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The Giants are coming...

...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: Ores & 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

Owen Rees wide range of Warhammer Armies, | expect 1o see plenty of these lumbering behemoths

on the battlefield aver 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!

ter Good

Last mnnlh | talked about the pew Tau Empire Citadel miniatures being released on April 1st. | forgot to
mention the Battleforce and Tau Piranha Skimmer Team. With these great value kits, vou 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!

We've also got a special Tallarn and Imperial Armour IV 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

With the release of I|1|' new Warhammer 40,000 buildings, the Cities of Death book and a whole host of
new madels 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.

I next time tellow hobbyists,
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LUNTENTS

1 GIANT

20 ATTACK OF THE GIANTS 30 BATTLE REPORT: CLASH OF THE GIANTS

The Giants-are a debased and scattered race, doomed ) Na less than FOUR giants lend their muscle ta Empire
to-wander across the Warhammer warld. ; - and Orcs & Goblins armies in this fight to the death,

The White Dwarf tells you the future!

44 STANDARD BEARER

Jervis reveals exciting new developments for Citadel miniatures.
56 THE FALL OF MEDUSA V

Are you ready for this year’s global campaign?

74 ALITTLE READING

Conversions inspired by Black Library novels,

S AN e et i 78 "EAVY MEVAL: THE HEROES OF ROHAN
A5 MODELLING WORKSHOP: WAR MACHINES OF THE AU 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.
50 INDEX XENDS: VESPID
The winged bane of Space Marines dissecled. 87 BOKBUTCHA

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

88 MODELLING WORKSHOP: BATTLEFIELDS
Build a table for wargaming at home!

94 TOOLBOX

Clip, cut or saw? A tricky question answered.

96 THY SOUL TO KEEP - PARYT 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
maonth.

{62 DESERT WAR 120 DIRECY
Desipner’s notes on Forge World's Taros Campaign book, Tallarn 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 lelters, our miniatures.

WHITE DWARF 316 - April 2006
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NEUY RELEASES

64 page Codex, complete with
background, army list, colour |
pages and more!
CODEX: TAU EMPIRE |

Sweden Kr150 Denmark
Plorway Keis0n Euro

= Prodluct code: 60030113002
1 Written by Andy Hoare

ON SALE APRIL 1st

(releasell 25/03/06 In Northern Europe)
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This blister pack contains

one Yau Ethereal

“TAU ETHEREAL £6
Swden KrB5 Danmark: Kr75
Norway K85 Eure €10

Product cade - 99060113026
Sculpted by Gary Morley

ON SALE APRIL 1st

freteased 25/03/06 in Northern Enrope)

Plctinres for ifustative puronses oy, Progoct corlents may vane, Peaducts soid wnpaited and odessembled, Cactain Citadel products may be dangirous i vsed incorrectly, Frices corree! ot Kime of gong o prags, pleass contgel ug for current
ayaialitity ang prives. Prices guated are for prodysts sofd by Games Workshoo through s own stores, catalogue or website. independent rfaliers ars responsible e delermining e arn prises.
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SEWW BELEASES

TAU CAISHE BATTLESUIT TAU COMMANDER 1K
Gﬂﬂml_._ﬂ RRI5IS-KAMPFANIUG
COMMANREDR EX (COMANTANTE IN
EXD-ARBYIRE ERISIS ARMATURA CRISHS T.M.I
Wﬂl&ﬂllli T

This box set inakes one Tau
Shas'o or Shas'el in hattiesuit
with special issue wargear

_'Esun COMMANDER  £15
Denmark, Kel150

[releass /06 in Northesn Europe] == -
TAU SNIPER DRONE TEAM

WARHA IMER
- 40000,
: PER THU
: nnn_u; TEAM JAGDORDHNENTEAM
EUIPE DE SOUADRA DI DROKI
DRONES SHIPERS CECEHINI TAU
i ESCUADRAN DRONES @
IRANCOTIRADCR REA1=ER—2r Fmt

This box set contains one Tau

Sniper Drone Controlier and

three Sniper Drones
TAU SNIPER DRONE TEAM £15
Sweden Kr180  Denmark K150 '
Morway Kri80  Euro 170

Product code : 99110113015 '
Sculpted by Seb Perbet

ON SALE APRIL 1st
[released 25/03,/06 In Northern Europal

Pletures for Mustraties purpases anly. Product conlents May vary, Products seid sapainfed and unassembied, Cortale Siadal products may he efanyerous if wsed Sncorrectly. Prices correct at tisig of poing to pross, please contact us for surrent
auaitability and prices. Prices quoted are for products Sofif by Games Workshop Mirough its own storss, ) or wabsite, | bani! ralaitars are far i el ardt prices.




NEUW RETEASES
TAU PIRANHA SKIMMER TEAM

2T

This hoy set contains
three Tau Piranhas

ON SALE APRIL 1st
SAVE £9!

* Ot byl squovidlend minkifird comiants saperiid.

>  AVAILABLE FOR.A.LIMITED PERIOD
* INHOBBYCENTRES ~ -

Prctucss o Wpgtraths pioposes Oy, Prodect cortents may vary. Prodects sold engaiiled and srassemblad, Cantin Cifaos! products may | # . ¢ ’ 54 EONGCE 08 17 carien
aaltitlily aod srices. Prices quartsd ave fov provscts souf oy Games Woothop Nmoogh 85 ovay tloes. catalogoe oy W i




NERW RELEASES

This box sel contains
one Tau Piranha

“TAU PIRANHA ==
Svedon — K180 Denmork — Ke 150
Noi Ke1B0 - Eura =€
code: 99120113009

by: Daren-Porrwood and Tim Adcack

ON SALE APRIL 22nd | Includes two Gun Drones! |
freleased 15/04/06 In Narthern Eurone)

Fusion blaster variant : } Burst cannon variant

Flctures for Mustrative purposes only, Product comtents iy vary. Produtts sold osaaited a0 voessembled. Cartain Citade! products may de dangiroas it usad Incarsotly, Prices correct of fime of going o prisss. plaase eostact us for corrent
avallability godd prices. Prices quoted iné or products soid by Games Wadkshop Mroogh 5 own shares, catslogue o mebsite retalinre ang bl for dad g thair owm prices




NERY RELEASEY

TAU EMPIRE

WARHAMMER

R e e————n. B |

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

TAU VESPID STINGWINGS = E15
Swaden  Kr 250 ~Denmark — Kr 200
Notway  Kr250 Euro E 27:50-
Mﬂtﬁdﬂ.wnﬁf 13019 e
Sculpted by Juan. Dide -

|
Ireloased 15/04/06 n Horthern Europol
TAU VESPID STINGWINGS BLISTER

>>>NORE ON PAGE 50

This hlister pack contains two

Vespid Stingwings
with Neutron Blasters

TAU VESPID STINGWINGS £6
Sweden  KrB5 Denmark-— Kr 75
MNorway  KeB5 Eure € 10

Product coda: 990601 13022
Seulpted by: Juon Dioz

ON SALE APRIL 8th il !
{released 15/04/08 In Norther Europo) I'I'

Picturas for iustrative porposes ok, Product contends may wiry. Froduots sold anpainted and nassembled. Cartain Cifade! products mary be W!ws N used incorrectly. Prices cormect al time of going o prass, phease coatact us for Corment !
avalabiilly aod prices. Prices quoled a0 Ior pyodocts sold by Games Workshop trough is ovm stores. catalogor o websie. rokiders an it for g their own prices.
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TAU AUN VR, MASTER OF THE UNDYING SPIRIT

\ WARHAMMER (i~ ()

TRI RUN'YA, MASTER  TAU AUN
OF THE UMDYING SPIRIT  UNSTTR
AUNVR MAITRE 0t TAQ kip
UESPRITIMMODRTEL  DELLD 5P

This box set contains
one Tau Aun ¥a with twe Tau
Ceremonial Bodyguards

TAU AUN VA 220
Sweden  Kr 250 Denmark  Kr 200
MNorway  Kr 250 Euro E"-?-'?'T?p_
Product code - 99110173018 =
Sculpted by: Gary Motley ond Seb Perbet

ON SALE APRIL 22nd

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
Swaden KrB5 Denmark K75
Narway K:B5 Eura €10

Fraduct code ; 99060113020
Sculpted by: Mark Hoerlsan and Malt Hollond

; ey AR ON SALE APRIL st
g = (rolensed 25/03/08 in Northern Europa)

Piefunes for Wostrathe porposes onty, Product contels may v, Products soid anpantes ang yoassembied. Cartain Citadal products may be dangaroas if uged fncorrectly. Prices correct at time of going fo press, pleasy comtact ox hr cocrun
avallabinly And pricas. Prices guoted are for products sold by Games Wivikshog theoogh £ own sfores, catilopue of webgile. iidagandan! ratailers are responsible for detarmining fhelr ow phices
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nmeeneres MORDHEIM MORDHEIM BESTIGORS
= FRENZIED MOB

FRENZIEDMOB £20
Prodict code: 99111102056 |
‘Sculptod by: Mark Bedford ond Danie! Pacey,

Mordhelm Bestigor hodies are only available as
components and you will need 9947110101109

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

BESTIGORS £3 (for a single body)

Product code: 9947110102102 (left) 9947110102107 {right)
Sculpred by: Mark Bedford.

132 page miniatures puide including High Elves,
Dark Elves and Wood Elves!

ELVEN COLLECTORS’ GUIDE : £6
Swanchen “KrB5 Denmark Kr75
MNorway Ke85 Euro €10

BOTH THE FRENZIED MOB AND THE BEASTMAN Produc code - 60040299028

BESTIGORS ARE ONLY AVAILABLE FROM DIRECT

Pictures for Wystnative pyrposes vy, Product corfants may vary, Products sold anpasied and inassemided. Carain Ciiadel grogucts may be divgerous I used incorrsctly Prices comecd at time of golag 0 press, please contact ug for corent
avaizbility and prices. Frices quoted are for products sold by Games Worksfoo ivDogh &5 own stores, cifalogoe o website. Indagenoent relaliors are responsible for defenmining their own prices

—_——=xxx=———
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WARHAMMER 40,000

INCOMING!
MAR}LAMMER

STRATEGY BATTLE GAME
Fall of the Necromancer

o i 11
AT

! ]Op [ 1}"“”J Tr{w__

Codex: Tau Empire
Tau Battleforce
Tau Crisis Battlesuit Commander
Tau Ethereal Caste
Tau Sniper Drone Team
'Tau-_ Pathfinders with Rail Rifles
= Tau Pijranh;a Skimmers Team
Tau Vespid Siin_g'wings {Box set)
Tau ':Ve'spid- Stin'gw.fngs (blister) -

= : Tau Piranha

~ Tau Commander Shadowsun
Vbst_i‘oy'an Platoon

~Tyranid Lictor — Deathleaper
Tyranid Biovere

Imperial City

Tau Aun Va. Master of the Undymg Spirit

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

T LORD OF THE RINGS NEXT MONTH

Fall of the Necromancer
'The'White_.'Co_Linci'l _

. C_'aiste""ans of Dol Guldur
Giant Spiders "

“Wood Elves (box set)

- Wood Elf Command
_.Gian_{ Bats

The Lord of the Rings Collectors’ Guide

Roughcoai

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 Norrhem European prices and re.-‘ease dates head into your nearest

Games Workshop or Independent Stockist.

. ———— —— ‘&=
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BLACK LIBRARY

l'llE IIllIIllS IIEHESY nonus BISIHG

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

In the grim Old World, the
bloodthirsty followers of the Chaos

God he land. | dark
r H I LOL D I'_IJ"\V D ugc; ifr?:l\c;c;grsoinse 0?1?:! oftslc?rger}? r|1 is
O]~ B T]{!RY .XL o time oo, of mighty heroes, of beld

deeds and great couroge.

Packed with dark fantosy fales from
the gothic Warhammer world, The
Colg Hand of Betrayal is a 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 COl.b Hﬁ ID OF BETIIA‘(AI.

_Ed" fted. by Mu.rc Gﬂs:orgne &

ON SALE APRIL 1st
freleased 25/03/06 Im Northern Europel

N HEENNEY———

LET THE GALAKY BURN

ﬁopuiar demand, we've
gathered up the best SF short ‘
stories ever written for the Black
Library info ane massive volume,
and added some brand new
tales! Worhammer 40,000 fans
will be keen to get their hands o
classic stories that have been
unavailable for some time, and
all readers will enjoy the exciting
and varied range on offer in this
high-value valume.

LET THE
GALAXY BURN

'LET THE GALAXY BURN :
2899

D enmark I(r'l 00

In a fantasy kingdom where
vialence is a way of life, the
number one sport is Blood
Bowl — gridiron football where
anything goes. In this, the final
rictous iook of the Blood Bowl
trilogy, the Bad Day Hackers,
veterans of the game of Blood
Bowl, are whisked away to a
strange, doemaonic realm.
There, they literally must play
the game of their lives to
prevent the destruction of

their kingdom.

BLOOD BOWL: DEATH hﬁm_cij
By Mcﬂ‘ Forbeck - £6.99

Sweden K120 Denmurk Krl20 -
N_o_rwqy Krl20 Euro €13

[SBN: 1-84416-202.8

ON SALE APRIL 1st

Iralaasod 25703/ 06 In Northers Exropel

WWW.BLACKLIBRARY.COM

Plcturas for Wustcathve purposes oaly, Product conteris may vary. Progucts sold unpaintad and urassembled. Corkin Citagel products may be ﬂ‘arjgerous Jf usad incorrectly. Prices cormect 3t ime of paing 10 press, Pease Sontact 0 1or cur
availabiiity and prices. Pricss quoten are far prodiucts sold by Samaz Warkstiop trough ifs ouwn stores, I or website, | ravatters are s i for i Midir ot prices.
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ORGE WORLD |
YRANID MALANTHROPE

ck = This product comprises
ne, ; one Tyranid Malanthrope

15
qelil

g
1Y This product comprises
one Black Templars

Brass Etch sprue

' RED SCORPIONS
 BRASS ETCHING

|

I 700 P ’%:,y
0 B
e e [T e
@ alel® @
4 14 d
Simizlsiels
@|E[ei|ole

This product comprises one
Red Scorpions Brass Etch sprue

WWW FORGEWORLD. l}ll UK

nmnmn RIPPER swnnms

This nroduct comprises
three Tyranid Ripper Swarms

FPlintures for iusirabi porposes only. Product conterts may vary, Products sofd onpainted and unasssribied, Cedtain Cifadel producls may be dangerous it used incerrectiv. Prices comeet at fime of qoing tp press, piease contacl us far cureent
availability and prices, Prices quoted are for products sokl by Sames Workskop through ifs ow stores, or website. refaliers ars far Bt vt gricss,




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 phenomeneon 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... =

what you don't know is that we are releasinga
| 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...

!‘ You may have heard some of this before, but

Tllll STEﬁlTII SllITS

|| This plastic kit gives you enough pi to build a
| Stealth Team of three and a Gun Drone. It includes
(i all weapons and equipment options in the box.

get lots of altention this Summer, with
“ius, the Slaaneshi champion who cannot be

f__ﬁSll AVAILABLE FOR CHROS R 1LTHTS LT (1 R3] (H



SPACE MARINE SCOU

The second plastic S
armed with sniper ri
meaning all Scout options are

provides a unit of Scouts
sile launcher,
ow available in plastic.

Ak

THE FALL o
MEDUSA

FREE NEXT MONTH!

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.

tra firepower to your Guardian squads with
Each box contains one platform,
th ALL weapons available in the army lis!

“nsommasizron na [T




RETURN TO FIRE WARRIOR

Remember Fire Warrior, released way back
in 20037 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 Singles tournament, 100 Warhammer 40,000 tickets, 60

available to buy new from all good
software retailers and www.focusmm.co.uk
for just £9.99.

/ n Fey '; )
PBI\IATE E\lEN'I' ANNOUNCEMENT

Brian Aderson

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 925 153
INDEPENDENT STOCKIST ERRATA

J] 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 hew [ndependent
Stockists. Here's the correct
details with our apologies:




HORUS IS RISING...
L B AN

| Heresy series comes a

WWW.BLACKLIBRARY.COM/MERCHANDISE

o +RECRUITMENT++RECRUITMENT++RECRUITMENT+

MRAY 2006: OPEN DARYS IN AMSTERDAM
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 yvour 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:

o Are fluent in Dutch and English

* Have excellent communication skills
* 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

NEWIS

1]

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 lest
vourseli with the Warhammer 40,000
Quiz Book from the Black Library.

e 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?

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!

ALAMO PREVIEW

Last month we told you
about Warhammer
Historical's upcoming The
Alamo supplement. This
month we've sneaked out
the cover arl 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

The foul Skaven ratmen
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
GM:s alike to explore the
underworld. Just don't go
into the sewers alone...

www.blackindustries.com

Be————————"—"—"""————>""""""_1



: f

e S (.. A e T




enormoq at"'t‘i}’ Ef —
it!
. - 7 : .
i or Wity Fe
G eﬁ@fdr mons;mst a’;
Vdpa ¢ -
n Vowpo Wer of We, 3
a‘m h!sb sy I
oy %
5 am"?err

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...

This world was shattered
when the Ogre homelands
were destroyed by the
coming of the Great Maw,
forcing the Ogres into the
mountains. A war in the
heavens ensued. Though the
Sky-titans were mighty, the
Ogres’ numbers prevailed,
and they held feast after
feast in the castles of their

illennia ago, the Giants

lived in castles hewn
from the vast peaks of the
Mountains of Meurn, their
realm a peaceful archipelago
of plateaus surrounded by a
sea.of white cloud.
Civilisations rose and fell
below, but these Sky-titans
remained hidden from the
eyes of the smaller races.

victims before pulling down
their fastnesses and hurling
them into the valleys below.

The few surviving Sky-
titans fled. Forced into small
tribes, they became inbred,
their intellect dwindling.
Now the last remaining
giants are nomads,
terrorising the Old World
as mercenaries or brutes.



Components shown at 50%

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

Crogg the Blind

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 eye put out
with a red hot spear to
ensure his obedience. But
Crogg is a cunning beast. His
remaining senses become
sharper each year, and he is
no longer as helpless as his
captors believe, He will soon
have his bloady revenge
upon the Deathmaw tribe.

Captured by Ogres and violently k
.- subdued, Slavegiants are chained
= Dbroken 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 QOgres 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
collared by the
Ogre Tribes th
captured them,

A millstone hangs roun
the neck of this Giant,
a symbol of its servitud

Yet Slavegiants are not quite as dangerous
as their free kin, having had their spirit
beaten out of them. They are characterise
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. ’,

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 wher
fighting large opponents.



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

“This Giant was designed by
Nelson to look as if it
killed a dragon. The

es, skull, and jawbone
all been taken from
animal. “If you wanted
it further,” says

it would be very

sy 1o model more scales
“onta the rest of the cloth.”

®he Giants who live alongside Orc and
| Goblin tribes are perhaps the happiest
eir kind, for in the Greenskins they
kindred spirits who delight in
aking things almost as much as the
iants do. Although it costs a fortune in
blins and captives to keep a Giant's
“massive appetite sated — even more than
would to keep a Troll quiet — for most
g enskin warlords the presence of a
‘Giant is a welcome one. Not only do they
the wits out of the enemy, but many
reenies revere Giants as living
bodiments of Mork and Gork, the
rpetually quarrelling Ore gods. They are
ymuch part of the tribe, at one with

L

the Orcy spirit of carefree violence. In fact,
50 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. 9 9

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
Gablin Giant's
head is the most
complicated to
assemble,

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

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 Lupg
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.

Components shown at 50%

«e




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 casl-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,

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 eves. 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 homed head |
particularly fearso§

Herdstones are great
centrepieces for Beastme
gatherings. Aliernatively
they make handy tools §
Giants to kill things will

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

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

shape to reflect the warping power of

(44 Others are less
identifiable, quivering masses
of random body parts. ,’

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 warpec.”



Sometimes the best way to stop a

Giant eating all your livestock is to

War Giants are often
n animals, for what use

R A 20y Dogs of War Giants are first
| AW Rrecruited when they wander into
P civilised lands from the mountains they
& inhabit. It s, 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
| -gf-_t_h‘en‘t still possess the peaceable natures
of their Sky-titan forebears. They are just
wvery 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,

pay it to join your army.

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 larget, 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
Raukev's Dragon Bow,

Components shown at 50%

%



Dragon Jaw

DRAGON JAW

I 6-7 Dragon jaw left & right

TORSO
] 8-9 Front & back torso

LEGS

10-11 Lefl ieg fmni & back d

i Thteelned lefl 5

33 Four f‘nered left hand

LOWER TORSO

37 Groin

ACCESSORIES

39-40 [)ead cow leﬂ & right

64 Sculpt "

Groin & Rump



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
po 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 wogether.
Once these parts are dry, assemble them
as shown below.

Hobby knife

Plastic glue

Plastic Clippers




RARE UNIT: DOGS OF WAR GIANT 205 points
M WS BS S T W | A Ld

Giant 6 3 3 6 5 b 3 Spcl 10

Unit size: |

Equipment: Big club, rock, tree or similar

Special Rules: Large Target, Terror, Ignore Little 'un Panic,
Stubbormn, 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
nol 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 plaver 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 oiften 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) Al 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 onan enemy. Test
immediately beforehand.

