units will arrive
immediately on a roll of 4+). After this
initial move, Syckava will then take his
turn with the Imperial player.

*"Palrol restrictions given in the

these will always arrive

and the.Tau p!ayer the.opnosate. edge.

DOBLECTIVE

The Imperial player must ensure that
Syckava gets to safety by exiting (whilst not
falling back) off the Imperial table edge.

The Tau player must destroy Syckava before
this happens. If Syckava is Falling Back
when he exits the table edge he is
considered destroyed (lost in the desert) and
itisa v'ictory for the Tau.

SPEQLAL WHLERE = =

Reserves, Dusk and Dawn.

General Syckava and his men: General
Syckava has the characteristics of an
Imperial Heroic Officer but note that due to
his weakened state he has 1 less Wound and
1 less point of WS, BS and I.

-oth er Elysm.n pnsuners.. Th.ey .h ave the.

characteristics 61‘ riormal In{pef ial

WS BS and I

Syckava is armed with a laspistol,

whilst his men are armed with close
combat weapons.

Combat Patrols: Both forces.
o 400 points each
e

Warhammer 40,000 rulebook.

Rough Riders: These desert
veterans are constantly patrolling
the dunes, ever ready for signs of
trouble. If the Imperial Guard
player chooses Rough Riders

automatically from Reserve.

Taros is a fairly barren
and desolate planet,
encompassed largely by
hostile desert terrain.
It does, however, have
one chief and salient
virtue - it is a mining
world and the ore it
provides to the
neighbouring Stygies
VIl forge world is vital
in the production of
Imperial tanks and
other vehicles, hence
its strategic value to
the Imperium.

SOdvVL 40 A 80M 3HL



ROLL 2D6 FOR EFFECT

2

3
4
5

-

=

9

Desert Creatures: Roll a
D6 to determine the nature
of the creatures
encountered. 1-3: Sun
Worms. Players take it in
turns to place D3 Sun
Waorms on the battlefield.
They may not be placed
within 12" of any table
edge or within 12" of each
other. Any model moving
within 6" of a Sun Worm
must take a dangerous
terrain test. 4-6: Sand
Worm. Roll a D6 at the
start of each player's turn,
On a 1, the opposing
player must place the blast
template anywhere on the
table and then scalter it
2D6" (it always scatters,
even if you roll a ‘Hit'") to
represent where the Sand
Worm attacks. Every model
under the template is hit as
per the normal rule for
blast markers, Every model
affected must roll equal to
or under their Initiative (a
6 always fails) or they will
be sucked down into the
sand by the creature and
are removed as a casualty.

Sangar: See below
Deir: See below
Hammada: See below
Wadi: See below

Sand Dune: See below
Oasis: See below

Scrub: See below

10 Mesa: See below
11 Blinding Heat Haze:

Designate an area of the
battlefield 3D6" x 2D6"
affected by the heat haze -
any model in this area or
shooting through it suffers
a -1BS. Any unit inside this
area suffers a -1 to Ld.

12 Sandstorm: The sandstorm

e

covers an area equal to the
ordnance template in size.
Line of sight is blocked for
maodels shooting through it.
A model inside the
sandstorm may shoot, but
suffers a -2 to BS and -1Ld.
They also suffer D3
Strength 1 hits each turn at
the start of their turn. Roll
a D6 for the sandstorm at
the start of each player's
turn. On a 1 it dissipates
and is removed, 2-5
nothing happens, 6 another
sandstorm appears and is
placed D&" from original as
indicated by the scatter
dice (this will always
scatter, even if a ‘Hit" is
rolled). Roll for all the sand
storms separately, at the
start of each player’s turn.

ESERT WAR

The harsh desert environs of desert worlds around the Imperium
‘are a brutal and unforgiving theatre of war, very distinctive and
different in comparison to more conventional battlefields.

Below are some terrain types that you can Players should roll a D6 to decide who gets
use in games fought on a desert battlefield to place the first piece of terrain, which will

and a desert terrain generator.

TERRAIN

then alternate between them. Once both
players are satisfied there’s enough terrain
on the board it’s time for battle!

EBENERATIORNS = -

Before you play any battle on a desert world Alternatively, both players could simply

or similar environment, roll 2D6 on the

choose the terrain they want to use and

desert terrain generator below to determine place it any mutually agreeable manner.

the terrain type.

DESERT TERRAIN TYPES
TERRAIN TYPE

Deir

Hammada (3)

Wadi (5)

Mesa (2)

Qasis (7)
Scrub (4)
Sand dune (6)
Sangar (1)

A

1. SANGAR

= 3. HAMMADA

R el SR S

"
-

DESCRIPTION
Shallow dip in open ground.
Open ground strewn with loose rocks.

Deep gulley formed by flash flooding during infrequent
rainy seasons

Flat-topped, rocky outcrop formed by fast-flowing
water of eons past.

WYSIWYG, or Size 3 area terrain.

Low, dry grass and bushes, Size 1 or 2 area terrain.
Hills.

Loose rocks piled high, as the ground is unsuitable for
trench digging.



SUNWORMS

Sun Worms are just one of the many deadly
denizens of the desert. They are likened to
small biological batteries that reside half in
the sun and half in shade, capturing and
utilising solar energy to survive.

The danger inherent with Sun Worms is not
overt like some of the foul and ferocious

The army includes
these great
objective markers.

EFFECT

6+ cover save.
Difficult terrain.

If very narrow, this might be dangerous terrain, as they are hard to spot. If wider —

creatures of the 41st millennium, rather it
is the energy conserved in their bodies that
poses the most severe hazard. The solar
energy stored by Sun Worms is released
sporadically, as a defence mechanism, in
the form of a powerful electrical charge.
Such a blast can easily be fatal.

troops may pass down it unimpeded, but climbing into, out of, or over it in one

move counts as difficult terrain.

WYSIWYG. Difficult terrain test required to scale, open terrain across top.

5+ cover save.
6+ cover save,
Hills

Fortifications.

WWW.BAMES*"WORKSEHOP.CO

MPERIALGUARD
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DESERT WARFARE

By Andy Hoare

Nick's asked me for a few words
on the subject of fighting games of
Warhammer 40,000 in desert
terrain, so looking over his terrain
generator, these are my thoughts.

Obviously, the defining feature of
a desert table is the open ground.
Open ground does not have to
mean lack of cover, but it does
mean the enemy will be able to
draw a bead on your forces from
almost anywhere else on the table.
More crucially though, it means
that movement will be far easier to
coordinate across an army, so
tanks and transport vehicles won't
get bottle-necked like they would
on a more conventional table,

an be dealt with in two

One way is to dig in, but

e of forming long, defensive
These will be quickly

nked and rolled-up, as fast
g enemy assault units will

le to move in on the extreme
5. Instead of forming a line,
hink about deploying in defensive
strong points, with your heavy
weapons arranged within, covering
every angle of approach.

The opposite tactic is to utilise fast
moving units, as these will come
into their own in the open terrain,
where they can move around
without being slowed by terrain,
bringing lots of force to bear
exactly where and when you
choose. A great example of this
would be a Tau army heavy on
Fire Warrior teams mounted in
Devilfish troop carriers. The
vehicles will have plenty of room
to manoeuvre, and thus mass their
attacks on enemy units of their
choice, the Fire Warriors
disembarking to Rapid Fire their
foe into a sticky mess, Of course,
the downside of taking lots of
vehicles into open desert is the
enemy’s long range anti-tank
weapons will be able to target
them, so be sure to pick your
targets carefully, coordinating your
attacks to quickly reduce the
enemy’s ability to hit back at you.
Lastly, a.famous general once
described desert warfare as a
“tactician’s dream, but a
logistician’s nightmare”, Once
underway, you'll have an idea why!

@



:Igl igEtl ARMY .....

By Maithew Toone

-officer status in the army. The
meore high-ranking miniatures also
have a bluish tinge to their tunics
-and fatigues, unlike the yellow-
brown of the standard troopers.

These are some of Matthew Toone'’s
Tallarn models. Matthew hails from the
Isle of Wight and bought the Tallarns
when they were first released, but has
only recently got around to painting
them!

A throw back to his historical
gaming, Matthew has modelled his
awn thin ‘bases” for his models and
flocked them appropriately.

2.5
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Matthew was a historical war gamer originally and based his Tallarns on a huge Sudanese Colonial collection. “You don‘t see many
warriors with dark skin in Warhammer 40,000 - but Tallarns fight in deserts, so it seemed like a good choice.”

TaALLARN BOLIGH RIDERS

By Rhys Knight

Rough riders are a very underused troop type, and I always like to have the ‘underdogs’ in an
army. Also, | had just watched ‘The Mummy’ and all of those guys on horseback look cool.

¥
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TALLARN CAMO SCHEMES | By the UK White Dwarf Team.

lce World - Rik Turner Ash Wastes - Owen Rees

Red Desert — Christian Byrne

@ DESERT WAR



Games Workshnp store ne and how your armies can
this Easter holiday. Ring your Iocal involved! To find your nearest
Hobby Centre to find out how the Games Workshop see page 114.

‘I:,

Elysian Drep Trooper heavy weapons (heavy bolter and mortar)

AVAILABI.E NOW FROM

. Tau Teira
Light Skimmer

systems, enahﬁng
grand scale as the. l:mfh w

Epic Tau Manta



A LITTLER

The novels and art
books published by
Black Library explore
the rich backgrounds of
Warhammer and 40K.
With a little work, you
can bring those novels
to life on the tabletop.
Dave Taylor shows us a
few examples from his
Empire army.

74 A LITTLE READING...

Guaediang “i(
ﬂ w '\{-O[‘Cﬁt

Griham My Neill

Dave: The novels and art books published by
the Black Library are among the best places
to gather ideas for building an entirely new
army or adding some great flavour to an
existing force. I've always been a fan of Dan
Abnett’s work, and Gilead’s Blood and
Hammers of Ulric have inspired a number of
army themes for me. Also, Robert Earl's Wild
Kingdom has me thinking about a new
Rhinox conversion 1'd like to work on.

Blood on the Reik is a great book that has
provided me with a slew of modeling ideas.
Filled with page after page of great sketches
by Dave Gallagher, this book explores the

EADING...

...can go a long way

darker, grittier side of life in the Empire. It's
not all frilly shirts and fancy plumes, you
know — sometimes, it's about mad women
swinging cats!

For more on the Black Library, check out
www.blacklibrary.com.

Black Library books are available at:
most good bookstores, the Games Workshop
Hobby Centres and the online store:

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




BRIN THE ARTWORK

Warrior Priest  This guy was a fairly simple conversion that combined a mix of pieces from my bitz =
box: a Space Marine Sergeant torso, Chaos Marauder legs, Empire Militia arms, a Amethyst Wszard
Bretonnian head, and Karl Franz's hammer. He'll be a Warrior Priest in my Empire army. t £

1

This lamplighter mode! is
based on an Inquisitor’s
Henchman. The toughest
part was hiding the
promethium tanks on his
back. He'll serve as a
standard bearer in a Free
Company reginient.

Executioner
Everyone fears the executioner! |
made this charmer with Free
Company legs, a Marauder
torso and arms, and a
Beastman axe. | built up
the hood with lavers of
Green Stuff and f’dded The Amethyst Wizard was a pretty straightforward

; studs cut from a conversion. | cut the plasma pistol away from a

pfasrif rod. This Daemonhunter Acolyte, replaced it with a Zombie
model will be(.‘omf.' hand holding a skull, and added the scythe blade
a Sergeant in.a unit from Typhus. | used Green Stuff to form a simple
of free Company hood over the bionic eye and wires that covered his

soldiers. head. To add a little more stature, | placed the
Wizard on a few rocks made from Green Stuff.

He will, of course, become a Wizard in my Empire
army when | want to use the Lore of Death.

Preacher

This character was, by far, my

favourite sketch from Blood on the

Reik. This drawing was full of gritty
_humour and wild fanaticism — just

perfect for a Prophet of Doom!

Getting him right was really a matter
of assembling the right parts: the
Bretonnian monk model as the blind
strongman, a spare shield as the
stand, and Zombie and Free
Company parts for the zealot. The
enormous book on his back is from
the Inquisitor range, and the
screaming head is from a Space
Walf. Converting Rule #1: NEVER
throw anything away!

www.games-workshop.co.uk/store/blacklibrary 75



The Horus Heresy

HORUS RISING

] T : The start of a major new series that tells the
. & Tae Horus Hiresy | greatest ever story from the Warhammer
S EIEE £l e 40,000 universe!

The Horus Heresy is the single most important event
Dan Abnett “ | in the history of the Warhammer 40,000 universe and
"« ! now the Black Library dares to tell the complete tale
HO RUS RISING ~ ] of how it all began, how it unfolded and how it
] o st e s HiT ended! This epic new series will take you back 10,000

years and throw you right into the action - will you
dare to choose a side?

HORUS RISING
by Dan Abnett

After thousands of years of expansion and conquest,
the Imperium of Man is at its height. His dream for
humanity nearly accomplished, the Emperor hands
over the reins of power to his Warmaster, Horus, and
heads back to Terra. But is Horus strong enough to
control his fellow commanders and continue the
Emperor’s grand design, or will such incredible power
corrupt him?

Novel » £6.99

THE HERESY DEEPENS WITH THE BLACK LIBRARY'S RANGE OF COOL WARGEAR,
WHICH TIES IN TO DAN ABNETT'S HOT NEW NOVEL!

Horus Rising T-Shirt (L or XL) « £16.00 Horus Rising Poster « £8.00

AVAILABLE NOW AT WWW . BLACKLISRARY.COM/MERCHANDISE
OR BY CALLING 0115 900 4144




WARHAMMES"

THE COLD HARGG,
OF BETRAYAL

Edited by Marc Gascoigne
& Christian Dunn

All-action tales from the grim Warhammer world,
including a brand new story by Guardians of the Foreat
author Graham MeNeill,

GAI.AXY'BIJRN

Edfited by Mare Gascoigne & Christian Dunn

THE COLD HAND OF BETRAYAL
eds. Marc Gascoigne & Christian
Dunn

All-action tales straight from the dark
and gothic world of Warhammer.
Includes work from a range of hot new
talent along with a brand new story
from Black Library veteran Graham
McNeill!

LET THE GALAXY BURN
eds. Marc Gascoigne & Christian
Dunn

Storming tales of action and adventure
from the grim darkness of the far future!
Includes stories from some of the Black
Library's best authors including Dan
Abnett, Graham McNeill, Gav Thorpe,
CS Goto and lots more!

DEATH MATCH
by Matt Forbeck

The seconds are counting down and
the Bad Bay Hackers are in the most

crucial game of their lives. Can they

survive to the final whistle or will the
game of Blood Bowl be the death of

them?

MNovel = £6.99

WWW.BLACKLIBRARY.COM READ TILL YOU BLEED



’Eavy Metal are the
most talented team of
professional miniature
painters in the world.
This month, we take a
look at their heroes of
Rohan models.

EORL THE YOUNG

Eorl was the first king of Rohan, a province gifted to him by the
Steward of Gondor in gratitude for his aid at the Battle of Celebrant.
He is depicted here wearing a stately white cloak and carrying a
broad shield, artefacts of an earlier time.

Eorl’s beard has been defined with
shading to help the pale colour
stand out against the flesh tones.

Eorl’s armour and the horse
barding are painted in the same
way, giving both horse and rider a
coherent look on the battlefield.

i
[

The shield carried by Eorl is larger than
those borne by his descendants. The
devices and boss have been painted
gold, against a dark green background.

TOP TIP: BASES

] Stick sand to the base
Pete Foley: “Eorl is painted in bright colours as he was a with PVA

king, so he is bound to have been cleaner than everyone = '
else at the time, also, unlike Théoden and the other | [l
members of the Royal House of Rohan we’ve done, he G TRl
wasn't living during the War of the Ring, which were 3 ronshicwin
desperaie times.” Snakebite |eather

“Even though Eorl is very brightly coloured, we undercoated ' '
him black like we do all our models. We tend to layer our The
Lord of the Rings models, as the different elements are a bit too
small for blending. The cloak is the brightest element, and |
painted that Fortess Grey to begin with, gradually layering it up
to pure Skull White through a number of mid-tones, mixes of
Skull White and Fortess Grey, adding more white each time. The
trick with bright colours like this is to use thinned paint and a lot
of coats to get a consistent finish.”

“Horses can be quite difficult to paint, there's too much to go
into here, but keep an eye out for The Two Towers supplement,
out later this year, in which there will be a detailed guide to
painting harses a variety of colours.”

5 Drj{b_ru's_h it with the
same mix, with a little
Skull White added

follage to the base




EOMER, MARSHALL OF THE RIDDERMARK _'"

Eomer’s intricate armour is painted from the
‘inside out’. Begin by painting all of the metallic
areas, then re-undercoat the straps with Chaos
Black before painting the red leatt

The brown tones are consistent
all over the model, and the
saddlecloth is painted in the
distinctive Rohan green.

Colour Reference

A Rohan motif is painted onto the back of
Théoden's armour. This is a great way to
add extra detail to a model, requiring a
fine brush and a steady hand.

§ Théoden's shield is plated entirely

with bronze, and his horse’s armour
is a dark, patterned leather, reflecting
his regal status.

Colour Reference



GAMLING, CAPTAIN OF ROHAN

Folded cloth on a model always
provides a good opportunity to
practice your shading and
highlighting skills.

| The Royal Standard of Rohan
is the main focus of this model, and
has been given special attention,
particularly on the white horse motif.

Colour Reference [

The helmet at Eowyn's
side is painted in the
same colours as that
of a normal Warrior
of Rohan's.

As Eowyn is disguised as a
regular Rohirrim, her armour
and clothing are quite drab. This
makes her golden hair a focal point.

COLOURS OF ROHAN

Colour Reference

“Green cloaks and cloth ‘Leather armour and details Red leather details Gold details Armour and weapons
| w%é)'g' C.ret'lug}#q; scofche“‘ Broy,, ceab Reg
> 2,
S o
g £S5
& & &
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Bo!d horsemen, the Rohirrim are staunch allies of Gondor,
and many times have they aided them in war.

Command a force of cavalry with the Army of Rohan. The best horsemen in all
Middle-earth, they are masters of the throwing spear, bow and axe, and boast many
mighty heroes within their ranks.

Rohan boxed sets available from the extensive Citadel Miniatures range include:

Riders of Rohan

6 figure boxed set

Product Code: 99121499004
Price: £12.00

Sek/Nkr 180,00, Dike 150,00, Eura 20.00

Warriors of Rohan
24 figure boxed set
Product Code: 99121499007

Price: £15.00

Sek/Nkr 180.00; Dkr 150,00, Euro 20.00

Valiant Rohirrim

42 figure boxed set — 18 Riders of
Rohan and 24 Warriors of Rohan

Product Code: 99121499017
Price: £40.00

Sek/MNkr 60000, Dke 50006, BEura 7000

Tn Tiwess ot al The King. & MM New Ling Progudicns, no = Aesnnoed, Tha Loed 0‘ Tha Rings and the niames of Ihe characers, ies,
ayanis and pacas nerain ara Ira:lslraﬂes af Trig. Saul Zaantz Comparry diva Tolken Lmsmnsaa under fieense 1 New Line Producticns, Sne and Games .vomsw:p
Lig Games hehop, he s Workshon Jogo, Wathammer and the Warfiamimer 40,000 devics are |.~|II4.'&- T andior. © Games Wondshop Lid 20002008,
variably regeitend in e and cihés esamiis el e o A itz Aesend

COPYRIGHTS Conyright © Garves Workshop Liited 200E exeapeng af il gerlining o e téw L thesireal cualians, The Feltiushi of The Ay, Tha
oo i
S —

Pickuris for diUsirative pursases anily. Produal conlents iy i Producss sald unpainle snd unassembled. Cangn Chadl products may be denaerous if used incarrecily, Prices corract ol tma of geing to
press, plaast contact L ke current availaniliy and prices. Prices quoted are for producss sald by Grmes Workshaep trough its own slores, catekogie or websils. Independent retailers ane responsiole for
detarmining iheir owi prices |

We have many metal

and plastic Rohan figures
available in boxed sets and
blisters. These include;

» Théoden

» Eomer

» Eowyn

* Gamling

* Rohan Royal Guard

Helm's Deep Tl

CITADEL
MINIATLIRES®



Full of well-armed, well-trained veterans, this army repre
Gondor before the War of The Ring. Tl

them from the worst a foe ¢

The Army of Minas Tirith

particular army
as would defend the outp

ng on the high Fight and Defen
muster.

.8'_-_W’ar.r I
~ with shields

N Capta .
)

with shield

1ts the might of
primarily a garrison
of Gondor, like the Glamorgarth or Amon
Barad. As such, it is quite slow to move and manoeuvre, managing without
cavalry and more lightly armoured

8 Warriors iy Boromir, Captain of the @
- with spears * "/ .

Cgions of

. In gaming terms, it’s a durable force,
of its heavily armoured warriors to preserve

White Tower with the
. Banner of Minas Tirith

When you want the best, and aren’t afraid to pay
the cost, Boromir is the Hero you need. With 6
Might Points and 3 each of Will and Fate, he's a
veritable powerhouse. As if that were not enough,
the Horn of Gondor further augments his fighting
ability, whilst the Banner of Minas Tirith gives a
marked boost o every friend in close proximity.
There's nothing subtle about Boromir — get

Boromir, Captain of the White Tower

him stuck into the enemy, as quickly as possible,
While he can become a little vulnerable if there
are a couple of Nazgtil floating around the
battlefield, you shouldn’t worry for Gondor's first
son. Even Mordor Trolls, which normally cause
havoc with Good Heroes, can't guarantee taking
him down whilst the banner flies aloft — a Fight 7
Boromir is not a foe to be taken lightly.




‘Middle-earth |

Four themed armies for The Lord of the Rings battle games.

The Guardians of Ithilien
This force represents Gondor's defenders at the end of the War of The Ring: small
bands of swift-moving veterans, seeking and destroying the servants of the Enemy.
Such an army is often outnumbered, and relies on whittling down the foe from a
distance before unleashing a devastating cavalry charge to shatter the remnants.
Gaming with a force of this kind requires an excellent gra [ timing, knowing
when to abandon archery in favour of ferocious melee. If you've directed your fire
correctly and well, your troops will sweep-all before them. If not, it could be a very
costly day for Gondor.

 Faramir with heavy
i-armour and horse

Damrod, Ranger of Ithilien Madril, Captain of Ithilien

At just 20 points, Damrod is
incredibly good value. As a
Hero, he's invaluable for adding.
a little bit of resolve to a wobbly
section of the battleline, not to
mention his always-useful point
of Might for when you have to
get that vital charge.

Though Madril is not a first-
string hero he is excellent value,
He contributes 3 Might points,
and has a Shoot value of 3+.
Beyvond that, he has-an
invaluable special rule that
allows Good reinforcements 1o
get to the battle more quickly.




The Army of Morgul Vale

The army that the Witch-king leads to the siege of Minas Tirith is drawn from the four
corners of Mordor and beyond. It is an army of Orcs, Trolls and much worse.

Playing games with an army like this requires keeping a careful eye on how many
of your minions you’re expending — too many, and you won't have enough to
complete your goals, too few, and Good Heroes are likely to survive round after
round of combat. It's generally a good idea to let your Trolls set the pace of the battle;
if they’re wading through the enemy without much trouble, mass your Orcs to swarm
an enemy Hero. If your Trolls are in trouble, back them up as soon as you can...

Gothmog, Lieutenant of Morgul

Gothmog is quite possibly one of the best Evil Battle” special rule. With Gothmog lurking nearby,
characters that can lead vour army. Firstly, he's an Good Heroes will be unwilling to commit
excellent fighter, with a profile that puts every themselves to Heroic actions, because Gothmog
other Orc (and quite a few Men) in the game to will be able to counter with one of his own for
shame. With a moderate amount of backup, free!l The only way for them to prevent him from
Gothmog is more than capable of making a mess doing this is to tie him down in combat and, as
of anyone foolish enough to cross his path, we've already discussed, that can be a very risky

His true worth, however, lies in his ‘Master of proposition indeed.




The Black Gate of Mordor

At the final battle of the War of The Ring, the cream of the free world comes face to
face with the elite of Sauron’s armies. Threaded amongst the multitudinous QOrcs
there are hulking Trolls, and cruel-eyed Easterlings. More intimidating still, the
Nazgll swoop and dive overhead — a shadow that none can escape.

An elite army, this force can give and take damage with the best of them, the
only problem is that it doesn’t have a horde of reinforcements to fall back on.
Victory lies with making your Heroes count and careful use of the Transfix and
Compel magical powers to swamp vulnerable Heroes.

The Mouth of Sauron

The Mouth of Sauron is often overlooked by Evil What makes him particularly valuable is his
players when they're picking Heroes, as they often small, but focused, array of magical powers.
choose to spend points on a second Troll or Generally speaking, spellcasters aren’t fantastic in
Nazg(l. That said, he's worth a second glance. combat, they can Transfix a foe, but not capitalise
With a profile comparable to a Captain of Men, upon it. This is not true of the Mouth of Sauron.
the Mouth of Sauron is a competent fighter and With two Attacks and a Strength of 4, he's more
leader — a valuable thing in the coward-rich than capable of stunning an enemy Hero and then
ranks of Mardor. rushing in to finish them off.

[KCARPADR-ASAE- 2K = A

g




ey TE]
o F r’ VR

WARHAMMER 40,000 CAMPAIGN WEEKEND: -~

Faincoming transmnisy lon+Es

=== he Imperium is under ~ ¥
threat. Armies of
Tyranids, Tau, Orks

-and Eldar, each with theirown ¢
agendas, make ready to attack. |

It is a world beset by many

- enemies. A world plagued by

* war and suffering. A world
preparing to die. The planet’s
fate lies with you in this
prelude to the Medusa v
campa;gn

: To piay, vou wlll need a 1 50[!
points force and also alegal
‘Combat Patrol for your chosen
army that follows the army
building regulations in the
rules pack. These can he ~
downloaded from the UK-
Events Diary unllne ;

PLEASE NOTE! Each xenus \
race will only have @ .
fourteen tickets available,

s0 book yours now to

avoid disappointment,

Tiet Pricmsas 0 O
Your ticket covers :

seven games across o
both days, lunch'on both ~ ~
days and an evening meal on
Saturday.

Age limit: 16+

20th & 21st May 2006, WARHAMMER WORLD, Nottingham
~ FOR FURTHER DETAII.S CALL: 0115 91 40000
orkshop.co.uk/events -

, NOWW.gaTes-W
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He’s a tuffy dis one, big enuff to make even my boss fink twice abart hittin’ 'im. Not dat

H ello dere. We've gofta reel big boy in dis munf, a Hogre wot eats Oomies like youse lof.

he’d not hit "im, "¢’s a bit fich.

 0GRE MANEATER

by Chris Straw

| decided to see if | could make an Ogre Maneater from
a plastic Bull, This is easier than it sounds, as there are
plenty of extras in Citadel kits that can be used to
represent a veteran Ogre's equipment. Additionally, |
wanted to add a unique sense of movement to the
model, so it is more extensively converted than strictly
necessary. The most complicated part was the shoulder,
which | remodelled with Green Stuff.

To finish the model off | added plenty of piercings,
inspired by the artwork from the Ogre Kingdoms book.

IRON RING PIERCINGS

Roll up a small, pea-sized lump of

green stuff.

)) Place the Green Stuff on the
Ogre and make an indentation in

the centre with a blunted cocktail

stick. This will form the ring
s"'b'ap_e.

Chop off the pointed end of the

v cocktail stick so it is flat. Use

to smooth the centre of the ring

and expamd the circle.

J4 Allow the ring to dry. Add a
smalf head nf Green Stuff to the

one stde

Drag the Green Stuff down to
give the impression that the
weight of the ring is pulling on
the Ogre's skin, Neaten the
Green Stuff ‘skin’ in the centre of
the ring with the cocktail stick.

TOOTH PIERCINGS

These are. made from small pieces

modelimg kmfe an .then cut to size.
Glue them in place and add Green
Stuff as in step 5, above, but here

smooth the putty out on both sides to

make the tooth look fike it has been
pushed through the skin.

DOK BUTCHA 87



An ambition of almost
every gamer is to own
a “games room” where
vast battles can be
waged. The sad truth,
however, is that most
of us don’t even have a
wargames table, much
less a room. Here’s a
few tips to help you
build your own,
practical gaming board.