To see if the Giant falls over roll a D6. If the resultis 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 medel’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 \
Giant as a Rare choice:

* Empire & Tomb Kings lg))d& __
¥ Dark Elves * Skaven hYﬁi 0
AR Vampire Cour 8 Dogs of Warl@he

Vampire Counts Dogs o W"paqur_r_ﬂ I
kup and.
yer's choi¢

) » falli Tk & contact.

A model hit by a falling Giant automatically take 10!3!‘1'!- I

one Strength 6 hit which causes D3 wounes. If the unit is in (.nnE ice he
and the Giant has fallen over whilst attempting to Jump Up and 55
Down, wounds inflicted by a falling Giant count towards the co
result. In addition, a Giant that falls over automatically suffers 1 5
wound itself, If the Giant is in combat then this wound counts
towards the combat result. 1
Once on the ground, a Giant may get up in his following |
Movement phase, but may not move that turn. Whilst on the grof
a ('.i';mt may not .atl-.:qt'|<, |1ul Iw can -_‘Li|| dt'.ll<_>r'|r| |'|im:~t‘|l- .-1I'Icr a I'.l:!?_'
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§ “Thr
and cut him to pieces, If the Giant gets the opportunity to pursue

: LS : = oWl
foes whilst he's on the ground he stands up instead. A Giant may} id
attack on the twm it stands up. hite
Giant Special Attacks: Ciants do not attack in the same way as of Hu
creatures, though they select their targets as normal. To determine® the
what happens, roll a D6 on one of the tables at the start of each oF
combat phase. Which table you use depends on the size of the Sy
Giant's victim. When fighting characters riding monsters, decide o
whether to attack the rider or mount, as normal, and use the
appropriate table for the size of the target. a s
Giant fighting big things f()gr('s, Kroxigors. Minotaurs or similar sig
or larger creatures including chariots): s I
il
D6  Result
1 Yell and Bawl
at 6 l

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

Human Chaos Warrior



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

Hland Bawl: Giants are deafeningly loud and tend towards poor

Al hygiene. Neither the Giant nor models in contact with him fight
have not already done so this round. Additionally, the Giant’s
s dutomatically wins the combat by 2.

t Up and... : The Giant stoops down and selects a model (Giant
s choice) that is within base contact or touching a model in

€ contact. The target may make a single attack to try to fend off
fant, If this attack hits and wounds, then the Giant's attack fails;
rwise he grabs the model. Roll a D6 to see what he does next:

Result

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.

Throw Back into Combat, The victim is hurled back into his
awn 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.

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
lnits are in range, treal this as result 2 instead.

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

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

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).

‘Fadbutt: 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 Altacks — 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 aver. 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.

SLCR I LU DY

New Giant!

#



1,999 Point: |

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 Orc
~ Watboss)
~ Armaour of Mork

- Dangly'Wo
| ‘Dispcll Scro

~ Goblin Wolf gTR
~ Chariot : * Boss, Musician and
iR “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.

Surtlaci Baarer—
reat Weapons
- and Gork's
- Waagh Banner:




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
macdle the Black Ores and the Warlord
flee - hurrah! Meanwhile, my war
machines blasted the Wolt Riders, but
the little blighters stayed put — bah!
The Crosshowmen also nailed a
Fanatic - just five more to go.”

-  Deterred by the hulk

#  Giant, the Knights Pan
«  resist the charge, caws

Nick’s flank to falter.

.‘
i
£
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; Slaught-o-Meter

All eves 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
: it his foe in return! This not only caused a wound but also
peant that Nick’s Giant could not attack next turn. Phil’s Giant then
off the helpless Burplap with a Thump with Club that caused
d slageering nine wounds! Nick's slain Giant then toppled bodily onto
 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
concentraling 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
successtul ‘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 - I 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 slill 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.”

i g




Slaught-o-Meter E

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,

L 37 ~



EMPIRE
Nick: “No General, no Knights — eek!
Don't panic; | still had my infantry
intact and Gungaduff the Giant. The
big fella charged the rallied Black Orcs
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!
“The Night Goblins fled in the face
of my charging Swordsmen, so | moved
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: “| finally got to charge the
Halberdiers with my Giant, supporting
him with the remainder of the Wolf
Riders. My Boar Boyz about-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
Shaman made some amends by killing
the Greatsword champion with an
‘Eadbutt spell.

“1 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
test, Nick’s Empire Captain managed to
fend off the fumbling Giant and wound
him into the bargain. Gah! Even with
the Waoliboyz’ rear charge, the combat
was a draw. The tide was turning fast.”

Lig

Gungaduff »
mincemeal «

Black Orcs!




Gork fails Lo pick
Nick's Caplain,

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
viclous 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
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 unil.
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.”

CGiants are bizarre
creatures, fun to pl
and wonderfully
unpredictable. Tak
Phil’s Giant throwi
Nick’s Captain intc
Greatsword unit. T
turned out to be ot
fortunate as it enal
the Captain to join
unit and make up
missing madel in t
last rank left by the
dead champion. T|
piece of luck was
crucial as it meant
the unit got the ex
+1 to combat resol
they needed to be:
Night Goblins, cat
them and their Sh:
to flee in the last ti
the game!




. Slaught-o-Meter

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, oo 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.
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“ Anarchy was
the only master in
a game more
unpredictable than
the path of a
Goblin Fanatic. 99

€€ 1t 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 1o come!

Gungaduff

Scared away

Black Orcs

Scared away

Night Goblins

Scared away

Goblin Chariot

Killed 10 Black Orcs
(4 by falling onto them)

ryr e r




0K, so it’s an impressive 1 H E =
miniature. But what can it St '

achieve on the battlefield?

3  Counter-attack. A shooty army  #» Double whammy. A pair of a  Flank anchors. Try protecting
without much punch in close giants marching forward in vour 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
Eli-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.
Cuess 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!

L 13



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 Stuif,
plasticard and the odd off-
the-peg plastic or resin
part, before turning them
into a mould and casting
them in plastic or metal.
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44 STANDARD BEARER

STANDARD
BEARER

New Model Armies

Bearer 1 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 1o 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.

Id 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
heing used, other than that it uses laser
beams and computers. It's all very Star
Irek, 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
lo 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 1o
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 Mmak; a siege tower for
Warhammer, perhaps, or maybe a super-
heavy tank for Warhammer 40,0002 All
of this is beside the other improvements
that the new tech offers us, It really is all
rather exeiting...

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

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

£ s
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After being made, the - ' T _j
Carnifex was scanned = e 1 SSHe
info the computer, o g R
allowing us to do ‘-':" s LTS

all kinds of funky
things with il.

Good things come...

Having got you frothed up into a frenzy of
anticipation (well hopefully, anyway), I'm
going to have 1o 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 technigues 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!

THE NEW WAY

Ihis upcoming Eldar
support platform was
partially created virtually.




e

T

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.

/VI!lliﬂll! Accessori

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.

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.

Basing

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.

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.

7
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“ n s d The commander is an optional detail that can be added during assembly. Alternatively, you
er may find it easier to assemble and paint the commander before gluing him into the cupola.

& Use a Fire Warrior head

T -i"

¥ Glue the commander’s 8 Attach the arms to ¥ Position the

body into the cupola. the torso. commander’s head. for a simple conversion.
war Ear We recommend specific places to attach the additional wargear that
ﬂ comes with the kit but feel free to put them where you like.

¥ Front wings/nose. & Under the nose. ¥ Fit them instead of % Specially designed

the Gun Drones. recesses,
\

wmlms nlmlms Sin L1 Some parts on the

If you want the option to 3 L A4 kits, such as the :

change weapons from ; 2 = Drones, are designed =
game to game, why not 7 - = N to be removed. S
assemble both the railgun . Others, like the =
and ion cannon, holding - engines, can be F
them in position on the ¢ ; RS movable. Make a note 2

turret with pins? : : of which parts you
~ : . 5 wanl to be able to
move, then take extra
care not to glue them
during assembly.




Painting your Piranh

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).

LY
t"&’o 7

& 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, .

Fat panel lines

¥ 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.

" '1 Use these colours to paint Sept markings on your vehicles.

T'au 2 . %




Masterclass

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

Sty
Ae
¥

% Catachan Green was
stippled in patches onto
the black undercoat.

§ Codex Grey stippling
was applied on top of
the Catachan Green,

& 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,

Stippling i

1 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
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
was applied over a Skull
White undercoat. The
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,




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, lving 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 uncommon respect by the

~warriors of the Fire Caste.

- There are a number of characteristics
“that make the Stingwings extremely
"iél_;lfab'fé to the Tau. The first factor is the
= Stingwings’ weaponry. Each Stingwing
" _carries 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, bul

¢« deadly stream of radiation. This blast will
- ignare all but the most sturdy of armour,
reducing biological matter or delicate
machine components to cinders.

- The second advantage the aliens

_possess is 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
~ nowhere, darting out from concealment to

a Subject:

‘Wespid’ ; Tay

auxlliary warrior
++Ganat ype:

" Thesetwo features combine to diclate
~ the most common tactic used by

ving;  unleash a devastating burst of neufron fire.

~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

Stingwings. The Tau frequently direct their
allies to attack through dense terrain — the
type of ground fromi 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
Cuardsmen 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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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.

- The orange markings on the weapons here indicate this
~strain is serving with forces from the Sa’cea Sept. The
'"'tplouratlon 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.

This Stingwing unit sports armour and markings mdlcatlng




P,
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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"DEADLY URBAN COMBAT
_IN THE 41° MH.LENNIUM'

= *Across countless worfdﬁﬁe:forces of the

- Imperium struggle for supremacy against
E Mwerful alien races. On these worlds, .
the most bitter conflicts are reserved for. —
= the cities, where armies fight to the very—
'%: end to protect their governments,

- resources, and the existence of their r.

B == this new Warhammer 40,000 3,ammg -
&= supplement, you will find: :
80 page book
Full rules for urban combat ===

% 22 strategems to undo your opponenl

——« 11 new missions
* Full hobby and mudellmg guu:le




AL ‘.{Y‘BU ONLINE =

‘Medusa V worldwide campaign could notbe - Special Events
All Games Workshop stores and |
:'medusav.games WOI‘ShOp com and prowde your many independent retailers will
‘and a password. You will then be sent an e-mail e running battles and other.
i d hich will bl t tivat events over the duration of the
Y EDUC ANICH WHLENADIE YOU 0 activate YOIII' = campaign.- Participation will be
account. After this, you will be able to post the results of your reflected upon your Service:

il /i 5 'l.l « ! i
Warhammer 40,000 battles online, and help to decide the difference o ¥ith secial campalgr

between glory and defeat for your faction upon the blasted surface White Dwarf and the web for
of this warp-doomed world. . © more details!

New Releases

WebSIte Featu res = ' : & The Medusa V campaign will be

sypported by a range of new

Citadel Miniatures. Some of
® SEI‘V!CE RECOI’d . these are detailed on the
: : . following pages, but this is only
Tally your triumphs and defeats =S S I

White Dwarf wil bring you the

* Unique battlefields ' : et e
Battle over spaceports, ruined cities, agri- complexes, =

ite wastes and more = Timeling
03.06.06 Website online

e Leader Boards 07.06.06 Website opens

Measure your. mlght against the rest of the orld - 2106:06 'Reghiration begins *

05.07.06 Campaign starts
~ 30.08.06 Campaign Ends
+ -01.09.06 Results posted

° Scenarlo |deas and objectives
More ways to play

'fHobbySectiQn . ' — e
Comprehensive modelling and painting guides ' : =

e
1

MEDUSAV.GAMES-
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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

f 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.

T Tou tealbait

The webway was once the Eldar’s key to

power. Now shattered, it may prove to

be their undoing — the portal on Medusa a
V is permanently open. The power of

Chaos must be prevented from entering

the webway, so swears Elarique

Swiftblade of the Alaitoc Craftworld.




Dark Eldar

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... *

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.
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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




Taros Campaign is the third book in the Forge World Imperial
our 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 SF Hundreds of lavish photographs

much like its predecessors is a lavish, Full-colour images and black and white

: glossy, hardback volume, literally pseudo-war photography litter the book

& rammed with background, rules and throughout and include battle scenes, maps,
ﬁ"ustratitms. Where it difiers, however, is the sketches and more,

= tampaign element to the book, which is

escli_hed in comprehensive detail. ¥ Vignettes and forces background

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

and Elysian Drop Troops.
Detailed and immersive campaign
ground and story F Hundreds of technical drawings

“The campaign is broken down into seven In full colour, these precise drawings depict
= chaptEIs, starting with the background of all of the vehicles involved in the conflict on
- Taros and the outbreak of hostilities, through both sides, encompassing exhaustively the

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

eventual conclusive battles and actions. and more.

continued next page...

i
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“Tactics are
broken down
and analysed,
war diaries
from the major
protagonists
offer insights
into the
unfolding
conflict.”

(2

"
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continued from Provious page...

e New vehicle rules

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

Fau; 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,

Aquila Lander (a crashed version is

available in the Battle For Macragge box

game), Thunderhawk transporter and
farhiound Titan.

ZeE 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

*The Tallarn Imperial Guard

*Tau Auxilaries

eF Scenarios

A near-exhaustive raft of scenarios, enabling
you to re-enact the pivotal moments and
battles of the campaign, from the ill-fated
‘Attack on the Governor's Palace’ to the
desperate ‘Mission Deathblow’.

E Appendix

As if all that weren’t enough, there's an
Appendix section that includes updated and
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 involved 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.




Rough Riders — Carrying powerful hunting fances, Rough -
Riders pack o powerlul-pinch (i close combat and are a = 3
commeon sight in Tatkird anmies.

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
1o employ stealth. Once the £it
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

* Priests

* Hardened Fighters

* Rough Rider squadrons
* 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 S T W I A Ld Sv
S o= 4 3 9= 54

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
SBUHARD @

WWW B AME S WERESHDP.CO. UK/IMPERIA



Pete Jarman has been
with Games Workshop
for over 5 years, the
past year spent in
Direct. He is currently
working on too many
propiaate e manting
but took time out to
paint this ace Tallarn
Combat Patrol.

The army includes these great
objective markers.

@ - ESFE

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 ones!), this was the
perfect opportunity to resurrect my passion
for the Emperor’s finest.

ARMY SEILECTION

400 points isn’t a lot to play around with for
mosl 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

— 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 close 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

PAINTING

* Chaos Black undercoat

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

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

* Pouches and
accessories were either

make pretty armies for my games rather than left black or painted
practical) — something | aim to continue Scorched Brown to
when | expand the army. keep the model simple. '

EXxXpanNsiON

Rather than using the Tallarn doctrines given
in the back of Codex: Imperial Guard, 'l
choose a few of my own to represent a
ditferent 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!). -

* 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.

WA AME R eSO E. L UK/ IMBERIALBUARD @



Tau operations were being
conducted from a compact
command complex situated in old
mine workings underneath 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.

Another civilian; a diplomat or

fator, was also present to act as an

) m . ded Syckava on his
age and bravery, but he

> assured the General that
woulc be part of the Tau
ioning the General

their future intentions (all
ich the General stoically
‘o answer), the Ethereal asked
neral would act as an emissary
periors. The Ethereal had an
ratum for the Gue'la, a ceasefire
ffer to end the bloodshed and allow the
humans to withdraw unmolested, 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.

' ceaselire. even
of fuxury. if the

other prisoners ivided up and sept as
new labour to distant mines. Despite his
severe wound, afl the time he had been a
prisoner General Syckava had been
observing, taking-in details. As a high-
ranking officer he had had access to maps
and secret information about Taros and the
overall campaign plan 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 foyal servant of the
Imperium all his life, he was still one, and
he would not lie down whifst 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 stifl 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 pursuil. 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 almost right. After three days
under the merciless sun Syckava was on his
last legs. Stumbling westwards, down to the
dregs of his water, face and hands blistered
hy 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
prayed to the Emperor that somehow
somebody would see it,



SCENARIO:

‘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
teconnaissance 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...

EHE -HATYTTLE

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-1IP

The game is fought on a 4'x4' table. Itis
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 Elysidns
are placed in the centre of the table first,
before either of the Tau or Tallarn forces,

arrive. Sy,

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

3. Both sides roll a D6. The highest roll may.
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 il 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.

__;_.Iatrof.?éstrict'ions given in the |
Warhammer 40,000 rulebook.

4, The Imperial player comes on from the
table edge Syckava is heading towards,
and the Tau player the opposite edge.

OBLECTIVE

The Imperial player must ensure that
Syckava gets Lo 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
it is a victory for the Tau.

SPERIAL RULES

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 |.

General Syckava is accompanied by four
other Elysian prisaners. They have the
characteristics of normal Imperial
Guardsmen but have 1 point less of

WS, BS and I.

Syckava is armed with a laspistol,
whilst his men are armed with close
combat weapons.

Combat Patrols: Both forces
are up.to 400 peints each
-hosen within the Combat

Rough Riders: These desert
veterans are constantly patrolling
the dunes, ever ready for signs of
trouble. If the Imperial Guard
player chooses Rough Riders
these will always arrive
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.
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Desert Crealures: Roll a
D6 to determine the nature
of the creatures
encountered, 1-3: Sun
Worms. Players take it in
trns Lo place D3 Sun
Warms on the battlefield
They may not be placed
within 12" of any table
edee or within 12" of each
other. Any model moving
within 6" of a Sun Worm
must take a dangerous
terrain test, 4-6: Sand
Warm. 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 scatter it
206" (il always scatters,
even if you roll a ‘Hit') 10
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
b always fails) or they will
be sucked down into the
sand by the creature and
are removed as a casvalty.

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

Sand Dune: See balow

See below

Oasis: See below
Scrub: See below
Mesa: See below

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 sulfers 3 -1 to Ld.

Sandstorm: The sandstorm
covers an area equal to the
ordnance template in size.
Line of sight is blocked for
models shooting through it
A model inside the
sandstorm may shoot, but
suffers a -2 1o BS and -1Ld.
They also suffer D3
Strength 1 hits each turn at
the start of their turn. Roll
a D6 tor 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 D6" from original as
indicated by the scatter
dice (this will always
scatler, even if a ‘Hit' is
rolledi. Roll for all the sand
storms separately, at the
start of each player’s turn,

GENFRATOR_

h desert-environ of desert worlds around the Imperium
re a brut al and unforgnr]ng theatre of war, very dlstmctwe and

TERR:AIN

Players should roll a D6 to decide who gets
to place the first piece of terrain, which will
then alternate between them. Once both
players are satisfied there’s enough terrain
on the board it's time for battle!

Before you play any battle on a desert world
or similar environment, roll 2D6 on the
deserl terrain generator below to determine

the terrain type.

DESERT TERRAIN TYPES

TERRAIN TYPE
Deir
Hammada (3)
Wadi (5)

Mesa (2)

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

Alternatively, both players could simply
choose the terrain they want to use and
place it any mutually agreeable manner.

. SANGAR

= 3. HAMMADA =

=" &l
4

-
Tk

DESCRIPTION
Shallow dip in open ground.

Open ground strewn with Joose 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
|

'I Sun Worms are just one of the many deadly  creatures of the 41st millennium, rather it

| denizens of the desert. They are likened to  is the energy conserved in their bodies that
| small biological batteries that reside half in  poses the most severe hazard. The solar

the sun and half in shade, capturing and energy stored by Sun Worms is released ' L4

- utilising solar energy to survive. sporadically, as a defence mechanism, in matttta
The danger inherent with Sun Worms is not the form of a pnwerful electrical charge. _

overt like some of the foul and ferocious Such a blast can easily be fatal. DESERT WARFARE

b | By Andy Hoare
| The army includes
| these great

objective markers.

Nick’s asked me for a few words
on the subject of fighting games of
Warhammer 40,000 in deserl
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 1o
coordinate acrass an army, so
tanks and transport vehicles wont
gel bottle-necked like they would
on a more conventional table,

Thisstan 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
¢ enemy assault units will

6. SAND

DUNE

& Instead of forming a line,
ink 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 lats 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

EFFECT

to manoeuvre, and thus mass their
b6+ COver save attacks on enemy units of their
. 4 [* - £ !
e L . choice, the Fire Warriors
Difficult terrain. disembarking to Rapid Fire their
If very narrow, this might be dangerous terrain, as they are hard to spot. If wider — foe into a sticky mess. Of course,

the downside of taking lots of
vehicles into open desert is the
enemy’s long range anli-tank
WYSIWYG. Difficult terrain test required to scale, open terrain across top. weapons will be able to target
them, so be sure to pick your
targets carefully, coordinating your
attacks 1o quickly reduce the

6+ cover save. | enemy’s ability to hit back at you

troops may pass down it unimpeded, but climbing into, out of, or over it in one
move counts as difficult terrain.

5+ cover save.

Hills | Lastly, a famous general once
described desert warfare as a
“tactician’s dream, but a
logistician’s nightmare”, Once

- = X s : underway, you'll have an idea why!

Fortifications.

!
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The distinctive red turbans indicate
officer stafus in the army. The
more high-ranking minfatures alse
have a bluish tinge ta their tunics
and fatigues, unlike the yellow-
brown of the standard troapers.

TALLARN ARMY

By Matthew Toone

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 histarical
gaming, Matthew has modelled his
awn thin ‘bases” for his models and
flocked them appropriately.

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 48,000 - but Tallarns fight in deserts, so it seemed like a good choice.”

TALLARN. BRoucH 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.
3o

Red Desert — Christian Byrne




= war is bemg played in
= and how your armies ¢
this Easter holiday. ng your local mvolved' To find you

Hobby Centre to find out how the )

Elysian Drop Trooper heavy weapons (heavy bolter and mortar)

AVAILABLE NOW FROM:

|
7

. Tau Tetra
Light Skimmer

learn that there are s
systems, enabling yo
grand scale as the

pace and on a

Epic Tau Manta
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A LITTLE READING...

...can go a long way

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...

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 I'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

darker, grittier side of life in the Empire. Its
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




BRINGING THE ART TO LIFE

box: a Space Marine Sergeant torso, Chaos Marauder legs, Empire Militia arms, a

Warrior Priest  This guy was a fairly simple conversion that combined a mix of picces from my bitz
£ fretonnian head, and Karl Franz's hammer. He'll be a Warrior Priest in my Empire army,

Amethyst Wizard

Tk,

i

This famplighter modef is
hased 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 regiment.

Fveryone fears the executioner! |
made this charmer with Free
Company legs, a Marauder
torso and arms, and a
Beastman axe. | built up
the hood with layers of

Green Stuft and ‘,‘d"lﬂd The Amethyst Wizard was a pretty straightforward
5““"“-“_”"’ oimg conversion. [ cut the plasma pistol away from a
F—"f“\*'”‘f rod. This Daemonhunter Acolvte, replaced it with a Zombie

rmodel will .be""”n'j’ hand holding a skull, and added the scythe blade
a Sergeant in a unit from Typhus. | used Green Stuff to formt a simple
of Free Company hood over the bionic eve and wires that covered his
soldiers. head. T add a litle more stature, | placed the

Executioner

Wizard on a few rocks made from Green Siuff,

He will, of course, become a Wizard in my Empire
army when I want to use the Lore of Degth,

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
Bretonmian monk model as the blind
strongman, a spare shield as the
stand, and Zombie and Free
Company parls for the zealot, The
enotmous hook on his back is from
the Inquisitor range, and the
screaming head is from a Space
Wall. Converting Rule #1: NEVER
throw anything away!

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



The Horus Heresy

HORUS RISING

: 3 The start of a major new series that tells the
TaeHorUS Heresy greatest ever story from the Warhammer
; : 40,000 universe!

: The Horus Heresy is the single most important event
Pan Abnett | inthe history of the Warhammer 40,000 universe and
a ~ = now the Black Library dares to tell the complete tale
HORUS RIbIN(J | of howit all began, how it unfolded and how it
Ihe seals of frevesy are sowr 3 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?

IR

AL

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 BLACKLIBRARY.COM/MERCHANDISE
OR BY CALLING 0115 900 4144




WARHA Y

THE COLD HARS
OF BETRAYAL

Edited by Mare Gascoigne
& Christian Dunn

All-nction tales fram the grim Warhammor world,
including a brand nesw story by Guardiam: of the Forest
aithor Grham McNeill,

GALAXY B

fialited by are Gascdigne & Christian Dann

URN

i o

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!

Omnibus Graphic Novel « £8.99

e

~ Novel » £6.99

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




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

e

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

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.

T SN @4 10° T1P: BASES

Stick sand to the base

Pete Foley: “Eorl is painted in bright colours as he was a
king, so he is bound to have been cleaner than everyone
else at the time, also, unlike Théoden and the other
members of the Royal House of Rohan we've done, he = S=—or
wasn't living during the War of the Ring, which were 3=Onhias llt w||th
desperate times.” : : Slﬂff_eb[te faler
“Even though Eorl is very brightly coloured, we undercoated F iy Wit

him black like we do all our models-We tend te 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 mere 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.” Bl :
“Horses can be quite difficult to paint, there's oo much to go e a—
into here, but keep aneye out for The Two Towers supplement, 4 Glue patches of Citadel
out later this year, in which there will be a detailed guide to Static Grass and clump
painting horses a variety of colours.” faliage 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-undercoal the straps with Chaos
Black before painting the red leather.

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 medel, 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 opporlunity 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 guite drah. 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
s Gretthagy _ rehed 1, coals Ry Cold i, o WAl B
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Bold 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 sel

Product Code: 99121499004
Price: £12.00

Sek/Nkr 18000, Dkr 150,00, Euro 20.00

RINGS -5

T

Warriors of Rohan
24 figure boxed set

Product Code: 99121499007
Price: £15.00

Sek/Mkr 1800, DEr 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

SekNkr 600.00, Dkr SO0, Egro 70.00

COPYRIGHTS
NEW LINE CINEM .\‘ {55 Garvs i

wariathy nuy e

Aep Limaed 2000 saciping al mutarals pertalning 1o the Now Lira theatics groductions: Tha Fetowshio of Tha Ring, Th
V1 Mo Ling 2 ire Al i{:'u: Fsgaryoc. Tha Leed of Tha Firdgs and ihé rames of The chanicto, liema,
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T 167 BURIIVD PSS OYF PIOOUCT SR MYty vy Products B unoawies g
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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 Théoden.

& CITADEL

MINIATUTRES"
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The Army of Minas Tirith

Full of well-armed, well-trained veterans, this army represents the might of
Gondor before the War of The Ring. This particular army is primarily a garrison
force, as would defend the outposts 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 scouts. In gaming terms, it’s a durable force,
relying on the high Fight and Defence of its heavily armoured warriors to preserve
them from the worst a foe can muster.

Boromir, Captain of the White Tower

When you want the best, and aren't afraid to pay him stuck into the enemy, as quickly as possible,
the cost, Boromir is the Hero you need, With 6 While he can become a little vulnerable if there
Might Points and 3 each of Will and Fate, he's a are a couple of Nazgtl floating around the
veritable powerhouse. As if that were not enough, battlefield, you sheuldn’t worry for Gondor's first
the Horn of Gondor further augments his fighting son. Even Mordor Trolls, which normally cause
ability, whilst the Banner of Minas Tirith gives a havoc with Cood Heroes, can't guarantee taking
marked boost to every friend in close proximity. him down whilst the banner flies aloit —a Fight 7
There's nothing subtle about Beromir - gel Boromir is not a foe to be taken lightly.

A = JCAFRAPS AL AR ARAFTA S ASAE- ARCAF PAPEAS A




NMiddle-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 eutnumbered, 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 grasp of 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.

751 points

Damrod, Ranger of Ithilien Madril, Captain of Ithilien

AL just 20 points, Damrod is
incredibly good value. As a
Hero, he's invaluable for adding
a little bit of resolve toa 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 (s excellent value,
He contributes 3 Might points,
and has a Shoot value of 3+.
Bevond that, he has an
invaluable special rule that
allows Good reinforcements to
get to the battle more quickly.

ALFAPRAL AL SIKCARYASR AL AL MIXCAFPADR-A L 41 fE‘( o b




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... 741 pOIntS

Gothmog, Lieutenant of Morgul

Gothmog is quite possibly one of the best Evil Battle® special rule. With Gothmog lurking nearby,
characters that can lead your 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 Menj in the game 1o will be able to counter with one of his own for
shame, With a moderate amount of backup, free! The only way for them to prevent him from
Gothmog is mare 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, thal can be a very risky
His true worth, however, lies in his ‘Master of proposition- indeed.

-
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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 Orcs
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 bestof 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
players when they're picking Heroes, as they often
choose to spend points on a second Troll or
Nazgil. That said, he's worth a second glance.
With a profile comparable to a Captain of Men,
the Mouth of Sauron is a competent fighter and
leader ~ a valuable thing in the coward-rich

ranks of Mordor.

What makes him particularly valuable is his
small, but focused, array of magical powers.
Generally speaking, spellcasters aren't fantastic in
combat, they can Transfix a foe, but not capitalise
upon it. This is not true of the Mouth of Sauron.
With two Attacks and a Strength of 4, he's more
than capable of stunning an enemy Hero and then
rushing in to finish them off.

748 points
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WARHAMMER 40.000 CAMPAIGN WEEKEND:

SR tTula] ) b na-Eranginisnions e

e 'he Imperium is under
threat. Armies of
Tyranids, Tau, Orks

-and Eidar, each with their own
agendas, make ready to attack.
At 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
campmgn .

~ To play, you will need a 1 500 e
‘points force and also a legal
_Combat Patrol for your chosen
armythat follows the army
building regilations in the
rules pack. These can he -
downloaded from the UK-
Events Diary online

PLEASE NOTE! Each xenos \
race will only have
fourteen tickets avallahle

80 book yours now to

avoid disappointment.

TidetPrice 805 O
Your ticket covers

seven games across A
both days, lunch'on both
days and an evenmg meal on
Saturday.

Age limit: 16+

S H P En sl s On .m';d;‘ui+-‘.—4.

20th & 21st May 2006 WARHAMNIER WORLD, Nottingham
- FOR FURTHER DETAII.S CAI.I. 0115 91 4000
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0K BUTCHA'S
CONUERSHUN KIINI

ello dere. We've gotta reel big boy in dis munf, a Hogre wot eats Gomies like youse lot.
He’s a tuffy dis one, big enuff to mahe even my boss fink fwice abart hittin’ "im. Not dat
he'd not hit "im, "¢’s a bit fick.

= aoﬁ NEJ{TER > IRON RING PIERUINGS

I Roll upa small pea-snzed Iump of

by Chris Straw gmmsmﬂ-

| 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 - 7= place the Green Stuff on the

necessary, The most complicated part was the shoulder, = Ogre and make an indentation in-

which | remodelled with Green Stuff. ~—the centre with a blunted cocktail
To finish the model off | added plenty of piercings, — stick, This will form the ring

inspired by the artwork from the Ogre Kingdoms book. ——hape——

Chop off the pointed end of the
cocktail stick so it s flat. Usé'this
to smooth the centre of the rmg
and expand the circle. -

Allow Ihe ring to dry. Add a
‘small bead of Green Stuff to the
edge of the ring and smooth it on
one . suie.

Drag !he Green Sluﬂ' down to
give the i |mpmsmn 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 cockfail stick. L

TIWTH PIERCINI‘:S

These are made from small p:eces

of plastic rod sharpened with a
modelling knife and then cut to size.
Glue them in place and add Green
Stuff as i step 5, above, but here
smooth the putty out on both sides 1o
make the taoth ook like it has been
pushed-through the skin,

DOK BUTCHA 87




MODELLING

WORKSHC

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 used, but because matching flock and
played across a well finished battlefield. static grass has been added to the table
The table below looks fantastic not surface and all the terrain features.
because it has been crafted by experts or Although larger in scale, this process is
because a lot of difficult techniques were no different than flocking a model’s base.

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

B e 5 e
N T b =
§= L . —— e
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e ————
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The surface is a mix of :
Citadel modelling flock
and static grass.
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

0id favourite ®

N ¢ ) Blankets are great if you can You can add rocks and
cwcon;;ars FRALAIING find the right colour. We got pebbles from your garden to

may scoff at this classic set- X

up, but 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
it is usually quite cheap.

* Blankets are very easy

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.

GRASS MATS

@ Fasy 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

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

= Grass mats are easy to
roll up and store.

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

* Quick to set up and

put away.
Grass mats can be glued to Grass mats are made 3 nimmauﬂs
a board for a more specifically to look like ; g
; o ¢ 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.

89



POLYSTYRENE BOARDS

MODULAR BOARDS

Advanced option ®

rectangular sections of
polystyrene, resulting in a
lightweight, portable gaming

area in sections.

1 Advantages

* Easier to store and
transport than its larger
counterparts.

* Polystyrene is light and
can be cut and shaped You can transport modular

with a craft knife. boards easily in a car.
* You will require a table to
rest your sections on.

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

* If not edged with tape and ]
stored properly, they can 5.
be easily damaged.
¢ Can be expensive,
depending on the High Density sheets are very Low Density sheets, while not
materials you use. Tl 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,

90




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
to prevent warping.

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.

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 you have a Game
Waorkshop store near you,
vou will find that it is a
great place to-start-as quite
a lot of hebby:supplies, like
flock, terramm-and paint, are
readily available. Mast
crucially, the staif there will
be happy to direct you to

local shops for ite

as wood and pol

o 1o construct your

gaming table,

N
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: j.' ‘e:;f:vafiéiy of terrain items, kits and accessories so you can
king battlefield with the utmost ease...

i< PLASTIC HILL

l | A._t_vg’n_pioce hill that can be
| o as  Fassembled in two ways. Combine
i

| two sets for a really big hill!

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
quickest way to make a battlefield.

HEDGES AND WALLS
Contains three hedges
and three walls.

£10.00
Sek/Nkr 250,00, Dkr 200,00, Eu = Sek/Nkr 150.00, Dhkr 125.00, Euro 17.50

v

& | MODELLING MATERIALS

_ DandS
WORKSHOP

MODELLING SAND

|
l =t STATIC GRASS MODELLING FLOCK

MODELLING GRAVEL

£4.00

B Sek/Nhr 60,00, Dkr 50,00, Ears 6.50

£4.00

Sek/Nkr 60,00, Dkr 50,00, Euro 6,50

£4.00 £4.00

Sel/Nkr 60.00, Dkr 50.00, Euro 6.50

Sek/mkr 60.00, Dkr 50,00, Euro 650




MIGHTY FORTRESS b e by

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

£50.00

Sek/Nkr 750.00, Dkr 650,00, iI.IFIl_r B0.00

Suppied tragsembied and voosiad

WARHAMMER 40,000
BATTLEFIELD ACCESSORIES

Two versatile sprues of tank traps,
oil barrels, supply cases and more!

£6.00

£6,
Sek/Nkr #3,00, Dkr 75.00, Euro 10.00

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.
Sely/Nkr 150,00, Dkr 125.00. Euro 17.50

Iintatore raf included

WATEN RFPRDTS
AL AnTiFICIELLL
WACRENNFFEKTE
trecTo DE AGUA

JUNGLE PLANTS WATER EFFECT STRPIO BT
Four sprues of jungle foliage, perfect 237 ml of liquid for
for Death World and Lustrian tables. creating water features.

£20.00

a¥ mlEr
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Cutting Set,
4 Clippers and Saw

itadel 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 3

M 1 knife M 1 metal rule
M 1 cutting mat B 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.

A CUTTING TIPS

Plastic Cutters Choosing which tool to use
M 1 pair of cutters
should be

consideration: before you

A pair of cutters is your first port of call when attempt:any cutting activity.
removing parts from a plastic frame. They can

also be used to remove tags from metal castings. B When removing parts
Games Workshop plastic cutters have been from a plastic frame,
designed with this purpose in mind and have a aim tocut the frame
fine point for reaching into plastic frames and a rather than the model.
flat back to leave an even surface when cutting. Use aknife to remove

mould lines by scraping

the miniature,

x K Always cuf on a cutting
MOde""lg Saw mat. Unlike vour table;
B 1 saw ~ these are seli healing.
B Spare blades When using a saw it is
best to clamp: the
When converting miniatures or removing large tags miniattire or partin a
you will need to use a saw. If you want to remove vicé to hold it steady
arms, legs or heads, don’t be tempted to reach for and reduce the risk of
the plastic cutters. The modelling saw offers greater the saw blade twisting

control when cutting small parts. and breaking,




MMER ----WORLD Naf‘t‘mg

What you need to attend: What does the tlcket cover:

* 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 Zlind doughnuts on Saturday to

» All participants must be over the age of 16. BEEYON StallEn,

= : : * You also have access to all the Warhammer
gllni%h;sie 4%88166t from Direct Sales on World facilities over the two days including

: the new Citadel Miniatures Gallery.
* Tickets cost &50.

Death Match artwork courtesy of Black Library

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

=




Part three of 2 Mordheim

crew your courage to the
8 sticking post, brave

traveller, as we journey to
the City of the Damned for the:
last time. Qur 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.

TBe Story So Ear...

Seloman 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.

Seloman's will does not go
unchallenged however; six priests, the
ariginal acolytes of Vantor, have
ventured back to the City of the
Bamned 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...

96 MORDHEIM

fill A

“If Soloman can claim the souls of the six
priests his godhood be assured”
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Andy: My warband,
Kliver's Bows are one
of those who
disappear without
trace in Mordheim.

- So, where did it all go
wrong? In a word:
Youngbloods.

- Andy Hall

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

~ hoincome.

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...

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

= attack for each
AT : Possessed and an evil

N James Griffiths  &rin on my face!

Game three was one of those rare
"\\. occurrences when every dice I rolled
i was great and every dice my opponent
; rolled was terrible, resulting in me
: wiping out every last Dwarf in Rik's
2 . warband and gaining much experience.

Against Nick's Witch Hunters though,
every dice 1 rolled was terrible and every
dice he rolled was great! I lost the game
and a Beastmen... permanently.

- Inmy final game - The Gaol - things fell
apart. ["Spffjbj‘l}l attack to try and take
out An(li?’arl?cikinndcrs and the Gaoler

A at once, but the Gaoler ripped through

' my watband and I lost the batile,

se tBat fock to MordBeim...

me of Mordheim the Empire is fractured and as a player

O
My

mordheim 97
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The warbands have fought long and hard
to- make if-this far. Now, npon the
blasted grounds of the T:mPlc of Morr
do they meet: all of Vaotors bapished
Pricst's together at last. Across the ruined
structure of the great temple do they
starc at cach other, in its highest tower an
cldritch 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
Priest's madness. Vantor must be destroyed
and his nefarious machine with him. for
good or ll.,

- The Temple of Morr should be placed in

_the middle of the table with the Soul
Engine avits cenwe (use a counter or
small coin to represent it if you don't
have a suitable model) and is
surrpunded by various small ruins,
graves, mausoluems cte representing
the templé grounds.

muttipfaper game

The Temple of Morr scenario is a
= multiplayer game. For all theirules on
: how ta setauip and the order of play,
download the Chaos on the Streets
rules from:
www.specialist-games.com/mordheim

And look forit in the Articles section. If
you are fortunate enough 10 own a copy
of the Mardhein Annual 2002, the rules
can also be found there on page 26.

SELUD
See the Chaos on the Streets rules.
Please note the Warband with the
highest ratifig 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 daccompany Vantor,
and they should be placed 108 away
from the Soul Enging: Thére are cight
disciples and two'should face oward
- each ofthe mbleedges. -

:-'.'-hl:iliﬁ'_!_i-éénﬂl_‘il) is staged over a 4'%6' areal

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 turm 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 Pricsts 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 (sce below).

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

Toughness 6 Wounds 4

The Soul Engine is tough and the only
sure way to be rid of it is 1o tear it apart
in close combat, as such any wounds
caused by missile fire or magic are
ignored on a roll of 3, 4.5 or G

the Iast player takes their turn,

Vantor will alwiys 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 37 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" 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 Seloman 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 achicves
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




Winning Leader. The leader of th
ning warband gains +1 Experience.

‘Enemy Out of Action. A Hero
1 Experience for each enemy he
f action. This includes any of
isciples.

troys Soul Engine. A Hero
Experience for destroying the

¥s Soloman Vantor. A Hero
+2 Iixperience for taking Soloman
t out of action.

Sofoman Vatntor - High
SVriest of Moty :
Once the
benevolent
benefactor of
Mordbeint's
deceased,
Soloman's

quest began
nobly enough

but now be is a
raving
madman.
Imbued by the
wyrdstone

saturating the
dammned city,

Soloman has
become a deadly creature.

Soloman has the following profile:

M WS BS § T W I A Ld
7 LR PSR e e TR e )

Weapons/Armour: Vantor is armed
with a staff and wears light armour.

Skills and Mutations: Fuelled by
prolonged wyrdstone exposure and
the power from the souls he has
already gathered, Vantor has become
more than just a mere mortal, He has
the skills; Step Aside, Mighty Blow,
Resilient, Lightning Reflexes and
Dodge. Vantor also bears the following
mutations; Daemon Soul and Hideous
(this is more a result of the dread
energy surrounding him from the Seoul
Engine rather than any horrific
physical abnormality).

special rusfes

Soul powers: Soloman has already
developed powers over the dead,
seeking to become a version of Morr
himself, albeit a dark and crazed one.
He already has the power Portent.
Each time a Priest of Morr is taken out
of action during the battle Soloman
may increase in power. The effects of
which are detailed in the table below:

Priests Power

('  Portent Vantor may re-roll all
Step Aside and Dodge rolls: The
second result stands.

12 Dread Aura All hand-to-hand
attacks against Vantor suffer a -1
to hit. Warriors immune to
psychology are unaffected.

3 Resurrection At the end of his
turn, Yantor can ressurect D3 of

of a roll of 5+.

as unarmed but suffers no
penalties from it. If he rolls 2 6
to hit, he automatically wounds
and for any wounding hit he
adds +1 to injury rolls and
ignores Armour Saves.

6 Path to Godhood Vantor adds +1°

to his Attacks, Strength and
Toughness, and has the rules
Skull of Iron and Staggered, but
not down (see p34 of Chaos on
the Streets in the Mordheim

2002 Annual or on the specialist

- games website).

 from their bodics and sucked into the g
~© wyrdstone; the gﬂroscopic rings spun faster,
y.

= Lau hinghmanica

& bgla]ac ias, fust as Borin Fatalismus, crashed —

- through the staincd-glass window.