BUILDING
BATTLEFIELDS

Any wargame is more enjoyable when
played across a well finished battlefield.
The table below looks fantastic not
because it has been crafted by experts or
because a lot of difficult techniques were

used, but because matching flock and
static grass has been added to the table
surface and all the terrain features.
Although larger in scale, this process is
no different than flocking a model’s base.

This wargames table has been
made from a flat wooden board
purchased at a DIY store.

The surface is a mix of
Citadel modelling flock
and static grass.

TERRAIN

No battlefield is complete without terrain. Though you can make your
own, Citadel makes a range of basic scenery pieces designed specially
for our games, so you can have your own warzone up and running in

next to no time. ]

Brick Walls

Static Grass Hills

Barrels and Crates

“Sand Bag Barricades

Hedges




SIMPLE BOARDS

BLANKETS AND BOOKS

Old favourite 4

N ¢ ; Blankets are great if you can You can add rocks and
m:wt;g::;?r:t t?li:z;ag:s?::lﬁt- find the right colour. We got pebbles from your garden to
up,ybut draping a blanket this one from a craft store. the blanket for easy scenery.

over a table and some books
is easy to do and looks
surprisingly effective.

1 Advantages

» The price varies, but sy

it is usually quite cheap. e i,
o Blankets are very easy : k\g

to store.

* Very durable and Stacked books or even rolled-up
machine washable. jumpers make good hills.

* Quick to set up and
put away.

4 Disadvantages

* You will require a large,
flat area to spread your
blanket out on.

» Finding cloth in suitable
colours for a battlefield

is not always easy. Green blankets are great Grey blankets are You can use a white
for games of Warhammer perfect for games of blanket to represent a
" or The Lord of the Rings. Warhammer 40,000. snow battlefield.

@ Easy option

A grass mat is a specially
made scenery product that
can be rolled out, instantly
turning a table into a
battlefield in much the
same way as a blanket.

1 Advantages

o Quite affordable. The
Citadel Grass Mat is £15.

e Grass mats are easy to
roll up and store.

* Quick to set up and

This grass mat is available Much of our Citadel
from Games Workshop. scenery matches the
grass mat perfectly.

put away.
Grass mats can be glued to Grass mats are made i nmmlms
a board for a more specifically to look like . :
S v * You will require a large,
permanent gaming fixture. realistic ground cover.

flat area to spread out
your grass mat.

= Over time it may
crease or tear.
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POLYSTYRENE BOARDS

MODULAR BOARDS

Advanced opfion

Modular boards are made
from several square or
rectangular sections of
polystyrene, resulting in a
lightweight, portable gaming
area in sections.

1 Advantages

e Easier to store and
transport than its larger
counterparts.

* Polystyrene is light and
can be cut and shaped
with a craft knife.

4 Disadvantages

* You will require a table to
rest your sections on,

* If not edged with tape and
stored properly, they can
be easily damaged.

= Can be expensive,
depending on the
materials you use.

When not in use, these modular Modular boards open up
tiles can be stacked away exciting possibilities, such
neatly on a shelf in a closet. as modelled-on scenery.

You can transport modular
boards easily in a car.

High Density sheets are very Low Density sheets, while not
strong and versatile and as robust, are cheaper and
can even be sanded into shape. more readily available,

FOLDING BOARDS

This 8'x4' gaming board has been constructed out of 2'x4' sheets
of low density polystyrene that have been taped together and
hinged with duct tape. Additionally, one side has been flocked
green for games of Warhammer and The Lord of the Rings, while
the other side has been painted grey for Warhammer 40,000.

This board is perfect for
storing under a bed or on
top of a wardrobe.




WOODEN BOARDS

FLAT BOARDS

This 6'x4' wargames table
has been made from a flat
wooden board that has
simply been painted green.

You can base your scenery
yourself to match your
gaming board’s finish.

MDF, or Medium
Density Fibreboard,
is extremely sturdy.

Chipboard is quite
thick, but the corners
can be easily damaged.

Hardboard is quite
cheap and tough
but can warp.

Plywood has many
intersecting layers

DIFFERENT FINISHES

Painting the board is the easiest way to complete it, but not necessarily
the best looking. There are many options for finishing the board, only
limited by how much time and effort you want to expend.

to prevent warping.

Perhaps the most common
type of battlefield is simply
a flat, wooden board placed
atop a strong base. The base
may be something like a
sturdy folding paste table or
a dining room table.

1 Advantages

= A very cheap option.

* Materials are easy to get
hold of.

¢ Can be purchased and
painted the same day.

4 Disadvantages

¢ Not the easiest table to
store, but it can be kept in
a garage or stored under a
double bed.

 Good durability, but some
types of wood may warp
if stood on end or allowed
to get damp.

WHERE TO
FIND IT ALL

If yvou have a Games

needed o«

gaming table.
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.__,a'varlety of terrain items, kits and accessories so you can
ng battlefield with the utmost ease...

PLASTIC HILL

A two piece hill that can be

} asteembfed in two ways. Combine
1 two sets far a really baghlil'

HILLS
Three plastic hills.

£12.00
Sek/Nkr 180.00, Dkr 150.00 Euro 20.00

BATTLEMAT
This 6! x 4' grass mat is the
qulckest way to make a battlefield.

HEDGES AND WALLS
Contains three hedges
and three walls.

£1
Sek/Nkr 150,00, Dk 125,00, Earo 1

Ghugs
WORKSHOP

STATIC GRASS MODELLING SAND MODELLING FLOCK

£4.00
Sek/Nkr 60.00, Dkr 50.00, Furo 6.50

MODELLING GRAVEL

£4.0
Sek/Nkr 60.00, Dkr 50.00, Euro 6.50

£4.00 £4.00
Sek/Nkr 60.00, Dkr 50.00, Furo 6.50 Sek/Nkr 60.00, Dkr 50.00, Euro 6.50




Suppited unassembled and unpainted
MIGHTY FORTRESS iy Miniatures ol included

Nothing is more impressive on
the table than a castle! Also
available in component parts.

£50.00
Sek/Nkr 750,00, Dkr 650.00, Euro 50.00

WARHAMMER 40,000 Supplied unassembled and unpaited
BATTLEFIELD ACCESSORIES

Two versatile sprues of tank traps,

oil barrels, supply cases and more!

Sek/Nkr 85.00, Dkr 75.00, Euro :I;_:I.(IEI

WARHAMMER 40,000

CHAPEL OF SANCTUARY

A fully painted ruined chapel complete with
stained glass. A great battlefield centrepiece.

URBAN BARRICADES
Contains six sandbag
barricades.

£10.00

Sck/Nkr 150.00, Dkr 125.00, Euro 17,50 " ;
Miniature Aot included

WORHSHOP
WATER EFFECTS
EAU ARTIFICIELLE
WASSEREFFEKTE
EFECTO DE AGUA

WATER EFFECT St plskay |
237 ml of liquid for j
creating water features.

Miniatures not included

JUNGLE PLANTS
Four sprues of jungle foliage, perfect
for Death World and Lustrian tables.

£20.00
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Cutting Set,

Citadel produce a range of essential hobby items, each designed with
specific modelling tasks in mind. A well-stocked modeller’s toolbox

should include a knife, a pair of clippers and a saw, each of which is
best used for specific tasks. Here, we take a look at the intended uses

of these items, and provide a few safety tips for them.

Cutting Set

M 1 knife W 1 metal rule
M 1 cutting mat M Spare blades

A good craft knife is essential for cleaning up
miniatures prior to assembly and for removing
small parts from plastic frames. Games
Workshop sells a cutting set, which provides you
with a knife and a cutting mat that will protect
your work surface. The kit also comes with spare
blades and a metal rule.

4 Clippers and Saw

Plastic Cutters

W 1 pair of cutters

A pair of cutters is your first port of call when
removing parts from a plastic frame. They can
also be used to remove tags from metal castings.
Games Workshop plastic cutters have been
designed with this purpose in mind and have a
fine point for reaching into plastic frames and a
flat back to leave an even surface when cutting.

Modelling Saw

W 1 saw
B Spare blades

When converting miniatures or removing large tags
you will need to use a saw. If you want to remove
arms, legs or heads, don’t be tempted to reach for
the plastic cutters. The modelling saw offers greater
control when cutting small parts.

9% CTADELTOOLBOX

&

CUTTING TIPS

which

attempt any cutting activity.

When removing parts
from a plastic frame,
aim o cut the {frame
rather tha

Use a knife to rem
mould lines by scraping

the miniature.

best to clamp the

miniature or partin a
ice to hold it

and reduce the

the saw blac

and breaking




’AMMER WORLD th’ﬁngham"""

What does the ticket cover:
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

o y started.

¢ All participants must be over the age of 16. B JOnalne

= . : | * You also have access to all the Warhammer
g‘ﬁ%hgieﬁ}ggget from Direct Sales on World facilities over the two days including
e ; 55{'} the new Citadel Miniatures Gallery.

* Tickets cos :

Death Match artwork courtesy of Black Library

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



Part three of 2 Mordheim campaign.

crew your courage to the
6sﬁcking post, brave

traveller, as we journey to
the City of the Damned for the
last time. Our destination is the
Temple of Morr and the final
battle for the fate of the lost souls
of Mordheim...

In this final instalment of the
White Dwarf Mordheim campaign
we reveal the final multi-player
scenario, feature the remaining
two warbands and discover who
the victor of the campaign will be.

The Storp So #ar...

Soloman Vantor, High Priest of Morr has
been changed by the chunks of altering
wyrdstone buried deep in the earth of
Mordheim. Crazed with power and
seduced by delusions of godhood,
Soloman has constructed a device of evil
- a Soul Engine, capable of trapping
souls and using them to fuel his power
and desires of ascension.

Soloman's will does not go
unchallenged however; six priests, the
original acolytes of Vantor, have
ventured back to the City of the
Damned to prevent the ritual. Little do
they realise they are being drawn slowly,
inexorably into a trap. For only if
Soloman can claim the souls of the six
priests will his godhood be assured.

The priests and their followers,
warbands of brave warriors and
despicable villains, have battled each
other to reach the Temple of Morr and
the final confrontation with Vantor.

The outcome? In the balance...

9 MORDHEIM

“If Soloman can claim the souls of the six

priests his godhood be assured”




ose tl}-at ft’oc6 to Moﬁeim...

l.i_c'- time of Mordheim the Empirc is fractured and as a player

Andy: My warband, > e s
Kliver's Bows are one ; A 3

of those who
disappear without
trace in Mordheim.
So, where did it all go
wrong? In a word:
Youngbloods.

g_ Eosing my Heroes early on against the
. Witch Hunters (my Champions died and
Kliver suffered a deep wound), meant

" no income.

The next few games were little better,
with the enocunter against Owen a
clinical killing exercise by his Vampire.
At least with some Youngbloods hanging
around, staying out of trouble, I
could've generated some income and
replenished my losses. Ah well...

o, _‘_w
gt s

L >
| L=

James: | emerged
from my fist two
games with one win,
no deaths, few
injuries, a good haul
of gold, an extra
attack for each
Possessed and an evil

W0 James Griffiths ~ 8rin on my face!

< Game three was one of those rare
p! 5 occurrences when every dice I rolled
‘ N was great and every dice my opponent
) rolled was terrible, resulting in me
wiping out every last Dwarf in Rik's
B 3 warband and gaining much experience.

S Against Nick’s Witch Hunters though,
every dice I rolled was terrible and every
dice he rolled was great! [ lost the game
and a Beastmen... permanently.

“In my final game - The Gaol - things fell
apart. Esplitumy attack to try and take
out Andy's-Reiklanders and the Gaoler
at once, but the Gaoler ripped through
my warband and 1 lost the battle. ., -

E

i R
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Thc ‘warba ds' ve fought long and hard
to make it this far. Now. upon the
blasted grounds of the Temple of Morr
do they meet; all of Vantors banished
Pricsts together at last. Across the ruined
structure of the great temple do they
stare at cach other, in its highcst tower an
eldritch light blazes. Here lies the Soul
Engine - they can feel its very power
draining the life out of them as they

stand there — the culmination of the High

Pricsts madncss. Vantor must be destroyed
and his nefarious machine with him, for
good or ill..

g 1
?4
'

' area.

b The .ﬁ?mpie of Morr should be piace‘d in
‘the middle of the table with the Soul
Engine at its centre (use a counter or
small coin to represent it if you don’t
have a suitable model) and is
surrounded by various small ruins,
graves, mausoluems etc representing
the temple grounds.

muflipfaper game

The Temple of Morr scenario is a
multiplayer game. For all the rules on
how to set-up and the order of play,
downlead the Chaos on the Streets
rules from:
www.specialist-games.com/mordheim

And look for it in the Asticles section. If
you are fortunate enough to own a copy
of the Mordheim Annual 2002, the rules
can also be found there on page 26.

set-up

See the €haos on the Streets rules.

g Please note the Warband with the

; highest rating automatically goes first

‘and 'chooses which segment to set up

in. Soloman Vantor is placed inside the
‘Temple within 2" of the Soul Engine. His
‘deranged disciples accompany Vantor,
‘and they should be placed 10" away
from the Soul Engine, There are eight

. disciples and two should face toward
-each of the ta,ble edges :

cannot take pzrt in the ﬁnal scenario
‘they will be available for the game but

suffer a -1 to Strength and Toughness.

Soul Engine: This evil device, wrought
from the tainted iron littering Mordheim

“and bent into shape by dark magicks,

throbs with malevolent sentience. Any
warrior within 8" of the Soul Engine
(barring Soloman Vantor) at the start of
their turn must try to resist its evil
effects by passing a Leadership test. If
they fail they instantly suffer a wound
with no Save for anything.

Any model that is taken out of action in
this way adds +1 to Soloman Vantor's
Wounds (this can take him above his
starting level). If any of the Priests are
taken out of action for any reason in the
game, their souls will instantly be
consumed by the Soul Engine and
increase Soloman's power (see below).

The Soul Engine, whether its power is
coveted by the Warbands or shunned by
them, must be destroyed. 1t has the
following profile:

Toughness 6 Wounds 4
The Soul Engine is tough and the only

sure way to be rid of it is to tear it apart
in close combat, as such any wounds

‘caused by missile fire or magic are

ignored on a roll of 3

inaf scenario: (he tempfeo mort

Vantor will always remain within 3" of
the Soul Engine, but if a warrior is on
the same level 'as him and within charge
distance, he will charge them. If he
takes the model out of action he will
then move back to within 3” of the Soul
Engine. He will never move off the level
with the Soul Engine on for any reason.

The disciples move in groups of two.
Each model in a group must remain
within 3” of each other at all times. They
will remain at 10”7 away from the Soul
Engine unless a model approaches
within charge distance, in which case
they will charge them. After the combat
is over they will move back to 10" away
from the Soul Engine.

Both Soloman and the disciples are
immune to psychology, All Alone tests
and will not Rout.

ending the game

Unlike most games of Mordheim, the
game ends as soon as the Soul Engine is
destroyed. The warband that achieves
this is deemed the winner and indeed
the winner of the campaign!

However... If Soloman Vantor manages
to survive and all the warbands are
destroyed or routed then all the players




ives. If a Hero or Henchman
arvives the battle they gain +1

emy Out of Action. A Hero
| Experience for each enemy he

se by Vantor to gather them in onc.
o he could feast on their souls and at
| dominion over all mortals. As the Pricsts an

' their accompanying warbands surrounded the
ruined temple, ‘all knew a reckoning was close
- but would they serve their own petty agendas
% or ﬁgxt for the salvation of the war-torn

| worl

s Soloman Vantor. A Hero

s +2 Experience for taking Soloman
ot out of action.

' Wyat Lagus set his warband of foul chaos

| creatures on the Reiklander Mercenaries. A
: ¥ ?laody fight ensucd ipji_dc 2 r;}incd II:l_.lilz.’lil:lg,:
. our mercenarics went down before the
3 : 'l f-ini]])f killed a carruptcd Ogrl:, R:_inha;rt
ofoman Dantor — High special rufes t Mortarian, the pricst who had hired the
tiest of Aoy Soul powers: Soloman has already i ngzlndgr?.. séc\g;o] one of the foul Possessed
Once the : developed powers over the dead, i {1 ¢ Wi ol Ay e
benevolent .{5‘ secking to become a version of Morr ) y%‘“thﬂfg “‘-‘mF”"“ST W“h“dshdd“h‘d :’ ‘11"9
7 - - 7 o s 3 _31!‘5 0 1At main €nfrance, cac esperate fo
ﬁgn_gfacf:or: of himself, albeit a dark and crazed one. i be the first to enter the great temple ruin,
Mordbeim's He already has the power Portent. With the aid of his Dire Wolves 1t was |
deceased, Each time a Priest of Morr is taken out | Malachias von Carstein who took that honour,
Soloman's of action during the battle Soloman t“ ;?313“18- ‘:*]‘_I“DA ‘-"ﬁthP Ef‘?:“l?'fg ﬂﬂfuf " bareh
o . 3 k . However, & FCO-ITIEST Ol E3 ‘Was barci
griesl begren M ILECISe UL PONCE The effects of human and even the Vampire struggled as they
nobly enough which are detailed in the table below. traded blows. ‘
but now be is a ; :
[ . .\ As Malachias and Vantor fought, Beastmen :
FAIg Priests Power i flooded into the temple ant\:—%hamber that was L
mddmarn. 0 Portent Yantor may re-roll all dominated by the soul engine: a gyroscopic &
Imbued by the Step Aside and Dodge rolls. The ”’“ﬁ;i 5P§1mf'8 ‘m_‘;t"l EANgS :\ large chunk of
: : yyrdstone hung at its centre. As morc
wrdsrone second result stands. gaturcs_ cntr,r_csd. the dread machine bean to
saturating the take its toll. Spirit forms were visibly ripped  F
damned city, 1-2 Dread Aura All hand-to-hand . from their bocgcs_ and sucked into the gllz)wing. 2
Sgiomaﬂ ba‘g atmcks againsg Vantqr Suffer a vk r Lyfditpnt: tl'lt_ 8 TOSCOPIC Tings spun f;st::_ E
become a deadly creature. to hit. Warriors immune to k. “ ai:c : f;n;cuzly;s ‘g::?,: é{‘,’;‘{;s;ish‘f::;;]fcd i 4
. psychology are unaffected. : through the stained-glass window. . <l
Soloman has the following profile: ! . | . Distracted, Malchias struck Vantor a fatal .
3 Resurrection At the end of his " blow and the corrupted Priest fell, mortally '
M WS BS S T W I A Ld turn, Vantor can ressurect D3 of - wounded. Vantor crawled towards his soul
e R R R his disciples taken out of action | Ehgmc.d b{l; Bort? pray]:f 10 M?rr a'fdrlifs god
s roll dfj5+_ ; / “. f.'r,vcl_'_c Vantor trom his mortfal coil €
oty ety Vativon is At I{' g::?: 1“[“mst would B and meet his betrayed
with a staff and wears light armour. 4-5 Hand of Death Vantor now fights ‘4 B ki el wend Saine ey of ke :
as unarmed but suffers no  Vam x'rr}j Pskulking close by. l-fc imme iately :
Skills and Mutations: Fuelled by penalties from it. If he rolls a 6 . felt 1ts power: maybe he could put the i
prolonged wyrdstone exposure and to hit, he automatically wounds | machine 10 good use? End the nc*’—‘d,lﬁss,} 2l
the power from the souls he has and for any wounding hit he e i :::éf;m igftﬁgumi:t? t;:: *‘t}fmd;‘r’ck l-::;:d ‘:‘: d]f BN
already gathered, Vantor has become adds +1 to injury rolls and r t'h.u_wshis_ black blade into g’hf w rdsibn;: w,;__
. Y
more than just a mere mortal. He has ignores Armour saves. ' of the machine. The stone shattered and the
the skills; Step Aside, Mighty Blow, iar. e metal rings lsprﬁi_ crratically and then
Resilient, Lightning Reflexes and 6 Path to Godhood Vantor adds +1 1t dff&rc;f“gi;tc”g;ss rds flying in all
Dodge. Vantor also bears the following to his Attacks, Strength and 5 : ' ;
mutations; Daemon Soul and Hideous Toughness, and has the rules - The 't°mFl°' collapscd. The citizens of the Old
bl o of da dets Skull of Tea < . World blissfully unaware that their meagre
(this is more a result of the drea Skull of Iron and ktaggcred, but ives had been saved by a creature of pure.
energy surrounding him from the Soul not down (see p34 of Chaos on evil... I A,
Engine rather than any horrific the Streets in the Mordheim
physical abnormality). 2002 Annual or on the specialist’
i games website).




qame - even Lady

Tave this mueh musele!
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COLST COMLCT (oML

The Crowne Plaza Glasgow, Alexandra Palace, De Vere Whites Reebok Stadium,
Congress Road, Alexandra Palace Way, De Havilland Way, Horwich,
Glasgow G3 8QT. Wood Green, London. Bolton BL6 6SF.
i Sunday 21* May 2006. Sunday 18" June 2006. Sunday 4‘}' June 2006.
e 10am-6pm. 10am-6pm. 10am-6pm.
Tournament ticket — £40 | | _Open Pass — fi1o
' (admits two people) - | (admits one)
To become a regional champion, get yourself Each Conlflict event qffers a wide range
and your gaming partner to the battlefield at of hobby activities for Open Pass g
one of the locations listed above. (non-tournament) ticket holders: I
Regional Doubles Tournaments: * Conflict Painting Competition. . = |
: The Lord of the Rings " * Painting advice and tips from experts. -
(250 points force of either Good or Evil per player. * Terrain Factory — make scenery. and
Each Doubles pairing must be either Good or Evil.) take it home. 8 '
Warhammer 40,000 - Participation Games. = {
(400 point Combat Patrol force per player} SR : : ;
> Warhammer * Army Worksho.p'_S and tac_tical advice on |
(s00 points Border Patrol force per player) : army composition. |
SREACE I * The latest releases and hobby supplies. |
Age restriction 12+ R S

Games Workshaop reserve the right to alter or vary the event due to cdrcumstances or events beyond our control without being obfiged to refund manies or exchange tickets. This does not affect your statutory rights,

Please ask Staff at your local Games Workshop Hobby Centre for further details.
You can also check our website at: www.games-workshop.co.uk/events for more details about these and other events,

NARINER  [ORDARPINGS
2 = STRATEGY Wﬂrf'l' E

VVAJ{HU\NINHEIQ

740,000

Capyright £ Games Warkshoo Limbed 2005 axcapting &l materisis pertaineg o the New Lew thamical producsions: The Falowship of the Ring; The Tws Teneees; and Tre Raturn of The King which are & MMV New Line Froducsons, Ine. Al Rights Ressrved. e Lont of
FRings, Tie Feanwship of The Ring, The T Tawars, The et of The .fn?a il the names of tha charactars, items. avents and places thenain ss"auumwsaﬂnn Sand Tapnty E‘rJ T i Tolken Entemeisesunder cee 10 New Line Productions, Inc. Al Rights. ﬂey."w:l
Gaies Wirkshop, e Games Workshap logy, ‘Eavy Metal, Citadsl and the Cifadsl device-are ather &, T™ anclior & Gamas \Winrkshop Lt 2003-2006. varizoly registered in the LK and ather cotiminas around the work. Al Rigivs Resaras]



THE

ASTRONOMICAN

WHITE. DWARF ONLINE NEWSLET;I_*E:FI

Rik: Greetings citizens! For the
last few years, these have been
the opening words of the
Inquisitor Online Newsletter,
penned by none other than Yours
Truly (aka Inquisitor Robespierre)
— a righteous tome, charged with
bringing you the latest news and
articles of the Games Workshop website straight to
your e-mail inbox.

R'kmer

DEATH OF AN INSTITUTION
Alas, these are Inquisitor Robespierre's last words —
having no doubt been charged by his peers for his
prolonged use of unsanctioned psykers and
subsequently dispatched.

All of which brings me to the following: | am
saddened to announce that the Inquisitor Newsletter
is no more. Having served us well for more than five
years, the decision has been made to discontinue the
newsletter under its current guise. But fear not, as |
am delighted to announce that the decision has been
made to begin work on the all new, White Dwarf
Online Newsletter!

BIRTH OF A NEW AGE

With an all-new look and, wait for it... pictures... the
new White Dwarf Online Newsletter has been
completely redesigned, and will continue to bring you
all the latest news and articles, as well as the
occasional exclusive not found anywhere else on the
website or here in White Dwarf. WD Online will now
hit your inboxes on Tuesdays, allowing you to read
forthcoming articles and new releases published on
the following Friday — three whole days before anyone
else gets to read them, as well as letting you catch an
even earlier glimpse of any Sneak Peeks and
exclusive announcements.

If you haven't already received a copy of the new WD
Online Newsletter, the first of these new despatches
will be winging its way to you soon.

WD ONLINE SUBSCRHIPTIONS
If you don’t currently receive the Inguisitor
Newsletter/WD Online Newsletter and would like to,
you can find full subscription details on the Games
Workshop website at the address below.

Rik Turner

www.games-workshop.co.uk/wdonline

o SPECIAEISEGAMES .. cvivimns i e

ONLINE DIRECTORY

= DIRECT SALES ................ www.games-workshop.co.uk/store, Tel: 0115 91 40000, Fax: 0115 916 8002
o GAMES WORKSHOP ONEINE <....cc i iminbmmmmmsminmnisssssiis sipae s biante www.games-workshop.co.uk
o GAMING CLUBS.............c.ccoovecvnnne www.gamingclub.org.uk, E-mail; clubguy@games-workshop.co.uk
* FORGEWORLD ............cocooovvnriiiinnnns www.forgeworld.co.uk, Tel: 0115 916 8177, Fax: 0115 916 8044
& THEBIACK LIBRARY oo ool i ol www.blacklibrary.com

...................................... www.specialist-games.com

/
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Community

All the latest news and events

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

Store Finder

Want to fo find a Games Workshop

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

L

e N
Ordering Di rect

** It's possible to buy our products - °

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



This Maria board was made by Dan. “l
| used expanding foam," fhie says, “and
| with chunks of wood and polystyrene
set in to ft, | created a reverse mouid.”
Once removed these made natural-
looking corridors and racky clefts. For
the rocks, Dan used plaster bandage
to coat the foam and then used
textured paint to finish them off. “/t's
good for organic rock,” he says.

104 FRONTLINE

GW HULL

Nick: Nostalgic. That’s a good word to describe how |
felt when | revisited Games Workshop Hull, the store of
my youth. It'd been a while, so had my rose-tinted
glasses slipped or was Hull as lustrous as ever?

Of course, the latter was true and as | stepped through
its doors, | was overcome with something akin to that
feeling you get when you walk into a Games Workshop
store for the first time, You see, back when | was a
mere boy, Hull was the first GW store | ever went to. It
was a special occasion, heading out across the Humber
Bridge with my brother in his dinky VW hatchback.

Obviously, things had changed but it still had that hobby
magic | remembered so fondly...

Dan Doughty, is the man at the helm for Hull these
days. He’s been at the store since March 2005, but like
me, coming to Hull was something of a nostalgic return
for him, too. “I used to work at the store fifteen years

HOBBY HOMECOMING

a0, SHA0S.
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Dan Doughty — Manager, GW Hull

ago,” says Dan. This was way back when it first opened
in 1990 and since that day it's always been at Paragon
Street — one of the real warhorses amongst GW stores.
“It was weird coming back,” Dan explains, “strange, but
familiar.” | know how you feel.

Being a hobbyist for so many years, Dan has collected a
few armies. He's currently working on his Emperor’s
Children Chaos Space Marines. He's also a big fan of
Inquisitor, “I like working with large scale models,” he
tells us. This is evident in his 40K army, which has a
large Daemon Prince based on the Necron Deceiver.

CONTACT DETAILS: /f you fancy a trip to Hull
then give the guys a call and find out what's

happening in the Hobby Centre.

CALL ON: 0148 258 9576

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



Some of the great models
s H OW s E on display at the Hull
! Hobby Centre.

Dan Doughty’s Daemon Prince bears a
striking resembiance to him — apparently the
head was madelled on Dan’s old haircut.

== To say Hull
_ is the

8 tournament
capital of the
north isn't so
far fetched if
- their results
are anything
e o

. ; to go by.