= Distracted, Malchias struck Vantor a fatal

- blow and the corrupted Pricst fell. mortally

: ip?wound:d. Vantor crawled towards his soul

his disciples taken out of action = |

P | scvered Vantor from his mortal coil. The

.."._.E'}f\rch—l’ricst would go and meet his betrayed
; | master,

4-5  Hand of Death Vantor now fights |

— of the machine. The stonc shattered and the
~ large ‘metal rings spun erratically and then

that the drea

5 of Morr beli
‘have been sent by the Death God
use by Vantor to gather them in one plac
he could feast on their souls and attain
ominion over all mortals, As the Pricsts an
eir accompanying warbands surrounded the
ruincd temple. all knew a reckoning was close
but would they serve their own petty agenda
or fight for the salvation of the war-torn
-Worl&?

- Wyat Lagus sct his warband of foul chaos
creaturcs on the Reiklander Mercenaries. A
E%b]oody figl'n ensued instde a ruined building:
~ four mercenaries went down before they 3
finally killed a corrupted Ogre. Reinhart

~ Mortarian, the pricst who had hired the
Reikalnders, slew one of the foul Possessed
with a vial of holy water.

Meanwhile, numerous warbands clashed at the
stairs to the main entrance, cach desperate to
he the first to enter the great temple ruin,
& With the aid of his Dirc Wolves 1t was

= Malachias von Carstein who took that honour,
+ charging Vantor with preternatural fory. B
* However, the Arch-Priest of Death was barely
& human and cven the Vampire struggled as they

traded blows. &
As Malachias and Vantor fought. Beastmen

flooded into the temple ante-chamber that was &

dominated by the soul engine: a gyroscopic =

mass of spinning metal rings. a large chunk of =

‘wyrdstone hung at ifs centre. As more :

- creatures cntered, the dread machine bean to

take its toll. Spirit forms were visibly ripped
Klwibg,l“__.

Vaotor faunched himself

= engine but Borin prayed to Morr and his god 3

+ Borin approached the soul engine, wary of the =
- Vampirc skulking closc by. He immediately

~ felt ats powert maybe he could put the

+ machine to good use? End the needless 4
~ suffering of so many in this dark time? As if =
* reading his 1hcu§)hts the Vampire hissed, and

‘ threw his black blade into the wyrdstone core

roke apart, metal shards flying in alf
ifferent directions.

he temple collapsed. The citizens of the Old
orld blissfully nnawarc that their meagre
ves had beeo ‘saved by a creaturc of pure
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ON[FLICT (C ONELIC

ONFLIC

SCOTLAND SOUTH NORTH
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.

Sunday 21" May 2006.  Sunday 18" June 2006.  Sunday 4" June 2006.

10am-6pm. 10am-6pm. roam-6pm.
Tournament tlcket — £40 . Open Pass — 10
= (admits two people) ~  (admits one)
| '-; Tb-become a regional champion, get yourself Each Conflict event-_effers a wide range
= ~and your gaming partner to the battlefield at of:hobby activities for Open Pass
= one of the locations listed above. (no'h—toumament) ticket holders:
I Regional Doubles Tournaments: + Conflict Painting Competition.
= : - The Lord of the Rings * + Painting advice and tips from experts.
s (250 points force of either Good or Evil per player. » Terrain Factory — make scenery and
Each Doubles pairing must be either Good or Evil.y = | = take it home. SISy
Warhammer 40,000 | B
(400 point Combat Patrol force per player.) Tapticipation Games. =2
~——Warhamnier . Army Workshops and tactical advice on
(500 points Border Patrol force per player) ; amY composition.
* The latest releases and hobby supplies.
Age restrlctlon lz+ _
=== | S

Games Workshop reserve the right to alter or vary the event due to droumstances or ovens beyond our control without belng obliged 1o refund monles or exchange tickets This does not affect your stamtory 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.

VRREARINER  [ORD&ERINGS

STRATEQY BATTLE GAM

WARHAMMER

40,000

= N I\I NEN Copyrignt © Games -‘»uNtnl wiln UJMW apling K1 ruserst: cerierimg ko S e Ling theatncal peoouctees The Fedoovitp of tha Ring, T Vo Tomers. o The Retom of Thi King wiich e £ WK Sew Lise Frodecsions, o AL Sghts Memerad. The Lond of the
EW I ( l EMA s thw kot ad T iy i T T, | e st o The fog i) W e £ha Chaimciers, o, ever hn]gﬂfﬁ"v T e b anummhmmmwnm el Cotappenes wroier oot o New Lre Prosuckess, tac. AR Fighita Agservei.
Ganes Vostedeg, -u_muwvmkm Havy Meinl, Gtade sme = Ceacel fevn o a0, TR spee © Garmes Yty 7000 7308, weriebly wgnderns - the UL and eosr o twmnusa M Rgres Severend
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WHITE DWARF ONLINE NEWSLETTER

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.

Rik Turner

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!

BIHTH OF A NEW AGE

With an all-new look-and, wait for it... pictures.
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.

.. the

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.

WO ONLINE SUBSCRIPTIONS
If you don't currently receive the Inquisitor '
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

ONLINE DIRECTORY
* DIRECT SALES ..
« GAMES WORKSHOP ONLINE

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

* GAMING CLUBS..............ccviivinnnn. Www, gammgc!ub arg uk E malt clubguy@games workshop.co.uk
* FORGEWORLD ...........cocviviiiiiiininiins www.forgeworld.co.uk, Tel: 0115 916 8177, Fax: 0115 916 8044
8 THE B K B RY o o D Tt T oo ot e e o it ess

.. Www.games-workshop.co.uk

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

¥
=g
¥ g
L}

£
(3

Communlty

All the latest news and events
from Warhammer World, hobby

centres, clubs and the community.

Store Finder

Want 1o to find a Games Workshop
hobby centre or independent
stockist near you? They're all here.

Ordering Direct
= It's possible fo buy our produds - -

online or

all the information is right here.

|V

=
,Q\

the telephone;

']




This Moria board was made by Dan, “I
used expanding foam, " he says, “and
with chunks of wood and polyslyrene
i setinlo i, I created a reverse mould.”
. Once removed these made nalural-

" looking corridors and rocky clefls. For
the rocks, Dan used plaster bandage
to coat the foam and then used
textured paint to finish them off. “it'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

Dan Doughty - Manager, GW Hull

HOBBY HOMECOMING

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: /7 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 responsibla for events not run by Games Workshop.



Some of the great models
on dispiay at the Hull
Hobby Centre.

SHOWCASE

King of the Dead - Dom Tallentire

Dan Doughty’s Daemon Prince bears a
striking resemblance to him —apparently the
head was modelled on Dan's old haircul.

Emperor's Chifdren Dreadnought = Dan Doughty

Event Information correct at time of going 1o press. Gameas Workshop Is not responsible for events not run by Games Workshop

P CAES WORRSHOPS

= To say Hull

is the
tournament
capital of the
north isn't so
far fetched if
&= their results

Y & are anything

s——- 1000 by.

Nick Langrick  gy|\-timer Nick
Langrick gave me the skinny on
thelr 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!

-50 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.

s P

Ore Shaman, Orc Warlord — Robbie Crawforth

www.games-workshop.co.uk/shopping 105




ALDORN'S MEN

CRIMSON FIST MINI-SHOWCASE

—Dave Binnie—

f the many chapters of the Ternnr!ators
Adeptus Asatries, it's the _ One a_! Dave’s tac:‘mt pm_ys
Crimson Fists that float involves his Terminatars. “I give

them cyclone missite launchers.”
he says, “which most people
don't rate that highly next to the
assauft cannon. However, if yoit
give them the Tank Hunters skill
they can cause some havoe.”

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 Dom’s brethren.

*1 based them on a Black Library
book from the Soul Drinker’s

Trilogy: Crimson Tears" he says. 1 ased them on a Black Library
e book from the Soul Drinker’s

Dave's Crimson Fists are part of .

the second company and are made Tri 1 ogy; Crimson Tears.

distinctive by the prolific bionics in
the army, “It was during an Ork

invasion that the Cn'nfmn Fists Librarian

weie: fakenrout by tbieir ofvn “The Libratian is my favourite model." says

defences — | wanted to reflect the “Dave, “I based it on the Tigurius special

fact that the chapter is full of ~ character and removed all the Ultramarines

injured veterans,” Dave explains. insignia, £m really please with his Servo-
skull too*

The colour scheme Dave uses on
his Space Marines is simple,
effective and achieves a bigh
gaming standard for any tabletop.
It’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.

Tactical & Devastator
Squads

Dave currently has around 1,000

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 bases. “If sats off the
plans to paint up a Command squad dark biue 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.

[ CRIMSON FIST COLO
RI N FIST LOUR SCHEME

@ Undercoat Chaos Black. € Use a mix of Regal Blue and Skull White to
@ Basecoat power armour with watered down pick out the very edges of the armour,

Regal Blue and Chaos Black mix. @ For the shoulder pads and any red areas use
© Wash this mix over the armour to *stain’ it. Red Gore as a basecoat.
© Fine line the edges of the armour with Regal © Highlight Red Gore with Blood Red.

Blue. © Use Red Ink to “dilate’ the effect.

=
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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 fup —
the Klan thing is really cool.”

F hese cool Ork conversions are

 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 got a
plan.”

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

Andy has 1,500 points of Blood
Axes and to the right is justa
sample of his great converted
models. If you want to chat to
Andy about his army and indeed,
see the rest of the army, why not
take a trip to Gloucester,

Event Information correct at fime o‘l'gol}tu 10 press. harﬁasl Workshop Is not responsible for events not run by Games Workshop.

DESERT Of

o .rwa_ ._Sﬁipers {(right): These are Andy's Lootas. “I just
i'fav& deserts and desert warefare,” Andy explains of his

— camoutiage choice. As for converting them... “It's justa
~ head and some feet surrounded by Green Stuff. Andy has

~three snipers and thirge spotters. “They represent a

- Imperial Guard.”

~y

Blood Axes from
GW Gloucester

RS 2

Killer ‘Sentinel” Kan (left): i
Guard based army, Sentinels were the obvious
choice to base the Killer Kans-on.
the clasest thing,” Andy tefls us.
of plasti-card and Green Stul 1the
' conversion off.”

special weapon choice he says — everything mircors the

BULL CHARGE!

These dynamically posed Ogres are currently rampaging in our Sutton Coldfield Hobby Centre. *They
were a combined 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 Qgres.”

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

www.games-workshop.co.uk/shopping 107
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Games Workshop’s premier retail store and events venue

JALYELVAR RN

| WF |

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

One of manager, Ghris Pritchard's, Dark

Elves, a Sorceress — on dispiay fn the
Hobby Centre,

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 TOURNAIIENT SEASON

108 WARHAMMER WORLD

Evant information correct at fime of goin




quenching refreshment after visiting the museum, It

is custom-built to provide an appropriate finish to
any visit to Warhammer World, with a greart selection of
drinks and mouth-watering meals.

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

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
mode! = only available
at Bugman’s!

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

Che Citadel
Mimatures Dall

he Citadel Minlatures
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 historical
miniatures in a sumtuous
gallery setting.

For more information e-mail
or call:

01159168410
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S el PR GALES WORKSHOP,
S : : More information about clubs and community events
can be found on the Games Workshop and GCN websites.

The Lord of The Rings,” says Ron, . The Dice and

“and ran a big event for The War of Dagger Club

The Ring campaign.” They also have Remember the T

two or three campaign and The Chelmsford Bunker has Dice and Dagger

tournament weekends a month. strong links with their local GW Club from -

Hobby Centre, where gamers can WD3147 Well %

r Bring and Battle days meet up before heading to the Kurt Baker, ,

Tony explains, “We invite clubs to club. Below, we've provided a President of the

‘bring and battle days. This is
basically to show them how to run

sample of the store. If you want to
find out more give the guys a call.

club; has devised
anew club logo and launched a

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 to 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.

CONTACT GW CHELMSFORD ON: 0] 245 490048

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

THE GCN ROLL OF HONOUR'
The chutys it her all have

= A committa of at loast e members
A run thalr attalrs opanhy.

» Puslic fiability InsUranee 10 protact the
membies Bgainst accident

* A peod standard of clyb rules and a club
comstitylion

* A child wlulm WI»:‘L

A ]

Bridgend YMCA Games Clab
Gontact: Math Charchitl

Phone; 01656 668298

E-mall; vohoetSond@yvahoo.couk

Brighton Watlords

Gontact: Pater Gooko

Phone; 0797 400 4240

E-mail: Petercooked 23808 lworld com

Buckenham Bone Crushers

Contatt Paul Girling

Emak

wrw Banhasandthebocks co.skwargames

Banker

GHE. Dndmu:e.

As part ol our commitment o cusiomer
sorvite and safety we 40 ndt promole any
doboutside ol the Gaming Club Nebwork

www.genm.org.uk

1=t Company Velorans |Warhammer World)
Contact Chrls ond Sool
E-mak infodf 1 steompanyviderans. sl

Armageddon Inc.
Contact: James Schileld
Phone: 01404 B5S 005

Battiened (Norwich)

Contact! Richard Millet

Phong: 07710702287

[E-muail; Richard@tartionet co uk

Battiescar (Poole)

Contact: Paul Clevaland
Phone: 01202355 632
E-mad: paui@hattiascaroo.uik

Biacidish (Narth Walsham)
Cantact. Guy Blashll
Emad guybtishillihahoo oo uk

Bracknell Forest Gamars
Contact Damel Gurrey
Phone: 07951 816 613
E-malt dcurmepi2 pam

Contitct: David Chitvets
E-mail; buskersacrotarySyahoo.co.uk

Coichester Games Club

Contact: David Freoman

E-mail; [piodbooichestergamescub oo uk
Phone; 07858 755 572

Croes Swonds Gaming Club

Contact Anthorry Crogs

E-mail. ptandshell@cross247 wanades co.uk
Phone: 01752 837 133

Dice and Dagger (Bude]
Cottact: Kort Baker
Eemuil: colofemaegac com

Dudley Darklords
Contact Paud Sheldon
Phane: (1384 285 360

Dursley Games Cleb
Contact: Dan Bishop
Phana: (453 549 377

Edinburgh Pub Bow! Leagus
Contact: Dares Avery

Phone: DTEY7 180713

E-mal deveryedin@hatmall.com

Gambit Games UK (Brightan)

Contacl: Gareth Wyrin

Phone: 01273 421350

E-mail! Garety wwrns08&athvadd com

G g E'I‘. ah &
Coftact James Shairy

Prone. 01743 389605 or 07792 460643
E-mail’ n shermy@biopemmorid com

Gobstyks (Lincoln)
Contact: Wil Platien

Phone: 01522 803310
E-mail; ilogegabatyks oo uk

Hyde Clarendon Strategy Games Clab
Contact Paul Mathar
Emaik paul mathenitameside.ac gk

Jersey Privalaers Gaming Club
Contact: Rickard Maligt

Phane (07787 725431

E-mat drectoriblack-helicopters. com

Kirriemeir Wargames Club

Cordact: Michas! Anderson

Pl 01352 434068

E-mail wyv M rismutrwargamestinb co.uk

Leeds Nighl Dwis
Gontaet: Stave Notan
Phone: 0113 225 0461

Macewargamis t]li'lacclaslwllﬂ
Cantact unuhll Inrnwlne

Phone: 01625 &

Emad :l:rradlne)EIrJZnu,«hm co.uk

Madgamenrs (Maldenhead)

Contact Dm: Jackman

Phone. O 540524

E-makt I}E!'I!S WHI.W“M“‘MM;

biddlesboroagh Gamers Club
Contact Shaun Atserion
Phone: 01842 272 021

Newmarket Dwarl Wargamas Society
Contact: Chris Prachey

Phone: 01638 720861

E-padl il avearfa@hotmail com

Merth West Warrlors (Kendal)
Contact Adam Turer

Phone: 07905 410 067

E-mall | DreB9@natimall.com

Worthumbrian Advanturer's Guild
Coftact: Mark Anderson CouRer
Prone: 07906 193711

E-mall. raganlinedhotmall ook

Mungaton Model 2nd Gaming Club
Gonlaot: Brinn McCormack

Event [nformation comect at time ot golrg to press; Games Workshop is not responsible for events not run by Games Workshop

Pnons: 07976 884 558

Oxford Gaming Clab

Contact: Ik Starp

Phone; 07602 Te4143

E-mail: Mike sharpé@ticpemeorid com

leq nlx Gaming Club (Rushden)
Gontact: S rplwn Mawson/Darredl Lea
Phand. 07851 728142
Plymaoith Assoch ol W
{.mn.: i Driando Muriish

Phone: 0175 251 1402

Portbory Knights

Contact: Alin Vondes

Phone: 07771 955488

E-mait- alanvowies@man, com

Rainhill Wargames Club
Contact: Pand Teasant
E-mail; pauhesrant@hotnal com

Redear lronboards
Contact: lan Widdowson
Phann: 01642 503207

Sad Mu pBBhl Society
Cantact: David OflansJamas
E-mall: david@sadmuppets.om

The Sg Club (Reading)
Contact Sean Curkis

Phona 0;7“3 525696

E-mad codhelbrariasfihotmall com

South Onwtrﬂrl Wargamers
Contact: Darres Bassat
Phone. 0193 \}70 bz

St Aldans Warriors Club

Contact: Paul Fletther

Phone: 01415 770186

Esmall: pablmogregoretcher@ihotmall

Stirling Wargamers

Contact. Payl Brooks

Phone: 07879 612 033

Email: paultitresandioal plus. com
Stortiard Starmers

Costact: Richard Bower

Phone: 01279 465 574

E-rnil: rh@abby'y 004k

Sullolk and Essex Gamers
Comact Lord R Banbridge-Kisdy
Phone: 01787 211 254

Swarmm Wargames Club

www.games

website with details about the elub
and upcoming events. For more
information get in touch with our
Community Team on:

www.games-workshop.co.uk
Jcommunity

WEECCNT presents

OPEN WAR 5

8al 22nd April 2006, 9am till 6.30pm.

Warhammcr World

£10 to enter

discount for tlub

Enlry forms downloadable rom website
info@1stcompanyveterans.net
www. 1stcompanyvalerans. nel/events

Contact Matt Holden
Phon: 01473 B2T 208
E-mail mati@holdanhouse fresssrve coLak

Swindon and District Wargamers
Conact Paul Nettla

Phana: (11793 TODE0S

E-maill netthe.triseniivorid. com

Tanslom Wargames Club
Contact: Martin Turner
E-pral: Martin, TurnaritHess, com

TGC (Tamworth)

Contact Pl Hannlgan

Phone: 01827 287446

E-madl: philkannigan?d0028yahao co.ok

That Dam Gasing Club [Newmillgrcam)
Contact: Lin Datlon

Phore: 07863 311481

Email; votemeose@hoimal com

The Sad Muppot Soclety (Basingstoke)
Gontact Dowid Difan-James

Exmait muppatiBgenesls-st.org.uk
Phone: 0118 820 480

Totwarth 141 Founding
Contact: Peter Comgs
Phone: 07758 790136

Tenbridge Wells m:ml Soclety
Contact: George Gus
Phone: 01580 753 53(‘

Walburion Wargamers

Contact: Miks Roddham

E-mall; walbartanwargamersityabon co.k
Phone: 01245 554185

Watlord Wargames Federation
Cantact: Robart Phipps
Phose: 01494 405244
Evmalt rp@a-ba co.uk

com

Warlards of Walsall

Cormaer: John Davis

Prone: 01822 724278

E-mal warlards_of_valsall&hatmall com

Woking 15t Foaading
Contact: Peter Corps
Phone: 07788 790136

Yeowll Games

Contact: Chris Lowe
Phone: 07811 BA374T

-workshop.co.uk/community 111




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

UPCOMING EVENTS

Are you running an event and are
a Hobby Centre, Independent
stockist, GCN or WPS club? If
you wanl to advertise il for free
in this fine publication simply
drop us an e-mail at:
christianb@games-workshop.co. uk

The closing dates for receiving details
for publication in the lollowing issues
are:

= 15t April WD319 (July)

= 15t May WD320 (August)

* 15t June WD321 (September)

Please note all dates and delads are
correot at the time of gaing to print but
are subject to change

Events diary abbrevialion guide

WH Warharmmer
40K, Warhammer 40,000
B e T Blood Bowl
WAB . Warhammer Anclent Baftles

WPS.... Warhammer Piayers' Sociely
WECW Warhammer English Civit War
(e B e R Epic Armageddon
LOTR. The Lord of The Rings

______ Games Workshop
T H P SR e o Grand Tournament

HiEN

TOURNHITIENT

I3TH-14TH MAY
WARHAMMER WORLD

CALL: 0115 91 40000

WWW.GAMES -wr_wks]u‘np.ur.u.uk.-"'c‘r':nts_.-"'—:lmy

112 EVENTS DIARY

DRAMOCLES 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 empire or will the superiar
technology of the Tau win the day?