Nick Langrick  Fyil-timer Nick
Langrick gave me the skinny on
their gaming exploits. “We won
five out of eight tournaments
we entered this year,” Nick
says, quite humbly, referring to
the Hull tournament team. Nick
also won his heat at the 40K GT
this year and the guys have had
success at the Doubles
Tournament at the Gaming and
Events Centre in Sheffield, the
WPS GT, Conflicts and other
independent gaming events.
Considering Nick has only been
going to tournaments for just
OVer a year, that'’s quite an
achievement!

So devastating are the Hull
boys' performances that they've
carved something of a
reputation in tournament
circles. “We're notorious on the
Net," Nick explains, laughing,
“the fear is coming,” but adds,
“It's not about winning though.
it's good for me, really lifts me
up and I've met a lot of friends
too - it's social as well.” Well,
that's what it's all about, Nick -
but the winning’s nice too
though, | bet:

b .

Emperor's Children Dreadnought — Dan Doughty Orc Shaman, Ore Warlord — Robbie Grawforth

Event information carrect at time of going to prg.ss: Games Workshop is not responsible for events not run by Games Workshop.
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OGAL DORN'S MEN

CRIMSON FIST MINI-SHOWCASE

Dave Binnie

f thc_rnany chapters of the
Adeptus Asatrtes, it's the
Crimson Fists that float

Dave Binnie’s boat. A popular
choice amongst hobbyists, owing to
their appearance on the original
Rogue Trader book (the very fist
version of Warhammer 40,000),
Dave has a different reason for
choosing Rogal Dorn’s brethren.

“I based them on a Black Library
book from the Soul Drinker’s
Trilogy; Crimson Tears,” he says.

book from the Soul Drinker’s
Trilogy; Crimson Tears.”

Dave’s Crimson Fists are part of
the second company and are made
distinctive by the prolific bionics in
the army, “It was during an Ork
invasion that the Crimson Fists
were taken out by their own
defences — [ wanted to reflect the
fact that the chapter is full of
injured veterans,” Dave explains.

Librarian

insignia. I'm really please with his Servo-
skull too.”

The colour scheme Dave uses on
his Space Marines is simple,
effective and achieves a high
gaming standard for any tabletop.
Tt's good lesson for anyone who
struggles to get an army painted up
quickly or if you have a lot of
troops, like an Imperial Guard
player for example.

Dave currently has around 1,000 Sqllﬂds
points of Crimson Fists, including Dave has modelled
lots of tanks and transport vehicles “snow flock on his
as it’s a mechanised force, Next, he hases. "It sets off the
plans to paint up a Command squad “dark blue colour
-and some more transport vehicles. “scheme really well.”
A particular conversion he has in

mind is Captain Reinez, a character

from Crimson Tears, who wields a

thunder hammer.

N’

“I based them on a Black Library

~ Terminators
One of Dave’s tactical ploys

‘don't rate that highly next to the
assault cannon. However, if you

give them the Tank Hunters skill
they can cause some havoe.”

2

Tactical & Devastator

@ Undercoat Chaos Black.

© Basecoat power armour with watered down
Regal Blue and Chaos Black mix.

© Wash this mix over the armour to ‘stain’ it.

© Fine line the edges of the armour with Regal
Blue.

CRIMSON FIST COLOUR SCHEME

© Use a mix of Regal Blue and Skull White to
pick out the very edges of the armour.

© For the shoulder pads and any red areas use
Red Gore as a basecoat.

© Highlight Red Gore with Blood Red.

© Use Red Ink to ‘dilute’ the effect.

7
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' Blood Axes ﬁ:o_t'n_
A ~ GW Gloucester

hese cool Ork conversions are
T part of staff member, Andy
Vaughn’s, Blood Axe army.
Andy works in our Gloucester
" Hobby Centre and describes his
motivation for collecting the
greenskins as, “They’re just fun —
the Klan thing is really cool.”

~ Andy has plumped for one of the
sneakiest, and arguably least Orky
Klans going. He was inspired by
the Orky character, Boss Snikrot —
who leads the Red Skull
Kommandos and is in Codex: Orks
— and explains his penchant for
using Imperial Guard vehicles in
suitably Ork-like fashion, “I looked
at the Guard list, then the Ork list...
I'm thinking... then I've gota
plan.”

of plasrr-card and Green Stuff fa ﬁnfsh ‘the:
conversion oft."

“They fight as one disorganised
mass,” says Andy of his tactics and i
his twenty five-Ork mobs in his. e
army “There’s nothing like rolling '
fifty dice and killing one Space
Marine.” he laughs.

Sneaky Snipers (right): These are Andy's Lootas, I just

Andy has 1,500 points of Blood love deserts and desert warefare,” Andy explains of his
Axes and to the right is just a camouflage choice. As for converting them... “It's justa.
sample of his great converted head and some feet surrounded by Green Stuff. Andy has
models, If you want to chat to three snipers and three spatters. “They represent a
Andy about his army and indeed, special weapon choice he says - evemmng mirrors the
see the rest of the army, why not [Imperial Guard.”

take a trip to Gloucester. S

BULL CHARGE!

These dynamically posed Ogres are currently rampaging in our Sutton Coldfield Hobby Centre. “They
were a combmed effort by all the staff.” says Adam Sharpes, the manger. “We wanted to do something
: a bit different,” he continues, “and at the time, we all collected Ogres.”

There are a variety of different poses, from extended postures and bull charging, to one of Adam’s
favourites, the backhanding bellower.

Event information corréct 4t fime of goina to press. Gamss Workshop is ot responsible for events ot run by Games Warkshop. www.games-workshop.co.uk/shopping 107



ARHAMMER WOR

Games Workshop’s premier retail store and events venue

WARHAMMER WORLD
HOBBY CENTRE

Warhammer World is a great
gaming venue but it also
has a Hobby Ceatre too. It
stocks the Specialist Games
Range, as well as Forge
World items and a limited
range of Warp Artefacts
products.

One of manager, Chris Pritchard’s, Dark

Elves, a Sorceress — on display in the
Hobby Centre.

coming soon

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,.

* 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 0115 9168410 FOR MORE DETAILS-

2006 GRAND TOURNAJIENT SEASON

108 WARHAMMER WORLD
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Visitor information, opening times, and even a webcam
can be found on the Warhammer World website.

Cbhe Citadel
Miniatures Dall

gmans

B ugman’s Bar is the place to sit and relax with a thirst-

3

Y

,\
)

|z @ ~
quenching refreshment after visiting the museum. It 4 l ]l‘.
is custom-built to provide an appropriate finish to ¥
any visit to Warhammer World, with a great selection of
drinks and mouth-watering meals.

It’s also only place to get exclusive Bugman'’s
merchandise. Below are just a selection
of the Dwarf treasures available...

Left: The special
edition Josef Bugman
model = only available
at Bugman'’s!

he Citadel Miniatures
Hall contains the
finest collection of

painted miniatures in the
world.

Along with thousands of
models from the world-
renowned Design Studio
‘Eavy Metal team, the
display also showcases the
work of past Golden Demon
winners and many other
highly individual painters,
modellers and artists from
the last twenty five years.

This unique exhibition gives
visitors the opportunity to
view new and histerical
miniatures in a sumtuous

gallery setting.

For more information e-mail
or call;

01159168410

Bugman's Goblet

www.games-workshop.co.uk/warhammerworld 109



The guys who run the Bunker (left to right) Jamie Shepherd (Club
Junior Rep), Gareth Williams (Secretary), Tony Healgy (Club
President) James Stamp (Events Organiser) and David Chilvers
(Club Web Manager).

This clash; a preamble practice game before the Mordfeim
campaign appearing in White Dwarf.

110 CLUBS & COMMUNITY

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

IN THE BUNKER

WHITE DWARF VISITS THE CHELMSFORD BUNKER GAMING CLUB

The
Chelmsford
Bunker is
possibly one
of the oldest
gaming clubs
in the GCN -
certainly it
was one of the
first few clubs
to become part of the Gaming Club
Network. Owen Rees and | made
the long trip down south to visit the
guys who run it, sample the club’s
atmosphere for ourselves and, of
course, play a few games.

Nick Kyme

. Ei;_ e

Humble Beginnings....

Ron, the manager of the Chelmsford
Hobby Centre is President of the club -
though it is soon to be taken over by
Tony Healey — which, like many, had
pretty humble roots. “It started off in a
garage,” he tells us, Compare that to
today, with its fifty-something members.

The Bunker has been running for four
years and in that time has cultivated a
regular following and deveioped a superb
playing atmosphere, as Owen and |
experienced when we fought out a
Mordheim game. The club runs lots of
events and campaigns. “We play a lot of

Here, Tony and Gareth try. to outwit each other in The Battle of Five Armigs.

Chelmsford is well
known for being the
home of the witch
fynder general, and
we discovered a
latent cyber psyker,
Darren Wadland  parren Wadland,
lurking in the Chelmsford Bunker.

Darren moderates a number of
forums, including the Clubs and

LS

CYBER PSYKER

Community forum and UK Whiie
Dwarf. You'll see Darren on our
forums under the guise of MOD-
Howling Griffon (Darren), his indentity
inspired by the Space Marine Chapter
of the same name.

Darren is a perfect example of how
the hobby community goes beyond
bricks and mortar clubs, combining
all areas including the Internet.

J

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



The Lord of The Rings,” says Ron, .
“and ran a big event for The War of
The Ring campaign.” They also have
two or three campaign and
tournament weekends a month,

Bring and Battle days

Tony explains, “We invite clubs to
‘bring and battle days. This is
basically to show them how to run
their own clubs and tournaments.”
There is an elite group at the
Chelmsford Bunker and their wealth
of experience and expertise shows
in the variety of games played. For
example, a Mordheim campaign
devised by club Treasurer, Mike
White, was in full flow when Owen
and | visited, whereas Tony was
playing club Secretary, Gareth
Williams at the Battle of Five
Armies.

Want to know more?

And for further information about
the club and how fo get in touch
with them see our GCN listings at
the bottom of the page.

Owen and | thoroughly enjoyed our
visit and would urge anyone who
can make it to Chelmsford to take a
look — we're sure you won't be
disappointed.

GW CHELMSFORD

The Chelmsford Bunker has
strong links with their local GW
Hobby Centre, where gamers can
meet up before heading to the
club. Below, we've provided a
sample of the store. If you want to.
find out more give the guys a call.

CONTACT GW CHELMSFORD ON: 0] 245 490048

G \\LES WORKSHOP

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

The Dice and
Dagger Club
Remember the
Dice and Dagger
Club from
WD3147 Well
Kurt Baker,
President of the
club, has devised
anew club logo and launched a
website with details about the club
and upcoming events. For more
information get in touch with our
Community Team on:

www.games-workshop.co.uk
/community

OPEN WAR 5

Sal 22nd April 2006, Sam till 6.30pm.

Warhammer World

War 40,00
Wa
Epic-=

£10 to enter

discount for elub bookings.

Entry forms downloadable from website
info@1stcompanyveterans.net

www. Tstcompanyveterans. net/events

WITH DUR GAMING CLUB LIST YOU
CAN FIND THOSE CLUBS THAT ARE
MEMBERS OF THE INDEPENDENT
GAMING CLUB NETWDRK.

THE GCN ROLL OF HONDUR
The clubs tsted here all have:

= A committag of 2t |east three members
£ run their affairs openly-

= Public liability insurance to protect the
menbers against accident:

= A gond standard of club rules and a clul
constitution.

= h child p!mectlnn policy,

the-

Bridgend YMCA Games Club
Confact. Matt Churchill

Phona: (1656 668208

E-mail: vetvetiiand@yahoo.coluk

Brighton Warlords

Cantact: Peter Cooke

Phane: 0757 408 4240

E-mail: Peter.caoked2 3@ntiworid.com

Buckenham Bone Crushers

Contack: Paul Girling

E-fmail;

W, GORTE gal

Banker

= 4 policy of for
GRE Disclosure,

As part of our commitment to cusiomer
service and safely we do not promote amy
chub outside of the Gaming Club Network.

www.gcnm.org.uk

1st Company Veterans (Warhammer Warld)
Contact; Chnis and Stott
E-mail infe@d steompamveterans.net

Armageddon Inc.
Gontack: James Sohfield
Phone: 01454 865 905

Battienet (Norwich)

Confact: Richard Miller

Phone: 07710 702297

E-mait: Richarc@batlianel. co.uk

Battlesear [Poole)

Contact: Paul Gleveland
Phone: 01202 385 632.
E-mail; pauk@batilescar oo,k

Blackfish (North Walsham)
Contact: Gy Slashill
E-mail: guyiashillEyahon.co. ik

Bracknell Forest Gamers
Contact: Danisl Currey
Phione: 07951 616 613
E-mall: d surray@talk2 i .com

Event information cosrect at time of goiria to prEss: Eam_.es Workshop is-not responsible for events-not run by Games Waorkshop.

Cnn.act David Chitvers
E-mall: bunkarsecratary@yahoo,co,nk

Colchester Games Club

Gontact: David Freaman

E-mail: infoEcolchastergamesciub.couk
Phone: 07858 755 572

Cross Swords Gaming Club

Contact: Anthony Cross

E-mail: dnfanishalleeross24T wanadog.co.uk
Phone: 01752 837133

Dice and Dagger {Buda)
Contact: Kirt Baker
E-mail: celtofkernow@acl.com

Dudley Darklords
Gontact Paul Sheldon
Phone: 01364 286 360

Dursley Games Club
Gontact: Dan Bighop
Phona: 01453 548 377

Edinburgh Pub Bowl League
Contact: Dave Avery

Phong: 07837 380713

E-mail: daveryedin@hotmail.com

Gambit Games UK (Brighton)

Gontact; Garath Wynn

Phiona: 61273 421358

E-mail: GarathwynnB08&ntworid.com

t Club {Shrewshury)
Contact: James Sharr
Phone: 01743 369605 or 07792 469648
E-rnail; n.sherry@hiopenwortd com

Gobstyks {Lincaln)
Gontact: Will Platien

Phoi 1522 803310
E-mail: info@gobsivks.co.uk

Hyde Clarendon Strategy Games Club
Contact: Pauk Mather
E-mail; paul. mather@tameside ac.uk

Jersey Privateers Gaming Club
Contact: Richard Maléet
Phone: 07797 725481
E-maif; diractor@black-helicopters.com

Kirriemair Wargames Club

Contact: Michagl Andarson

Phone: 01382 454063

E-maik: wirw, anlemuirwargamﬂs.lu.. co.uk

Leeds Night Owls
Comtact: Steve Bolan
Fhone: 0113 225 0461

Maccwargames {Macclestiald)
Contact: Dungzan Harradine

Phong: 01625 Bi2 579

E-mail: Harradine2(:02&yvahon.co.uk

Mauuamrs [Maidenhead)

Contact Denis Jackman

Phone: 01628 540834

E-mail: DENIS_JACKMANShotmail.com

Middlesborough Gamers Club
Contact: Shaun Atherton
Phona: 01642 272 021

Newmarket Dwarf Wargames Su:lm
Contact Chris Peachay

Phaone. §1638 720861

E-mail; nktawarf@hotmail.com

Morih West Warrlors (Kendal)
Contect: Adam Turmer

Phone; 07905 410 067

E-mail: Ore69@hotmall com
Nerthumbrian Adventurer's Guild
Contact: Mark Anderson Coulter
Phone: 07958 183711

E-mail; nagonling@hotmail co.uk

MNuneaton Model and Gaming Club
Contast: Brian MeCormark

Contact: Matt Hoiden
Phong: 01473 827 208

Mike Sharp
7802 764143
- Mike sharpa@btopenworld.com

Phoenix Baming Club (Rushden
Contact: Stephen Mawson/Darell Lee
Phiong: 07851 728142

Plymoutit Association of Wargamers
Contact: Orianda Miirrish
Phone: 0175 251 1402

Pnrinury Knights
ontact: Alan Yawles
B?TH 955488
- alanvowles@msn.com

I wamames Club
1 Paul Tel
E-mall: paunorran!iznmmall com

Redear fronbeards
Contact lan Widdowson
Phone: (1642 503207

Sad Muppels Society
Gantact David Offen-James
E-mall. david@sadmuppetsion

: 56
Esmail: aokthelibraran@hatmail. com

South Oxfordshire Wargamers
Contact: Darren Basset
Phane; 195 370 0226

St Aidans Wamiors Club

Contact: Paul Fletcher

Phone: 11415 770196

E-mail: paulmegregerfletcher@hatmail.com

Stirling Wargamers

Contact: Paul Brooks

Phone: 07878 612 033

E-mail; paul&tresandleal. plus.com

Stortlord SIurmers
fchard

Contact: Al
Phone: 2?’? 463574

E-mail; re@abbyy.couk

Suffolk and Essex Gamers
Contact! Lord B Banbridge-Kiddy
Phione; 01787 211254

Swarmm Wargames Clob

www.games-workshop.co.uk/community 111

E-mail: matt@holdenhouss. freesarve.co.uk

Swindon and District Wargamers
Cantact Paul Netila

Phone: 01793 TODE0S

E-mail: nattle trive@ntiworkd.com

Tanelorn Wargames Club
Contact Martin Turner
E-miail: Martin. Turner@Hess.com

TGE (Tamworih)

Contact: Phil Hannigan

Phone; 11827 247446

E-mail: prilhannigan2002@yahoo.co.uk

That Dam Gaming Club (Newmillerdam)
Gontact: [2in Dalten

Phone! (17863 311481

E-mail: votemoose@haimall com

The Sad Muppet Society (Basingstoke)
Gontact: Dawig Often-James

E-mail: muppet@genesis-sf.org.uk
Phone: 0118 920 483

Tolwaorth 15! Founding
Contact: Peter Cops
Phone; 07788 790138

Tunbridge Wells Wargame Soclaty
Contact: George Gush
Phone: 11580 753 G20

‘Walburton Wargamers

Contact: Mike Roddham

E-mail: walperionwargamers&yahoo.co.uk
Phane: 01245 554185

Watford Wargames Federation
Contact: Robert Phipps
Phone: 01494 465244
E-mail: rp@a-i-a.co.uk

Warlords of Walsall
Gontact: Jahn Davis
Phone: 01922 72427

Waoking 1st Foending
Gontact: Pater Gorps
Phone: 07788 790136

Yeovil Bames
Contact; Giiris Lows
Phone: 07811 B43747



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 g-mail at:
christianb@games-workshop. co.uk

The closing dates for receiving details
for publication in the following issues
are:
SO e 1st April WD319 (July)
e ® 15t May WD320 (August)
= 15t June WD321 (September)

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

Events diary abbreviation guide
Warhammer
Warhammer 40,000
.................. Blood Bowl
Warhammer Ancient Batties
........... Warhammer Players’ Soclety
... Warhammer English Civil War
............ Epic Armageddon
.The Lord of The Rings
....Games Workshop
...Grand Tournament

[iHANI]

TOURNHATIENT

I3STH-I4TH MAY
WARHAMMER WORLD

CALL: 0115 91 40000

WHW.gImes-wor shn-l:utn:n.uk.-""u\'cnts_.-""lii.lﬂ,'
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DAMOCLES GULF CAMPRIGN
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. Will the
Imperium of Man crush the fledgling Tau smpire or will the superior

technology of the Tau win the day?
Tickets cost £15 include lunch (you will need a 1500 ptarmy)

APRIL "

Contact: 0114 243 4633
Website: Www.games-workshop.co.uk/events

1ST BIRTHDAY OPEN DAY

Date: 1st April, 2006

Venus: m Gammg Centre Sheffield

c'om‘pef itions, mini murnarne_nts for 40K, LOTR and Warhammer and,

‘bestof all, it's all FREE!

Coniact: 0114 243 4633
Website: www.games-workshiop.co.uk‘events

NO JOKE - HOLD THE LINE
Date: 1st April; 2006
Venue:; QXEFTZEELR Guildford
Delails: Help the Imperial defenders of Medusa V fortify their
positions and buiid some 40K defences. Da you have what it
takes to spend a day in the trenches...?
Contact: 01483 451 793
Website: wwiw.games-workshop.co.ukfevents

A SHADOW IN THE EAST
Date: 1st April = 15th April, 2006
Venue: Oxford
Details: The forces of Sauron are on the move. In the
gast, Khamil has-gathered his army and advances on Gondor.
CGan the Free Peoples hold back this tide?
LOTR Campaign — STARTS with ‘The Rising in the East'.
Contacl: 01865 242 182
Weh: www.games-workshop.co. uk/events

THE TRROS CONSFPIRACY
Date: 1st April — 15th April, 2006

Venue: Oxford

Details: On the planet of Taros, deep in Ultima Segmentum,
valuable shipments of materials are going missing. Located so
close to the Tau empire, two Inquisitors have been despatched
to investigate these irregularities, along with a delegation from
the Departmenta 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

TRAITOR
Date: 1st April — 15th April, 2006
Venue: St, Albans
Details: On a tranquil Imperial world, the governor, Baron
Ashworth has stopped paying the planet's Imperial tithes. An
intervention force led by the Black Templars Space Maring
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 planet's surface.
40K Campaign — STARTS with ‘Assault on Governor’s Palace’
Coniact: 01727 861 193
Web; www.games-workshop.co.uk/events

ENEMY AT THE GATES

Date: 1st Aprll — 15th April, 2006

WENTEP . Staines
Details: mperial Commander, Vladimir Krensky, waits. On his
desk the offer of surrender sits. Where is the support he
requested? How long can they hold out... “The filthy xenos will

see how we face death. Death before dishonour”.

40K & BFG Campaign — STARTS with ‘First Strike’
Contact: 01784 460 675
Web: www.games-workshop.co. uk/events

HERALD OF THE EMPEROR
Date; 15t — 2nd April, 2006

Venue; WhanriAlivies WORLU

Details: Inquisitor campaian that follows an epic and mysterious

“story, spanning the galaxy from the Eye of Terror to Holy Terra itself!
‘Only one character decides your fate in these detailed narrative games.

Gall for more details and be a part of history.
Contact: GW Worcester — 01905 616 707
Website: wiww.games-workshop.co.uk/events

FANATIC DEN HARG

Date: 2nd April, 2006

Venue: Bridge-Societeit Noordeinde

Details: Spellenhuis runs thieir first Fanat:‘n_in Den Haag, Open for
newcomers to the hobby who can lear about gaming, painting and

collecting here. The Fanatic also includes a tournament for

Warhaminer _and_ w_arh'ammer 40,000 {Age 12+).
Contact: Spellenhuis — +31 70 364 47 82
Website; ne.games-workshop.com

RETURN TO ARCHON Il

- Date: 3rd - 14th April, 2(}[15

Venue: CANIITZIELD Hemel Hempstead

- Details: The Warp storms that plagug the outer rim of the

Medusa system have temporaniy cteareﬂ 1mperia| Astrupaths

Archon [1l. Untonuanteiy they haua also de‘tected XENos
cummunlcatlans obvmusly en mute tc- the planat Can you

Cotat: 01442 246752
Website: www.games-workshop.co.uk/events

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



H BeEROS TALEe
Date: 1st - 14th April, 2006
Venue: High Wycombe
Details: Archacn, Tyrion, Valien — all great heroes, from such
humble 0rig'ms Ana you s.uch a neing? Come and find cut.

Warhammer_ Bampamn
Contact: GW High Wycombe — 01442 248 752
Wet_rslfe: www.games-workshop.co.uk/events

THE FRATE OF MIYENUKDOS
Date: 5th April, 2006

Venug: Uxbridge:

Dsraﬂs The sept world of D'vanoi has been caught in the
ava:r_ab!e |s_1hat of Mi yanukps _t_:an th_e_y turn the Tyra_md t;ua
before it consumes D'yanoi?

40K Combat Patrol fournament

Contact: GW Uxbridge — 01895 252 800

Web: wivw.games-workshop.co, uldlevents

ENEMY OF MY ENENMY
Date: 5ih April, 2006

Venue: 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. Gan 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: 8th - 9th April, 2006

Venue: WORLD

Details: The Grand Final is here! The best players from fieats one to
three face off to decide the champion. For this two-day event you will
need two 500 points armies — one Good and ane 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 gamess-workshop.co.uk/events

DOUBLE CROSS
Date: 8th April. 2006
Venue: Maidenhead
Details: Inguisitor 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 matters 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

WARHAMMER

LAUNCH THE GRUNDENBURG
Date: 8th April, 2006

Venue: Reading

Details: Join a Warhammer aerial spectacular!

Eagles, Hawks and Gyrocopters & some larger things take to
the skies as the Grundenburg airship prepares to launch. ..
Contact: GW Reading - 01189 598 693

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

Event information comrect 4t time.of going fo press. Gamés Workshop is not responsible for-events not run'by Games Workshop

S - OPENWAR 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 Delails: Entry forms downloadable from website soon.
e-mail: info@1stcompanyveterans.net

Website: www. Tstcompanyveterans.net/events

HAMMERS OF CHAOS

Date of Event: Sunday 24th April, 2006

Venue: Gaming Centre Sheffield
Details: In the wake of the Starm of Chaos the Middle
Mountains have become the abode of Orcs; Necromancers and
Chaos warbands. They are trapped between the anvil of the
mountains and the hammer of the Empire and its aflies. If the
Empire is to withstand another incursion, the mountains must
be cleansed!

Tikcets cost £15 (including lunch). You will also need a
1,500pts army.

Contact: 0114 243 4633

Website: www.games-workshop.co.ukievents

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
ingluding lunch on the day.

Confact: 0114243 4633

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

WATCH THE SKIES
Date: 27th ﬂcpril,‘2DOﬁ
Venue: 2273 12 Swindon
Details: Tau mrces control the skies and most of the capital
ity of Medusa V. Kitl-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. uk/events

MAY

Warhammer Doubles Tournament
Date: Sunday 7th May, 2006

Venue: @Y TIIZELP Gaming Centre Sheffield

Details: Pair up with a friend to battle against athers in this.
competition of deadly duos, To play vou will need two Border
Patrol forces of 500 points and a friend to play with. Full details-
of the rules will be sent with the svent pack. Tickets cost £20.
including lunich on the day.

Contact: 0114 243 4633 for more details.

Website: ngames-workshoﬁ,co,uk/elfenrs

GW Presents: Battle of the Clubs 2006
Date: 14th May, 2006

Venue: Sporthal UVT, Tilburg

Details: The annual Battle of the Clubs tournament returns at
the usual location, including both a Warhammer 40,000 and
Warhammer team tournament.

Contact: NEEvents@games-workshop.co.uk

Website: ne.games-workshop.com

wAaRHAMMER WURLL

D

TOURNAMENT

8TH - 9TH APRIL
WARHAMMER WORLD

CALL 015 91 40000

hop.co.uk/ events{ diary

EAMPA!EN WE

20th — 21st MAY
WARHAMMER WORLD
'CALL: 0115 91 40000

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

A

WARMAMMER-
. /40,000

CALL: 0115 91 40000

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

www.games-workshop.co.uk/community 113



++IMPORTANT NEWS++

HOBBY STORE
OPENING TIMES

Games Workshop Hobhby
Centres have recently
changed their opening hours.
The new opening times are
as follows:

Monday - Friday: 12pm — 6pm
Soturday: 10am ~ 6pm
Sunday: 1lam - 5pm

There are, however, the
following exceptions:

s 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
gveryday, such as the
Gaming and Events Centre
in Sheffield. Please ring the
relevant store for details.

= To find out more
information, pay a visit to
your local Hobby centre or
give the staff a call.

FREE PAINTING AND MDELI.IG ADVICE

Mo matter what your keve! of painting or modelling skill, if you spend 30 minutes with one
of our members of staff you wilf see those skills improved and might find out something
you never knew!

BEGINNERS
Cur special Beginners® programime teaches you how to play and haips you ake
your first steps into the Games Workshop habby. The programme runs on
Sundays, so whatfier you want to iearn how to charge your krights into your
oppanents battle fine or lesd a squad of Space Marines into batile, all you need
0 do is come alongt

IN-STORE ORDER POINT
All of our stores have a Games Workshop Direst in-store order point which you
can use to gel your hands on all of our Specialist Games products, plus many
g i Is] and classic models with which to customizse
your Warhammer, Warhammer 40,000 and Tha Lord of The Rings forces.

kv 4 . _)"i‘ g §
FREE GAMING AND TACTICS ADVICE

Al our staff are experienced gamens (after all its what thay do for a living!) They can
give you sound tactical advice, help you biskd batle-winning ammiss and clear up mostof
your rules queries.