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

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

1ST BIRTHDAY OPEN DAY
“Dafa: 1st April, 2006 E
-~ Venue: OYIITEITP Gaming Centre Sheffield
“Details:To celsbrate-being open for one year we are hokding a huge
birtfiday event featuring participatian games, painting and gaming
competiians, mini tournaments for 40K, LOTA and Warhammer and,
bestot all, it all FREE!!
Contact: 0114 243 4633
Weahbsite: www.games-warkshop.co.uk/avents

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

A SHADOW IN THE EAST
Date: 151 April = 15th April, 2006
Venue; Oxford
Detalfls: The forces of Sauron are on the move. In the
east, Kham0l has gathered his army and advances on Gondor,
Can the Free Peoples hold back this tide?
LOTR Campaign — STARTS with ‘The Rising in the East'.
Contact: 01865 242 182
Web: www.games-workshop.co.uk/events

THE TRAROS CONSPIRACY
Date: 15t April — 15th April, 2006

Venue; QMEFTEIEIER Oxford

Detalfs: On the planet ol 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 irreqularities, along with a delegation from
the Departmento Munitorum

40K Campaign - STARTS with ‘First Contact’

Contact: 01865 242 182

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

TRHAITOR
Dale: 1st April - 15th April, 2006
Venue: St. Albans
Detalls: 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 Marine
Chapter has been despatched to eliminate the rebel Upon
arrival, they are ambushed by a highly mobile Tau strike force.
It appears treachery is atoot as full-scale warfare erupts over
the planet's surface.
40K Campaign — STARTS with ‘Assault on Governor's Palace’
Contact: 01727 861 193
Web. www.games-workshop,co.ur/events

ENEMY AT THE GATES
Date: 1st April - 15th April, 2006

Venue: CMEFTIITT]D Staines

Detalls: Imperial Commander, Viadimir 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-workshap.co.uk/events

HERALD OF THE ENTPEROR
Dale; 1st - 2nd April, 2006

Venue: WARRAninieEn WORLE

Delails: inquisitor campaign that follows an epic and mysterious
story; spanning the palaxy from the Eye of Terror to Holy Terra itsel!
Only one character decides your fate in these detalled narrative games
Call for more details and be a part of history.

Conlact: GW Worcester — 01905 616 707

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

FANATIC DEN HARG

Date: 2nd April, 2006

Venue: Bridoe-Societeit Noordeinde

Detaits: Spellenhuls runs their first Fanatic in Den Haag, Open for
newcomers ta the hobby who can learn about gaming, painting and
coliecting here. The Fanatic also includes a tournament for
Warhammer and Warhammer 40,000 {Age 12+).

Contact: Spellenhuis - +31 70 364 47 82

Websile: ne.games-workshop.com

BETURN TO ARCHON I
Date: 3rd — 14th April, 2006

Veave: @YNTFTIILITR Hermel Hempstead

Details: The Warp storms that plague the outer rim of the
Medusa system have temporarily cleared. Imperlal Astropaths
have pinpointed the location of the legendary mineral planat of
Archon 111 Unfortuantely. they have also detected xenos

‘communications, obviously en route 1o the planet. Can you

stake your claim to the resources of this deadly world?
Conlack: 01442 249752
Wabsile: vviw.games-workshap.co, uk/events

Event infarmation correct at time of going 10. press. Games Workshop is not responsible for events not run by Games Workshop,



H BEROS THLE
Date: 15t = 14ih-April. 2006
Venue: (YYIRTZEIE) High Wycombe
Details: Archaon. Tyrion, Valten—all greal heroes; from such
humble origins. Are you such-a being? Gome and find out:
‘Chart the rise of your. champlon from mere serf to great hero
and general-ol legend!
Warhammer Campaign
Contact: GW High Wycombe - 01442 249 752
Webslie: www.games-workshop.co.uk/events

THE FATE OF MIYUENUKOS
Date: 5th April, 2006

Venue: CXNTFITTERED Uxbridge

Detalfs;: The septworld of D'yanol has been caugm in the
tendrils of Hive Fleet Alerahydra. The only Fire Warrior Cadre
available Is that of Mi'venukoes = can thay turn the Tyranid tide
bafore it consumas 0'yanoi?

40K Comhat Patrol tournament

Contact; G\ Uixbridge — 01895 252 800

Web: viww.games-workshap.co.uk/events

ENEMY OF MY ENENMY
Date; 5th April, 2006

Venue: CNMCEFTIITNET Woking

Detaifs: Atter weeks of conflict, the Tau Ethereal- Aun'Shaala
has negofiated a temporary ceasefire. All communications from
the north of the city have ceased. Both sides have agreed to
send teams 1o investigate the strange structure uncovered near
the centre of the market district. Can the peace hold. ..?

40K Kill-team event

Contact: GW Waoking — 01483 771 675

Web: www.games-workshop.co.ukievents

THE LORD OF THE RINGS GRAND TOURNAMENT

GRAND FINAL

Date: Bth - 9th April, 2006

Venue: WanHAMER WORLD

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

DOUBLE CROSS
Dale: 8th April, 2006
Venue: CMEIEIIITT Maidenhead
Details;: Inquisitor Nhilun Castor has held diplomalic talks with
the Tau, persuading the Tau councll 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
thelr technology whilst delvering a crippling blow to their
forces. To make maters worse, other xenos races are also
gager to get thelr hands on the technology which is said 1o be
of Doomsday proportions! Bring 1.000 points.
Contacl: GW Maidenhead — 01628 631 747
Website: www.games-workshop.co.uk/events

LAUNCH THE GRUNDENBURG
Date: Bth April, 2006

Venue: QNNERIEEEER Reading

Delails: Join a Warhammer aerial spectacular!

Eagles, Hawks and Gyrocoplers & some larger things take to
the skies as the Grundenburg airship prepares 1o launch
Conlact: GW Reading - 01189 598 693

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

Event Information correct at time.of going 1o press. Games Workshop ks not responsible for events not run by Games Workshop

SN G AES WORYSHOP

Somcons OPEN WAR 5

Date of Event: 22nd April 2006, 9am till 6.30pm.

Venge: WARHAMMER WORLD

Details: Warhammer 40k {1,500 points), WFB (2,000 paints),
Epic (3,000 points). £10 to enter, discount for club bookings.
Contact Details: Entry forms downloadable from website soon
e-mail: info@1sicompanyveterans.net

Website: www, 1steompanyveterans.nel/evenls

HAMMERS OF CHAOS

Dale of Event: Sunday 24th April, 2006

Venue: Gaming Centre Sheffield

Details: In the wake of the Storm of Chaos the Middle
Mountains have become the abode of Ores, Necromancers and
Chaos warbands. They are trapped between the anvil of the
mountains and the hammer of the Empire and its allies. If the
Empire is to withstand another incursion, the mountaing must
be cleansed!

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

Conlact: 0114 243 4633

Websile: voww.games-workshog.co.uklevents

40K DOUBLES TOURNAMENT
Date: 30th April, 2006

Venue: Gaming Centre Sheffield

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

Contact; 0114 243 4633

Websile: wyww.games-workshop.co.uk/events

WATCH THE SKIES
Date; 27th-April, 2006
Venue: Swindon
Details: Tau forces confrol the skies-and most of the capital
city of Madusa V. Kill-teams of the Dfficio Sabatorum may offer
the only hope left to Governor Praxas. If these &lite Imperial
troops could penetrate the Tau-battle lines-and disrupt the
power relays for the Tau communications array, there might
stil-be achance to call for aid and defeat the xenos filth.
40K Kill-team event,
Contact; GW Swindon — 01793 436-036
Wel: vaww. games-workshop. co:ukigvents

MAY

Warhammer Doubles Tournament
Date: Suntiay 7th May, 2006

Venue: OYYIITEIICTTT) Gaming Centre Sheffield

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

Contact: 0114 243 4633 for more details

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

GW Presents: Battle of the Clubs 2006

Date; 14th May, 2006 =
Venae: Sporthal UT, Tilburg

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

Conlact: NEEvents@games-workshop.co.uk

Website: ne.games-workshop.com

TOURNAMENT
8TH - 9TH APRIL

WARHAMMER WORLD
CALL: OlI5 91 40000

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

EL\MFAIEN WEE;HEM:I

20th - 21st MAY
WARHAMMER WORLD

CALL: 0115 91 40000
www.games-workshop.co.uk/events/diary

ORDHEIGS

$'I"P JTEGY RATTLE €

WARHAMMER
z 40,000,

CALL: 0115 91 40000

www.games-workshop.co.uk/evenls/diary
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A Games Workshop Hobby Centre is much more than just a shop...

++IMPORTANT NEWS++

HOBBY STORE
OPENING TIMES

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

! £ . ; — "y 5 j g a3
FREE PAINTING AND MODELLING ADVICE FREE GAMING AND TACTICS ADVICE

d F.d - 12 6 uomaﬁurum.\lmmapnn-ngnrmme&qsml!msmmanmmmesumw -ﬂ.lou':!aﬂmowmadonnmnialle:dul!u"\-\tlh(wdolmqwiv;nmtx.
Mon ay - rriday: 1Zpm — OPM o our inormbiers of s:a you w50 those skits improved and might find ot something VO you sound taccal advion, help you DURS halilo-winning armies and clear up most of

Saturday: 10am — 6pm "=k youx (U8 et
Sunday: 11am - 5pm

QR R

There are, however, the
following exceptions:

« Stores in shopping centres
still open and close
according to shopping
centre times.

: ‘
* Each Hobby Centre has one = e = =
late club night. The specific BEGINNERS
night this is held on Is Our special Beginners’ programme feachen you how o pliry and holps you take Al our contres siock a Rl £ange of Wathammes 40,000, Washsmmer and Tho Loid of

yorie fiest staps into the Gamas Workshop hobby, The progiamme runs on Tha Bings games and models as well s all tho hobby matenals you neod to collect,
dependent upon the store. Rty At g ot o el o s o v o g M pal A
1o do i coma mongl
= Some stores are not open
everyday, 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.

>

H > == - -

IN-STORE ORDER POINT HOBBY ACTIVITIES
Al of out sloras hivve a Games Workshop Direct in-store order paint which you Games Workshop hobby centres provide suppon anid sxpern advice on all
can use lo get your hands on all of our Specialist Games products, plug Mmany aspects of tha hobby, On Sunday evenings many S106es mn activities for
exclusive minlatures, componants and classic models with which 10 ¢ I o wom the Beg Programme, whilst one wookday night & woak,

your Warhammaer, Warhammar 40,000 and The Lord of The Rings lorces, thero is a Games Night for playors 10 indulge In 0von more hobby activity,

(LECONARET () HOBBY CENTRES & INDEPENDENT STOCKISTS

Games Workshop products are sold by a large number of shops In 16 different Stares in grean are elite Northern European stores; stores in blue are Northern
countries across the world. What follows is a listing of all the stores that sell Games European partnership stores. To be sure they will have exactly what you want in stock,
Workshop products across the UK, parts of Europe, South Africa and the Middle East. we recommend you give them a quick phone call before visiting

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~ UK stores marked in blue are members of our ‘Elite Store programme’ who offer both

retall outlets on our website, shown below, an extensive range of Games Warkshop products and superb customer service.
IFyou're still unsure as to where your nearest stockist is located, why not call Games

Workshop Direct on 0115 916 40000. Stores highlighted in yellow indicate new stores. Hobby centres marked with a cross (x) have Gaming Room facilities,

www.games-workshop.co.uk/storefinder
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GW BRISTOL (CENTRAL):

3 Brondwer. Tol 8117 25 1533
ow natsml. (CRIDBS CAUSEWAT):
URa 13, Ths Mal; Tal: 0117 B30 RE28
ﬂ!ISYOL Area 51:

Tk (1117 054 4055

PORTISHEAD, Mokt

Tedi 0127 5B4 AT51

YATE, Hoggosaures Toystore;

To' 01456 432 6566

BEDFORDSHIRE

GW BEDFORD:

Seylriars. Tal -n 24427 3603
LUTON, Final Fonl

55 o Tathard Reag. Tal. 01852 728001
LUTON, Ctiakersi

Tor 0436 244 £08

BERKSHIRE
¥ GW MAIDENHEAD:
Lol 2, 17 Adarked Stront, Tel 0162 853 1747
W READING:
117 Broad Blieel Mall, Tol: 0118 955 6603
NIWBURY, Minioture Merchonts:
3 Wty Walk, Ted 01635 526 17
BRACKNELL, Ottakers:
Tel 0134 443 5124
SANDHURST, Toyworld)
Tl 0125 26T 2080
WINDSOR, Ottaker's Bookshops Windsar:
Tet, 0176 085 L4568
WINDSOR, W) Daniels)
Tel. 1176 564 2106

BIRMINGHAM AREA

GW BIRMINGHAM:

Lkt L1, Dolidng Lk, Tal 2121 630 7180
OW DUDLEY:

Linit 56, Morry Hili Gortra, Tel 0150 448 1018

GW SOLIHULL;

A0 Wennick Roua. Ten 0321 208
® GW SUTTON COLDFIELD:

ABAT Blrermpharm Fond Tal: 0121554 174

oW LVER| PTON:
A Kirg Sxreel Tel 0160 257 Ddos
W WALSALL;

Jalt 27 Ol Stu -1rp Shapging Centm,
Tul o1ag zra

ACOCKS oliEN .M'h Games ond Workshop:
Tol 0131 7005170

GREAT BARK, Goming Crypt:

Toli-0121 muauw

EDGEBASTON, Waylund's Forge:

Tal nl;n By 01105

RUBERY, Roy's Hobbles & Toysi

Tal: 121 473 3280

SUTTON COLDFIELD, Digliol Dragens:

Tolk D784 163 7703

BUCKINGHAMSHIRE
QW HIGH WYCOMAE:
Colagon Gontm, Tyl 145 453 1194

Exte Gl Byl
orira. Tol |'_||EO B850 04TT
AYLESBURY, Toy Wonderlond:

Tal: GT7T 555 0541

luCKlNoHML nbmu- Toyui

Tol, D128 682 |

GERARDS mss. Howard Morsholl;
Tal: 0175 388 2050

PRINCES RISBOROUGH, Treats:

Tal T84 434 4554

CAMBRIDGESHIRE

X OW CAMBRIDGE:
B4 Hopan Stogt. Tei 0122 331 3850
oW MITERBOROUGH
3 Winniyomh Sliset Tal 9173 38070052
ELY, City Cycle Comtro:
Tal 013§ 586 3131
HUNTINGDON, Sports & Foshlons:
Tal D148 (46 4831

P Store:
Tl 0173 556 1151
SAWSTOM, The Tay & Model Conire:
Tal: 0162 350 6052
SAWSTOM, Toys Plus:
Tal, Bf 22 293 7RI
5T NEOTS, Barretts of 51 Neots:
Tal, D14L D40 A1)
ST MEOTS, First Computor Games:
Tal 01480 296400

ate Depariment Slore:

5T NEOTS, Wi
Taeli Ddds Qay 32
TEVERSHAM, Invocotion Lid:

Tak 0122 420 2452

WISBECH, Westgote Dopartmant Stora:
Tall G153 20 4528

CHESHIRE
GW ALTRINCHAM!
Linn 4, AR Gisaban Stied, Tel 0181 324 G004
X OW CHESTEN
12 Focepata St Tell 0124 431 1007
& OW MACCLESRELD;
Lind 48, Cracrerpats Mal, Grosvence Santre.
Til 0162 541 SO20
GW STOCKPORT:
AT Mestary Bquire, Ted' 03401 474 74
ALTRINCHAM, The Gaming Crypt:
A Diraswnod Btael, WAL TRZ
CHEADLE, Fantasla:
Tl G161 nan
CONGLETON, Duans Toys & Cyeles:
Tl 0108 027 3377
CREWE, ABC Models Sport:
Tek 27 060 S48
HNANTWICH, Funfayre LTD:
Te 0127062 4R
HORTHWICH, The Madel Shopi
Tt 040 d47 TAQ
STALYBRIDGE, KMV Madels;
57 Molboarme SEIE 2L Ted a1 304 8765
STOCKPORT, Goslings Toymaster:
it 01 427 2000
WIDNES, The Hobby Shop:
Tek 0151 £20 TUAT

CLEVELAND
X GW MIDDLESEROUGH:
Uit 3330 Durdan Stroet. Tel, 0164 235 4081

" - Find your nearest Hobby Centre or independent retailer on these pages
on our website: www.games-workshop.co.uk/storefinder
..~ “hy calling us: 0115 91 40000

HARTLEPOOL, llluslans:

Tel: 0142 523 9150

HARTLEPOOL, Wesigate Blpuﬂmlm Store:
Tal; 01432 fd 4437

CORNWALL

GW TRURG:

At 1, Brdge Houss, Hew Brags Stee
Tél: 01 B3 232 0047

BODMIN, Bricknells:

Tal: 0100 897 704

“BUDE, Nitro RC:

Tol, £129 B35 D588

Tel0132 831 2571 F
HAYLE, Blawetts of Hiylo:

Tols 01703 76 4012

HELSTON, Eiddy & Som

Tol: 0152 687 2787

ST AUSTELL, Mad for Minlatures:

Tl G172 678 258

TRURO,
et

- COUNTY DURHAM

X OW DURHAM:

o Nork Fosd. Ted 0131 370 3002
GW DARLINGTON:

78 Sxineagisle. Tals D132 53 2463
BISHOP nuoxuxuo, Windsack Models:
Tel: (1328 8a0 678

CONSETT, I(wll(nnrh

Corast!, Tet 0420 768 1024
DARLINGTON, Lomb's:

Tal, 9152 548 G042

SEAHAM, Gomes of Waor)

Tek 21015 817118

TEESDALE, Toy Shop:

Tol: G1E3 303 7296

CUMBRIA

¥ GW CARLISLE:

Urit 2, Eanlg Lgre, Tel 0122 856 6210

BWNESS—QM-WI NDERMERE,
Ernosl Atkinson & Sons:

Yab 0163 §43 3047
BRAMPTOM, The Card Centre:

Tel: 0168 772 267

COCKERMOUTH, Ploytimos:

Tel: A1 (R p2A6

COCKERMOUTH, Tha Toy Shop:
Tl 0150 g2 5655

KEMDAL, Q’loughlinsts

Tol 0153 972 4264

KESWICK, Lakeland Toys and Hobhbies:
Tk 0176 §7r 5a7s

PENRITH, Harpers Cyches:

0176 036 4478

ULVERSTON, Sawdust 'n Stitches:

Tel: 0172 988 2234

WORKINGTON, K5A Modals and Hobhine:

Tk U100 OF7 3338

DERBYSHIRE

W DERDT:

42 Sather ¢ ol 0185 227 1657

BELPER, Frearsons:

Tidk 63 3244

ld.llt'IDN ON I'IEN'I" Toymaster Kingdan:
Tod: 02 364 4
BUXTON, D&E umu & Sons:

Ted 0120 824 203

CHESTERFIELD, Cunpuwnue Society:
Ter: 0524 G222 (2

:HBI!RFJ!I.D. Mod-l Trader:

Tk (7950947756

CHESTERFIELD, Peak Bookstore:

Tel: 01245 201600

DERBY, Toymasier Kingdo
Eagga Canire, Tok 01735 230 §
GLOSSOP, Waln Sorvices:
Tl DA VRS Ahad
ILKESTON, ikeston Co-op:
Tel: 0115 852 7777
MATLOCK, Showes LTD:
Tel: 0162 D54 2400

DEVON

X GW EXETER)

A1 Bkiwill Stroet. Tal: D130 248 G305
OW PLYMOUTH:
84 Corrwall Stres!, Tet: 0175 225 01821
OW TORGUAY:
12 Markol Sieeet, Tel: OTAD 320 1056
BARMSTAPLE, The Batllezens:
Tal DIET 152 1044
DARTMOUTH, WG Plllar & Coi
Tal, 01RO BRI 2150
EXMOUTH, Gamezene Models:
Tal: 0196 i 77
HONITON, Art of War:
24 New Stroed Tee! (1404 44151
mmlm ton Toy Shop:
Tai; 0140 14(‘ T4
KINGSBRIDGE, The Trading Pest;
Tk D164 Ba5 2923
NEWTOMN ABBOT, Austins:
Tal: 0152 683 2444
PLYMOUTH, Made! Shop:
Tal: 1178 222 1851
TAVISTOCK, Kﬂhldei(epe.
Tl D1BE 261 52
TEIGHMOUTH, Joﬁmnnl Toybox T/A MC | Trade|
Tel: G162 577 4260
TIVERTON, \'l'lngl "N’ Whoals:
Tal: D188 424 2810

DORSET

OW BOURNEMOUTH:
P4 Poat Qffos Foad, Tel 0120 200 S202

¥ OW POOLE:

Uil 12 Townsn, "
BOURNEMOUTH, Boti
Tal: 0120 225 8104
BOURNEMOUTH, Roberis Toys & Gomes:
Tal; 0120 24 2084

BRIDPORT, Frosts Taymustar

Tal: 015 Baz 2
DORCHESTER, Dorchesior Toys:

el 020 AvE 0801 =
GILLINGHAM, Mervyn's Toys & Madelsi
T 0174 78275886

POOLE, Hoggasaurus

[t THG

SHAFTSBURY, Hordings:

Tk Ot7d TRE 2165 .
SHAFTSBURY, Howards:

Tol 0174 784 B156 ’
SHERBOURNE, Cornerhouse:

Tel 0193 AE1 5415

SWANAGE, Leonards:

Tl 0192 943 G000

WEYMOUTH, Raxzamataz:

Tk TR0 678 D601

ESSEX

GW CHELMSFORD:

Uit L5, TR Wisaoawe Dantra, Tel: 0124 549 0040
GW COLCHESTER:

2 Shiort W Srost. Tet 0120 074 7275

GW SOUTHEND:

12 Routhchureh Poad, Tek 0770 245 1267

OW THURROCK:

Lenit 4150, Lavel 5, Lakagan Shoppog Centrp. Tal, 0170

ARG T183

SAFFROM WALDEN, Gome On:

20 Hgh Streal, Tel: 0195 950 $070

BRENTWOOD, BAM Cycles:

Tel: 0127 721 4042

CLACTON OM SEA, Clacton Art & Craft Centra:
Tal: 0128 543 £348

COLCHESTER, Teymaster Kingdam:

Ted: Gr20 654 4344

* HARLOW, Marquee Models:

Tel 0127 842 3334

HOCKLEY, Hobbiton:

Tol 0170 220 O 1Ry
LEIGH-ON-SEA, Callver Books:
Tal: D170 247 3988

MALDON, Colin Bliss Models:
High Steat, Tal: 0162 185 1327
RAYLEIGH, Toys N Tuck:

Tel: G128 677 5807

Tal P10 228 2404

GLOUCESTERSHIRE
GW CHELTENHAM;
1 illia Stroat. Tel: 0124 272 8419

- OW GLOUCESTER:

35 Clarance Streot. Tel: D145 250 8053
CHELTENNAM, Toywire:
il 1o Fegont's Srcado. Tek 0124 252 2925

BOURTON ON THE WATER, Bourton Model Raillway:

Toil: D145 183 065G
STROUD, Anlles:
Tel D145 376 4467
STROUD, Prisoht Gamess
Tal: (A7 243 74EA
TEWKESOURY, Toy Zone:
Tal (G168 420 4770

HAMPSHIRE

GW RASINGSTOKE:

3 Pottars Walk, ol 0123 (46 6050

OW PORTSMOUTH)

34 Argnaal Steen Tel, 0239 267 (266

GW SOUTHAMPTON:

25 East Sireer, Tel: (&0 0F) 1962

G WINCHESTER;

G 5l Gaorges Simet, Tel. 0096 286 D10G
ALDERSHOT, The Game Shop:

Tol: D125 231 1443

ALTON, Alton Model Centre:

Tk D142 4 2344

ANDOVER, Hoggosourus Toystore:

Tl £198 435 dogs

BASINGSTOKE, Ofakers:

Tal: 0125 €46 0BG

FAREHAM, Fareham Toys ond Hebbies:

Tal 8153 §26 2183

FARNDOROUGH, Dorkstor:

Tal: GAZH 37 BOA0

FLEET, Flael Toys:

Toaf; (1125 P61 A

GOSPORT, IC Books:

Tal, CRE3 256 0501

MILFORD OM SEA, Miford Models and Hobbles:
Tel 0189 044 2112

NEW MILTON, Tays of New Milion:

Tnl; 0142 561 7005

PETERSHELD, Folly Models:

Tal D173 0R6 712

PETERSFIELD, Fun for All

Tol 0173 026 7271

HNGWODD. \'m of Bingwoad:

Tub 0
ROMSEY, !!uumlnhmu

Tob 0179 451 2145

SOUTHHAMPTON, Hidden Forrass Lid:
51 Eaut Slreal. S014 3HX, Tal: 023 BOT1 0480
SOUTHSEA, Southsen Madels|

Tal: 0170 §74 2008
WATERLOGVILLE, Poul's Hobby Shop:
Tl 1170 525 D186

HEREFORDSHIRE
HEREFORD, Herelord Madel Shop:
Tal: (143 285 2800

LECMINSTER, Mortin's Modals & Crofis:
Tok Q154 861 S8

www.games-workshop.co.uk/storefinder 115

ROS55 ON WYL, Little & Halls
Toll S154 56 2830

HERTFORDSHIRE

W HIMEL HEMPSTEAD,

16 Bt Etrest, Tec (144 220 grie
GW ST ALEANS:
18 Huitage Cloap, alf Hign Sargal, Tel 0172 786 1184
HERTFORD, Gome On:

20 Mamornead Sloet SG13 10W. Tel: 01963 537274
BERKHAMSTED, Hamlina:

~Tol 0144 280 4G

BISHOP'S. SI’DH"OI‘!IF. Boardmans:
Tol D127 226 H

CHORLEY WDOD, Cllarlwwoell Models;
Tal, 01061 328 4313

COCKFOSTERS, Murln‘r & Brond:

Tel, U068 440 DE2T

HARPENDEN, Felicitalions:

Tol: 8162482 2154

HERTFORD, Marquee Models!

Linft 4, The Marguea, Tel 01, A

HITGHIN, Mainly Mode
Tal o

IOT.HON 'fo'fnlwpl
Tol; 9178
STEVEMAGE, s Madnlll
Teli 2143 B74 BE16
WELWYN GARDEN CITY, Toys Toys Toys:
Tl 0170 79 1318

ISLE OF MAN
DOUGI.RS, .Iuc Olﬂtlhvﬁom
Tall 016 4

RAMS] Modtl W’orl:h
Tol. 8162 431 GDAB

ISLE OF WIGHT

COWES, Chivertons Newsagents:

Tt C168 226 2013

NEWPOI’I Battalion:

Marki] Scargis Lone Tal: 0106 3503222
& Models:

1
RYDE, The Sports & Model Shop:
Tol 0158 386 2454

RYDE, Fun, Fact and Fantasy:

Tak (156 261 7323

SANDOWN, To sher
Teel: 0150 240 4 51‘:2‘“
SHAMKLIN, Toymaster
Tol 9104 386 G824

KENT

GW BLUFWATER:
Lnit 0526, Lippe:
Kant. Tol: 61
OW CANTERBURY:
Un 5, Iron Bar Lasw, Toc 0922 745 3
GW MAIDSTONE:

70 Pudaing Lano, Tal: DIAZ 267
OW TUNBRIDGE WELLS;

AA Carn racl. Tel 0183 352 5763
ASHFORD, 0! Computers Lid:

28 Country Square, Tel: D123 388 20
BEXLEY HEATH, K Krozy:

Tek 0208 25 7

Bnonosrmns Tima & Space:
wnmm. Ma-.- vos;
Tl (183 440 DG

DOVER, Turners Models:
Tl 0130 420 5711
GRAVESEND, SN\IB s tellomb!-a and Madali:
7 Cumen Blranl, Tot 01474 6544

U hn- Stamp Cemlm

RA)
Tel: 814
HERNE aar, "nnn-rl

dommer £ Q1227 ara04
MARGATE, I'o'ylnnﬂar Kingdam:
Ted: 0184 323 BA00

RAMSGATE, The Glggling Goblin, Gamas Emporium:

40 King Stroat Tol: 0184 351 4384
ROCHESTER, Minka) Warld:

Tob 0143 481 538K

SEVENOAKS, JH Lorimer:

Toh 0170245 2840

SEVENOAKS, Manklows;

Ted 0773 245 4968

SI'I'TINGBQIJRN!. Al Blundell & Son;
Tee 0170 G472 437

TONBRIDOE, Kids Stuff;

Tel 0373 238 5166

WEST WICKHAM, Young Folk Toys:
T (208 777 2251

LANCASHIRE

ow EU\CI(POOl

8 Beley Stresl, Tpl: 0125 375 J053
GW BOLTON:
Uil 27, B8 A
GW PRESTON:

15 Millar Acade, Tal DIT7 282 1855
ASHTON UNDER LYNE, Reundaboul Toy:
Tok: (11657 543 2644

BLACKBURN, Bofcave:

Tet 0126 464 7448

BLACKBURN, Mercer & Sond;

Tal: 0136 463 700

BLACKPOOL, Toymoster:

Tel. 0125 362 8461

BOLTOM, Toymasior

Tl 0194 261 201
BURNLEY, Arthur Bennt
Tek 0126 2
BURY, Yurmunen

Tel D181 Yo (200

CHORLEY, A & B Gomes:

Tl (1126 754 1833

CHORLEY, Hampsons Toys & Nursery World:
Tel 0126 724 3045

CLUTHERDE, Cowgllls of Clitharos Lid:

Tol- 0120 (42 567

KIRKHAM, RK Boyes:

Tel: M7 2067 1900

MNCMIE!, men Toymoster

gl Ml Tal: 0120 435 2131

IAN(AS'I'IH Mera Maorkets:
Teb O R

LEIGH, & own Limilad;
Tel 0194 267 4116
LEIGH, Teymastor|
Tel (194 267 1116

iy WAk, Bluawai, Groanidine,
£a0

l
[\
]




MORECAMBE, Richard Loncoster
Tek: Q152 441 0308 2
CLDHAM, Ottakars:

Tk U141 £00480)

POULTEN

LE FYLDE, Aobas beokilore:
Soatiaty Shajerg Tel 3155 365 1110

PRESTOM, Ib;m.
Toli D77 208 1189
. IDALE, Micreshocic
Tof 0170 7 1 S0 3
ROSSENDALE, Rowsendale Medeols.
Vil 0170 626 GOOT

Tk 0125 305 5005
WIGAN, Wigan Model Centre:
Yot 0104 224 S087

LEICESTERSHIRE
oW

LOCESTER:
EED Tved Saroat Ted D176 253 0610

W LOUGHBOROUGH:
22 Blogn Sireet. Tal 0150 k3 9107
ASHET-DE-LA-ZOUCH, Steve's Modals:
Tt D165 041 637
COALYILLE, Goolls Toys:
Tel: 0153 0 3705
HINC] | Puinilills Mode! Spot
Tk 0145 (25 QL2

LINCOLNSHIRE AREA

OW GRIMINY,
9 Vst Bt May's Gata Tad: 0147 £ 7757
W LIMCOLN
EUIA, Sasegaie (on sotds of Wabaraidy Eentre), el
U‘?t L B0ET

ROSTON, Models and Computary!

Tl; 01205 365103

GRANTHAM, Arbon & Watts:

Tl 0100 ABS 503

ORANTHAM, o Models and Hobbies Lid:
Toi, 0147 850 2001

Toi 0150 760 £14%
MABLITHORPE, Dalos Yoymanber:
Te: 0150 747 2008
QUADRING. M3 Sturgess
To: 0177 580 tour
SCUNTHORPL, Shermans Model Shop:
Tes: 01T 406 5408
SCUNTHORPE, Toymanier:
Tel O 72 AZY 1o
SKEGNESS, The Madel Shop:
Tal: G176 476 M9
SPALDING, Mason's Modeti:
Tal 9177 578 2406
SPALDING,
Yok 0117 872 X049

NG, Spolding Medels:
T 0V 775713270

STAMFORD,
Tk 01 70 07@ 2154

At Fif, Lowsr hhalt e T
Gorsra Tel, C008 202 4§78

A GW BROMLEY,
Uni 24, The Mak, veeiey. Tel 29 465 0578
OW CROYDOM:

Livie 8%, Dvliimmmivood Dok foutsion T bocs of fhe ceni],

Konetay. Modd, Tl G200 543 4600
oW ENFIELD:
2% Gapetr) Foad. Tet 0008 553 3633

OW MAMMERSMITH:
18Y Kirig Gt Tl 0208 Ao 6744
GW HARROW,
b Lz Shewet Ted 0G08 861 2350
ow “HMM

Ehop 7 fq...u- Warassgon Chareh Slenm
Tol "\.‘DH.I! o
OW IWNGSTON ON THAMES
03 File Pazd, Ted 0208 548 24
OW LONDON (OXPORD ¥1)
Lt £10, Tha muas-:-w-.: Cong, |a Boor ] 16-128
Credend Sheoet Tal: 0007 435 5059
W RICHM

Urik 8, \‘M:muu-u Mouse, Kew Rose, Tel 0208 MB 8122

GW F0MrOND,
12 Chmdeand Arade. Tol, 01708 742 120
OW STAINES:
2 Catedos Stgel Te (0178 448 Ca75
OW SUTTOMN:
Uit 34, Tiis Sqmees Sngcpng Cardry. Tol; G008 77D
fren
* OW UXBRIDGE:
Uil 32, Croguers Ml Tre Pavlues Srapong Centre
a1l 624 2000

OW WaTFORD,
LinH €1, 14 Otwn&\.'m Fstaauer Conbre
Tl 0102 924
BLACKHI m. b pression:
T 0208 b5 5192
CHINGFORD, Stopi
A5-51 Srabam Fosd, T 0000 fis rirT
CHINGFORD, Rossls of London:
Ta: 0207 525 1620
Tepsiop:

Tet; 0207 254 70
DULWICH, The An Statleners:
Tol: 020 503 5308
FINCHLEY, Lelsurs
Tel. Ja0d 346 227

STEAD, Beturmm:
Tal: Q247 405 Bad0
HERNE HILL, Just Willlams
10 Half Moain Lane, T30 U, Tal 2007 T2 5688
IBLINGTOM, Frederick Beck:
Tei. (007 220 340
KMIGHTIBRIDOE,
Tok 0307 T30 1

LONDON, Playin Gomes:
3 Mysegr Svoet, T 520 7323 300

PUTHEY, T:

Tol: $204 THE 9555

RUISLIP, John Sonders:

Tolt 0180 563 2845

WALTHAMSTOW,

Tol: 0200 52C 8200

WIMILEDON,

Tok 0208 044 P11

WOOD GREEN SHOPPING CENTRE, T
Tek (08 881 3770 s

MANCI-I ESTER AREA

{umntralj:
u‘i"\“ Basides Way South, Amaalg Cerdre Tel 9161
B3

Tal; G161 Tk 1850

LEIGH, Taymaster:
Tt 01 DO 1110
MANCHESTER, Waterstones:
Tol (€1 832 1000
WARRINGTON, Steve Wobb Models & Hobbies:
T 0102 673 5225

MERSEYSIDE AREA

116 STORE FINDER

Bront Gross Sheopng

¥ OW UVERPOOL:
Vi Contral Shagong l"joma ity
Tak: D151 703 (1983
OW SOUTHPORT:
Ui K2, btartile Place Shopping Conte,
Tok S170 450 1248
OW WARRINGTOM,
UN'-“! T“% Teb Ul'l"‘-'v% 1084
acmw froot !- ouﬂz&m
MERSEYSIDE, Lewis's Departmant Storn;
Ranatigh Shest Lvepoc
SOUTHPORT, Cloymore Games:
Tl 01704 5450
WIRRAL, RS Models:
Vet 18 e 4383

Ted! 0208 632 1

NORFOLK
OW HOTWICH:
1214 Exchanges Sosset Tet 0780 08 TESE
DISS, Toymaien
T 0127 904 1743
EAST DEREHAM, Youngiters Werld:
Tod: 017w A8 2372
tarlln
Fakmnbgr Indusirisl B, Tol 0132 868 2700
FAKENMAM, Lou Lous Toy Shop)
Tol: 01320 853118
CORUSTON, Taymaster:
Tok 0148 344 2067
MHOLT, Starlbogs-Teymaster:
Teb 12230 201
MUNSTANTOMN, Hunatanton Madols
Tol (10§ 553 32450 4408
IPSWICH, T, Kingsom:
Tl 0147 325 3046
KINOS LYNN, Emplre:
Tel: 0185078 2174
KINGS LYNN, Weslgats Department Stors:
Tes G158 476 OB
RORTH WALSHAM, Gomes N Fun:
Tet 07BSY Q00 248

NORWICH, Batiienat:
24 Comarn Pawd, Ted 0803 785505
NORWICH,
Ted: 01603 4008
Aot nd F ettote:

Tl 01000 031 060

HORWICH, Toys Flus. Nerwich alrpert indusirial
ateta T O7COITETI6L

Tel: 0126 2027368

Norvic Models Lad:
st 3, Twsenrban Gargen Cebim. WD GIT
Tel 01003 335213
WYMONDHAM, The Toy Loft
Tat DIRE300 7730
WROXHAM, Point Hauss Toyshop:
Tet' U160 370 8808
NORTHAMPTONSHIRE
¥ GW NORTHAMFION:
24-20 Aningeen Sauare. T D100 L85 6687
CORDY, Weslgale Deportment Siore:
ol 0153 420 3506
KETTERING, Toymaster Mingdem:
Ted 0143 A1 2507
KITTIRING, Groan ﬂrlud Cords & Gomea
Tal 0153 390 J44

OUNDIL, Oundsl
Yot 01852 D3816
Sports &k Toysi

Safrwars Seller

RUSHDEM, Oibormne
Tet 2103 571 218

Tl 21063 344 0651

NORTHUMBERLAND

AMBLE, Grembynz Imporis
Tk Q845 126 DIOR

BIRWICK UPOM TWEED, Barwick Computer Games
and OVDs:
T O 030 Pos1

MEXHAM, Falrplay

Tek 0143 4E040TH

HEXHAM, Bobbs Dapartman Stere:

Teb D143 480 2181

MORPETH, TG ]

Tok D187 D51 6138

NOTTINGHAMSHIRE

GW NOTTINGHAM (controfj:

Mol FrignLane, Tee 0115 948 668}

GW WARHAMMER WORLD:

Weviows Momd, Concan. Tek 0195 816 8410
The Games

T 01033 A4 022

NIWARK, Actess Modals:

Tei: 01532 873 118

HOTTINGHAM,

Tl D115 S 8000
SUTTON-IN-ASHFIELD, Big Boys Toys:
Tot 01620 S8TH1Y

WOODBOROUGH, Regency Printers:
Tek: 0115 965 0500

WORKSOP, Model Ba

Tel 1519 A01 758

OXFORDSHIRE
W OXTORD:

VA Bush Hiowt, Flewe i, Hatl Shiso! ot 0300 504 2182
ABINGDOM, Just Toys:
et I 82 )
BANBURY, Trinder Brosi
Tl 010 536 2eee
BICESTER, Dentons:

Tt 0184 632 3636
CARTERTON, Glles Spermu:
Ted 0159 084 2406
COWLEY, Dentona

e (i 574 0740

DID-COT, Dentona:
Tet D173 580 DO
DIDCOT, L) Dickinsan T/A Dentons:
Tel D123 441 25863

OXFORD, Beswelis Toymaster:

Ted D16E 624 1242

THAME, Pled
Tol: 164 425 0022

Tol, 0140198 5255
WITMNEY, Romkrish;
Tek 0150 370 4979

SHROPSHIRE

£ OW SHEEWSBURET:
B Maskeat Sligal, Tak 0174 58 2007
TELFORD, Sanda Ganmes:
& Amest Place, Donnicghon, Tat 01063 €76 722
BRIDGEMORTH, Habby Home:
Yt 0174 670 805G

CSWESTRY,
Ted G160 17 Ol

SHEEWSBURY,
Tol 0174 223 AT
TOLFORD, Quasting Knight Gomes:
Tel, 0105 241 7047 .
SOMERSET
¥ OW BATH
T 10 Wekigas Bullinga, Avan Sest. Tel, 0122 B0 5044
BRIDGEWATER, Games Mari:
Tk D137 843 2677
BURNHAM OM SEA, GW Hurlay:
Tek D127 673 $481

CHEDDAR GORGE, Closs Creations Lid:
The Lippizs. BEIT 308, Tet 01034 T4E00
FROME, The Presa:

Tol: Q157 346 1w

CHARD, Game Wirard:

Tiol] 0143 028 BO00

GLASTONBURY, Pedalers:

Tl Q140 AHE 4562

MINEHEAD, Minehaod Toys & Models:
T 0184 370 550

AUNTON, Krockars:

Tl 0162 3%) 5087

WILLS, Welh Madels:

Tel: DA74 047 S22

WISTON SUPER-MARE Gellling Gomes|
Tad 0103 442 3T09

WESTON SUPER-MARE. 1) Teyw

Tol 313 421 asa

TEQOVIL, Yeowl] Collectars Cantrm:

Tioll G163 543 3130

STAFFORDSHIRE
¥ OW BURTON ON TRENT:
Lot B, Uirign Cowm, Union Simel Tel 0128 343 SAas
OW STOWE:
Z7 Shafoed B0 Tal ()78 200 5287
BURTON ON TRENT, Toymaster Kingdom:
Tt 26 2 450
The Toy Shop:
Tal: 0100 D2 58855
NEWCASTLE UNDER LYME, Sendowner Madels:
Tal &170 261 Odcd
STAFFORD, Hoppy's Hobbies:
B Jedvivs Marvst. Te- OFS6S TOGCS
STAFFORD, Yoo For Gobline:
Tot Q178 524 4499
STOWE-ON-TRENT, Batilazens Games &
Collerables:

Toh 0V 7EE B33 833
TAMWORTH, M Taym
Tol 0153 DE3 Z768

UTTOXETER, lh Teyber:
Tet! D156 #5 5387

SUFFOLK
X GW IPSWICH,:
46 Butlermnarkel Te 0147 321 0081
BECCLES, Toy Doa:
el 9150 271 2708
BURY ST. EDMUNDS, Medel Junefion:
Tl 0120 475 256
BURY 5T. EDMUNDS. Toymaster Kingdom:
Tl DV ATE 1848
Tl O D0 427 5555
HALISWORTH, Helepworth Toy Shop:
Tell 0106 687 4270
HAVERHILL, Boby Connesion.
Toli 6144000 B2
IPSWICH, Golaxy Models & Hebbles Lid:
2148-318 Foxhel Roed 7 B Tee 01573 79275
LOWESTOFT, Toymoster Kingsom:
Tal 0150 266 S630
Maons Toylands