B i y
FULL RANGE OF PRODUCTS
All our sentras stock a full ranga of Warhammer 40,000, Warhammer and The Lord of

The Bings games and modals as well a5 all fhe hobby matenals you need to colisct,
ouild and paint your amies.

HOBBY ACTIVITIES

Games Workshop hobby centres provide support and expert advice on all
aspects of the habiby. On Sunday evenings many siores run activittes for

graduates from the i ' Prog . whilst one: kday night a week,
there is a Games Night for players to indulge in even mora 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 Gentre for more details. You can find a full list of our UK
retail outlets on our website, shown below.

Storés in graen 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.

UK stores marked in blue are members of our °Elite Store programme’ wha offer both

an extensive range of Games Workshop products and superb customer service.

If you're still unsure as to where your nearest stockist is focated, why not call Games

Workshop Direct on 0115 916 40000, Stores highlighted in yellow indicate new stores.

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

www.games-workshop.co.uk/storefinder

114 STORE FINDER



AVON

GW BRISTOL [CENTRAL):

13 Bfoadweir. Tel. 0117 925 1533
R FTOC ICMURS S ElA
Upil-128, 0417 558 2523
BRISTOL, Area 51:

Tak G117 924 4855

PORTISHEAD, Makit:

Tel! 127 564 4751

YATE, Hoggosaurus Toystore:

Tl £32 G5E

BEDFORDSHIRE
GW BEDFORD:
110 Greylriars, Tel 0923 427 3561
LUTON, Final Fenleq{
45 New Badioyd Aaad, Tol: 01582 728 001
Ottokers:
244 G059
BERKSHIRE
X GW MAIDENHEAD:
17 Rfarket Sirsal Tel: 0162 863 1747

0718859 BEIZ
HNEWBURY, Minfoture Merchants:

3 Weavars Wa 1635 520 176
BRACKMELL, Onakers:

Ted 034448 8124

SAMDHURST, Tayworld:

Tk 0425 287 3350

WINDSOR, OMaker's Bookshops Windsor:
Tee 015 585 6456

WINDSOR, W) Doniels:

Tei- 0175 586 2306

BIRMINGHAM AREA
GW RIRMINGHAM:
Uit L8, Bodring Link, Tet 0121 633
GW DUDLEY:
Uit 38, MemyHit Gontre, Tal: D134 448 3418
oW SOLIHULL:
90 Waswick Road:. Tel: G121 705 1907
X GW SUTTON COLDFIELD:
45-47 Bimpinghiam Foad. Tei: 0121 354 3174
GW WOLVERHAMPTON
GKing Street. Tel: 0130 g!I QEG
GW WALSALL:
Uit 27, oid Sgua‘e Shapping Cente
Tl
RCOEIS WEEN JU'FI Games ond Werkshop:
Tal- 0121 106 5115
GREAT BARR, Goming Crypt:
Tal; 0721, 360 560
EDGEBASTON, Wayland's Forge:
Tk 01:11 687 01105
RUE Wj Hebhbies & Toys:
|‘I DlEI 453 3980
SUTTOM COLDFIELD, Digital Drogons:
Tel D76 163 7793

BUCKINGHAMSHIRE

GW HIGH WYCOMBE:

Unit 28, The Octagan Centrd. Tel 0148 453 1424
GW MILTON KEYNI
Uit 2, We: 1ol Exi 502 Sibury Boulevand,
Shappirg Cenre, Tal 0153 A5 0477
AYLESBURY, Toy Wenderlond:

Tel: 0777 565-6581

UUCKJKGHAM, Abeus Toys;
Tal:0Hae 0621

GERARDS CEI:ISS, Hewdrd Marshall:
Tl 0175 368 2050

PRINCH RI“OWU@H. Treats:

153

CAMBRIDGESHIRE
* GW CAMERIDGE
54 Regent Stre 492 351 5350

GW PETERBOROUGH:
3 Wentwarth Streat Tal 0173 386 D052
ELY, City Cycle Centre:

Tl 0145 365 3131

HUNTINGDON, Sports & Fashions:
Tel Q148 0454541

Tol. 0472
SAWETOMN, |'I|l Tb)‘ & Model Contre:
Ta o1z a"_ﬂ S5

SAWSTON, Toys Fius:

sr NEm Barratis of 5t Noots:

el (7148 040 8700

5T MEQTS, Firsi Computer Gomes:

Tel (1463 386636

SY Nlo’l‘s weﬂgule Deportmant Stare:

<HAM, tvosetion Lids
348

WISBECH, Wesigale Dapartment hmm
Tk 0158 B30 ARG

CHESHIRE

GW ALTRINCHAM:

Unit1; 18 Graltan Streot: Tal, 161 928 5806
X GW CHESTER;

112 Forégate Siract
X GW MACCLESFIEL

Unit 59, Crestergate Mall, Grosvonos G

Tel- B2 553 B0ad

GW STOCKPORT:

32 Mersay Square. Tel: 0161 4741427

ALTRINCHAM, The Gaming Cryph:

44 Greenwood Street, WAT4 1HZ

CHEADLE, Fantasia:

Tal: DIET 481 1130

CONGLETON, Deans Tays & Cycles:

ol D128 08T 3277

CREWE, ABC Models Sport:

Tl 0127 550 5048

MNANTWICH, Funfayre LTD:

Tl Digroas 6348 -

RTHWICH, The Model SMPE

Tl D162 847 740

STALYBRIDGE, KMV Models:

&7 Methourne Strest, SKIS 250 Tl 0184 304 6700

STOCKPORT, onsilngs 'hwmmm—

Tol:-0161 42720

WIDNES, The Hohb,« Shops

Tal D151 424 3947

CLEVELAND
* GW MIDDLESBROUGH:
U348, 39 Dindas Strael Tal 0162 226 4081

i- 0124 431 1857

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

HARTLEPOOL, Niusions:
Tal U142 6233100
HARTLEPOOL, Westgale Depenlmlm Store:
TEiOTdE BE4 4537

CORNWALL
GW TRURD:
Unit 1, Bridgs Hougs, IW.W Eﬁcge Sireal
Tal: 1B #32 DosF 1
BODMIN, Bricknells:
Tal: 0120 237 FDGE
BUDE, Hitro
Tol: 0728 835 MB
FALMOUTH, W’mde!lu»d Falmomll
Tal0132 631 2671

YLE, Blewetts of Hayle:
Tal; (73675 BHTE
HELSTON, Eddy & Son:
Tal: G132 457 THr
ST AUSTELL, Mad for Minlaturas:
Tal: uln’"‘p‘???.\
TRUROD, Toymaster:
Tal 0187 227 2452

COUNTY DURHAM
¥ GW DURHAM:

64 North Foad. Tal:0191 274 1062

GW DARLINGTON:

78 Snnsrgare. Tek 0132 538 2463

BISHOP AUCKLAND, Wirdsock Models:
i (138 5D 5768
CONSETT, Kwikp:
Gonsat, Tal: ul!‘!‘. 1024
DARLINGTON, Lamb’s:
et 0132 545 043
SEAHAM, Games of War:
Tol U5 BITI1E
TEESDALE, Toy Shop:
183 363 T304

CUMBRIA

X GW CARLISLE:
Unit 2, Eare Lane. Tal 122 855 6218
KENDAL, North West Warrlors:
10 Ko Streal, Tal: 01530 731646
BARROW-IN-FURNESS, Heaths:
Tod 0122 082 (405 s
BOWNESS-ON-WINDERMERE,
Emest Atkinsen & Sons:
Tl 0163 544 3047
BRAMPTON, The Card Cenire:
Tel 0160 772 267
COCKERMOUTH, Playtimes:
Tel: 0190 082 5259
COCKERMOUTH, The Toy Shop:
Tt 0180 082 SB35
KENDAL, maugnlm
Tel 0153 072 3264
KESWICK, Lakeland Toys and Hobhios:
Tol: 0176 B SETE
PEMNRITH, Horpers Cycles:
Tel: 01 76 BBE 4475
ULVERSTOM, Sawdust 'n Stitches:
Tal: 122 858 2204
WORKINGTON, KSA Modﬂli and Hobbias:
Tol: 0180 087 3538

DERBYSHIRE
GW DEREY:
A2 Badler Gata, Tek: 0133 297 1857
BELPER, Frearsons:
Tel: 6177 382 3244
BURTON ON mm Toymastar Kingdam:
Tal: (1126 354 4561
BUXTON, D&E Knmlea & Sons:
Tal; €123 824 203
cHEmnﬂ!LD Cooperative Soclety:
24 627 UR00
CHES‘!EWIELD Maodal Trader:
Tal: G7E51847 736
CHESTERFIELD, Peak Bookstore:
Tel: 1246 201609
DI!Y Toymaster Kingdom:
Eagle Gentta, Tok 013 335
GI.OSSOP Wein Sarvie
Tal; 145 785 3548
ILKESTOM, llkeston Co-op:
Tel 0115 932 7977
MATLOCK, Shawes LTD:
Tal: (46 a5 2480
DEVON
¥ GW EXETER:
oia Sipwell Sireet. Tel: 0139 248 0305
GW PLYMOUTH:
B84 Commwedl Street, Tof: 01
GW TORGUAY:
12 Markat Seraet, Tal: 0180520 1006
BARNSTAPLE, The Bullle:uu,
Tel 0127 152 1344
DARTMOUTH, WG Pillor & Co:
Tel (180 263 2158

B 226 4121

XMOUTH, Gomazone Modeis:

Tl 0734 526 77ad

HOMITOMN, Art of War:

24 Now Siraat. Tei: 07404 44151

HONITON, Hanllun Toy Shep:
Tot D140 44377,

KINGS“IDGE The Troding Post:
Trl 0154 BAS 2923

M BOT, Austins:

Tet 0182 533 3444

PLYMOU?!'I Madel Shop:

Tt 0175 222 1851

'I.IVIS'I'OCK. Kalerdmmpe.

Ted 0182 261 5234

TEIGNMOUTH, Jackmans Toybox T/A MC 1 Trade:
Tel: 0162 677 8260

TIVERTON, Wings "N* Wheels:

Tel! 0185 424 2813

24 Posl Cffce Road,
¥ GW POOLE:

Unit 12 Townegsts Cente. Taf 0120 2685 5834

BOURNEMOUTH, Battle-Scar:

Tl TLE20 235 A1

012G 231 8292

BOURNEMOUTH, Roberts Toys & Gamas:
Tok: 0720348 2039

Fol: 0530 578 G601 4
GILLINGHAM, Mervyn's Toys & Modols:
Tob: 0374 78273888

POOLE, Hoggesturus

Tai: THO

SHAFTSBURY, Howards:

Tek 0174786 2156
SHERBOURNE, Carnarhousa:
Tel: 0193 581 5615
SWANAGE, Leanards:

Tei: 0792 842 609G

'MOUTH, Rozzamatoz:
Tl 0130 578 0601

ESSEX

GW CHELMSFORD:

Lnit 4C. The Meadows Confra, Tob: 0124 844 0048
GW COLCHESTER:

Z5hom Wyra Stract. Tel 0120 676 7279

GW SOUTHEMD:
12°5uthchureh Foad
GW THURROCK:
Unit.4158; Leval 3 Lakesida Shopping Gentra, Tal 0170
4pk 1133

SAFFROM WALDEN, Game On:

30 High Streed; Tel: 0170 850 8070

BRENTWOOD, BAM Cycles:

Tal£27 721 4342

CLACTOM OM SEA, Clacton Art & Croft Centre:

Tal {1125 543 E346

COLCHESTER, Toymaster Kingdom:

Tal: 120 653 4344

HARLOW, Morques Models:

Tl 027 942 3354

HOCKLEY, Hobbion:

Tal: 0170 220 0160

LEIGH-ON-SEA, Callver Books:

Tal G170-247 2956

MALDOMN, Colin Bliss Models:

High Seraed. Tal: D162 185 1387

RAYLEIGH, Toys N Tuck:

Tel: 4248 877 5501

Trol: g 70 234 34564

GLOUCESTERSHIRE

GW CHELTENHAM:

18 Pivilia Strest. Tal: Of2q 823 8418

GW GLOUCESTER:

35 Clarpncd Sireal, Tel: (1148 260 5033
CHELTENNAM, Teywizz:

Lirit 18 FeqentsArcade. Tal; 0124222 2325
BOURTON ON THE WATER, Bourton Modal Rallway:
Tal: 11945 152 066G

STROUD, Anties:

Tel 0145 378 4487

STROUD, Puisoft Gomes:

Tok D70 2427428

TEWKESBURY, Tay Zone:

TEE 0168 4208 5775

HAMPSHIRE

GW BASINGSTOKE:

3 Pulters Walk. Ted: 0125 648 6050
GW PORTSMOUTI
32 Arimdal Strest. Tal: 02!
GW SOUTHAMPTOMN:
23 Enst Streat. Tal: 0258 033 1862

GW WINCHESTER:

& 51 Gearges Sireat. Tel. 0198 286 0158
ALDERSHOT, The Game Shop:

Tol: 0125 291 1445

ALTON, Alton Modsl Cantra:

Tal: 1 54

ANDOVER, Hoggosaurus Toystore:

Tl D126 435 2885

BASINGSTOKE, Ottakers:

Tal: 0725 625 D46

FAREHAM, Foroham Toys ond Hobbles:
Tel: D132 528 2483

FARNBOROUGH, Darkstar:

Tal: D125 237 6050,

FLEET, Fleet Toy:
Tl 0125 264 2
GOSPORT, IC Books:

Tal: Dl 256 (a1

MILFORD ON SEA, Milford Models and Hobbies:
Tal: 0159 064 2112

NEW MILTON, Toys of New Milton:

Tal: G142 561 7
PETERSFIELD, Folly Models:

Tal: 0173 026 T332

PETERSFIELD, Fun for All:

Tal, t173 0267271

RINGWOOD, Toys of Ringwood:
Tal! 0142
ROMSEY, Roundobout:

Tel: G179 451 2145

SOUTHHAMPTON, Hidden Fortrass Lid:
51 Eagt Sireet, 8014 35X, Tel: 023 8077 0550
SOUTHSER, Southsea Models:

Tal) #1746 573 3208

WATERLOOVILLE, Poul's Hobby Shop:

Tell 3170 525 §186
HEREFORDSHIRE

HEREFORD, Hereford Model Shop:

Tall 0943 235 3003

LFHM.IN.SY!R, Martin's Mu:h!s & Q‘nﬂs_

170 2448 1251

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

ROSS ON WYE, Liite & Hall:
Tol: (188 456 2636

HERTFORDSHIRE
GW HEMEL HEMPSTEAD:
1% Eridge Streat. Tel: 0144 Sk G7se
GW 5T ALBANS:
18 Hesltape ioss, off High Streel. Tet 0172766 1183
HERTEORD, Gome On:
23 Maidsahisat SG13 1OW. Tal 015952 337774
BERKHAMSTED, Hamlins: ¢
el 0444 285 548
BISHOP'S STORTFORD, Boardmans: .
el 0387 GBS 4053
CHORLEYWOOD, Chorleywood Models:
T a5 a2k 4avd
COCKFOETERS, Murray & Erand:
Ve 070G 4939 QERT -
MDEN, Falicitations:

Tk DiEE 462 2154
HERTFORD, Margues Models:
Unit 65, The ddargies, T eb 01275 423334
HITCHIN, Mainly Models:
Tal: 07146242 2204
ROYSTOM, Toyshop:
Tk 0176 di4 3270

EMAGE, K5 Models:
Tol. 0745 B74 8616
WELWYN GARDEN CITY, Toys Toys Toys:
Tal 0170 7348 1519

ISLE OF MAN
DOUGLAS, Jac Distribution:
Toll 0162 462 2154

RAMSEY, Model World:

Tel: 0162 431 G045

ISLE OF WIGHT
Tol o168 SRa RO
MEWPORT, Battalion:
Cartral Market Boariots Lana Tot 0198 353 4222
NEWPORT, Toy & Madels:
Tal; (188 352 6256
RYDE, The Sports & Madel Shop:
Tel: 0108 386 2454
RYDE, Fun, Fact and Fontasy:
Tl 0198 351 7323
SANDOWN, Toymastor:
Tal; G168 40 4182

MNKLIN, Toymaster:
Taly 0185 396 GB24

KENT
GW BLUEWATER:
Unit 9628, Upper Thames Wik, Bluawaler; Grasnhliha,
Kant Tel: 0132 242 7880
GW CANTERBURY:
Hriit 5, Iron Bar Lo, Tl
GW MAIDSTOMNE:
7a Pudding Lane. Tal: 0162 267 7435
GW TUNBRIDGE WELLS:
4A Cafnden Strest, Tel: 0183 262 5743
ASHFORD, GZ Camputors Lid:
28 GCouniry Squarng, T 3 366 2
BEXLEY HEATH,
Tel:ugta 2487
BROADSTAIRS, Time & Spoce:
Tel: 0164 365 B0GE
CHATHAM, Moynes:
Tel 0163 440 0031
DOVER, Tumers Models:
Toi: 0730°425 3711
GRAVESEND, Stova's Colloctables ond Models:
7 Gueen Street, Tet 01474 5B4463
GRAVESEMD, The Stomp Cenire:
T 0747 453 4166
HERNE BAY, Spoarings:
344 Monimar Strmet, Tl 01227 374045
MARGATE, Toymastar Kingdam:
Tell 0784 322 5400
RAMSGATE, The Giggling Goblin, Games Emporiun:
40 King Swast. Tal: (1546 359 4364
ROCHESTER, Minioture World:
Tok D163 £E1 3988
SEVENOAKS, JH Lorimor:
Tk 0170'245 2540
SEVENOAKS, Manklows;
Tek 0173 2454052
smmawum, Al Biundell & Son:

22 745 2880

T 359
WEST WICKHAM, Young Foll Toys:
Tet: 0208 777 2251

LANCASHIRE

GW BLACKFOOL:

& Birley Streel Tol; 0125 375 2086

GW BOLTON.

Linlt 27, 55 A

GW PRESTON:

15 Millor Armage, Tel 0177 2821855

ASHTON UNDER LYME, Roundaboul Toys:

Ted: O16% 343 3594

BLACKBURN, Botcovo:

Tal: D125 166 7438

BLACKBURN, Mercer & Sons:
5l 0125 456 700

et HAall, Tel: 0120 436 2931

BLACKPOOL, Toymaster:
- 25382 8481

BURNLEY, Arthur Benn:

Tal: (128 242 2546

BURY, Toymaster:

Tal 16T 761 B208

CHORLEY, A & B Games:

Tal: D126 726 1833

CHORLEY, Hampsens Toys & Mursery World:
Tal: 0125 726 3045

CLITHEROE, Cowgills of Clitheroe Ltd:

Tal: 0120 (42 3587

KJ!KHM RK lo)‘!l.

Tek: &
mnumu. I.ﬁmnl Toymaster:
TEI: D5

R. MI:m Markets:
Tc_I G151 4840480
LEIGH, Storktown Limited:
Tal; 194267 1116
LEIGH, Taymastor:
Tal: d15E 267 1118
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MORECAM
Tal: pis2 441 ﬂ!ﬂd
OLOHAM, Ottakers:
Tel: 0151 B05543
_POULTEN LE FYLDE, Aobos bookstore:
-Spaciaity shapping. Tal: 0125385 1116
PRESTON, Toym: .
TebOTTT BB T
ROCHDALE, Microshock:
Tel: D171 5838
‘ROSSEMDALE, Ressendale Models:
Tt D\?D REd G007

CLEVELYS, Tay2save Col
Tel: 0725 D85 5803

IGAM, Wigon Model Cantre:

Tor 0% 94 224 BEE3

LEICESTERSHIRE
GW LEICESTER:
LI 2, 1620 Silver Streat, Tel: 0116 2530510
GW LOUGHBORQUGH:
22 Biggin Strest. Tel: 0150 823 107
ASHEY-DE-LA-ZOUCH, Steve's Models:
Tel: 0153 041 6327
Beoffs Toys:
Tak (153 (83 2795
HINCKLEY, Punctilic Model Spot:
Taf; G145 525 (R52.

LINCOLNSHIRE AREA

GW GRIMSEY:

9 'Wast 51 Many's Gate: Tel: 0147 234 7757
GW LINCOLN:

Unit SLIA, Saftemate (o0 susice of W
05 254 BT

BOSTON, Madels and Computers:
Tal: 01205 365102

GRANTHAM, Arbon & Watts:

Tal: 0165 485 5030

QRAN'I'HM Pnnprlnne Models and Hobbies Lid:
Tel: 047 -‘d

LOUTH, Gunulir!l

Tel: 0150°780 2149

MABLETHORPE, Balas Toymoster:

Tl 0150 747 3328

QUADRING, MS Sturgess:

Ted 0177 562 1967

SCUNTHORPE, Shermans Modsel Shop:

: 0172 464 2459

side Gentoa, Tal:

! LUNTHORPE, Toymasier:
Tal 0172 427 1020
SKEGMESS, The Model Shop:
Tat 0175 476 3429
SPALDING, an = Models:
Tal: 4177 572 245

SPALDING, Spuldinn Mews:
Tei; (177 672 3248
SPALDING, Spalding Madels:
Tal (1775 Ti4270
STAMFORD, Howleys:

Tal: 0178 076 2125

LONDON
GW BRENT CROSS;
Unit F8; Lower Mall (naar Fe wicks), Brert Grogs Shopping
Cantre, Tak G208 202 4975

® GW BROMLEY:
Unil 24, Tha Mall, Bromiay, Tet 0F08 486 D678
GW CROYDON:
Unil 35, Drummond Gantre l;ulslde tha back of tha cantre),
Heglay Roan. Tal: G20 580 461
GW ENFIELD:
X5 Genolin Aoed. Tel: 0208 364 3238
GW HAMMERSMITH: .
167 King Sireat. Tel: 0208 B45 9744
GW HARROW!:
a6 Stalion Street, Tal: (208 867 28
GW KENSINGTOM:

, Kansingion Cnurch Siraet.

Tok 0F07 837 7011
GW KINGSTON ON THAMES

%3 Frle Aoad, Tek 0308 545 5224

GW LONDOMN (OXFORD 5T):

Una F10, The Pltz Shopping Dedled, 1
Cordord Strogt. Tel: (207 436 0838

foor,116-129

shar House, Kew Road. Tal: (208 B46 6122
GW ROMFORD:
12 Quedrent Arcade: Tal: 01708 742 140
GW STAINES:
B Clerence Siroal-Tal: 0178 446 0675
GW SUTTOM:
unit 26, Timas Square Shopping Cendre. Tal: 0208 770
2451
X GW UXBRIDGE:
wnit 32, Ghaguars Mali, The Pawilicne Shopging Cante
o 525 S0
GW WATFORD:
Uit Q, 14 Quean Streat, Hateguin Gontr.
Tai: O S8
BLACKHEATH, 2nd impressions:
Tel: D208 B2 G182
CHINGFORD, Hobby Stop:
451 Station Foad, Tal: 0208 526 7377
CHINGFORD, Rossiz of Londoh:
Tal; DR07 539 1820
CLAPHAM JUNCTION, Toystop:
ek T 2R 07
DULWICH, The Art Statleners:
Tel 0208 653 5538
FINCHLEY, Leisure Games:
Fed 0206 946 2027
HAMPSTEAD, Hoppy Returns:
Ter0207 435 2831
HERMNE HILL, Just Willkams:
18 Half MoairLane, BE24 rlHl.l Tek 0207 733 9955
ISLINGTON, Frederick Beck:
Toi; 0207 226 3403
HNIGHT!BI.IDBE. Harrods:
07 730 1234
I.ONﬂuN Flwin Games
a3 Mizaum Siredl, Tal: &
PUTNEY, Toystop:
Tel: 0204 785 8555
RUISLIP, John Sonders:
Tal: 0184 563 4828
WALTHAMSTOW, Ottakers:
Tal: 0208 520 (202
WIMBLEDON, Elys:
Tal: 0208 846 8199
woob GIEEN SHDPP!NG CENTRE, Toy City:
Tal; 24

MANCHESTER AREA

OW MANCHESTER [cantral):

Unil R3S, Mataden Way Soun; Amdales Canira- Tof;
834 68
GW TRAFFORD CEN TRE:
Uit Late T it
ECCLES, Ami

Tol: D161 788 TE50.

LEIGH, Toymuster:

Tel: 0194 267 1118

MANCHESTER, Woterstones:

Tol: 0167 B32 1982

WARRINGTON, Steve Webb Medels & Hobbios:
Tel 0192 A73 5225

MERSEYSIDE AREA

116 STORE FINDER

X GW LIVERPOOL:
13 Central Shipging Gentre, Ranelsigh,
Tek-0157 700 0655
GW SOUTHPORT: ;
Linit (2 Mabile Place Shopaing Centra.
Toi 0170 £50 1256
GW WARRINGTON:
Ui 20, Time: Squane, Teb 0192 685 1884
ST HELENS, Wargames World:
22 Cropar Sreet, Tal: 0174 428 500
MERSEYSIDE, Lewis's Department Store:
Ranalagh Streel, Lvarpoal -
SOUTHPORT, Cloymors Gomes:
Tal: 01704 535348
WIRRAL, RS Madels:
Tal, 0151 348 4363

MIDDLESEX
ENFIELD, Jennings Stores:
Tl 208 B4 1304

NORFOLK

GW NORWICH:

12-14 Exchangs Strest,
DIS5, Toymaster:

Tal DTSY BE4 1743
EAST DEREHAM, Youngsters World:
Tal: 0178 B56 2372

o160 376 7656

Starlings
Fakanham indusiral Estata, Tor- 0132 BES 2750
FAKENHAM, Lou Lous Toy Shop:
Tel 01324 853118
GORLESTOM, Toymaster:
Tek: 0748 344 3067
HOLT, Starlings-Toymoster:
Tak 0126 371 3101

HUNSTANTON, Hunstanten Models:
0348 553 3374/85 4466

KINGS LYNN, lmp]l!.
: 0155 378 ‘~| T

HINGS LYNN, Wesigate Department Stora:
Tal: 0155 476 D981

NORTH WALSHAM, Games N Fun:

Tal: 07851 031 246
NORWECH, Ballen:
2e Dusens Road. Tel: 01603 PESE05
NORWICH, Kerrisons:

Tel: 1600 484008

NORWICH, Longleys, Rackheath industrial estate:

Tal; (1603 521089

NORWICH, Toys Plus, Narwith airport indusirial
estale: Tal 216037E7 161
Starling

Tek. 0126 382 2368

TAVERHAM, Mervic Models Lid:

Linit 2, Tavernam Garden Centre, NAE BHT
Tek: 01503 635213

WYMONDHAM, The Tay Laft:

T 0195 350 7720

WROXHAM, Paint House Tayshap:

Tek (180 370 6804

NORTHAMPTONSHIRE

¥ GW NORTHAMPTON:
24-26 Ablngton Square, Tal; 0160 463 G847
CORBY, Westgate Department Storer
Tek 0183 620 625
KETTERING, Toymaster Kingdom:
Tel: 2153 651 3507 £
KETTERING, Green Angel Cords & Gomes:
Tal: 01538 350 244
OUNDEL, Oundel Mews:
Tali01E32 273518
RUSHDEM, Osborne Sports & Tays:
Tel: 0163 331 2415
WELLINGBOROUGH, Software Seller:
Tel: 0163 344 0861

NORTHUMBERLAND
AMBLE, Gramlynz Imports:
Tel: D845 125 QI06

BERWICK UPON TWEED, Barwick Computer Gomes
ovDs:

ind :
Tai: D128 8309551

HEXHAM, Fairpl
Tal: D143 -480 6578
HEXHAM, Robbs Department Sfore:
Tok: 0145 460
MORPETH, TG Allan:

Tel 0187 051 5136
NOTTINGHAMSHIRE

GW NOTTINGHAM (contral):

245 Friar Lane, Tel 0315 948 0861

GW WARHAMMER WORLD:

Whiow Aand, Lonton: Tol: 0118 918 B410
MAMSFIELD, The Ganies Emporium:
01623 640 02

MEWARK, Access Modsls:

Tef (1636 673118

HOTTINGHAM, Shawes:

Tal 0115941 8648
SUTTON-IN-ASHFIELD, Blg Boys Toys:
Tali 3628 557812 i
WOODBOROUGH, Regency Printers:
"Tal: 0125968 E500

WORKSOP, Model Base:

Tal: 1808 501 752

OXFORDSHIRE

GW DXFORD:

1A Bush House: New Inn, Hall Stoet, Tel- 0186 524 2182

ABINGDON, Just Toys:
Talk D123 552 4333
BANBURY, Trinder Bros:
Tak 0126 536 2546
BICESTER, Dentons:

Tek 0186 532 3846
CARTERTOM, Glles Sparts:
Tok 0145304 2036
COWLEY, Dentons:

Tt 0186 574 0746
DIDCOT, Dentons:

Tel 0125 581 6566
DIDEOT, L Dickinson T/A Dentons:
Ted: 0923 561 6556
OXFORD, Baswells Toymester:
Teb G785 524 1244
THAME, Pied Pedollor:
Tl 0184 428 0022

WALL . Pattits af
Tal; 0745 163 8257
WITHEY, Romkrish:

Tel: 6159 370 4979

SHROPSHIRE
¥ OW SHREWSBURY: _
B:Market Sfreat. Tal: 0174 338 2007
TELFORD, Sanda Gomes:
# Apan Place, Donnington, Tal: (1852 678 722
BRIDGENORTH, Hobby Horse:
Tel: 4174 €76 6859
OSWESTRY, Funfayre:
Tel: 168 167 D646
SHREWSBURY, Funfayre:
Tel 0174 325 3647
TELFORD, Questing Knight Gamas:
Tel: 0185 241 7747 .