HEWMARKET, Maona

Yot 0163 286 3147
STOWMARKET, Himpian & Sans:
Tel gidd G6i S04

SuDBURYT, T

Tat D178 Y48 f00C

SUDBURY, Toymarker Kingdors
Tusll BA 76 Y27 2209

SUDDURY, Toy Conmamion:

Tarl, 174 THe Agee

WOQDBRIDGE, Toytown:
Toll 0159 436 3170

SURREY

OW GUILDFORD:

Uit 1, 712 Tunsgate: Teb 0148 (45 1700
GW WOKING:

Lanir 3 Cieary Coort. Tl D148 W07 1078

, Marmingator:
@ Dalogherm Way, T 01270 845 160
COULSDEN, T Toys ond Sparts:
Tel, 0205 683 0010
DORKING, Dorking Modais
Tol 0130 68 {747
EPSOM, Ottakars:
Tel 0137 §74 2633
QXTED, IH unnm by
Tor G200 A4 B

PURLEY, JH
Tet 01 MG VTG

REDHILL, Gamery

T (VR TR 2y

REIGATE, The Toy Shap:

Tol: 0173 Fas 5300

WALTON ON THAMES, Treahsuss Toys:
Tl 01 225 2072

SUSSEX AREA
OW BRIGHTON:
Uri2 7, Nile Palons. Tok 0127 &M 38
GW CRAWLEY:
A Broadway. Tel 0170 085 W17
CW EALTROURNL
3 Terrmraa Mosd Tab (138 3841623
BEXHILL ON STA. Matek Models and Hobbles!
Tl 0142 481 DOO%
HOGNOR RIGIS. Troims Medels and Hotibles
Tel D124 Db 4727
BURGESS HILL, Kid's Swoft:
Tal D144 426 7724

Chichester Teps
Tob £1 24 578 6055
LAST GRINSTEAD, Ready Te Run Madaly
"ok O B 300017
HASTINGS, Jode Martial A
Tok 0142 472 0330
HAYWARDS HEATH, AJRIN Lid:
® Moasswadd, Bolnorg Villege, Tol (01444 455360
HATWARDS HEATH, Honth Models and Toys:
Ton 0744 448 478
HORSHAM, Gentls Oallary:
* Shalley House, D Rick, Tel 01403 2848 567
HORSHAM, Ottakers|
Tot: 0140 o0 #088
LEWLES, The Habley Shop:
Tok Q157 MY 2544
STEYNING, Genile Gollery:
Tok 0100 31 268
UCKFIELD, Kid's Stuff:
Tk QUB 578 B3GE
WORTHING, KC's Gomes Shop:
Ted Q150 223 7085

TYNE AND WEAR AREA
§OW NEWCASTLE {Central)
Ui B4, Mpepaio Shopping Gendes Tok 0181 232 2418
OW METRO [MITRO CIMTRE)
Ll 2, First Flosr. Th Asoade (fanr e Medieranoan
Wifags) Tol 0101 461 00
HORTH SHIELDS, 48 Oladstons & Son:
Yot 181 257 0033
SOUTH SHIELDS, Conts Madets:
Tok G101 427 THH4
AND, The Toy & Shep
1 508 %100
. Crwan Ovwen Lid T/A loplingn:
Toe %81 510 2105

z
WARWICKSHIRE

oW COVENTRY;

Unilt 33, Uper Lol Cathodrsl |anes §fcpgang Centry
Tok 0247 @2 74711

OW LEAMINGTON SPA.

37 Rogent Siage!, Tol TH

BEDWORTH, Rallwoy & Modellers Junction:

Tod G247 €31 9IRS

WEMILWORTH, Abocrall Arts & Pictures:

T OTEI G851 1204

LEAMIMNGTON SPA, Trinders Tay Town Lid:

Te QAR G4T (801

N Educotien CofTas M

Bookshep:

24 Abery Btioo), Ter 47 S38 2000

RUGEY, Joto Rallways & Medels

Tat: 0178 Rt 2372
STRATFORD-UPON-AVON, 3 Windsar Place:
Tok O 7RG 200850

WILTSHIRE
GW SALISBURT:
18 ¥onehaster St Tal: D172 230 0955

oW SWINDON:

50 Fisel Steset. Tol 0178 343 6000
DEVIZES, Teystore:

Tt D136 072 5841

MALMESBUNY, 5PS Sutlenery:

71 High streat SHIE OH, Tel. 01608 224440
MARLBOROUGH, H Dudk:

Tak: G1A7 281 2170

MELKSHAM. The Toyshop:
Tor o S78 a8

Spol On Madels:
Tut Q11 358 2000

WORCESTERSHIRE
OW WoRCTSTIR:

23 Lyomgase sl Cameom Paum, Tel 001 561 8707
DROITWITCH, Lock-rite Lid T/A Toywarid:
THE B RO 677 24003

IVESHAM, Battle Henours UK

Tol OI36 Ba8 75

REDBITCH, Hoggosaurus Tey Slore:

Tl DIG2 P06 042

STOURPORT ON SEVIRN, TP Activity Toys:
Tol 0128 gAY 2800

YORKSHIRE

GW BRACHORD:
4 Pataifly, Dracterd, Tal 0037 473 8430

oONCASTYR:
Liit 30, Thm Cuslorsnadion - T 0920 232 (458

GW HARROGATE

53 Diallon Parede. Toc 0442 358 2310
GW HULL

30 Patupan Blroet: Tol D148 2538 aTe
OW LETDE {eantral)

121§ Cantral Road, Tol' 01 18 242 Sl
W LITDS (WHITE ROSE):

Ut D, Wit Pices Cenbro. Tell 01130 870

O SMEFFUELD {contral):

10 Fitrwiiigen Gabe Too 0114 218 0114

GW SHEFRIILD (MIADOWHALL CENTRE):

Uit 018, bigh. Stws, U5o0e Mish { Ml 30 aniranog noa’

Boots), Tell 0114 2648 aas
¥ OW WANEFIELD,

U6 Kiragal, thie Midngs Cortio. Tel 0158 238 343}

GW YORK:

134 Landal Tel: 0190 462 0014

THE GAMINO CENTRE:

s B9 Meaduowlall Road, Amos fosa

Ted Q114 243 403

RICHMOND, Anything Goes:

Baage Quiage, Quiteriey Boac, Tk Q1740 930 10

BRIDLINGTON, Creppers:

Ter Q128 267 TT2T

HALIFAX, Hollfux Modellers Werld.

T 0942 ZB0RIST S

MALIFAX, Mogoxine World:

Tel: 0142 230 0547

HUDDERSFIELD, Dork Future:

Tak (1484 207040

HUDDIRSFIELD, Something Widked:

Tk OhaB 455 2224

HULL, Mayfoir Toymasten

Tel O148 208 3777

TLKLEY, Warld:

Tot 0104 3560 TEX)
KEIGHLEY, Topmanien;
Tod 0153 600 404



LEEDS, Reyol

Tet 0V13.220 1955
LEEDS, Toywerid:
Tel, D11324) 8800

NORTHALLERTON, T & FM Grover Lid:
Vel 0150 807 3334

OTLEY, Teymaster
Tel: 0104 346 2003 -
PICKERING, Puffers of Pickering:

T P Strsal VOB TAL Tl 01731 &7276Y

POCHLING' . Chylds Play:
Pniivay Siregl. Tat 0175 500 6041
SCARBOROUGH, Maolsen Militalre:

Tal: 01720 J02267

SCARBOROUGH, Space, Myth Moghe:
Tl '\’H‘B‘H‘:‘J -
SELEY, A1 Sports and Toyn

Tel Q1757 TUS114

SHEFFIELD, Worpames Emperhum:

Tot: 8154 275 426

WAKEFIELD, R H Buckley:

Tt |\1‘-2| oG

WHITHY, John Andersan - Toymastar:
Tal: -1191 TEO 2313

WHITBY, Models and Movie Props Lid;
Lind 8, Madkat Placo, Tl D104 760 3103

81 High l.m‘n“ Tol. 0202 004 47
X GW NEWPONRT:
4 Slinnar Staset, Te 0140
GW SWANSIA;
A4 Prircoss Wey, Tec 0170 240 Joan
CARDIGAN, Middla Earth Enterprises:
Pisal Buikgings Prory Straet, Tel 04230 ) 40k
BRIDGEND, Joust lor Funi
Tiib Noftan Eteat, Yol 0108 87d 7600
', Richards ol Ab
Tol a7 ons 24pe.
ABERYSTWYTH, Albatrosa;
Tl 010700 TH
BANCHORY, Banchory Toy & GIl shep;
Tel 0199 002 S0
, ACME Computers
Tol, 0124 37 1457
BRECON, J Clork Tays & Gils
Tk DIBT 463 2005
CARDIFF, Dlce ond Dise,
Computel -mi \"ldn Visloni
Tl 0202
CARMA I'HIH, ﬂud Newii
Tal, D158 72!
ulmnuln. Hnrdlnun
Tal: B165 (40 044
CMIP!TW, Mlm Carnen
Tal: D19 142

5 E280

awi ' 'I Ideani
Tal: G107 D% A |
HAUII'QIDWI'T, Merlin Madals!
Tah 4143 776 2630
LLANDRINDOD WELLS, The Manor)
Litedesr Wl Tal: 000 D03 AG0G6
LLANDUDNG, DIl Toymustan
Tal: G162 178 3
LLANTWIT MAJON, Roinbow Pluxa
Tob G144 §70 4114

PIMDROKE, Dragon I!ﬂl
Tal, 164 0n 1480
RIYL, Lightlaot Meduls & Toys:
Tk (114 833 2504
SWANSEA, Comix Shoppo:
ot 0179 204 X007
SWANSEA, West Coust Gomes Lidi
8 High Streat Arcacw, SAT 1LE
Brite ldeaw
Tak 0107 A7H B4Ry
SCOTLAND
* OW ARIRDEDN,
(TN
oware
10 duman Ml T 0139 261 0973

Kirkgate, Tl 122 404 5779

nrging Cente, Knes Ires Fosd
Ter: (141 585 $440
¥ OW DUMPRIES:
44 High Ghedt, Teb 9138 724 2710
GW DUNDEE:
V0 Commarcie Swaot Tel 0108 220 22
GW IDINBUSOM:
138 High Sevet T 0131 220 6540
GW FALMIRK,
12 Cons Wipms Tl 0122 482 4553
¥ GW GLASOOW:
21 Union Seoet, T 0041 201 1673
ABERDEENIHIRE, Toyworld
Tal: 0158009 63X

ANGUS,

Tal DS 602 265

BANCHORY, Yoy -ﬂ“ﬂuﬂ-
Atmeusersris, Tl D133 062 5505
DINGWALL, Sparts and Model Shop:
Yot 0134 866 7340

DUNFERMUNE, Abbey
7 Siry ks, Tos: 01082 TH 110
EAST KILBRICE, DTS Modets:
Tl 01355 238568
EDINBURGH, Morienville Models:
Tt 0131 312 700
ELGIN, Junner's Toymasker:
ek 0143 542 41 ;
Steven',

57-21 High Seot. o' 01358 Ta8058
FIFE {CUPAR). The Mappy Ping
Tt 0133 465 3180

FORT WILLIAM, The Granite Howse:
Tk 0130 770 3651

GALASHIELS, Plus:
Ta 0189 575 2840
GLASGOW, Stotle Games:
ek Q341 200 s |
HADDINGTON, Cycle Serviies:
TE: 0142 O ant
HELENSBURGH, Game Demain:
Tel: 0143 667 =007
INYIRNESS, Junners Teymmster:
Tul: 0146 223 3204

T4 Yoyu:
Tek: DIGES setunz
KINROSS, The Hope Chasti
Tel D167 704 2518
KIRKCALDY, The Hope Chesh
Tal §155 226 0118
NORTH DERWICK, Liws Cyelas
Tel: D102 AaM OGal

ORENEY, Mclonnan-Teymaster
Tol OiRS 637 TTAR

Tl )I(IHI

PAISLEY , Poisley Modal Condy
LS I's:Mo--nlunﬂ.:m Py aTS 1|.| Lidt mha i

SHITLAND, WM‘M
Tok 0158 500 307 £

STIRLNG, Abocur:
21 Crawiond Ascade, FIGI LAY, Tak 01786 ATETSDG

TURRIFF, § Rue
Tad (188 955 2010

CHANNEL ISLANDS &
JERSEY,

GUERNLEY, 5T, PITERS POAT, Corousal
Tt (040 172 1722

NORTHERN IRELAND -

OW BELFAST,

TOA Come Cinr (msamin tch of v Contl
Tee (it UZXRGRL

BALLYMEMA, Comerons

23 Broughakann 52, Co Ankrim, [0 0487 501 8821
BANDRIDGE, David Rogers:

7 Detdgn 1, G Oxper,

BANGOR, Repluy Oumas:

Hh 5t Co Down, Tl 0M9 145 7240
BANGOR, Stewort Miller & Som:

20 Mair G2, Cs Dows, Tot 0480 127 0930

COLIRAINL, Moaras,
21 Canjreh S, Co Dairy, Tk 01

T AL .
CRUMLIN, LI u-m-m- Cot
2 Brarebld Woad
mummu.m.n Carnar:

rling 51 Tot D488 £33 2347

uuum Warld of Wondar:
Tivmsice Contro, Tel OASD 208 g0
OMAGH, Whites Teymasien

A7 Dirisgn 51, Tet 0602 M7 427

PORT, , O Jelfors:
B Matudordlls B2, Tel: DARD 535 OFRE

apyang Cosvp, Duchn, Teb

Ll 3. Loie muy Eeed Tod D05 318728 701
ATHLONE, Toy City:

N Contrg, Co Westrragan, Ter 000 447 0si1
DALLINA, World of W,

LIk Tgrrace, Co Mayo, Tol .J.m MOTE

b Warld of Wonder:

2 Nostnponl Bye Py, Gork, Tol 0214 210 446
BRAY, R Harris & Son

o Wigklow, Te, 012 BET G5

CARRICK ON SHANNON, Mulvey's:

Mam Stenet, Lelirim, Tk 071 S 2666
CASTLEBAR, MiDormotts

o Miwyo, Tgl, 096 76476

:om Art and Shop:

Doagiae Snappieg Centis, Co Cor, Tet 021 436 3560
CORK, Art and Hobby Shop:

Wiian Shopping Garri, o Cant Tel 021 434 7507

CORK, Noddy's Toyina
Fore coamanit o1

"
Aok Tal: 021 42T B508

- CORK, Othor

Roalm:
P Bl Bhapping r-lum Corke City, Tol 021 422 3232
CORK, World o Wonder:
0 Gk, Tal: 2 | 4210445

TY. Coug
|1 Rotes Bt Co Cork. Tl (@3 20066
CLONMEL, Honun s Toymaster:

21 Pamal S, 0o Tipearay, Tol 082 23912
CmNTm, Furlongs:

lon Aydnue, Dubln, Tel 0] G853 0005
ouol.m, Hanba Toym

A8 Mary St Tal: 01 872 HDD

DUN LADGHA anba Toym

Duin Lasghaire & g CEﬂHD. Cr.\ Diatiin,
Tol: 012 004 011

DUNDALK, Pick n Save:

Leng Walk SiCanire, Cﬂ Ll'.ll.l‘h Tal: 042 350 355
DUNGARVEN, Mur| og :nﬁ;%:h Speclalists:
9 Main 51, Co 'Nzlul‘r.u 5441

EMMNIS, World of wsnd- .

Woodgey Gar Fark. Co Clarﬂ Tal D46 684 pAAT
EMNIS, Banbo Toymash
Clearpmlat SConts, Eluclln Tn 01 BA4. 0810
GALWAY, Games Realm,
B8A Tha Com Stam, CO 3:‘:?-’.'“"'. Tl D31 583 (06
GALWAY, I¥s
Eyie Squire S\‘Lurrre Go Geway, Tel 091 8BX 1B
GALWAY, Madel Werld:

4G Lesngy Buskiess Pare Taom R, Go Gaway, Tel 081 705 655

GALWAY, Tay City:
Una 3, Wetpark, Gatway, Tnl: 063 T840

IILI(INNY, Michesl Cr
T7 High St Ca Kllknnﬂv Tl a5 510
KILLORGLIN, ©’She
Lowar Bralge &1, Koy, Tei. 06 076 1910
LIMERICK, Hal mplre:

30 Thonias St G Limaview, Tt 081 313 477
LIMERICK, O'Calloghans:

Dok Al f.u Limerfck, Tol: 044 225 hae
LIMERICK, The Garth
43 Loves Garalgt Girllin 51, Co Linarick Tet 081 918 131

LOUGHREA, Baatty:
Chuch 8, Go Gahway, Te: 081 Ba1 403

LOUGHREA, Mory's Teymaster;

2 M e, r‘u Cork, Tob 426 42491
LOUGHREA, Murplny's Warld of Wonder:
115, UnI»SI o Gose, Tal g2 21197
NINAGH,

25 Pearse BL Co Tpparsey, Tel 067 31301
NEWBRIDGE, World of

Nnwbitidge Fetas Fark, Kideo

HIGO, WA Waody:

Cio Siige, Tel 071814 202 110 478
ORGAN, Himble Fingern:

ik Tol 012 840 798

A Coball and sans:

Harry, Tel 048 T2 W4T

TRALE!
513 Drickger Ste

KII oﬁdvlm
Brakgs 51 Co My, Tab 08 2400

THURLES, Toymarter:
Frint $¢, Co Tigporary, Toi 062 $1726.
TIPPIRARY,

aymasten
3 Pasrgll Sb. Co Tippeeaey, Tl 082 7072

TIPPERARY, Whelan's:
Y Man Steal, Go Thpodiesy . Tal, €

Tok OB1 074 268

WEXFORD, Ploy & Leawn,

1t Satcar 52, G W, Tel: 0
WICHLOW, Haphing:

iy Stapol, Co Wiekiow, Tel D804 07235

INTERNATIONAL ACCOUNTS
BELGIUM

REUGOL, Four Plemy

Egrrwopsiast BA00, Tt 0020 [0 38 L1 B
T, Coneutr

Diarrnagadpal £7, 3200, Tot 0002 )16 40 8835

HASSILY, D-Sia

Migtirigtoatpernwes A) 45 3000

LT

ANTWE
" Dbeemretraat (L 2000, Te 003

LEOPOLDSBURD, NV Moes u;gro«n
Manschalh. Footwriat 00, B0, Tk DEA2 40117 06 An 48

LEUVEM, The Dice

Prjradal, 44, 9000, To 00:2*0:10 VAR D4

MICHELEM, Do Spalfono:

Voomathl 33, 200, Tal m:n.-rnjin.ﬂ T

QOLTENDE, King Arthur

Amhrmmnr.mmn BAGD, Tok 002 0/ 41 a? (]

Mohml—nl 10, 1|lm Tah o33 (0 63 41 48 68

AALST, Intertays Aalst

Langs ToLtatrnal 183, 0300, Tal +32 (B3} 780144
BPIN, Caltlc Crass

{ ,.v:aar

ANTWIRPEN, Rod Dragon Ganm,
B Knteier a8, 2000 Tel, O (I 2k H AT -

BLANKINBERDE, Do Speeihos
Lugdstmal 41; mn Tall: Q022 (G0 47 40 20 «
i Wost:\iaaetch

BRUGOH, |

Langessaad 163, 2000, Tal 0053 {oja 34 20 71
BRUSHIL, vertoys Laken

A0 Aworii Busyelon. 1060, Toe. 0002 (012 96871 41

wloadut
S Dugtiidean 316 1070, Teh 0005 (N3 223684 73
DENDIRMONDE, Tip Top
Mosne, Snt Giatyat 75, 500, Tob 20X (@152 2117 #8
DEURNE. The Gamestare
Vo Duytagirpst 1464 3100, Tl +32 3 508 55 2

GENT, Interioys Gant
Viokdbrurant 17, B000, Yok 002 )0 224 47 88

GENT, Minlatuurauta’s
Dorparaat 17, DOM0, Tet 0OAZ (013 224 17 i

OENT, Lood Aspelan

Durgainind 43, 0900, THl GOG2 (090 724 47 34
GENT, Red Drugon Games Oent
Crvarpaormrnst 116 9000

HALLE, Mishew's Ployground
Nrootssiloanweg 124, 1500, Ter. 0032 ifhd 301 03 &5

mu.tqnmm
DofSslocia B 1500, Tel 0000 (02 356 0 03

HASSELY, Obaronn

Knerngnctn Exsanetg 27. 3500, Tot 0000 11 281 283

HERENTALS, Play It

Sladegragon 11, 2200, Tal, 0032 mptd B4 48 64

IXTLLES, bnterteays tustles
104 Chadupey Thisies, 1050, T (LK

[1T8Yd -8

KORTRUN, De Concarde
Ditapiouinant 20, W00, Tel 0OGE WSS 57 0696
LOKEREN, De Geeosr

Roometraxw 27, 6100, T

MEEMSEM. Game

Tpdabaas §76, 2170 Tet CON2 &40 464 37 73

MOL, tereriop Mol

Geonl Ao BriGuavtiestant 5 2800 Tel GO0 w14 X2 08 2
NEERPTLT, 1 Spelienhuis
Fanrpksione 0, 3012 Tab 4002 1001

an
‘OOSTENDE, Timma

Visancorermtisnl 42 8a00 Tal D052 10953 06 42 53
Brunswisesinomweg ATIA, 3020, Tot $032 1012 647 42 53
ROESELARE, Block Border