SOMERSET
¥ GW BATH:

F-10 Wastgade Buldings, Avan Streat. Tal: 0122 533 4044

BRIDGEWATER, Games Mart:

Tol: 0127 B43 3677

BURNHAM ON SEA, GW Hurley:

Tel: 0127 878 3281

CHEDBAR GORGE, Class Creations Lid:

Tha Lippiatt, BS27 30P, Tt 1834 749230

FROME, The Ellenbroy Press:

Tet 0137 346 2139

CHARD, Games Wizard:

Ted 0146 023 9080

GLASTOMBURY, Pedalers:

Tal; 0145 883 4562

MINEHEAD, Minchead Toys & Models:

Tal: 0184 370 5550

TAUNTOM, Krockers:

Tel: 0182 333 BOBT

WELLS, Wells Madels:

Tal; 4174 867 G2E2

WESTON SUPER-MARE, Griffins Games:

Tal: D153 442 57899

WESTON SUPER-MARE, 1J Toys:

Tal: 0183 443 5157

YEOQVIL, Yeavil Collectors Cantro:

Tal; D183 543 3739

STAFFORDSHIRE
X GW BURTON ON TRENT:

Uinit B, Union Soun, Linion Siraet. Tok 0128 353 5665

GW STOKE:

27 Statfard 81 Tel
TOM OM TRENT, Toyma
Tei: D128 354 4560
COCKERMOUTH, The Toy Shop:

Tek 0180 DBE2 5855
NEWCASTLE UNDER LYME, Sundewner Moedals:
Tok 0178 261 0606
STAFFORD, Hoppy's Hobbies:
81 John's Markat, Tol: 07268 703804
STAFFORD, Too Fat Goblinz:
Tel 0178 524 4495
STOKE-ON-TRENT, Battlazone Games &
Colleciables:
Tal: 01782 B33 633
|, Gooff's Toys:
Tel: 0153 083 2705
UTTOXETER, The Toybax:
Tal: 0768 956 5357

SUFFOLK
X GW IPSWICH:
A9 Butiermarket, Tal: 0147 321 Dod1
BECCLES, Toy Box:
Tel: 4150 271 2745
BURY 5T. EDMUNDS, Model Junction:
Tal: 0128 475 3456
BURY 5T, EDMUMNDS, Toymaster Kingdem:
Tel, 0120 476 1646
FELIXSTOWE, Wizards Taxis:
Tol; (138427 5656
HALESWORTH, Halesworth Toy Shep:
Tol: (196637 470
HAVERHILL, Baby Connexion:
Tal: 0144 070 6202
IPSWICH, Goleny Madels & Holihi ud.
515-318 Foahall Foad 1P3 B Tal 01473 7agars
LOWESTOFT, Teymaster Kingdom:
Tei, 0450 255 5654
MEWMARKET, Moons ‘ldy!und-
Tek 0163 8B6 H147
STOWMARKET, Simpsan & Sons:
Tok: 0144 961 2814
SUDBURY, FT Games:
Tot 0178 746 G060
SUDBURY, Toymaster Kingdom:
Tl BT 7T 2
- SUDBURY, Toy Connexion:
Tal; G178 7H BG0R
WOODBRIDGE, Toytown:
Tali 0139438 3170

SURREY

GW GUILDFORD:

Unit 1, 842 Tunsgate. Tel; "148 345 1793
GW WOKING:

Uit 3 Cleary Caurt, Tel: (11
CAMBERLEY, Morningstal
& Befegheim Way. Tk 01276 685 160
COULSDEN, Taylers Teys and Sports:
Tal: (208 656 00710

DORKING, Dorking Modals:

Tel: 0130 688 1747

EPSOM, Ottakers:

Tul 0107274 2533

OXTED, JH Lorimer Lids

Tl 0P8 556 885

PURLEY, JH Lorimer Lid:

Tec DHTBEG 06

REDHILL; Gamars Guild:

Tel 0173 74 912

REIGATE, Tha Toy Shap:

Tek 0173 Y24 5900

WALTON ON THAMES, Treshouse Toys:
Tel 0153 225 2272

SUSSEX AREA

GW BRIGHTOM:

Unit 7, Nitg-Paviliens, Tol: 0127 320 3333

GW CRAWLEY:

11 Broadway. Tel: 0125 255 2072

GW EASTEOURNE:

13 Terminus Hoad: Tal: 0152 364 1423

BEXHILL OM 5EA, Malek Medels ond Hobbies:
Tal: 0142 487 D095,

BOGNOR REGIS, Troins Models and Hobbles:
Tal: 0124 386 4727

BURGESS HIl
Tal 144 425 7734

7T 8TE

LCHICHESTER, Chichester Toys:
Tel: 24 378 BD5E

HASTINGS, Jade Martial Arfs:

Tel: D4 472 0330

HAYWARDS HEATH, 4JRIN Lid:

& Heasawood, Boinone Vilage, Tel 01444 455835
HAYWARDS HEATH, Heath Medals and Toys:
Tel: 0144 445 4785

HORSHAM, Gentle Gallery:

2 Snelsy House, Bishop Alck, Tal: 01403 268 56T
HORSHAM, Ottakers:

Fei 0E40 326 0B

LEWES, The Hobby Shop:

Tk DT2T 947 2044

STEYNING, Gentle Gallery:

Ter 0180 361 2933

UCKFIELD, Kid's Stuf:

Tel: 0182 578 Bach

WORTHING, KC's Gamas Shop:

Tel: 0130 323 7ag3

TYNE AND WEAR AREA

¥ GW MEWCASTLE (Central):
Unit $4, Mowgaese Shoppimg Candre Tel 0191 232 2418
GW METRO (METRO CENTRE):
Unit 2, First Floar, The Sroade (rear the Meditemansan
Wikaga). Ted 03191 461 0950
MORTH SHIELDS, SR Glodstone & Son:
Tal: 0181 257 0335
SOUTH SHIELDS, Conts Models:
Tel: 0191 427 7644
SUNDERLAND, m Toy & Computer Shop:
Tel: 0191 B85 5138
SUNDERLAND, Owen Owen Lid T/A Joplings:
Tl 0191 510
WHITLEY BAY, T&G Allan:
Tei 0191 253 1564

WARWICKSHIRE

GW COVENTRY:

Urit 38, Uppar bevel, Cathadral Lanes Shopping Ceatre,
Ted 0247 623 7311

GW LEAMINGTON 5PA:

30 Regent Sireat Tel TBC

BEDWORTH, Rallway & Madellers Junclion:
Tal: 0247 631 6285

KEMILWORTH, Abocraft Arts & Pictures:
Tel 0182 651 1294

LEAMINGTOM SPA, Trinders Toy Town Lid:
Tal: 0182 647 0501

Co/Tas
Bockshop:
24 Abbey Streat. Tek 0247634 2000
RUGBY, Joto Raibways & Models:
Tal: 0178 856 2372
STRATFORD-UPON-AVON, 3 Windsor Place:
Tel: 01789 205850

WILTSHIRE

GW SALISEURY:

18 Winchaster Streat Tal, 0172 232 (955
GW SWINDON: =

50 Flagt Streat. Tal; 0179 243 BO3E
DEVIZES, Hoggosaurus Toystore:

Tel- 0136 072 3541

MALMESBURY, SP5 Stationary:

511 High streat SH1E BhH, Tal 01666 424240
MAREEOROLUGH, H Duck:

£ 0787 251 2170

MELKSHAM, The Toyshop:

Tk 0122 575 8495

SWINDON, Spot On Models:

Tal: 0179 354 2053

WORCESTERSHIRE
* GW WORCESTER:
23 Lychgate Mk, Cathadral Plaza: Tet: 0150 5616707
DROITWITCH, Look-rite Lid T/A Toyworkd:
Tall 0180 577 2403
EVESHAM, Battle Honours UK:
Tali 0133 545 #75
REDDITCH, Hoggesaurus Toy Store:
Tal: 152 THE 052
STOURPORT ON SEVERN, TP Activity Toys:
Tal: 28 AT 2800

YORKSHIRE
GW BRADFORD:
4 Piceadily, Bradioed, Tall (127 473 8430
GW DONCASTER:
Unit 90, Tha Cofonnades. Tes
GW HARROGATE:
53 Stallon Parade. Tal: {142 356 4310
GW HULL:
a0 Peragon Street: Tal; 144-256 0576
GW LEEDS (central):
& Central Road, Tal: 0113 242 0834
GW LEEDS (WHITE ROSE):
Urst 268, White Fesa Confre, Tal: 0113 272 3470
GW SHEFFIELD (central]
18 Frizwiliam Ga- Tal 2750114
GW SHEFFIELD (MEADOWHALL CENTRE)
U 918, High Street, Uppér Mall inext 1o enfrénce near
Boots), Tek 0114 256 9636
¥ GW WAKEFIELD:
98 Kirkgate, the Ridngs Candre. Tl 0152 436 0431
GW YOR
138 Londal Tal: 0180 465 6114
THE GAMING CENTRE:
Unife /%, Meadcwhall Fe
Tall 0114 243 4833
RICHMOND, Anything Goes:
Bridge Gamge, Gatharky Road, Tal: 01748810 135
BRIDLINGTON, Croppers:
Tal: 028 267 F727
HALIFAX, Halifax Modellers Werld:
Tal: D142 2349357
HALIFAX, Megozine World:
Tal; (142 233 0547
HUDDERSFIELD, Dork Futura:
Tal: (1484 307040
HUDDERSFIELD, Something Wicked:
Tel: D146 355 9206
HULL, Mayfalr Toymaster;
Tl 01 4B 2882777
ILKLEY, Wargames Werld:
Tei: 0194 360 7500
KEIGHLEY, Toymaster:
Toe 0153 660 4045

[ 232 0535
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LEEDS, Rayol’ Anmurlee Mussum: .
T 0133220 1938

LEEDS, Toyworld:

Ted 0113 243 2800

MNORTHALLERTOM, T & FM Grover Lid:
Tel 0160 BF7 3334

OTLEY, Toymaster:

Te: 0184 346 2066

PICKERING, Puffers of Pickering:

Ta Pirk Sireol YO8 7AJ, Tel 01751 472762
POCKLINGTON, Chylds Play:

Ruilwiy Siréol, Tel: 0176 930 6341
SCARBOROUGH, Malson Militalre:

Tak 01729 368257

SCARBOROUGH, Space, Myth and Magic
Tol D345 B44 1113

SELBY, A1 Sports and Toys:

Teb 01757 705115

SHEFFIELD, Wargomes Emporium:
Tol'0114-275 4636

WAKEFIELD, R H Buzkley:

Tel: 01924 374087

WHITBY, John Anderson - - Toymaster:
Tl 0184 780 2213

WHITBY, Models and Maovie Props Lid:
L Market Placa, Tel: 0194 760 3123

WALES
GW CARDIFF;
31 H Stresl. Tol: 0292 0844817
X GW NEWPORT:
265 Skifries Stras, Ted: 0163 325 6285
GW SWANSEA:
45 Princess Way, 7e1.0179 246 SQES
Middle Earth
Fioyal Buildngs Priory Straet, Tel: 012._19 614060
BRIDGEND, Joust for Fun:
78t MNeftdn Street, Tal: 6165 676 7680
Richards of Ab
Tel 0187 385 2466
ABERYSTWYTH, Albotross:
Tal, 0197°061 7836
BANCHORY, Banchory Toy & Gift shop:
Tol: 0133 12 5586
BANGOR, ACME Computers:
Tol 0124 B3T 1457
BRECON, I Clark Toys & Gitis:
Tel: O1B7 462 2865
‘CARDIFF, Dice and Disc,
Computer and Video Vislon:
Tel: 0262 G25 2122
CARMARTHEMN, Good News:
Tal; 0128 723 7786
CARMARTHEN, Hordings:
Tel: 0165 666 D044
CHEPSTOW, Artists Corner:
Tel: D23 188 7303
GWERSYLLT, Bi
Tal 0187 876 845%
HAVERFORDWEST, Merlin Models:
Tel I 43 776 Deaa
LLANDRINDOD WELLS, The Manor:
Lindans Walk; Tel: 0800 683 BEGES
LLANDUDNO, Dibs Toymasher:
Tel, oGBS BaGY
LLANTWIT MAJOR, Ralnbow Plaza:
Telr D144 §725AT18
PORTHCAWL, Game I:
25 Jahn Straek rEI 0165 B7B 4428
PEMEROKE, Dragan Alley:
1e| 0164 662 1456
H@Hnnl Models & Toys:
T-'I 174533 1564

Ideas:

IANSEA, Comix Shoppe:
T&I: £ 73 254 BoaT
WINSIA, ‘Wast Coast Gomes Ld:
& N'gl- srenl Arcadn, SAT 1LE

Brite Ideas:
[GI 0187 875 B45T

SCOTLAND

X GW ABERDEEN:
unit 1, 32-14 Uipper Kirkgate Tal: 0322 454 5778
GW AYI
10 Aran Mall, TeE 0120 261 0673
GW BRAEHEAD:
115 Brasead Shopaing Cenire; Kings Ineh Read,
Tak {141 885 5440

X GW DUMFRIES;
44 High Stredl. Tel: D138 724 9702
GW DUNDEE:
148 Commercial Sirest: Tal: 0138 221
GW EDINBURGH:

at. Tel:'0131 220 6540

12 Cow Wynd TalL 0132 452 4553

X GW GLASGOW:
81 Urinr Sireel. Tal, 0141 321 1873
ABERDEEMSHIRE, Tayworid
Teli-0156976 5333
ANGUS, Gordiners:
Tal 0138 G2 2265 ~
BANCHORY, Toy and Gift Shop:
Abrmmendhica; Ter 0133 062 5565
DINGWALL, Sports and Model Shop:
Tal: 0134 965 2345
DUNFERMLINE; Abbay Models:
2 May Gals, Tol: 61383 731118
EAST KILBRIDE; DTS Models:
Tal: (1355 BrAGHS
EDINBURGH, Marlonville Modals:
Tel: G121 317 7010
ELGIN, Junner's qunnsm-
Tel0143 542 402

Sty
T2t High-Strogt, le' "‘Ia.ra F408a'
FIFE (CUPAR); The Nappy Pini
Tal 0133 465 3160 .
FORT WILLIAM, The Granite House:
Taln {130 770 3651
GALASHIELS, Books Plus:
Tl 47188 675 2343
GLASGOW, Static Gomes:
Telignat 226 5414
HADDINGTON, Cycle Services:
Tal: (182 062 B985
HELEMSBURGH, Gome Domain:
Tel: 0143 667 3007
INVERMESS, Junners Toymastar:
Tal 45 323 3234
KILMARNOCK, T4 Toys:
Tl G182 230282
KINROSS, The Hope Chest;
Tal; 0157 786 E516
KIRKCALDY, Tho Hope Chast:
Tal: 0750 226 0135
NORTH BERWICK, Laws Cycles:
Tel 0162 069 D643~ -
ORKMNEY, Meclannan- l‘ermua!er'
Tal: 0145 687 7768
PERTH, T4 Toys:
Tal: 01728 639 450
PAISLEY , Palsley Model Q.-ﬂln
B0-B2 Arkleslon Foad PAT 315 T

SHETLAND, Harrys Bep! Store:
Tah G150 563057

STIRLING, Abocus:

21-Crawtard Arcade. FKE TAX. Tal: 01796 478782
STIRLING, Do It @Ycur Leisure:

(478 G2 6575

TURRIFF, E Roe and Son:

Tol: 0188 A5 B10

CHANNEL ISLANDS :
JERSEY, 5T. HELIER, Thie Little Shop:
Th 0153 ATA 2B

RNSEY, ST. PETERS PORY, Carousel:
Tl 0798 172 1721
MNORTHERN IRELAND -

GW BELFAST:
‘20.-1 Casfle o Moards bk of fhe Ceatra).
Tel 0280 02356840

BALLYMEMA, Comeron:

23 Broughanans St Go Ar&r-m Tali 0482 584 Ba21
BANIIUDGE. David Rogers:

7-Bodpe 8L x.o Dawn,

BAMGOR, Replay Games:

High 5t GD Bawn, Tal: \MB‘J 145 2210

BANGOR, Stewart Miller & Sons:

A Wain St Co Doam, .e 0459 1ET 010
COLERAINE, Moores:

7414 Charch St Co Depy, Tk 0126 54444 |
CRUMLIN, Lilliput Construction Co:

52 Bramible Wood, Dg Anirm.
ENMISKILLEN, Modellars Cornar:
22 Darling 5t Tal; 0486 632 2367
LISBURN, Warld of Wonder:
Rivergide Coritre, Tol: D485 266 9536
OMAGH, Whites Toymaster:

&7 Beidge S, Tal; 0862 242 427
PORTADOWN, D Jetters:

B Mandewille S, Tet: D485 555 aesd

EIRE
GW BLANCHARDSTOWN: ¥
Linst 2498, Blanchasdsiown Shopping Cantre, Dubin, Tel:

B35 318 223 468

GW DUBLIN: .

Unit 3; Lawor Lifiey Streol, Tex; 0035 318 726 781

ATHLONE, Toy City:

Wi Centre, Co Westmapih, Tal: 090 647 8351
LINA, World of Wonder:

Dilion Terrace, Ca Mayo, Tel: 096 76576

BLACKPOOL, World of Wander:

23 Wailhipaind Bus B Cork,
BRAY, ER Harris & Sons:
Co Wisklow, Tal 072 867 865
CARRICK ON SHANNON, Mulvay’s:
Maln Street, Lednm, Tek 071 (62 2836
CASTLEBAR, McDarmedts:
Co'Mrya, Tal, 09 76676
CORK, Art and Hobly Shop:
Douglas Shopping Cantng, Co Cork, Taol: 021 £36 3580
CORK, Art and Hobby Shop: 1
Wittan Shopging Gant, c:a Coark, Tel 027434 7207
CORK, Naddy's Toym
13-14 Corpmarkot SI f'n ka Tal, 027 427 9504
CORK, Other Realms:
Pad Hersel Bhapping Cente, Doek City, Tell 021 422 2304
CORK, World of Wonder:
Co Cork, Tel: 021 4210445
CLOMAKILTY, Coughlan Educotional Supplies:
11 figssa 5t Co Cark, Tel; (23 :33(: it
CLONMEL, Hogon's Taymester:

1 Tak: :'5-2 23973

CI.GN\‘NE, Fur]'onn“
4 Mamon Avenue, Ounfi, Tal: &1 853 0365
DUBLIN, Banba Teymaster:
48 Mary 51 Tel: 01 872 7100
EIIJN LACGHAIRE, Banba Teymaster:

Dun Lao: r'-alra bno,.Dﬂq Carire. Co Outln
Tal; DIE
DUMDALK, ri:k n Save:
Long Walk S/Cenire. T Loath, Tel: 042 332 7356
DUNGARVEN, Murphy's Tay and Cycle Specialists:
3 Main 31, Co Weledard, Tal) 056 413765
ENNIS, World of Wonder:
Wondgey Car Park, Co Clana, Tel: D65 484 B6aT
ENNIS, Bunba Toymoster:
Claanwatar SiCentra, Dublin. T
GALWAY, Games Realm:
A Thi Com Stare, Co Galway, Tek 081 563 006
GALWAY, It's Mogle:
Eyre Sgusta SiCarine, Co Galway, Tal: 081 563313
GALWAY, Model World:
145 Liceban Business Park, Taum R, 5 Gatway, Tal: 091 765

ol 0214 210 445

015543910

Tok 021 764 0do

Ca Vl"‘x‘.rd Tel: D55 21119
KILKENMNY, Michael Crotty's:
#7 High 51, Co Kilkersy, Tait 056 £
KILLORGLIN, O'Sheas:

Loyt Bridge dl Kerry, Tel: 066 875 1919

b e A E
LIMERICK, ©'Calloghan:
Dack R, Cor Liméniek, TO GE' 225 368

LIMERICK, The Gathal

43 Lower Grraikd Griffir <:| t‘u Limarick Tal. 081 375 133
LOUGHREA, Beatty:

Thurch 52, Co Galway, Tel; 081 B41 403

S o1 0 o T g e

LOUGH 's World of Wonder;

115 Main 8t, Co Cork, Tel 022 27197

MEMAGH, JKC:

26 Prarse 3i, Co Tipoerary, Tel: 067 31891
NEWBRIDGE, World of Wonder:
Nawhrdps Fetal Par Kidan

SLIGO, WA and AF Woods:

Co Slin, Tok OT1 914 202110 478
STILLORGAMN, Nlmb'le Fingers:

C Dublin, Tel-052 B30 788

TRALEE, A Coball and sens:

913 Bricge Sireat.Co Kerry, Te080 7121047
TULLAMORE, Robhbins:

Willian 51, G Ctaly, Tl 0506 21541
WATERFORD, The Bobb'r Shap:

Biridgjs &1, GO Maya, Tel 058 25331
THURLES, Teymaster:

Faar 51, Co Tipperary, Tel 082 51326
TIPPERARY, Hogan's Toymasters
31 Pameil 5t, G0 Tipparary, Tal: 0!
lan's:

Streel, Co Tignerary, Tel DE2 51308

39T

Tal: 081 875 566
"u\f & Loa

WICKLOW, Ho kins:
Maln Stresl. Co Wl'klw Tal: (408 87225

INTERNATIONAL ACCOUNTS
BELGIUM

BRUGGE, Foir Play

Sjcbrivegstrat 162 8200, Tek 0032 {
AARSCHOT, Coneclr
Gasfhuisstraat 2200, Te 0032 {0)16 56 6830

15036 5189

LT, D-Six
Kanngorsttainee 43-25, 3500, Tel: 0032 (0)11 325385

LECPOLDSBURG, NV Mosstermans
MlairsoinaR- Fachsi-aat 80 3670, Tal 0932 (0)11 39 3648
LEUVEN, The Dice Pool :

Parijsstrant, 44, 000, Tot: 0032 {0/16 25 49 04
MECHELEN, Da Spalfanaa:
‘eamar 32, zam Tat: u"az (s s AT |
DOSTENDE,
msneraa.ruuaal sz am_‘n. Tet 0032 ()52 51 57 56
AALST, Hermelljn
Moleristzaat 56, 0300, Tl +32 (0) 5341 42 86

AALET, Intartoys Aal

Lange fonsraar 163, 93@0 Tk +32'(53) 750143

ANTWERPEM, Colfic Cross

Z'luorsnm;w.a:e zot&, Toi: cum ;a\a 280 [ 88

ANTWERPEN, Red Drogen

5t K.alskmvsa 55 2000, Tk ma [l))a:e,n TYEY

BLANKENBERGE, De Spealho:

Langestam 41, &Gﬂl Tes (032 HT:U A48 25 =
BRUGGE, Mod A

Lisgeerpiat 163, 3000, Tl: D032 (0)50'34 20 71

BRUSSEL, Intertoys Loken

810 Ay Bustevden, 1020, T

3 0002 (0)2 266 71 41

BUSSEL, Intertoys Andarlecht
8 Dupkiisiaan 316, 1070, Tal 0032 (0% 524 8473
DEMDERMOMNDE, Tip Top
Mosng, Sint- Blraat 75 5200, Tel b5 {0152 21 1788
DEURNE, The Gomestore
iVan Duytssirasl 144, zm, Tel, 4023526 55 55
GENT, Intarioys
“pidersirant 17, -JD»(I Tok (0R2 ()9 28442 86
GENT, Minlatuuraute’s:

s Eackhout
Bumatigal B, 5000, 'fc-l D03 (09 224 17 66

GENT, Lood

Bugsirsat 43, BI00, TGI 0052 (076 224 4T 34

GENT, Red Dra Games Gent

Chvepoarnatraan B0

HALLE, Mishra's Playground

Miry: -urs\_slemme 'G-| ISM Tek 0032 (D)2 361 58 53
HALLE, Top

Bﬂs‘mk?lmﬂrbﬁ !500 TnI {032 |32
HASSELT, Oberann

Kemplacha Steanwag 27, 3500, Tal: 0052 11 351 356
HEREMTALS, Play It

Statiorispiin 11, 2200, Tal: D032 (2114 84.86 64
IKELLES, Intertoys bxelles

1 Chapssn o le’:lq-& 1060, Tel: DOE2 (0)2 51417 03
KORTRLIK, De Concorde
Brdgsesiraat 40, 8500, Tel: 0032 |0}
LOKEREN, De Gaast

Aoomatrast 27, 9150, Tel D0GE2{0)9 344.94 50
MERKSEM, Game Garden, The

Bradahesrs 378, 2170, Tel 0032 {0)3 866 57 73
MOL, Intertoys Mal
Graat . Brogquoavile:
NEERPELT, ¢ Spellenh

Faibrigkstraat 10, 3510, Tl:l 0& 0111 7449 78
COSTENDE, Timms

Viasnderensiraat 49, £400, Tol: 0042 (0}5550 49 63
OVERIISE, mmep ourﬂn
Erudgalseivarmey 402

0403

70585

|I 9, 2400, Tel: (032 (0}14 32 06 24

0032 (D)2 667 42 53

Henr Harriaatraal S0, SE00, Tal DOEE G151 24 64 15
5T NIKLAAS, HQ

Ankaratreat 44, 9100 Tal: D052 {013 776 35 45
TOURMAL Interfoys Tournal

15 Fue Royale, 7500, Tall 0052 (0050 21 42 28

BULGARIA ‘
SOFIA, Magic Worlds
1000, S w_ilm =l
SOFIA, Mer
1203, Sredua {-o'a Str153

Hama centar

Boban kueh "Medjimiika®
OSUEK, Land of Magic
00, Mackalor Centar, Gasks 10 Tel DCGB: H2TETIL
OSLEK, Zelda,

Trg . Starcnvica’
RIJENA, Game Master
Krizarecaim 1c
SPLIT, Lond of Magle.
Hralja Zvenlmira 15, 21000, Tel: HOS6S 21452245
SLAVONSKI BROD, Lesic
Srsarayeravs 7
VARAZDIN, Land of Magic:
Kacicava b, 42000, Tal: L0385 4
ZAGREB, Land of Maglc
16000 Frankopansia 23,
ZAGREB, Land of Magic
10000, Radicewa 13, DI3BSIA023017

CZECH REPUBLIC
BRNO-ABOVRESKY, Cerny Ryl

Chiadeova 3 : 00420 BISES40E2

CESHE QIIDKJOVIC! Chootit

Zackaryaeova 5, Tet 0047 602489158
HRADEC IMI.WE. Knihkupactvl Valhalla
Latcu ¥551, Ter 0042 4B5522000

LIBEREE, Ogrl Doupe

Siltoov 2384 %, Tali 00420503 B33 336
PRAMA, Cerny Rytir

o Porl |l:skn|. brangu 21, Tel: 00420 223512461

AO0181

00385 14EZDOTT

PRAHA, Ogri Doupe

Mikusaridska 41122, Tel, 00420 224 934 811
PLZEM, Ogrl Doupe
Plachnohn 80, Tal 00420 3772
VEETIM, Atlantls

Prikia 42, Tol: 00 42 571411807

GW KOBEMHAVN
Fricesksaomgac SKL
AARHUS €, Drogans Lair
Set, Kids Toew 2, BI00, Tol: B318 0063
QDENSE £, Dragens Lalr
Korigansgada 7 hi 5000, Tal:
ROSKILDE, Fanatic Roskild
Allehnlgansgade 15, 4000, Tl 4538 3545
JLAGELSE, Fanafic Slogeles
Shigwagade 84, 4 =i ES 4080
ESBJERG, Bunkersn

Kongensgecs 18, 8700, Ter 7518 1199
HELSINGOR, Hobiby & Fritid
Fosenkildave; £ 3000, Te: 4421 4842
HILLEROD, Hobby & Fritid

Hostrupueg 4, 3400, Tal: 4825 2616

2701

V, Arena
Rinternsional 80, 2400, Te 3833 6700
NESTVED, Arena Mumstved

hrind 17, 4700, Tal, 5564 E700
REBDOVRE, Mr Games

Ridsre Stafionscanier, 2510, Tall 3572 0255
AALBORG, Aalhorg Hobhy Service
Marregace: 18, 8600, Tal: 8312 1315
ABLBORG, Bog & idé Aalborg

Mytary 5, 9000, Tal: 9611 6611

ABLBORG 5V, B v Ad Ibor%
Alborg St Ceatar m,B?cuo Tal: 5875 1545
AALBORG, EB Gomes

Blegeregade 10, 9000, Tat: G011 5528
AALEORG, EB Gomas
Holriwa 452, G200, Tal; 8815
AALBORG, Guns o’ Bam,
Derimiarisyats 45, 9000, Th 8813 4280

Smr .J G QBUD Tel: Ja52 4652
AABENRA, Lagokemdon Aabanrd .
Storegeda 17, G500, Tek T462 2405

ER Bod & idé
Stationaioaat 2/ 2620, el 4364 B77
ALLEROD, Bog & ide Allerod
W40 asansve) B, 4507 Tel: 4817 2770
AARHUS C, EB Games ’
M.F. Bruun's Gade 25. .‘mﬂu. Taol: B4 BI6D.
ARRHUS T, 8 Gam
Fredarikagads 26, amc.  Tel 741 8213
AARHUS €, Goblin
Fystvejan 7. BOO0, Tol: 519 4841
AARHUS €, Hobby House
Maragads 51, B000 T hel fibsz
AARHUS €, £B Games. .

Veslergade 58, ADDT, Te 55151786
ASNAS, Bog & ide Asnas
Asniws Dealiol 2 4S5, Tel, 5865 0014
BALLERUP, EB Games
Balerup Carer 1, 2750, Tel: 4467 3422

Bog & ldé
Sinrsgada 4, BA50, el 8866 1077
BRONSHO, Charlottes Legeto}
Frodarikssundsyve] 143, 2703, Tol 3660 3625
CHARLOTTEI ln& & idé
Umgershon A0S 5, 2620, Tel 3984 3630
EBELTOFT, Ehelioft hoghandel
Aafizide 18 BAO0, Tl BE34 G644
ESBIERG, BO Boger Eshierg
Kengersads 35 B700, Tel 78121177

BO Bog,
Exparnairna Canlred, Wastst Ton® 3060, Tok 4B13 448
FAKSE, Beg & idé Fakse
Tarvegada 14, 4640, Tak 5671 3013
FARUM, Bog & idé Farum
Farlim Bylony 64, 3520, Tel: 4455 1235
FREDERICIA, Bog & idé Frodaricia
Gotharsgads 5 . Tl 7624 5069
FREDERIKSBERG, EB Games
Falkonar Alie 46, 2000, Tok 3536 BIAL

Godihainava] 36, 2000, Tok: 3813 7025

F , Bog & 1da F
Sondergaca 40900, Tal: 9843 255

FREDERIKSHAVN, Roses Boghandel
Sénderiade 41, 9900, Tel BB4E 1454
L

Jarnhanegnde 51 3800, Tak 4748 3558

FREDERIKSVERK, Hobby & Legataj

Miomegeds 38, BE06, TRl 4772 HgY

FREDDERKSS00D, Frederikssund Boger & Popir

Dstargads 1. 3600, Taf, 4751 0245

GILLELEJE, Lillys Loy

Wasterhrognde 9, 3350, Tei- 4830 3090

GRENA, Bog & idé Grand

Tarvet 8, BSO0: Tel: 8632 1833

GREVE, BO Boger Hundige

Hundipe Starcanter; 2870, Tel: 4390 6008

HADERSLEV, L-p»kadnn Huduralzv

Marmegada 20, 8100, 3 0285

HADSTEN, Mesquita Dﬂal Cantar

Kireave) 1, B3TG. Vel 3636 0638

HADSUND, Lorentz Mislsen B idé

Sioregade 14, 0580, Tal: 8857 1853

HELSINGE, Schwartz Bog & idé

Dstergnde 17 - 18, 3200, Tel: 4870 4001

HELSINGE, Teoterblxen

Fredaristargys] 10, 3200, Tek 209¢ 2

HELSINGER, BO nmr Helunwr

Siiups Plads 1, 3000, Tal: 402

HERLEV, Bog & idé Herlev

Heray Bymidie, 2730, Tet 4494 D477

HERNING, BO Boger Hemning

Eradghse 8. 7400, Tel: 5712 0747

HERMING, Buddy Legataj

Hamirg Centrist, Merwreg| 17, 7400, Teb 0722 0552

HERNING, BB Games

Dieigas Plads 78, 7400, Tel 8716 4600

HERMING, Fmrges dar

Srallegadga 12, 7400, Ter 3510 1537

HILLEROD, Lagekmden Hlllomd

Slatsgada 27T, 1500, 4 G167

HIGRRING, Bog & ide Hiurfing

Siremgade 1, 9800, Tal: 8852 9964

HIORRING, Rossels Boghondel

P Marieors-plads 4 800 Tor: 9852 1748

HOLBEK, Geppels legotoj

Smadolundsgido 22 E, AQGEI Tal; 5344 1368

HOLBAX, Storkfolt Bog & idé

Aignde 'df 4200, Tal: 5343 0074

HOLTE, Loge ledeen

Hafte midtpunixt 23, 1. 2840, Tel, 4545

HORNSLET, ABC centrat

Bkolievangen ¢ 8543, Tel; 8688 5033

HORSENS, Bog & idé Horsens

Sondergada 30, 8700, Tel: 7561 1711

HORSEMS, Legekeden Horsens

Hoapitalsgade 15, 8700, Tal! 7561 €011

HORSHOLM, GAD Harshalm

Hovedpaden 55 G, 2870, Tel: 4585 0403

HUMLEBEK, Rodes

Targanva) 4, 3050, Tal; 4918 1220

KALUNDEORG, Koch's Bager & Papir

Kordigads &, 4400, Tel: 5851 0054

KIELLERUP, ide & H

Bendergeds 12, 9630, Tar BES’ 1326

KOBENHAVN 5, EB Game

Astararagads 5, 2504, Tai 3‘.‘1 5 7558

KOBENHAVN K, EB Gam

Kalvabiod Brygge: 58, 1560, TI;I TR

KOBENHAVN K, EB Gomas

Nygade 5; 1184, Tt 3332 D248

KOBENHAVN N, Stoenbergs Bog & idé

Morrebiregade 163, 2200, Tel: 3688 5277

KOBENHAVN K, Fantask
Ped: iede 35, 1453, T‘

3303 B538

K. Bog & ide Fisket
Fiskstanvar 133, 1560, Tét 3335 0700
HOBENHAVN 5, Bog & idé Amager
Amagor Centrot 103, 2300, Tel 1254 3564

KOGE, Koge Bog & Paplrhandel
Norregade 12, 4600, Tel: B665 Q0B2

KOLDING, EB Gomes

KOLDING, B.0. Boger Ki

Kaiding Storcentar 62 scoL- Tl 750 2054
KOLDING, Good Gan

Lésbygads 13, 6000, T=_I. Fa5a Ga04
LEMVIG, Legekeeden Lamvig

Tarvet 12, 7620, Tel: 6762 1541

LYNGEY, BO Beger Lyngh,

Lyngby Storcenter 54. 280, Tal: 4587 (445
LYNGBY, EB Gomes

Lejemal 2750, 2800, Tal; 4587 0500
MARIBO, Legekmden Maribe

Balergnde 3, 4950, Tal: 5478 2521
NESTVED, Guugawlslemﬂ Beg & ldi
Axltory 10, 4700, Tek 5572 2024

NESTVED, Holsted

Nesstved Storcandse 16, 4700, Tek 5573
MNESTVED, Langes Bog & Idé
Torvestrmia 3, 4700, Tal: 557,
HNAKSKOV, Tusind ting
Sandergedn 12, 2500, Tc- 5402 2507
NYKOBING F, Bog & idé Nykebing F.
dembaniegads B 4800, Tal: 5485 2573
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NYK@BING M, Morss Boghandel
e 1, 00, el S772 0700,

NYKOBING 5, Bog &

Ajeda 32, 4500,

NYKSEBING F, Hundahusa!

Jembanegans 33, 4300 Tal sqas B

E R

ENSE €, EB 5
Kengenagade 43 5000,
ODENSE €, BO Boger Odensa
Vesloradi 59-61, 5000, Tel: G511 4033
ODENSE 59, BO Boger Rosengérdscentr,
FAosengirdscantrat 53 E‘ul Gaoade, 5220, Tn! EE-IS oaeE
ODENSE 50, £B Gam
Drbemdun 7h, G220 Tal 3395 aa70
RAMDERS, Bog & idé Randers
Brachapade 6. 8900, Tol: 9643 (bl

RAMDERS, & Saren: bby
Péidbastarvet 4, 6300, Tal: Ew SE14
DERS, Randers Habby Import
Adsfgndo 13, 8000, Tel: 641 3923
RINGE, Flords Bog & idé
Mirkapiagsan 2, 5750, Tol: 82421326
RINGKOBING, Buddy Legato]
Algade 4, 8950, Tk G732 0ROE
RINGSTED, Buddy Legets
Marragada 15 4100, Tal: 5707 1460
RISSKOV, Bog & Jdé Vejlby-Risskov
Wari Cardral Friseabargver 5, B240, Tal, 4621 53z
RODOVRE, B.0. Boger Rodovre
Fodovia Cantrrm 376, 2510, Tek 3841 (485
RODOVRE, EB Games
Rudivre C4nirum 68, 2610, Tel 3672 1287
RONME, Dorthe's Hol
Litgtory 14, 3700, Tet: 5695 BA4E
REMNNE, William Pam Bog & idé
Snellemark 36, 3700, Tek: 5505 0167
ROSKILDE, EB Games
Slatictesnes] 2, 4000, Tal 4657 1576
‘ROSKILDE, Fiensborg Bog & idé
Sieemdurionet 4, 4000, Tel: 4635 0008
ROSKILDE, Onskelag
Alpads - AD00, Tal: 4632 3463
SABY, Boger & Popir Seby
Gronmegade 22, B30N. BBSE 1649
SKIERN, Bog & Idé Skjern
Jemaneasds 14, 6000, Tel: 9735 ‘a&s
SILKEBORG, Bog & Idé Silk
Vestergads 51-33; B500, Tel 8682 U(ér
SILKEBORG, Byens Hobby & Fritid
Borpargads 43'—51. BEDD. Tet 8681 5815
SILKEBORG, Gunzensa
Frededkenergnade 1, 8600, Tal: 0045 BTET 1118
SKAGEN, Legekmden Skagen
S21. Launeniiive 40, G390, Tei: 9644 5465
SKAMDERBORG, Schmidi Bog & Idé
Adelgads 82, BEED, Tei; BESZ 02T
SKIBEY, Bog & idé Skibby
Bymidten 2, 405{), Tet 4751 2502
SKIVE, Jydsk Boghandel
Marregade 18, 7800, Tek 9751 2509
SLAGELSE, Hog & Idé Slagelse
City 3 It'rr._l&leﬁed"]' w200, Tali 5852 0045
SLAGELSE, EB Gam
Westijmilandacant rol'l 4200, Tel 5352 1120
SLAGELSE, Uldtotten
Dygide 2, 4200, Tel: 5853 5035
SORD, Legekeden Sore
HulNrga%!ﬂEﬂH MF.\.I. Tol: 5783 3705
SONDERBORG,
Feragate 77, MD{) Tﬂl ?4-1? 207

. Bog
Peragade 13, BADG, Tsl ?‘4 18RO
5T HEDDINGE, Hobbystaldon
Lajratotteniet 19, Lajrlofta; 4550, Tel: 5650 8810
STEMNLOSE, £B Games
Steriied Canler, 3680, Tak 4717 2500
STEMLOSE, Legekemden Stenlese
Srgriase cantal 48, 3560, Tal 4717 3220
STRUER, Hanne Madsen Bog & Idé
Dutargade 14, ‘600 Tal: f7E5 (Mg

-0. Begar

Geritspads 26, ..?0:; Tef: 62172290
SYENDBORG, Farve & Hobby Hiomnet
Kiostermacs 7, 5700, Te: 221 313t
TASTRUP, !5‘ Gomes
City 2 Butih, 347 City & Butik, 347, Tal: 4303 3245
TASTRUP, Genbrugsheger
Raegevel 85, 2600, Tal 4371 &1
THISTED, Bog & idé Thisted
Vastergade 14, 700, Tel 9752 (353
THISTED, Buddy Lagate]

pmade 4, 3 T, Tok 9792 1533
TONDER, Jefson Bog & idé
Sinragade 5, 6270, T47E 2341 I
TORSHAVN, P/F Thomas Dom Wholesale
Boks 2148, Faro slands, Tel: 200311400
VARDE, Bog & 1dé Var
Vestergada: 18 G800, Te:
VARLOSE, Bog & idé Veerlese
Bymidien 45 - 47, 3600, Tet+298 311400
VEDBAK, Bog & Idé Trorad
raawl?cl 2850, Tal: 4586 1528

| WEILE, B.O Vejle
| Aenmet g, ‘_enmauo 3426, 100, 7592 (544
VIBORG, Batile Bunker
Juinbaragada 10 8600, Tel: BE6 1740
WIBORG, L. K. Bog & idé
S, Keathias Maned 202, B300, Tl 8562 77
VIBORG, Schous Bog & idé
Mjultoryet 5, BA00. Tel: 8725 T334
VIBY, Rybrer Bog & idé
Viby Santrel, 8260, Ter BE1 L 0330

Algede 53, 4760, Tal: 5534 0251

FALKLANDS

STANLEY, Fallland Collectobles
The Geraral S1cr, Tal: DOSO0 21174

GW HELSINKI

Samonkaty B, BO100, Tel: §0358 675 154 526
HELSINKI, Fontosiopefit Helsinki
Mithonkaty S8, 00100, Tal: 4358 5 B50803
LAHTL, Puolenkuun Pefir

FAaltasankate 14, Tel +358 3 7515151
ESPOO, Pallmesta

Ulappas 02320, Tel: +358 9 813326
JOENSUU, Fontasiopelit Joensuu
Kauppakatu 32, BHE0, +368 13 26431
JYVASKYLA, Fantastapelit Jyvisky!
Hmippakatu 2, 40100, Tel:+358 14 216629
OULU, Fontosiopelt Oule

Koulikat: 28, 0100, Tel +358 8 374908
TMIEIE. Fantasiopelit Tampe:
Rangankaty 5. 33100; Tell +358 3 &
TURKU, Fantashapelit Turky
Wliopistokalu 334, 20100, Tel +356 2 2528413
luomo, Fantasiapelit Kuoplo

by &, TO110, Tel: +358 I. 361 1148

res
0101, Tal: 13568 34358505

Himeenlia 7 Torikeski
HANKO, Hobby Jobl
Vuorikatu 10, 10600, Tol; 4368 13 2485488
HEINOLA, Talousmuovl o lalu
Kaugpakaty 18, 18100, Tell +358 & 7153205
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HELSINKI, Fantasiapelit Varaste

BL 129, B I, 13568 7734756

HYVIN - Royal Toys

Muctikalu 5, 05630, Tal +3564 10 439378

nSALM, Toikatalo

Savenkalu 12, T4100; Tel; +358 17 826358

IMATRA, Kirjo-Lahja Alex K

Marsikankuja 2, 55120, Tek th 54310555

JAMINKIPOHIA, Vanha Koarti

Hilpdallionrile 2058, 25218, Tah
b, Joakko Saari

Waltie 1, 42100 Tok 435814 7487215

JARVENPAA, Askertalutarvikelilke Taftaville

Helsingiritie 13, D407, Tt +358 50 11347 60

KAIAANI, Leppdkertiu

Kaugpalaty 34, 87100, Tel: 4358 8 6133 773

KERAVA, Antlkvarioattl Kerso

FFL 38, Torkatu 3, 04201, Tel; 358 9 2844210

KARHULA, Eagle Card

Eyefingn IKarjaiante 7, 48500, Tal+358 5 21458

358 3 4712805

KOKKOLA, Katikatsomo
Ristirannankaiu B; 67100, Tel; +358 & 8225425
KOKKi

OLA, Kotikatsomo
Kakhnan Kolkpizore, Fistiannarkat 8, 67900, Tel +358 £ 822
545
HOUVOLA, Musvispox
altakaty 3, 45100, Tal: ﬂsass 1T
KUOPIO, Kirjo jo Lektilin
Kuminkaankari @3, 70100, ol 7353 17 2516785
, Craxy Statlon
siniat 14, 70100, Tal; +358 17 2568 550
KUUSANKOSKI, Kirja Savine
Hauppa-aokio 1, 46700, Tal: 4-35!5 5 3TABITY
LOHJA, I.nhlun Kirjokouppa
Laurinkan 48, 08100, 1358 19 324150
MAARIEHAMMN, Dillen
Toepgatan 7, 22100
MIKKELI, My,
Pomasgalrenkati 21, 50100, Tok:+358 15 551617
NUMMELA, Kimmon Peli &Lehtl
Tuusanti 1, 3100, +358 2 2226041

4 168 16578

Isokiatis 11, BEGDO, 'fl:;' +358 & FEanaas

PORI, Porin

HurtiaanTor 2. '<I‘£ 28100, Tal, +356 2 633 2680
PORVOO, Askarteluaitto/Hobbyboden
MEﬂrﬂhEll"hNalU 10; GET00, Tol: 3508 15 5243775
RAAHE, Raahen Aslarielu lo Poperl
Lahdekarventie 33, 37130

RAUMA, Wonhon Rouman POP-
Moramankatu 14, 26100, Tél: +358 2 8234840
RIHIMAKI, Babyroom

Kaupoekatu 5-7,11100, Tel: 4354 19 TEE355
ROVAMIEMI, Liigacenter Jssi

Rovakaty 28, 86200, Tal: +356 16 3560545
SALO, Salon Harraste

Wiloniaty @1, 24240, Tel: 4358 16 3560545
SAVOMLINNA, Savenlinnon Antikvorioat
Qhawitikatis 51, 57190, 1'9- -358 15534412

1, GO100, Tel +358 405616333
SEINRIOKI, Nllodkllklm
Wierkatahiaan kalu 4, 60100, Tek+355 & 4177880
TAMPERE, Gamelie
Aautatienkaly, 33100, Tak 4368 5 2121244
TAMPERE, Info Hoskikeskus
Kookikeskus, lokera 28, 33700, Tel: +358.3 23518500
VRAASA, Nlnmuru
Faubank £a100; Tet 2258 & aia0ey
VALKEAKOSKI, Valkeakeskenkirla
Kauppakald 3, 37600 |

GIBRALTAR

GIBRALTAR, Bon-Maou Hobbies
15 Parjament Lana, Tet 00350 74415

GREECE
ATHEMS, Fantasy Shop: Periateri

Themistokiosis 52 & Thecksitou, Tal: 0030210 5774344
ATHENS, Action Hobbies

Ghalargos, Tek 040 a%w BEAAELS

ATHENS, Fantasy Shop: Halandri

Ketokoinont & Ginl 5, Ta‘ DQC‘ID 210 GHETINE

ATHEMS, Fanta

3 Baptanivriou 65, Tal: 'vsﬁl F10B2NOTE

~ATHENS, Fantasy shop: Ag. Paraskevi

Agiou lannnoy 248, Tell EIUJO é'.i EO053IE

ATHENS, Fantasy Shop:

Drvosint 8.0, Klylillﬂu |ﬁ Tc|| NJS"‘ 210 8016041

ATHENS, Fantasy Shop: Pelralas

Ypsifaniou 116 Tal: 0030 210 4 I3.>?5!

ATHENS, Fantasy Shop: Exarch

Tremisipulenis 4345, Tel 0030 21‘} 328877

ATHENS, Kalssa Amarousiou

Kondlh 7, Tal; 0050 210 5148678

ATHENS, Haissa Chess & Games

Kalidramiow 8 & |ppahialoies 114 72, Tel DISH 210 365488
ATHENS, Koisso Glyfados

Aorkon 4, Tek D03 210 8“2 05?

ATHEMS, Kaissa Hal

Dioukisie Plakentias, Tai: 'U.‘,G:) 2|U GERE485

ATHENS, Kaissa Monokera

Trifis Sngrbaryiau, Tel: DoaD 210 ZIEIS i)

ATHENS, Koisso Pa;

gration
L1798 34, P, Messologiat 2+4 Pagrall, Tal: 00 302107218318
- ATHENS, Kalssa Pelral

o
Ipsilanioy 174176, Tek 0030 210 4296 636
ATHENS, Koisso Pigosos
Ditou 22, Tel: 0033 210 578E70T
CHAMIA, Kalssa Chanion
T2 500, T0% Wythonies S Tl 0030 2621085995
CRETE, Fantasy Shop: Heroklelon
Idamanns: #, Tal: m:eza*a F0THE

CRETE,
Kydanias 107, Tel: I:OM 28210 8BT96
HALKIDA, €D Corn,

. Misdauli 24, Tel 0030 2= 21 (87315

HALLITHEA, Fantasy Shej Kalllthea
frakledus 1 1{.‘6, Tet D}JD 22t 28ras

| LARISA, Kaisso L

arisos -
Heumoundouroy 22, 0030 2410 537537
MAROUSI, Battle Bunker
Digryssa 9, Tek 0030 202526736
PATRA, Fantosy Shop:Patra
Panitanissis 75, 1ol Dostl 2610221074
PATRAS, Kaissa Patra
Goungi & Sisin 24, Tel 0000 2610628632
PERISTERIOU, Kalssa Perlsterion
o 22, Tal: 0030 21 uarawu?
PIREUS, Dragons Eya St
Flaming 42, Keratani, Tol nwuz 10ES2G 163
THESSALOMKL, Fantosy Shop: Thessalaniki
Pl avaringu 2 & D. Gounarl, Tel: DI60/ 2310 240193
THESSALOMIKI, Kalssa Thessalonikis
546 22, Skra 4. Tal: ao 3I:- 2310 257 387
VOLOS, Fantasy
Glavani 38-100 & clahas_Ten 0030 24290 28782

HUNGARY

BUDAPEST, Silverland

1008, Lajos 1. 40, Tok 0036125 (4157
BUDAPEST, Trollbarlang

1061, Andresey Ut B3, Tel 0036 138 1320
GYOR, New Ork

o021, Arany Ju, 13 1 em, Tel 0038 706 02 310
MISKOLL, Deron

3528, Daryne 7, Tal; (035 484 11528

SZOMBATHELY, Sarkanytuz

4700, Kossath £ 020, el 0035 703 186 615
SZEKESFEHERVAR, Legendak Crarnoka
RO Filyer 0. 42, Tel THEE 703 857 H26

SZEGED, Cslilogveg

722 Gopol u. 15 Tal: (03& 204 371501
VESZPREM, Sorkanytuz

B200, Kaossuth ut. 10a, Tt 34 705904 130

REYKJAVIK, Nexus
PO Box 5085, 125, Tel: 4354 552 8011

HAIFA, Kitoro

Hasta r":lM iraall, Ted: ODET2 48505232 L
HERZLLA, Freak

E: v 23 Tel: 00872 BESE3077

RAMAT HASHARON, Tapual

Qgishkin 35, Tel: 00972 35404713

RAMAT HASHARON, Tapuah Fontasy

Sokolov 30

TEL-AVIV, Kitara

Markaz baalai Ihmnl:lr.ila 124, Fek; D0972 36299320
TEL AVIV, Froal

Evon Gevifol 80, Td 00972 365G 7E26 |

LITHUANIA
KAUNAS, JSC in Diza
Drolugystas siv.15, 51226 Kauras 39, Tel: 570 7765203

MALTA
MALTA, Forbldden Power
B3 Trig Misrah Il-Barien, Maida Tel 00356 21 227992

MALTA, K Hobhies Ltd
Mpesch Roed, Fgura Pla 13, Tek D356 21 686473

NETHERLANDS

GIW AMSTERDAM

ok 38, 1012 KT, Tel: 0031 20 622 3863

GW DEN HAAG

Sehalatranl 126, 2511 AX. Tal 0031 70 302 7836

GW HAARLEM

Gesrstraat 24, 2011 GA, Tok 0031 23 551 7677

GW ROTTERDAM

an Didersaineveiplasts 452, 3012 AP, Tn): 002110 200 0288
BRNHEM, Spalkwartior Armhem
Hissiwitad 33/56, 6811 BL "e" U"u
DEN BOSCH, Dy Dobbe
Hinthamerstraat 90, 5211 mc Tot: 0031 08 557 55 687
BREDA, Modathauw Blisk

Boschsiraat 23, 4311 GA, Tal: (031 76 521 B586
LEEUWARDEN, Spellakijn

Vooratreak B4, 811 TH, Tel: 0037 66 2131112
LEIDEN, VHagershop

Turimarks 2, 2312 G0,
MAASTRIEHT, Viieg-ar-ul
Brusseinnatrand 70, 6217 PG, Tet 0031 437%25.1659
ZWOLLE, Bames-n-Sh

26 370 2008

Tek DOAY 71513 2703

i
‘Dlezemponrtangtas 38, 8011V Tal: 0031 38 421 5365

ALKMAAR, Bookers & Strippers

Bolerstraat 14, 1811 HP Tal an31 72s12 1213

‘ALMERE HAVEMN, Fo

Karkgrachi 41 13.' = .IAF Tc|| {031 36 531 8017

AMERSFOORT, § nwinckel

Schertiamsiaat & |; 'mn EA Tel: 0031 33 AT 0322

ASSEN, Plok

Stationstraat 1, 9401 KV, Tak ﬁtfl 59 231 3282

BERGEN OP ZDUM Big

Lisvevtouwestraat <a qun W ha: U.,\'j‘ 16 425 DBag

DEN HARG, 5§

Zeatmansiraat b4, 25 HA m Tal: GO%1 70 364 4782

EMSCHEDE, Pijplines

Pipenstzaat 34 7511.GM, Tet D031 53430 5727

GRONINGEN, Krikke's H P

Miguwe Weg 28, 5711 TE, Tel; 0031 50 392 9314
EGEN, Moanen & Mariken

Wan Welderenstraal 70, 6511 MP, Tal: 0031 24 323 6118

TILBURG, Labyrinth Tifburg,/Brad,

_Langn:uu.\l 176, 508 SH, Tel: 0031 "'i 544 570

ALMELO, Somberg Modelbouw

Grabastran ui PEOT G, Tel: D031 54 5817 #981
ALPHEN AAN DEN RIJN, Top 1 Toys Arle vd Panne
FHootistiast 6666, 2406 GL, Tal: 003117 247 2264
AMSTELVEEN, Het Ganzenbord

Padevinkar5g, 1186 78, Tet 0003 20 641 2552
AMSTELVEEN, Da Groot Toy Special Stare
Rambrandthil nz nur 2L Td! aun 20347 3344
APFELDOORN, T nderdroom
Oranjens 158; *:mWG Tl <!o.=| (555781006

“BERGEN OF ZOOM, S;'ﬂlg:duhvl Gilles de Geus

Bosatraat 4 4611 NG, T 3T 1649 7462

_BERGEYK, Wouters Technol

hobby
Farkansiraat 31. 5571 GF, Tl 0031 49755 D245

BUSSUM, Bakx Modsltreinen
Lasrderwag 3, 1402 B4, Tel. 0051 35 881 8410
DELFT, Top 1 Toys Speidorada f

Hippolytysiuet 21-25, 2511 HM, Tal D051 15215 4518
DEM BOSCH, Gaomefarce
Vughtersloaal 60, 02, Tel D031 E524.77 888

R, Knibbel Comica

Miewwairia 38, 7411 LM, Tek: 31 57 061 G8TE
DORDRECHT, Hobby Modelbouw Dnl'dmd!l
Moaisttaat 360, 331 G, Tok 0037 78 631 2711
EDE, Tinnen Soldast
‘Weardastain 24; 6714 G5, Tal: (0371 51 885 3298
EINDHOVEN; Gameswarld
Wikamstant 17, 5611 HE, Tek MS‘ AT 245 'ﬂigi
DEN HELDER, Protan Modelbouw
Zulgsmant 36, 1 7R 85, Tel: I3t 22 361 BOGE
GELEEM, Tactica
Anpaborstraal 3, 8183 CJ, Tel: DA31 48 474 3016
GOES, Fantus Fonlosy Sfore
e 16, 4481 S, Tel: 0031 11 325 8174
GORINCHEM, Netten Modelbouw
Foelelatran 30, 4201 0V, Tal D01 18 563 6000
GOUDA, Interioys v/d Wal
Keaurwa Markt 7o, PAOT GP, Tel: 0031 18 251 4525
GOUDA, The Movie Store
Lange Groenandial 114, 2801 LV, T
ERDNINEEN, Wirwar

Curda Wik In 'L Jatgtrant 40, 5712 EL Tl 0031 50 154240
HENGELO, Top 1 Toys Mickey von Wezel
Burg.-Jansanphain 14-17, 7851 EC. Tal: 0031 74 281 2200
HOORN, Hef Gele Taken
Grmr Ot 35, 162787, Teb: 0051 }‘2 9?' 85z

Brattings Sprelgo
51 Jacabsstaat 4, 8811 HT Tal; \.vm 52 212 56E2
LEIDEN, Tolldanwinkel
Hege: FIIJN:lu‘k 165 234 nD Tnl 0081 T1 541 2324
LEIDEM, Frectime Warri
5%, Anglanstraat 26, 2312 CB. el 0O31 071 5130522
LELYSTAD, Treinenhoek
Botter 44-16, 8243 JE, Tal: 0031 32 025 3180
MAASTRICHT, Hounjet
BurpemeesinCongnets 18, B258 GV, Tal 0081 43 363
EITE
MEUNEN, Schellens Speelgosd
Parksirant 24, 5671 GG, Tel: 0031 40 263 2984
GEGSTGEEST, De Tombe Toys for Bays... and Men
Da Kempenaarsimat 77, 2341 G5, Tel. G031 71 517 2977
OPUMEN, Spelkelder
. van Opijnenstizat 20, 4184 5 Cpijnan
OUD-BELJERLAND, Mourits Madal-H.
Croennaburgh 52, 2261 RA, Tel 0031 16962 1831
PANMINGEN, Top 1 Toys Marc Janssen
Markl 18, 4981 AN, Tel 0031 077-4834566
ROERMOND, Bleambootick Hermien
Wapsausiaal 86, G043 ED, Tal G0%1 47602 1710

10031 16:262 2550

MNM i in
Gl Whgrkt 58, 4701 P, Tel: 0031 16555 764

CB, Tal 6031 10 473 87!
SCHIMBEL, Tap 1 Toys Anniek
Hoctdetrant 153, 546¢ AD, Tel: 0031 DTE5477758
SITTARD, Atomik Slttard

Staticnatrant 18,5131 AN, Tal: 0031 46 451 5074
SLUIS, Top 1 Toys E. vid Vijver

Oude Kerksirasl 7, 4524 CT, Tal 0051 11 746 1383
SOEST, Top 1 Toys Scest

W Weedsatraat 16, 3761 CE. Tel 0031 36 829 D444
SPIIKENISSE, Lord of Moghe

Spalsteant 7, 3201 AR, Tek 0031 181 S15061

TIEL, Goblincave

Zonrabioemsireal 12,4001, DF, Tel: 0031 344 B34 66D
UDEN, Gobll
Brabantplen 16z, 5401 ras Tof, DO3T 47° 327 0662
UTRECHT, EH Fanbasy IP

Qude gracht 207, SSII HH, Tel: 0031 302681 715
UTRECHT, Whoops :
Springwag 1, 3411, Tek 0031 30 230 4123

UTRECHT, Nover Never Land der & Kuganl)
Duns Gracht 2R, 1WA, Tol: (031 302332283

VEL astic

Diuta Markt TA; 5347 ML, Tal: 0031 77 354 2688

VENLO, Modelbouw Luthart

Assentormsrstn 8012 DH, TEI 0031 38 422 10

p 1 Toys

Langstraat 79, 2; |‘J KK, Tal: 0031 705

WORMERVEER, Minl-Wanders

Antillenstraad 1. 1521 AT, Tel: 0051 75 640181777
op 1 Toys rsweih

Misterstraat 60, 7101 EX, Te: 0037 54 351 2627

ZOETERMEER, RC-Pitsiop

Dorpsatrast 178, 2712 B, Tal 0031 79 316 D660

ZUTPHEN, Vreemde Zaok

Graens markl 2, 7201 HY,

ZWOLLE, Boekenhalte

Agsgndorprrsiraat 103, 6312 DH, Tel: 0021 38 422 10

ZIWOLLE, Top 1 Toys - De Wit

Diezamiraal #7/98 B 1 AD, Tek: 0031 038-4217178

NORWAY
GW OsLo
Wallergata 7, 07178, Tek 22333900

51 1566

31 57

Tel 447 5532 67 90
KRISTIANSAND, Hobby Husst
Hprmk Wirgefandagl 26-36, N-4612. Tal 380203710
ALESUND, Ringo Lekeland
Statmoa NAOTE, Yl 70155640
ALESUND, Kremmerhusel
Langalands «24,Spjsliavik, N-E022 Tol 70145770
ALESUND, EB Gomes
Griminargata 1, 6001, Tel: 709 287 87
AREMDAL, Norll Arenasenter
Toovat 10, M-4800, 57025454
BERUM, Ringe Bmrums Verk Leker
“artshius valen 2, N1317, Tet 067133650
BERGEN, YES VI Loker Onsen Leker
Oapen Bicveardes, Ted: 185711280
B Outland Bergen
Fonunen 4, 5013, Tal: 350461132
BERGEN, Ringo Lekeklosson
Balre Mestiunval 16, N-6221, BEBERE50
BIORKLANGEN, EX Hobby
FX Hobly A5, Borkoveian 2,190, Tei: 63851155
BODO, Underhaldningsmagneten
Sandge, 3, N-008, Tel 75525070
DOKKA, Yes vi leker Dokko
Brgloss secilghet N2AT0; Tl 81112090
EGERSUND, Brio Glasmagasinet Ogroy
Slargt, 33-36, 84370 1'al' 51451900
FAUSKE, Ringo Sma
Sthrgt: 72, N-g200; Tal: 7:15466\?2
FLISA, Ringo Bamsefar
Fira Starmarted, N-2270. Tol §2646200
FRE AD, Yes vi leker Lakatorval
Brock G 7-11, Tel 60515630

BIIVIK, Ringo uke-olun
“Elorgl T 5 Tal 1166210
'HALDEN, H. Mdon-nl riak
bwrgahalﬁ NATEe, Tcl 78400
Lokohusat

Askak Hotts gf, 48, W 22 ﬂ Tl 62533508
'HITRA, Ringo Hitra
Jonen Kiopsaninr N7240, Tell 72441245

¥os Twins
Hilroeges 7240, Tal; 72441385
HUSNES, Ringo Kvinerad Libris
Himnas 5480, Tel: 63471625
JESSHEIM, Bric Jessheim
“dngghairn Staraenter, N-2050, Tel: BRI
KONGSSERS, Ringo Rolf Liane AS
Kirkanaten &, h-3616, Tek 32751 wl
KONGSVINGER, Ringo Gégata
Jambansg. & N-2211, Vel le?ﬁll

, Bria Koris Hobby

Tarvet &, N3770. Ter 35980484
HRISTIANSAMD, Gustov Pedersen
Henilk Wergslandsgh 27, N-llﬁ}? Tot: sm"augz

Dutland

Markensgt 24 N6, Tol B098420
KROKSTADELVA, Holmax Leker,
:il.ake'un Sinrsames Sanssrands 24, 3054, Talk:
agernald
LANGESUND, Ringo Torangers Eff. Per
Torvol 4, N-3370, Tel 35873662
LARVIK, Ringo Sokrates Lekeland
Torvel 8a, N-3256, Tl 3!155-1’\?
LARVIK, Ringo Sokral
inlling w38, .3252 Tek: :3113;43"
LIERSKOGEN, EB Gumes
Drammenyaien 201, 3420, 'I'el-
LILLESAND, Ringe Gavemao

Strana Gata 6, N4T80, Tek: uz‘:zz:
MO | RAMA, Ringo Lekehjornet Mo
Neardanl -.ineg' Gl B, N-BE22, T+ F5IMT
MOLDE, Yas ker Leke Jornet
Torger 1 N&‘-.J Tel: ?12-.'_:|c<:

Pir‘ 840

MOSJOEN, Hobbysentre!

M Hivigsgt, 18, N-B8571 Tul. F670170
MOBS, Bria Frisenfeldt

Ornnngarisgh 10, N-1530, Tet: 6251250
MYSEN, Brio Saker og Ting

darnbang L 13, B-1850, TA! BIES014
NARVIK, Bri Cont reik
Bolapegals T Arsantat 1o 3514 Tal: 78883472
NARVIK, Ringo Barnos Verdaen

Mongenagl, 68-70, MAS14, -‘a‘ TEMBAEDS
NESBRU, Ringo Eventyrien

Vogeting Veien B H1334, kl B4

O5L0, Avolon Osle

!\kersgel.a 300151, Tal: 22333308

O5L0, Yes Nesedden Bokhandel
Tanpen Cantram, Nesaddon, Tel §8811855
O5LO, BB Gam
Jweribanatorpat §
O5L0, EB Games

Steeaden 3 2500, Tal; 220 367 10
O5L0, Brie Nelabene Lambartseter
Largbelgen 5, 81150, Tel: £2280551
O5L0, Oulland
Jembanesorgat 1, b

54, Tal: Z2177007

, Tal: 22177010

‘0510, Outland Paleet

KA o Gatn 37-43 Tel: 22330410



O5LO, Rings Vinderan Laker .
Slemdalsy, 72, N-0373, Tel: 22450640
0510, Brio CC Vest

Uil Akoaryeian 16, N-0383, Tel: E2731777
FORSGRUNN, EB Games
Stargh My S0z, Tal: 36512620

RANDABERG, Ringo Site  ©

Ranabien ejen 372 NADTO, Tal: 53420100

SANDNES, EB Games

Ryardrat, Tol 51631640 .
SANDNES, O Soeland

Langpalen 44, N-4031, Tal: 51851508

SANDVIKA, Hobby Larsen

Sundviky Slodsenier, N-1300, Tal 67540107

5KI, EB Gomes

dserinayrien 6, TADY, Tal: B4R67003

5k, Brle Tit-Inn

dermbanasuingen B N-1401, Tal: SAE5TTTT

SKIEM, Ringo Bjormns Leker

Lisdtariel N3717, Taf: 355

Sotakrossen, N-4050, et
Rings Segndal

Sogringen Stdrpenter, N-6651, Tel: 771860

SORTLAND, Ringo Bomse Leker

Skibsgrden. NB400 3374

STAVANGER, Veslefrikhk

Shkagan 12, N-A00E, Tel: 51885232

STAVANGER, Outland Slavanger

Kirke gt 2, H-A006, 51538060

Markadsgl, 12, N-3455, Tet 76117750

STREMMEN, EB Gomes

Slopertiaian 5, 2070, Tal 538715422

SURMNADAL, Ringo Presangen

Amisentere orawn, 4, N-BES0) Tel: 71657485

SYRKLYVEM, Ringo Blindheim

Myrkrvainn, B9, Sykkhpean, Tel: 70251009

TOMNSBERG, Gledeshuse!

@, LEnggata 47, N-3110, Tek 52251707

TROMSD, Tromso Brukibokhandel

Kirkagl, & N-S00B. Tal, 77636574

TRONDHEIM, Avalon frondhel,

Munkagal 8, 7011, Trandhpin, Tet

TROMDHEIM; Trenderirim

St Oiaye G111 . N-7012; Tal: 73520840

TYMSET, Ringa Tynset Bokhandel

Brogh 24, W2500, Tot B24EM033

VADSO, Brie Vadso

Wi Andsrsansgt , N-8611, TaB4zias

POLAND

BIALYSTOK, Deparfament Gier

ul, Leginnowis 814, lok 153; 15-287 Tel; 0048 457 593 360
BIELSKO BIALA, Grom

42.300, Szkoina 14, Ter 0046 330124 006

GDANSK, Spidar Gomas

ul; Dywizionu 305 2, 80462, Tel: DOJE 54 551 9333
GDANSKI, Fenris

ul, Qteana 1, 83 000 Pruszez Tal: D048°600'980 005
GOYNIA, Futurax

BI-572, Walerana Szefkl, 2B, Tal: D04E 567 811 180
GDANSK, Iskra

BO-E3S, Merawaideon 16, Tek DO4E 505 201 952
GLIWICE Game Stetion

ol Boh Qe (Warszawehlage 12,44-100, Tt 0048 504 255 194
JELENIA GORA, Avolon Galerio Karkonoska

L1 Waja 27, SRE0E,

KATOWICE, Bard Centrum Giar

ALDHE, Koscluszhl 8, Tal: DO4E322 571817

KIELCE, Skiep RPG Grocz

25:300, Mafa 12 fw bramis|, Tat: 0048 507 613 387
KRAKOW, Bard Centrum Gier

51135, Baogego BUM T, Tal 0048 124 320 735

LODZ, ‘Aji Firma Ksiegarska

S0-143; Plotrsowslci 90, Tol: 004E 426 580 307

LODZ, Gamelord

80425 Bigbioska 101, Tek 0048 631 1161

yeka 6, Tab D46 615 322 056
MNOWY SACT, Kahhl!
53100, Jagialivrakes 500 Tel: 0048 604.133 612
OPOLE, HMS Il Computers
45.018, Krakowsia 474, Tl 004 774 647413
POZNAN, Bard Cenfrum Glar
E51-806, Sw. Muscing 41 Tek D04E 618 633 277
POZNAN, Skisp Wileak 5
U, Ziesone 1, Tel| (045 613 036 52560
SWIEBODZIN, Czempioni
O Roleginiowa 38, 68-200 Tal, 0048 608224457
TORUN, Skiep Peplernicxy
700, Saainks 45 Tel: 0048 596 02 503
WARSZAWA, Arkona Ksinzki
PL Wizaria 4; Tel: 0048 226 304 417
WARSZAWA, Cytadels
T Bl Homish Sdukecl Narodow] B8, Tel
WARSZEWA, Keiegarnia Bellono
40555, Kakowabe Pradmioscs 11, Tok 0048 226 261 707
WARSZAWS, Fober Fober 51
[EBTS; Pulawskn 17, Tal 0048, 520 451 265
e i ia Saska 4
(366 Brmrylijke 6, Tab D048 226 175 748
WARSIAWA, Skiop Morlon 5C
1883 Fowetancow Slaskinn 124 PawAss, Tel: 0028 502 275 219
WARSTAWA, Warsow Model Centre.
{il, Pawsingki 42044, 08-903, Tak 4048 22 602 305 070
WARSZAWA, Warsaw Medel Cantra
Ul By Warszawsion| 1280 1, nrd, Tali 0048 226 234 648
WARSZAWA, Warsaw Model Cepfre
ul, Efrabramska 75 c; Tely G048 026113 758
WROCLAW, Skavenblade Centrum Gier
. Ladna T5a, GO-353, Tel OD4E 800406371
WROCLAW, Sfan
Ul Krzyoss 16 53-000, ek D046-713 604 366
WROCLAW, Bard Cenfrum Giler
50079 Auska 460 [Pases), Tal: 0048 713 417 472
WROCLAW, Ogryn :
50052 Sewwesil 6T Tal; 0048 717 651 957
ZIELONA GORA, Avolan
5T Centrum, ul. Bometemnw Westemlatis 314 55-001

145 401 023 215

ROMANIA

CLUI-MAPOCA, Ot
Regale Fordinand At_we Tel: 04 4072 720806

RUSSIA

KRASNODAR, Alegris-Jug (South)

Krasngla s, 143, Tal: 00B512 Ta0ia1

MINSK, Valohanovich.ent

Jann Hikas st Exnibitan cantar DLYNP,

Tei 08024 6358212

MINSK, Valohanevich ent

Mastierava v b4, Palica of Spons; second fioos
Tek DOA02Y B54RATE

MOSCOW, Alegris .
et s1aticn Allghaiejewsxaya Prospakt Mira 103 Tal.
il b

MOSCOW, Al

Waatra slatior] tmmanlsa Mizsnickayn St 20,

ek TOARIRIGAT

MOSCOW, Urfin Juice

Kaatra "Ulllsa 1905 gods’ Zvarigomdakog shagse 4,
Tek <T9057BA6355

- MORLISK, Na Styke Mirov

Knmsomolskayn 82, second fisor, Bom Byta, 14r 474,
Tl GOBYZS GH4B40S

MOVOSIBIRSK, lcehummer )
Kresnay v 53, Dom Bita

SARATOV, Datskiy Mir

Kirow av, 543, Delsidy Mir, $ecand tloar, galiery,

Tek B4 5840

ST PETERBURGH, Art-Miniclures

Setava 51, T, third floor, fraste cantar Bk,
R Z
TAMBOY, Hobby ond Igrushki
Infemetsioneineya st bESD, Targaviy M,
Tel: DO75 E72E811

SERBIA-MONTENEGRO

BELGRADE, Exit Hobby Stero
Cika Ljubina 1, Tal; 00347 17 62 78 27

BELGRADE, ANET Hobbystora
Visngradskn & 11000, Tai: 00 381173612 525
BELGRADE, ANET Ho

Blhystora,
11000, Zvocarsks Ta, Tol 0036 112852235
BELGRADE, White Dragon
1000, Vinede Miliniia 44, Tel 00 307 83837222
NOVISAD, Volhaka
27000, Misarisova 18, Tel: 00321 21315538
NOVI-SAD, Drogon
21000, Kralja Atsksandra 4, Tak D0-387 636 24038
PODGORICA, Nevtron Podgorica
Trg Republie Tel: 60 38169 060 665
ZRENIANIN, Takeda
#3000, Serajijing-5,-Tal: 00 381 2364572

SLOVENIA

LIUBLIANA, Crna Luknja

1030, Poljansks 10, Tal: 00386 012552520
LIUBLIANA, Prl Gobliny

1080, Cholaneia Casta 11, Tak U385 40835530

SOUTH AFRICA

BLOEMFONTEIN, The Dungeon

15 Shont Streat, 9304, Tel: DI27 51 447 2004

CAPETOWN, The Boys and Mens Hobby Sh,

Shep 123, Tiger Vallay Shapping Cerirs, Tel: (027.2% S14 6658
CAPETOWN, Wizards

Shiop @16, Sigdiam on ¥ia Man Aoad. Tel 0027 216830960
DORINGKLOOF, Battla Planet

Ha AWBH Canirs, 177 Caclls Sireel, Tek 0027 8245 93953
DURBAM, The Hobby Specialists

Shop F174. Gateway Shepping Ganhs, n,1 Palm Boukyan,
Utlanins Fidga, Hew Town Ceitl, inlanga, T 0027 B81 564 5708
DURBAN, Wizards Warehouse:

Shap L8, W Cantre, 1631177 Foad,
Momingside, £001, Tal: 0027 31 312 8271

GAUTENG, Wizards Worshouse

Shap G4, Calyy Shopping Centon, 3345 Jan Srus
Ausaug, Cralgitall Park, 2196, Tel: 0027 11 880 B262
JOHANMESBURG, Esswex Retail
Shap 20a Karthdlitl Comear Shapping Cen
Tal 0027 11 BB43615

Wizards Woreh
Lowsr level: Eden Vale, Tal, 0027 21 683 D360
LINMEYER, Drogons Den
203 Peter Avanva, Teiz D027 082 824 4124
PRETORIA, The Smally Troll
287 Lynrwaod Foad, Tal: G027 0833 107
RANDBURG, Otherland
Ghep G140 8, Brighlwader, Asbpubic Rd, Tel 0087117844571
HUSTBERG, Quantum Books & Gomes
Bosohdalstand 30970, HelonJosoph Drive. 0300,
Tet: Q0IT 83 202 9373
SOUTH-AFRICA, Battle Plonat

Mo 4 WEH . 17T Cecile Strmet, Tek 00 27 824585953
GW GOTERCRG

Kunpsgalan 26 41118, Tel. 0045 311 33 838

GW STOCKHOLM

Regariagagatan 30, 111 53, Tel: D246 B 213 840
GAVLE, Hobbysho
Dretminggatan 25, B3
UMEA, Fonlaala
S1ongatan 44, 90326, Tal; 080770550

ESKILSTUNA, Losses Loksaker

Kungsgatan 21, 532 20, Tal; §16150330

KARLSTAD, Spel och Fantast

Kungastan 6, 522¢, ol 054 153070

MALMO, Utapla, Mol

Aegempntsnstan 211 42, Tal: (80122850
NORRKOPING, Hobbyhéman

Drottrvigy 18, 652 24, Tal 611162120

NORRKOPING, Lakhusat

Jamgatan 21, 40223, Tes 011287070

NORRTALIE, Fantasybutlken

Baftarimpswinen 8, TE1- 32 Toll 0176 57400 .
STOCHHOLM, Sclonce Fictlon Bokhondsln

Vigharidng Gisar 46, 11127, Tl (8215052
SUNDSVALL, Orionspel ach backer

Kapmangatarn 25, 852 32, Tel. DEOTSEI4T

UPPSALA, Prisfyndet

Kungsgalen 38, 75325 Tel; G18108607

VASTERAS, Zetterlunds

fan 53, T22 12, Tal 621 10 4451

VEXID, Helges Héla

Kinaberg. 4, 352 50, Tel: 08716 25 01

ABLVESTA, Lek & Hobby

Kusheien 5, Toranatan 2, 542 33, Tal 047213760
ANGELHOLM, Leksaksmagasinet :

Framdagutun 1,262 B4, Tek0431 B0SET

ARVIKA, Perry Data
Kdpmanpatan 4, €7%;
ASARUM, Lek & Fritid

GirEnvigen 2374 52, Tal (454320006
AVESTA, Vego Video

Kungegeien 16, 77450, Tel; 022860074

1, Tel 025188284

Tal: DS7010668

.
BOLLNMAS, Torghodan.
\isira Stationsgatan &, 82! 43, Tok 02786 1304
BORAS, EE Games
Kraligriam, ,-BO630, Tel:

BORAS, £ Gomes

S Broastas 7. 50330, Tal: (3HIETID

BORAS, Hobbex

Skarmbergey B2:64, 506 30, Ti axmnaan .,
BORLANGE, EB Gamos Borlange -
Hipoian 16: TE1 40, 02433&8&1

MOI‘!.If Genlpim, 1225 'FE‘ ‘ORE35EEIEE

ESKI ISI'I.INI. EB Ge‘mn
Cityhiusel - Kufigsgatin 24, 832 20, Tl D16-574 500
ESKILSTUNA, Bomens Hus
Folkeslaindar 40, 835710, Tol 016481138
FALKOPING, MysPys
Slorgatan 32-06, 521 42,
FALKEMBERG, Brie Falkenberg
Storgatan 55, 311781, Tat -»68'({1 446 BT B0
FALUN, Tv-spelsborsen
Falugatart 2,797 V1] Tal: v?w.'.r-
FARSTA, EB Gomes
Sortoregian A2, 123 47, Tel DIGDSETE0
FINSPANG, Allilek
Enrslagsione, Kalkianagatan 1, 612 30 Teli012334120
FARJESTADEN, Leksaksmagasinat
Ciands Kapstad, 306 91, Tak: 048534571
GISLAVED, Alba L'klak
Sodra Bigrpatan 10,:332°85, Tel: 037110733
GALLIVARE, Lekia
Metad Vigen 14. BE2 38, Tel: 197DAES02

, Lilla Guis ligh
Gustayshiorg Ceiilrur, 134 40, Tel, 085703500
GAVLE, EB Gam,
Mjen - Dratininpgetes 8, B 20, Tak 026-125°600
GOTEBORG, EB Gomes
Karrigeditan SA-60, 417 08, Tel: 9317010890
GOTERORG, EB Gomes Galeborg
darmtargat 4, 418 04 Tsk (31247468
GOTEBORG, BB Gomes Gbleborg
Femmanhuset, 411 05; Tel 031150366
HALMSTAD, EB Games Holmstad
Dirgttring Hrstna Passanen 16, Tel: 035126260
HALMSTAD, Brio-Halmstod
Spengatan-B, 302 50, Tot, 035155175
HUDIKSVALL, Albins Leksaker
Saorgatan 24, 824 30, Tel: DEs05g5062
HARMOSAND, Ezcape Data
Berge&g‘a‘m'ﬁ sn 30, THi: 051115056
JARFALLA,
Flygayfartan n’&% Tel 0859016001
JARFALLA, BB Games
\igirstrisket, 17730, 856032300
JOHANNESHOV, Games
Aranavigen 55 1 08-645 B4-00
JONKOPING, EB Games
B Kinoandum, 53505
JONKOPING, EB Gome:
Crutran Stargalin 7-8, 555 5 Tl 0362 775
JONKGPING, Ploy Planst
5t GhransuEgen, 55454, Tal: 036122854
KALIARR, Qiroy
Shappsbrog, 12,382 31, Tel: 48022002
KALMAR, Kalimar Lek & Hobby
i Lahpgalan 32; 392 32, Tl 48024717
KARLSHAMN, Leksakshusat
Rannkyg 87, 374 35, ok 04841080
KARLSKOGA, Laklédan
Bargemansg 17, 691 51, Tah 058633533
KARLSKRONA, Foct & Fiction
Noma Kungageisn 7. 57133, §

ASE18710

KARLSTAD, EB Games
Dratiriggatan 27, 552 24, Tek 054-983 010
KARLSTAD, EE Games
Barpdk Kopcenter Frykmans Vagen 1, Tel G653 46, 54560530
KATRINEHOLM, Leksaksboden
Kianangaten 19, 64130, Tal: 0150 79720
KISTA, EB Games
Kista Gllorian, 164 51, Tot 08760 65 60
KIRUNA, Lakhusat
Box 2081, 921 02, Vel OBBOR2ES0
KOPING, MD Hoblby
Schelegilen 7, 73752, Tel: 0736426178
KRISTIANSTAD, Spel Pé Vallgotan
Gabra Vallgatan 2, 261 31, Tal, (44101087
KUNGALY, Lak & Hobby
Wistra Gafan B, 442 31, Tal: 50813840
KUNGSBACKA, Lek & Hobby
5 Targgatan 6, 434 30, Tel: TA0014156
EB Games '

Kurgsmfissan, 434 24, Tel: 030071240
L.QHOM\. Leksoksafidren

14, 31222, Tel. (43010063
mummm Leksakshuset
Tanrnanmansg. 46, 261 38, Tel 041670780
LERUM, Alvigken
Sokatien, 433 30, Tal: 0352714840
LIBINGS, Karena
Stockhioimay 55c. 181 34, Tek: DBTESEGE0
LIDKGPING, Brin Lidképing
Framnds Gy 531 54, Tek: 00 46 510.289 00
LIDKOPING, Game Maniacs
Anghagsgatan 17, 53100, Tet 0705 160274
LINKOPING, Sugsland
Syetengalan 18, 55273, Tei: 013122290
LINKOPING, EB Gomes.

Tanneforsgatan 2, 562 20, Tk 039137840
LINKOPING, lat
Hamhamsg 58, 582 20, Tel 013124006
LIUNGEY, Brio-Ljunghy

Eskilagatan 1, 341 30, Tel: 037213481

LULEA, Barnens Hus

Bamy 25, 973 40, Tel: 0220220095

LULEA, EB Games Luled

Storgatan 51, 872 31, Tal: (a025aT02

LUND, Spel pé Clemenstorget

Clamanstorgat & 22221, 046127810

LUND, EB Games Lund

MoueLund, Feretsgaranen 10, 27761, Tal (46128040

LYCKEBY, Serieslussen

Riksw 34, 871 62, (45526955

MALME, EB Gamas My

ramngalan 3. 21122 T

MALMO, BB Games

Trinngein, 5 Fistadsg £1, 211 43, Tol:040124550

MORA, Lak & Hobby

Skakmymy. 33 Norot Kapsentrum, T2 30, Tol, 025071628

NACKA, Amusar.
W T

i
1 Q40230380

! 3,131 34, Tak:

NORRKGPING, Bria.
Drattninguaten 55; 60152, Tek 0124088 -
NORSBORG, EB Games Narﬂaera
el Tors; 145 68, Teh OBS3£75100
Visira Siongatan 12,614 31, Tk 0155262 350
NYKSFING, Laka TV
G Axel, Vst Shrgetan 13, 5113, Te 0165251000
NYNASHAMN; SvenslekaHabby
4, 140030, Tak

bna.ltw. EB Gumn Odékra
Markistisvigen B 26098, Tal: (42802140
OREBRO, Brin
Talpinkten, NG 2, Tal: 0156114805
OREBRO; EB Gomes Orebro
Krhintaran Deoiningga
GREBRO, Lokconter
MNygetan 32, 70211, Tek 11061 14983
ORNSKOLDSVIK, Lojbans
MNygetan 18, B3% 33, Tel: 056083100
ORMSKBLDSVIK, Sound & Visian
Shogatan 11, B39 33, Tel: 060073924
ORMINGE, Happies ¢
Cirninps Cenfrum. 152 00
OSKARSHAMN, Brio-Oskarshamn
Lika tivget 572 80, Tk (481 370 66
OSTERSUMD, Hobbyboden

7. 831 30, Tai
PITEA, Barnens Hus
Backed B3, DAt A7, Tal 081118900
RIMED, Fantasybutiken
Kapmafnbgatn 7, 76231, Tek 017572777
SALA, Elons Leksoker
Fichusgatan 16, 733 30, Tal 0224106314
SKARHOLMEN, EB Games
Stotioineg. & {27 4, Tel: 057405100 F
SKELLEFTEA, Barnens Hus
Upigtinnary 5 831 42, Tal 031013990

28 Tal: G19420140

_SMELLEFTEA, Lek & Hobhby

Nynaien a8, 83437 Tsl 001072580
SOLENTUNA, Barnens Hus
Eollgtariay. 1; 182 7, Tel 0p6aRgEa0
SOLNA, EB Games
Hoteigatsh 8. 171 45, Tal: CH4705400
STENUNGSUND, Barnhuset
Steaungatorg, 44459, Tal: COBOIES
STOCKHOLM, Dragens Lair
Kunshalmstor 8, 118 21, Tal:08 654 &0 50
STOCKHOLM, EB Gomes
Kartaplan 13, 115 20, Tet 0686030
STOLKHOLM, EB Gamas
Fassanen, Fn‘gn.lng&.]nl.d 42,111 56, Tal; Q8-211 250
STRANGNAS, Tv Spe
Tradgarisgatan 25, a1a 31, Tal: (15210161
STROMSTAD, EB Game:
Moty Shoppg Cani i, Tal:
STROMSTAD, Kjells Lek & Hobby
Stfa Hamngatan 8, 452 30, Tet 052615880
SUNDSVALL, EB Gaomes Sundsvall
\andeniset Slora Galen 26, 952 50; Tek DEIS33473
SVEDALA, Elbe Lekis
Shorg40, 253 31, Tor 040400318
SAFFLE, Bergers Lek & Bosdttning
VA Blornatan 1, 881 50, Tel 053310345
SODERHAMN, Barnens Hus
E-Certar, 82640, Tal; (27014220
SODERTALIE, EB Games:
Eioenatan 4 | 15171, Tek 0855016252
TOMELILLA, Alfs Loksaker
Memtgatin B, 273 30, Tel: 041710008
TROLLHATTAN, Partaj
Ladugdmswlioan 12,461 70, Tol: (42078398
TROLLHATTAN, EB Gomes &5 Huset
Ladughndsvagen 13, 451:70, Tal: 052037870
OREBRO, EB Gomes Orebro
Keamaren Drafininggatan 27, 702 22, Tal 018120140
TUMBA, Laksakskungen
Tuenbin Torg 7. 147 30, Tel; 0853038000
TUMBAR, Kom & Lek
Bryngany, 5-7, 147 30, Tet DES5060011
TABY, Hobby & Prylor
Vallatorp 1F, 16752, Tal: 6851050425
TABY, BB Games
Startorger 150, 183-34; Tol: {8
UDEVALLA, EB Gomes Torp
Toep 1, 451 76, Tal: 052263650
UMEA, Bornens Hus
Bifimy 1, 806 40, Tal, 090777702
UMEA, EB Gomes Umed
Wasagallerinn Kungsgatan 7173, 03 i,
UPLANDS VASBY, Lekin
Diragony. B8; 194 00, Ts
UPPSALA, EB Gumes
Bredgriind 4, 753 24; Tat 018741215
UPPSALA, HobbyGames (Websiore)
Shalpalan 7, 750 02, Tel 0F8711530
I.IPPMLA Barmens Hus

15a, 753 24, Tel 01860267
VARBERG, Spelburlloen
Nargatan 10, 4232 41, Tel: S340678610
VETLANDA, Leksokslagret
Laeambpatan 21,574 40, Tal: GAB315990
VIMMERBY, Kerstins Hus
Bon ledusirigalan 15, 598 40 Tal 045251188
VISBY, Lekstugan
Hasipaten 18, 621 57, Tal: M4BI215050
VASTERVIK, Lekstugan
Harnri Gatan 38, 56530, Tek 049036171
VASTRA FROLUNDA, Tays
Mdrkonigatan, 42721, Tl 03148040
¥STAD, Tv Spelshiman
Tobeksgatan 16, 271 41, Tel: 041165880

ISTANBUL, Sihir
Beslklas, Sinanpasa 235 Tel: 0080 212 227 2836
ISTAMBUL, Gerekli Seyler

Tas Kalici Sk 311, Tal; GO 32 261 G683
ISTANEUL, Ureten

Bakifwey, Bahcasardy Sh G/A. Tal 0080 212 550 8054
IZMIR, Excalibur

Alzancak. 1447 Sk, 4, Tel 0080 232 464

UKRAINE

KIEV, Charge
Lapurma sir 40 (Metre Borastaska), Apl 29, Tal: DG3E.
(HA25ETEY

AL AR

B0

SE050833
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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
before they are released,
guaranteeing you'll get
them on the day of
release.

Fast, secure and straight to your door!

HOW TO ORDER

= ON THE INTERNET :
Visit our secure online store at. www.games-workshop.co.uk/store

* IN-STORE B g
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 o
Fax your order on; 0115916 8002 (UK) or 0044 115 916 8162 (Northern Europe)

« BY POST
Or the traditional way: Games Workshop Direct Sales, Willow Road, Lenton, Nottingham, NG7 2W$

DIRECT OPENING HOURS

Monday to Saturday: 10am — 6pm,
Sunday: 11am - 5pm
www.games-workshop.co.uk/store

Direct Exclusive models

++4DIRECT EXCLUSIVE+++
SPACE MARINE TECHMARINE
99060101313 £9.00

120 ORDERING DIRECT

+++DIRECT EXCLUSIVE+++
OGRE MANEATER NINJA
99060213012 £10.00

+++DIRECT EXCLUSIVE+++
OGRE MANEATER FEMALE
99060213013 £10.00



SEARCH FUNCTION,

: WWw.”gcnnes-wo.rkshop.co.uk/sio;e
Or call: 0115 91 40000

NAVIGATION BAR)

WARHAMMER

THE LORD OF SPECIALIST
THE FINGS: GAN

WHITE

40,000 DWARF

Teerms amd Conditions

Dwarfs

*....For we ara the sons of Grugni; alone we are rocks, united we stand with the strength

I
1
Al Systams v]
gmach |

o L g Staded
gagts of Cha

< Bretonnia

o Dok Elves

e GOWar

Ernpire

High Elves

Horges of Chags

Monsters and Draqens

0000000000000 00

ofa in." - King Alnk at the defance of Karsk Him,
Click below for our archived Dwaif Classics and Collectors models
Classics snd Collectors.
Advance Order — Dwarf Ariny Bundle

Price: £112.00
Hem Type: Composita

Release: 781 212006

Part Code: WEBD12

Unfortunately the Cwart Ay deal has sold oul, 50 wa hava
pul together a suggested Dwarl Army bundle, Peifect far any
budding Dwarf genersl, this bundle gives you 2 Dwar
Batalions and Owarf Army book, all released on
December the 288 In total tis bundie ghes you 43 Warrlors
QLongheards or Wariors), 32 Missile froops (Guareliars or
Thunderers) and 2§Cannons of Organ Guns.

More Information
Advance Order — Dwarf Lord with Winged Helm (Direct Sales Only)

Add to Cant

Price: £6.00
Mem Type: Component

Release: 21/1/200
Part Code: 9947030511301
When battie ks jolped It Is the Lords and Thanes, wilh (hadr

Checkout

Welcome Guast (Log oul)
Wi Your Can
Tems: 000
Value: £.00
Postage: MA

iy “ lI “ E |
= : |

B infiS WORESHOP

The Games Workshop Online
Store is open 24 hours a day,
seven days o week.

Get exactly what you want,
when you want it.

* HUGE RANGE

» SECURE

 EASY TO USE

e OPEN 24 HOURS

Slege b5 finaly crafled anmar and rune-inseribad weapens who saek

Bogks out the enermy's mpst powerful combatants, matching bestial
l\ ] Tury or dark magic with courage, honour and honast steat
(LIST OF CATEGORIES

(DETAILED PRODUCT DESCRIPTIONS

{ HELPFUL AND ESSENTIAL PRODUCTS

+++DIRECT EXCLUSIVE+++
DWARF LORD WITH GREAT WEAPON 1
9247020511301 £6.00

+++DIRECT EXCLUSIVE+++
ETERNAL GUARD CHAMPION
9947020405507 £4.00

+++DIRECT EXCLUSIVE+++
DWARF LORD WITH GREAT WEAPON 2
9947020511302 £6.00

+++DIRECT EXCLUSIVE++4
WARDANCER 1
9847020405907 £4.00

+++DIRECT EXCLUSIVE+++
WARDANCER 2
8947020405908  £4.00

+++DIRECT EXCLUSIVE+++
SKAVEN WARLORD 1
9947020607402 £6.00

+++DIRECT EXCLUSIVE+++
SKAVEN WARLORD 2
9_94702051}?403 £6.00

+++DIRECT EXCLUSIVE+++
WARDANCER 4
9947020406904 £4.00
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COLLECTORS'

GUIDES

Indepth catalogues showing the
entire range of miniatures for
each 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

= Chaos Space Marines
s Eldar & Dark Eldar

s Orks

= Space Marines

* Tau & Necrons

= Tyranids

Warhammer
Collectors” Guides
* Bretonnians

* Chaos

= Dwarfs

= Empire

» Lizardmen

* Monsters & Mercenaries
* Ores & Goblins

= Skaven

= Undead

Catalogues
e The Specialist Games Catalogue
+ 2006 Catalogue

ELD

RN

)
%gEnr.\'(

NEW COMPONENTS!

THE DYNAMIC TAU EMPIRE EXPANDS FURTHER!

* Tau Sniper Drone
e Tau Vespid Stingwin

* Tau Pathfinders with rai
*Tau Ethereal costo

SHADOWSUN ARMS
9947011301703  £4.00

SHADOWSUN DRONE PART
9947011301704 £2.00

SHADOWSUN HEAD SPRUE
9947011301702  £2.00

.'l'; 4
e
SR
-fﬁﬁ{iaﬂ?‘t"'
COMMANDER HEAD 1
9947011301601 £1.50

COMMANDER AIRBURST
9947011301605 £5.00

= i_:f

- o

SHADOWSUN BODY
9947011301701 £6.00

s

B
h"

SHADOWSUN PACK
9947011301706 £1.50

COMMANDER HEAD SPRUE 2
9947011301602 £1.50

COMMANDER SPRUE
9947011301604 £2.00

ETHEREAL 2
9947011302602 £6.00

ETHEREAL 1
9947011302601  £6.00

TO FIND THE ENTIRE TAU RANGE AT THE ONLINE

ETHEREAL 3
9947011302603 £6.00

PBlctures for listrative purposes only. Broguct contents may vary, Praducts sofd unpainted and urassembled, Cartain Citadel products may be dangerous i used ifcorrectly. Pricas
correct at time of gaing to press, please contact us for current availability and prices: Prices quoted are for products sold-by Games Werkshop through its own stores, catalogus ar

wabsite, retailers arg ihle for thair ovn prices



AUN' VA GUARD 2.
9947011301801 £6.00

AUN’' VA GUARD 1
9947011301802 £6.00

~ AUN' VA CHAIR
9947011301805 £2.00

SNIPER BODY
9947011301501 £2.50

VESPID LEADER BODY
9947011301901 £4.00

AUN' VA BASE
§947011301803 £3.00

=
\.;;'!'. S

AUN' VA STAFF A
9047011301807 £3.00 &

SNIPER CONTROLLER SPRUE
984101 1301503 £0.60

@3) e o

SNIPER GUN SPRUE
9947011301504 £2.00

SNIPER DRONE SPRUE
9947011301502 £3.00

TAU VESPID
STINGWINGS

All Tau Vespid
Stingwing models are
supplied with heads
and wings as
appropriate.

VESPID BODY 2
9947011301902 £3.00

VESPID BODY 3
5947011301903  £3.00

Pictures for illustrative pu.rpgsesalﬂy. P;Udu‘_‘[ mansm very

Prices gnrrecl l_{l fime of going 10 pracs, please comtacd g for carrent zvaikabiiny ard prices. Frices quoted are for

stores, catdloguetor websie: | lent retallars dre ged aibile for defgsm

VESPID BODY 4
9947011301904 £3.00

VESPID BODY 5
9947011301905 £3.00

cls iy be dangarous If isad ncomecty.
by Gamas Worsshap through its own:
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e y
NEW COMPONENTS:

TAU PATHFINDERS

PATHFINDER WITH RAIL RIFLE 3
9947011302003 £3.00

PATHFINDER WITH RAIL RIFLE 2
9947011302002 £3.00

PATHFINDER WITH RAIL RIFLE 1
9947011302001 £3.00

A

NEW COMPONENTS:

THORGRIM
RUDGEBEARER

wu_

TR

THORGRIM SEAT BACK THORGRIM BEARER 2
8947020510502 £3.00 6947020510509 £2.50

)

e
B

THORGRIM BEARER 1
9947020510507 £2.50

THORGRIM BEARER 4
9947020510508 £2.50

£
bt

THORGRIM BEARER 3
9947020510510 £2.50

THORGRIM BOOK
9947020510506 £1.25

~

(f
ADVANCE ORDER:

THE WHITE

Saruman

Glorfindel

Thranduil

Galadriel

Erestar

WHITE COUNCIL
99111499058 £20.00

WWW.GAMES-WORKSHOP.CO.UK/STORE

Pictores for ilfustrative purposes only. Product contenis may vary. Products sold unpainted and unassembled. Gerfain Citadel produgts may be dangerois i used incorrectly P;Im_z‘s carrect at
time of gaing to press, please contact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website,

retailers ara il for daf

their owm 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 M]VAN[:E ORDER
our Advance Order service, via the Online Store, by calling Direct or by post. FROM 18TH MARCH
* Choose from loads of models and products not yet released in our Hobhy Centres. (released 29th April)
» Postage for Advance Orders is only £2*, so you can afford to get more models for your money. » Tyranid Lictor - Death Leaper £15

* Tyranid Biovore ...

» Vlostroyan platoon

I r\hm] TIG\

TRATEGY BATTLE GAME % ADVANCE ORDER

FROM 25TH MARCH

FALL OF THE NECROMANCER (released 6t M)
« Fall of the Necromancer...........E8
© Wood EIVES \ovcoisiniinmreiniesnios E15:
* Castellans of Dol Guldur .........£7
* Giant SpIders ... A £6
» The White Coungil ... £20
= Wood Eif Command........c.......£6
ADVANCE ORDER
FROM 1ST APRIL

(released 13th May)

CASTELLANS OF DOL GULDUR , SAURON THE NECROMANCER
99061466024 £7.00 99111464103 £15.00 = Imperial Bty .. £100
ADVANCE ORDER
FROM 8TH APRIL
(released 20th May)
iy - e TE T T — R

« LOTR Callectors’ Guide .......... 6

ADVANCE ORDER
FROM 15TH APRIL
(released 27th May)
» Sauron the Necromancer .......E15.
» Wood EIf Sentinels........coe, £6

FALL OF THE NECROMANCER WOOD ELF SENTINELS * Spider Queen and Swarms.....£15.

60041499015 £8.00 90061463027 £6.00 o EIf Command ...iicciv oo 56
o Wild Warg Chieftain ... 6
ADVANCE ORDER
FROM 22ND APRIL
(released 3rd June)
» Cities of Death ......... e B2

» Cities of Death boxed set .......E40
» Urban barricades and walls ...£12.
* Basilica Administratum ........£15
* [mperial Sector

*£2 postage only applies to Advance Order
producis being delivered to addresses in
the UK or lreland. Ordars including.

Advance Order products will be held uniii:
the (ast available product is released.

2 S

WOOD ELVES
§51214538015 £15 ({for 24 plastic models)

Pigtures for [lUSTratiipupases onlv. Prod
Ingorrectly. Prices comrect 28
through

Azin Ctadst peodistsmayb: dangerous i used
tad are for products sold % Bames Workshop www.gumes-workshop.co.ukfslore 125
8 respunsm Ur datermining their H:14




Missing Kill-Team?

[ was reading through the Kill-
Team Nemesis article in WD310,
when [ noticed that the nemesis
weapon options didn't cover the
Imperial Guard!

‘ening Standard hoarding, [[ ”;‘;ﬂﬁ:'{,’\“}.\f [ ( ' Greg Wass.

the corner of . sCmhg 4
S e L, .}m' T
“STORM
CHROS:

\SPEcmL

You can find the update on the
UK WD message board online:
www.games-workshop.co.uk
/whitedwarf — Owen

aos, it appeared the
ng Standard may have

Grombrindal’s Gallery

This manth we introduce a mini-feature to Fuel for the Furnace,
Grombrindal’s Gallery. So, if you've got a cool army and can take a
good picture, send it in and you might find yourself on these pages!

>

BRAZEN CLAWS
Chris Widenbar sent us some pictures of his Brazen Claws Space
Marines which I thought were nice and worthy of display. Chris has
provided multiple angles of his Sergeant (top left), Tactical Squad
Trooper (top right) and Assault Marine (bottom right) - Owen.

b

A Grudge too far...
When I had just finished reading last month's White Dwarf (311) I put it down on the table and noticed the Dwarf
runes on the back. Instead of counting down the hours until 1 got the new Dwarf Army boxed set (T can't wait), [
thought T would decode it. To me it read “never forget a geudge”. [ was wondering whether it is me who had
made the mistake, or is it yoy?

Robert Simpson.

It is most certainly us and you are not the only one to have written in about this! I'd like to say we did it
on purpose to see how many true Dwarf fans out there noticed, but then I'd be lying — Owen

126 FUEL FOR THE FURNACE

Your mighty missives as read by Grombrindal himself!

(WHISPERS FROM |

THE WARP..

Mr M Brewer... use as a ‘counts
as', just don't have the 5+
Invuinerable. Alee Horan... hope
vou liked the mag. Pippa Cooper...
can you please get in touch. Jamie
Gilmour... that's a lot of Tyranids,
and that poor Guardian! Philip
Thorogood... thanks for all the
scenario ideas, I've passed them
on. Dominic Knight... 28mm. Dan
Mountain... all in good time!
Muark Paterson... not anytime
soon, Will Colgate. .. just use Steel
Legion with painted skulls or
maodetled on skulls from Empire
shield bosses. Luke Courtney... 1
would assume, yes. Raymond van
den Hoek... some models can only
be attacked by magical weapons.
Mac Vurrich... we are now on the
Cluhs and Community pages.
Robert Holliday... ves! Stephen
Bailey... should be out now. Adam
Calver... if we see a good one,
we'll do it. Jon Younie... added to
ideas list. Jack Walker... we don't
do those. Ashley... hope you
enfoyed the Dark Eldar batrep in
311! Lord Malachi... see Index
Astartes articles. Patrick Nilsson...
shallow dream no, it's onr website.
Dan Bradley... no, but Mordheim
is just as good, Francis Bridge...
hope you found a Gaming Club in
Switzerland, Gazzmasterld... in
WD314. Adam Watts... please call
our Hobby Specialists. Axel
Lindmarker... hello there Sweden!
Maithew Greene... Guy’s ego has
now heen enlarged re: his Imperial
Guard. Greig Sturges... hopefully
this has been re-addressed in 311
and online. Michael Duxbury... all
in good time.

. S

Cool Conversion

Do you like my conversion of
a Tyranid Hunter with heavy
bolter. loading a hellfire shell?

Yes! — Owen




WHITE DWARF PAINT STATION g

‘What the team are painting this month.

Owen: lamon  Me, and Doubles partner Jonathan

the cusp of Carter, are defending our Best
attending the Army award which we won Tast
Warhammer year. We're taking the same forces,
40,000 Doubles  Witch Hunters and Sisters of

event this Battle, but with new models added.
month and 'l let you know how we got on
hobbying next month, but for now here is the

Ohwen Rees =
feverishly to

get my models painted on time,

Inquisitorial Rhino I'll be taking
along to the tournament.

Rik: As the plan to spend on Hired Swords and
White Dwarf equipment for the last game!
Mordheim

campaign Top of my shopping list is an Ogre
continues Bodyguard; three times the height

frantically, 1
have managed
to stay alive
long enough to
accrue a hoard of wealth which 1

of my Dwarfs and lending some
brute musele to my warband. At 80
gold crowns, however, hopefully
there's enough left for equipment,
or maybe to hire a Pit Fighter...

Rik Turner

Meanwhile, Rik's Blood Ravens receive Inguisitorial support with these, the first

members of his Daemonhunter's retinue.

. : s 2

GCAMES WORKSHOP.
Fuel for the Furnuce, White Dwarf UK, Games Wnlllsllny, Willow Road, Nottingham, NG7 2%
e-mail whliedwurl@games-workshup.:o uk We reserve the right fo edit all letters for space, content and style -"

Nick: Thanks
to my victories
in the
Mordheim
campaign and
in light of the
imminent final
showdown
zame, ['ve been
painting a whele host of Hired
Swords this month. An Ogre,
Trollslayer, Pit Fighter and Halfling
Scout, even the infamous Johann the
Knife, have all pledged their blades

Nick Kvme .

- to the 'Mordant Men' and it's been

wholly satisfying to watch my
warband grow.

I've been so inspired that I've
painted a couple of extra hirelings,
too. Even if 1 don't get to use them.
in Mordhgim. they/ll be a great
addition to my Empire army or as
Dogs of War. I guess that's a great
strength of games like Mordheim;

* they compliment your existing big

armies and add an extra dimension
to them.

If you've never tried Mordheim,
give it a go,

you’ll be

surprised at the

possibilities and

versatility, ..

'gwm.’r ‘a Marksnm e
{whe could alse double.

up as a Bownty Hunter)

and a Pit Fighter
(represented by the.

DBaogs of War, Lorenzo

Lupo model),
N

e

Christian: [ am
still plugging
away at a
variety of
projects. The
High Elf army
is nearly
completed
(3,000 points
now!), the final model will be the
centrepiece, a Prince riding a
Griffon. This project has required a
lot of patience and Green Stuff. My
Warhammer Chaos army is

Christian Byrne

creeping slowly towards 4,000
points as extra models slowly bulk
out existing units.

Last month I showed the first part
of a squad of revamped Black
Legion Chaos Space Marines. They
are now joined by the sccond half.
This project is coming along
quickly (it should do, the models
are pretty much painted already)
and T hope to have the whole amy
redone by July. Until next month!

As promised, even more Black Legionnaires from the Byrax stable.

www.games-workshop.co.ulk/whitedwarf 127
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SUBSCRIPTION BENEFITS

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 in the shops!

 Never miss an issue again, rushed crisp to your door early!

e Savings of up to £36 — more than the price of a Land Raider!

e Special offers — subscribers can buy tickets for events like
Games Day a month early.

SUBSCRIPTION OFFER 1

Take out a year’s subscription for
just £36 and saving you a great £12
off the cost of the cover price -
effectively giving you three issues

SUBSCRIPTION OFFER 2

Take out a two year subscription
for just £60 - saving you a massive
£36 off the cost of the cover price,
effectively giving you nine issues

free!

free!

HOW T0 SUBSCRIBE

TELEPHONE IN-STORE
For details call the Direct on: Ask at your local Games
(44} 0115 91 40000 Workshop store for more details.

ONLINE STORE

Subscribe online at: .
wiww.games-wockshop,co.uk/store/whitedward

POST
Complete the form below and post it
to the address given on the form.

T
1 1
i I would like to subscribe to White Dwarf starting with issue number: !
1 1
! [if na isstee number is stated or if the issee nember selected is no longer availabie we ]
: WD DDD shall start your subscription with the next available sue) 3 :
E | would like to subscribe for: ;
1
i 1 YEAR 12 issues wosusn £36.00 [] 2 YEARS 24 issues wossen £60.00 [] -
1
! | am an existing subscriber [_] I am a new subscriber [ s i
1 1
1 L]
! MY DETAILS !
1 MrMISIMS/OthEr ..o cicviiaiiiieiresens 0. FOFENAMES v TV T 473 ok o s A Y S S -
1
: Acddveags 0 R R Posteadlpecriininininaaainines E
R e e et e L L TR e 2 ] Tt L% 16 31 Y S S S T e :
[} 1
i e BT e NSt ST i £ at e e i
i i
1 . .
i The subscription is a gift for the person detailed below [ v i
1 1
: RATNAESASIOTRBES oo cicsiisimssssiisnssnssinons POTRITATEL wroiummsmimsensiesmnstommseres SUTATE L iursnrrsenseesfvsssnnssnnsnssrusenbrnns :
] ]
! Addresse commmmninaninnniisarrinvansinsng Postedddar conssnnnnaimsasng i
: ............................................................................................. 00 o I T, X A N o ;
] 1
: el A STEECHEE S orisi st b i
1 1
i METHOD OF PAYMENT ;
i Postal Order (UK only)/Cheque [[] imade payable 1o Games Workshap Lid) E
i : :
| lﬂ] B g [ No: D000 D000 00000000000 !
1 ]
s 1 ali : e i R 1
Return this form to: ! Valid from: Expiry date: oond ssueNo:  [(JOJ :
GW DIRECT SALES H Cardholder's Name: i
WILLOW ROAD : : or's Y e LD A e e :
LENTON ! i
NOTTINGHAM y !
NG7 ZWS |‘ puss, o L ; |.|rd|-| 1 yusars o ape ’I
UNITED KINGDOM B Y LA R I i oy At e e £ A R e Mo h e bt e et e o

These offers are only available in the UK.
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STRATEGY BATTLE GAME %

Command the hosts of the
powerful Necromancer, or take
up the banner of the Wood Elves
and White Council and do battle
beneath the corrupted boughs
of Mirkwood!

RINGG

TTLE GAME \
ECROMANCER

WLV g

=
=
=
w
=
Y]
=
3

The Fall of Medusa ¥ 48 page sourcebook detailing the
Free 32-page booklet! environs of Mirkwood, its denizens and
the war against Sauron beneath the trees

NEW!

Bats

Metal Spiders
Spider Queen
Necromancer
Plastic Wood Elves

and many more models!

A9DUBWIOIDIN YL

The Vostroyan Firstborn
Elite Imperial Guard from a
world with a terrible secret

WHITE DWARF 317 k2 e 3§
ON SALE 28TH APRIL = el D

_PLUS § _
PAINTING GIANTS - MODELLING TAU BATTLESUITS
COLLECTING VOSTROYANS - THE FALL OF MEDUSA V-
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