Satonsdreal 88, BB00. Te: (L1220 &2 50

ROESELARE, Willi's Wereld

Herdl Homiogranl 20, 8600, Tel: GI0F (031 24 64 15
ST NIKLAAS, HO

Arasistmial 24, 2100 Ted 0002 {18 TR 35 45
TOURNAL Intertoys Tournal

1l P Royaie, 7505, Tl GOR2 {085 21 4222

BULGARIA

SOFIA, Moglk Worlds
W00, Slaveikov wor.8

SOFIA, Maria
1303, Sredna Cory Sac1E)

CROATIA

CAKOVEC, Homo cemtor
Roan ks Mok

OSUEK, Land ef Mogl

3\ﬂfﬂ.‘l:!r5u1|ﬁf Cantar, Gacks 10 Tl OUES 31279754
QSUEK, Zelda,

Trg A Slarosvice

RUEKA, Game Moster

Krizarsoga 1¢

SPLIT, Lond of Moglc

Krigha Zvomirnine 15, 21000 Tel GOSM 21482240
SLAVONSKI BROD, Leslc

Sgssragmia 7

VARAZDIN, I.md d Magic:

Kacicavil 8, o omc. 42200181
ZAGREB, Lo d of M

10030, Fanknpanek 25, Tal D3RS 1470077
ZAGRED, Lond of Mogic

10000, Faricevs 13, G085 1402001 7

CZECH REPUBLIC
DRNO-ADOVRESKY, Cormy Rytle

i 3, Tol 0420 A0SR0

CESKE BUDEJOVICE, Chaotit

Lachirganava &, Tol 0042 BOZ4601 58

Hi € KRALOVE, Knihkupectvi Volhalla
Lavicu {651, T O042 408522000

LIBEREC, Ogrl Doupa

Silwcyva 23R 1, Tal '?ﬂl 20800 AR 3G
PRAHA, Corny Ryllr

2o Poroshiv Branol 219, Tel O0430 222312481
PRAHA, Ogr| Doupe

Mikulpdake 41155 Tnl Q0420 224 034 A1
PLZEN, Ogrl Doups

Plachahg 20, Ted: 00420 Br7221 783

VEETIN, Mlanils

Prlera A2, Tod 00 47 BT1411697

OW HOBENHAVN

Frodarsnbarppocs B5L, 1560, Ta) 00122417

AAITHY €, Brogons Lolr

B, Mocs Tor 3, R3O0, Tol BE10 G053

QOENEE C, Dragens Lalr

Kangansgads 71, w1, 8000, Tal: 6591 001

ROIKILDN, Fanatle Haskilde

Allsreigansnade 18, 4000, Tol 4430 3648

SLAGLLEE, Famtic Sloigolas

Fagto gade (A, 4700, Tel: hasd 4000

ESBIERG, Bunkoran

Karganagach 19, ©00, Tel 7E16 1160
LAINGOR, Hobby & Fritld

Froaankiloosa| 2, 3500, Tol: 4931 4842

WILLERDD, Hohby & Fritid

Hostrupuai 4, 3400, Tal

NV, Arena
Fartomasterem 0, 2400, Tl 5893 K100
HASTVID, Aroris Hmatvod
Fgmafonad |7, 4TC0, Tyt 4658 4700

 Mr Games
Paanwre Stanonscinted, 2610, Tel 3672 0398
AALBORG, Aslbarg Hoblry Service
Manegards 18, 0000, Tet &I 1315
uuom. laq & Idé Aalberg
Nyt a ok GAYE BT

0 Bager Aalha
T ||]‘<?.1] Tai !‘:‘.‘I 1645

. £8 Domes
Bisparvinace 10, 900G, Tek 2011 4443

AALBORG, B Gomes

Hobeoye) 452, 0300, Tel 0618 7620
AALBORG, Gurs o Games
Duemmarkagece 45, 5000, Tel 5913 4280

www.games-workshop.co.uk/storefinder 117

AARS, Ting og sager
Bondeyada £, 000, Tal: s dhagk
AABENRA, Legokmde

Slonbfade 17, 0200, Tel; M40E 2400

Ieléy

Buibanitoresl 2 2020, Tel, 4384 477
ALLEROD, Bop & |dé Allerad
ML iriachnmrei B, D450 Tr 4817 P70
AARHUS €, £D Games
ME; Disin's Sadps 25 ?Nﬂ Tl B7as 8000
AARHUS €, EB Goimes
Fradonkegate @5, 6003, Tel 4741 0013
AARHUS €, Boblin Guate
Wigtvgpen 27, LMJI):I. Tul: amm NH
AARHUS €, Iq
H.\ll-lumn '-1 A T‘w ruw Oixis
AARHUS €, ER Games
Wanlargaca 54, 500, Tal: 15 1/a0
ASNAS, Bog & tde Asvms
Asni Cenirol 2, 4550, Tol 2005 0014
BALLERUP, I8 Gomes
Batarop Conlar 1, 250, Tal dagr 4423

Bog & Idé !
Sharogac 4, RESD, Tal wiaR 1007
BRONSHOJ, Chorloties Lag
Febdariknaynosviy 108, 2700,

00 JATE

LOT o? & lda
Jmgivebicig Al 5, ‘ot 40064 345
EBELTOFT, Ehaloft baghondel
Adalgade 48, 8400, Tel; 8632 J6d4
ESOJERG, BO Boger Exbjerg
Wnneisgads 93, 6700 Tel YAIE117T,

BO Bager Esp
Exparpaiide Central, Vistar Torv 2, 3080, Tat 49131545
FAKSE Bog & Idé Fokse
Torvegade 14, 4840, Tal, 5677 5013
FARUM, Bog & idé Farum
Farim: Byl B4, 3620, Te: 4495 1025
FREDERICIA, Bog & ida Fredericia
Clatngrsgade 37.7000. Tel 7624 5044
FREDERIKSBERG, ER Gomes
Faloomsr Al 44, 2000, Tal. 3135 8090

Goathiasva) 34, 2000, Tel: 5812 028

Bog & idé
Eandenpacs 4 5000, Tei: D043 2204

FREDERIKSHAYN, andol
Sondomgnds 41, #I00. Tet G2 1454

Jorrhenogide 31, 3000, Tei 4708 Desa
FREDERIKSVARK, & Legets]
Haorvggsos I8, 3300, Teb 4773 148)
FREDDERKSSOOD, Frederikaund Bager & Poplr
Dtergade | G800, Tel 27210243

Litlys Legete] c
rheogoda 0, 3250 Tob #8990 080
GRENA, Bog & Idé Orend

gl B, 8600 Tul 80X2 107

GREVE, B0 Bager Hundige

Hundge Sioeronter, 2670, Tet L0 G008

HADERSLEY, Lognkmdon

Mnrsogade 20, 6100, Te: 7457 0088
HADSTEN, Mesquito Crlel Cormter
Wortianrry 1. 3370, Te 8804 RO

{‘.....-J..- " i AETD 4001
HILSINGE, Teaterbiaon
Foacheenatcrgems, 1) Tok: 2002 2931

HELSINGOR, BO Bager Melsinger
fua Mooy 1, 2000, Tot: 8021 5400
HERLEY, Bag & idé Herley

ariey Bymaia 2700, Teb 40 0477

HEBNING, BO Bager Herning
Sevagace 8. 7400 Tok 4712 0747

ING, Buddy Legete)
Herting Cortan Markurvel 17, TEO0 Tot 87,

i

L

HEENING, Farges Kemider
Smasegade 12 7400, Tel 3910 1607

; Logekumden Hillered

HIORNING, Bog & ldé Hjsrring
Synmgade 1, B0, Tel FE0 o

lmlnhw
To

P Nata ey fob WA 1T

Swidviunngace 22 E, 4300 Tes 4004 1aas

HOLDAK, Starkisr Bog
Anigasp 27 &30, Tt B3 O0TH
1L, Legetajibutibhen

ke v 13040, Tt

Expircngon § B2

HORSINS, Bog & ldé Morsans

Spadeisge 20, 5700, Tl 7561 1791

HORMENG, Lagekmden Horiens

Hoaptalygeon 15, 8700, Tel 7461 0014
GAD Harsholm

C, 2070, Te! 4588 Oatn

Hpedaiin
HUMLIDAK, Rodes

Toumiron 4, 9060, Tni) 4010 '.;:r-
KALUNDBORG, Kock's
Konmigaen 11, 4400, Teh 5065 o-.:
ELLERUP, Ide & Holiby
Bandergads 17, 9020, Te BESE 1000

Gamen
Paboilianegade 3, 2300, Tet 424 7559
KOBLNHAVN K, £B Games
Kulyoboo Brygge S0 1660, Tel 53
K@BINHAVN K,

KORENHAVH N, Steanbargs Bag &
g prebmpado 16, 2200, Tel, 3665 5277
KOBINHAVN K, Fantask

B, Pidnrairmodo 2%, 1450, T 3530 fnan
HOBINHAVH K, Bog & Idé Fi
Feustorval 130, 1660, Tol 3064 0700
KOBENHAVN §, l og & & ldé Nnoan
Amigar Coidisl 100, ,,sna tel ‘;'-\-4

”r- ‘I'J-I '\-"Db U';\"
KB{DIND, B Games

Ehovenngen 42, B300, Tal: 7850 1079
KOLDING, 1.0, Beger Kolding
Kpoding Stcreante: I::‘. r.:nr- Tel: 7553 304

KOLDING, G
Lintygags 1, wun Tl 550 0304
LEMVIG, ekmdon Lamyig

Tarvel |1 e Tal Ii.‘iﬂ‘ 161

LYNOBY, BO Bag {

Lyniphy Swecan Euu Wl ASET D445
LYNGDY, &

Ll 2 , Tol 4547 4600

MARIDD, Legekmdan Marlb

Oukarpide 3, 4030, Trt 5475 2621
ESTVED, Georg Chrls hmﬂ Bog & ldé

Axitony 10, 4700, Tol: 5572 202

NESTVED, Molated Bog & Iﬂ

Mmatvad SHoneatar 16,2700, Tol &

NASTVED, Longes & lde

Torvesitmde 3, 4700, Tul, 8672 0135

NAKSKOV, Tusind ting

Sardargans 12, 4300, Tgl 5492 2497

NYKOBING F, Bog & Idé Nykeblng F.

JatribEaagdn 8, 4905, Tal 5485 2373

E70 dida




HTKODING M, Marss Boghandel

Mgade 1, TR0, ok 3772 4700 F
Idé Myketing S|

Alpade 83, 4500, Tel 5681 0008

NYKOBING F, Hundehuiet

npidai a0 T1 A, Tel 5450 (e
ODOER, Legekmden Oddar
Fleinmrih (a0l B S300, Tol-B654 4278

ODENSI €, DO Bager Odense €
Vealugnas 6581, 5000, Tok 5511 40
ODENSE SO, BO Boger

Rosengdrdscentret
nnmmmnm 5: Gul Giligatia, 5220, Tt 0015 0020

INSE 50, [
Uumu-rq 75, m T||I. s:i'J!- arn
RANDERS, Bog & idé Ronders
Tewcieigace 8. HI00, Tol: 543 0710
RANDERS, Byrge Sevenien H-bh,
Fdsmeatooal 4, §000, Tol B6A2 4014

RANDERS, Rand=rs Hohby _PM
W!xmmmm
RINGE, Flards Bog & ldé
Kaboghamsen O 5750, Tob 6902 1126

RINGKOBING, Buddy Legets]
Higade 4, 590, Ter 0TI 0008

Harpatie

L , Rog & ide

WMo Conpt Frysetos 5 a0e), Tet ey 4529
RODOVRE, B. Badovre

Hedivry O dlitin 170, 0 10, Tk St Q405
RODOVRE, EN Gamas

Aodoives Confrum o, 2010, Teb 3672 1227
ROMME, Dorthe's H
Litatary {4, 3700, Tolf 565G Bddd
RONME, Willlom Dam Bog & idé
Srolmark 38, IP00, Tal: M60S 9167

. I Bamas
Riafloncaripal £ 4000, Tal 4537 1516
ROAKILDE, Flensboryg Bog & idé
Stendanonvet 4, 1000, Tal. 4835 00K

Pi»}: MEY

ROSRILDE,
Algades 0T, A0,
SADY, & Popir Swhy
Cogewegado 22 0000, 9346 1544
SEJEEN, Bog & idé Skiern
Meritiarvogecn 14, £90C, Tok $735 1466
SUNIBORG, Bog & idé Sifkebory
Voslorpads 313 2000, Tet DA 0207

SILKEBORG, Hoblbry & Frithd

Tiorgargady 45-51, BE00. Tel Mgt 53105
KEBORG,

Frodeskebegaade 1, SO00, Ter G044 A7 1117

SKAGEN, Legekmden

St Laurgriiva) 40, B0, Tol 4 s405
SKANDERBORG, Schmidi Bog & ide
Adelgaag B2, 660, Tet, BESP Oigy
SKIBBY, Bog & Idé Skibiby
Bymicien 7. 4080, Tol, 4761
SKIVE, Jydsk Boghunde|
Namegada 15, 1800, Tal (761 N0
SLAGELSE,

5 Ielé Slagol
Clty 3 grriicaynin 7, 1200, Tal, ABS! BO15

SLAGELSE, KD Gomes
Westpmitandacantil 4, 4200, Tal: S852 112
SLAGH

Fiygete &, 4200, Yol 50 008

SORD, Legohmdan Sore
Hotaey whgden 11, 4100, Tel; 5783 4704

SOMDIROORG, W
Parkgude T, G400, Tot T442 207

& e
Puriaguge 15, {4«').'{« Tz 1820

5T HEODINGE, Hebbyztakden
Lojrmoniven] 15, Lesifo, 4640, Tec S50 ptg

STENLOSE, T8 Gumes
Biuniten Cectil, 3080, Tok 4717 252
STENLOSE,

Logehmden Stenlase
Btankse conirol 48, 3660, Tel 4717 =)
STHUER, Hanre Modsen Bog A idé
\‘“Jm-urp.mu 14, TEOO, Tol FTas Gaoy

B.0. Boger it
Gisrrilgnan 28, 5700, Tal: 8247 2000
SVINDAORG, Farve & Hobly Hjernet
Misateplads 7, 5700, T 5221 3331

TASTRUP, EB Games
Ciby 3 Buni; 341 Gl 2 Butik, J41, T 43q0 23
TASTRUP, Genbru rugsbager
Hagewa 95, 2600, Tot 4371 0118

& idé Thi
Yestsagada 14, 7700, Tal

il

i gam
THISTED, Buddy I»l?llﬂ
Wastergide 4, 7700 Tol 5702 1883

TOMDER, Jetsan Bog & idé
Flonpsie 5, 4770, Ta/T 203
Im F/F Thamas Dam

A Frio isberte, Tal. 98211400
m Bog & idé Varda

Verierpade 16 S800, Tl I8 0040

VARLOSE, Bog & Vmrlewn
Byrrecthon 4k - 47,0500, Tae o298 311400

VEDBRK, & ldé Treved

Trarad T nm'wn TO 2050, Tew A%g 1205
EILE, 0.0, Boger
scardigl 18, '&nvﬂmu 2420, TIOD, THE2 (54
VIBORD, Datile Bunker

duentinggacn 11, HwJ. Tol Beedl 1742

VIRORE, L, K, B

& idd
S Mt Midsa 405‘! BB, Tl BEEF T
VIBORG, Schovs Bog & idé
Vilitrvel 5, a0 |n| aTEs TIM
VIBY, Rybrer Bog & Idé
Yiey animl, 8200, Tel: 5611 9900

Algadks £3, 4700, Tl 5534 bAdy

FALKLANDS

ANLEY, Folklond Collectables
Thun Chprwerid Stovn, Tl 00S00 20174
FINLAND
GW MELSINK

Srnorec B, 0100, Tol (038
HELSINKL, Fontariapel it W
Witk 4B, G0100, Tal. #3068 8 050
LIAHTI, Pyslenbypun Pellt
Raulatwekars 16, 14 b
ESPOO, Pelimesin
Uliappakahy 1, 02300, Tob «J56 & 30
JOENSUY, Fantazh er sy
Knispalabs 32 80100, 408 11 2143144
SIVASKYLA, Fontaslapelit Jyvisky
Faigpikan 2, 40102, Tel 350 14 2 iaaes
OULY, Fantmslapelin Cubs

Kookt 28 00100, Yol +380 6 074804
TAMPERE, Formslapelll Tompere

Fonganiads §, 03100, 1ol «M8 0 2225200
TUBKY, Fantasbopel Turky

Thopiniobaha X84, FOT00, Tel 400 2 230018
KUOMO, Famasapell Kuoplo
Mlytyhati % 7071 10 [-|I +I68 17 M1 1198
FORISA, Tum Sl & Cards

-t F Torieesiys 101, Yok +356 JISLEHG
HANKD, Jobsl
Wooemam 19, 10000, Yur 4368 T3 2465408

HUNOLA, Tolswsmusvl |o lelu
Knigprataiy 18 18100, Tof 358 3 71530805

118 STORE FINDER

HELSINKL, fantasiopelll Varasto
L1260, 0051 HKI o358 6 773756

HYVIN

Mmmhlu By U‘:&r’ﬁ Ti 358 10 $39500
HEALMI, Tolkatalo

Bawiriaty 12, TAT00, Tel <188 17 &26558
IMATRA, Kirjo-Lahjo Alex Ky

Murmikaria 2, 55120, Tell=358 6 2910408
JAMINKIPOHIA, Vanho Keari]
Kanrwabionvyce J0BA, 25270, Tol, <358 3 4742080

Joakke Saarl

Wil 1, 42100, Tal <358 14 7720

Askertelutorvikellike Tairaville
Falsingingie 13; (4400, Tel+ 050 B3 41047

Leppdlkertiu :

MEsppinans 34 BT 100, Tet 4958 & 5195 719
KERAYA, Antilovorioan| Kera
PL58; Toriesy ), 04201, Tei: 2268 1 2944000
KARHULA, Eogle Card
Eipiinzn Kanpmartis 7 48400, Tel - 348 5 21430

KOKKOLA, Koticatome
Figteannenints 0. T100, Tel ~318 § 53073405

HOKKOLA, Kotikotimme
Krikanlan Hebiasome Mswerarims & 57400, T <A 8 &2
5428

KOUVOLA, Musviepen

Valtakilu 3, 45103, Tet) 4355 & 0 17908
HUOPIO, Kirjn jo Lehiilinns

Keninkanriatii 71, 10100 Tol: 4368 17 2519705
KUOPIO, Crary Statlen

Puijorhalu 14, 0100, Te 43858 17 2668 550
KUUSANKOSKI, Itltlu Savinen
Kaugpa-guiia 1, R0, Tal ..asnﬁ L TER]
LOHIA, Lohjan Kir|okou

etk AN, QRGO 4 155 1; 24150
MAARIEHAMN, Dillen

Torggatan T, 33100, + 348 |8 15470

MIKRELY,

Potexttalnenian 21, 50100, Ta 358 15 301411
NUMMELA, Kimmaon Pell kLehtl

Teuagnin 1. 3900, +358 § 2259041

Iponrts 11, BAS00. Teb 358 4 FIA0ARG

PORI, Porin Pitkis

HertiuanTon 2 Krs, 28100, Tot «388 2 2 2000

PORVOO, Askorieleoitio Hoblyboden

Marnamaiminksks 10, 06106, Tor 4354 14 S260778
Papert

TAAHE,
Landekorvermie X2, IT160

RAUMA, Warhon Rauman POP-pell
Marisrankai 14, 2 er- Tot 358 2 Ea k)
RITHIMAKL

Knupoakaiu 5711190, Tn « 58 10 THERSS

ROVAMIEMI, Lilgocenter Jassl

Flengigta 25, BER00. Tal: 4350 10 Msataad

SALO, Salan Harmste

WVilhanhans 21, 24240, T +358 |6 3600685
DHLINDNA, Savonlinnan Antlkvariaatl

Ciawiriate 51 5T100. Tal 4360 18 K44 12

SONAIOKL, Fantaulolinne

Vapaudenie 51, 00100, I'tl w2A ADBA1EIAN

Phkakiakk
Norkarpgar, bahy &, mm_ Tul 348 0 4177BE0
MIRE, Gomalile
Fovmstoriite, 30100, Tal +268 3 2901044
TAMPERE, inte Koskibeakus
Wopkiaskus, okn 70, T3100, Tok =558 3 2251050

VARSA, Mirunar
Pautainnsy 15, 68100, Tl 588 & ITGRT

VALKLAKOLK), Volkeokoikenkirio
Kmuppskak 1. 37600
GIBRALTAR
CIBRALTAR, -Mau Hobbies
16 Parlinrant Lare, Tol: SO0 74415
0
GREECE
ATHENS, nlcu}r hop: Peristerl
Thististciiaaig 52 & mnol.mau T GO0 #10 §7 74344

ATHENS, Actlon Hobbles

Chetargos, Tl 0030 210 §864515
ATHENS, Fan Shop: Halandr
Falgaonon| & Oird 6, Tl!l 0030 210 SROTEGS
ATHEMNS, Fantasy Sh

3 Saperwricn 65, \‘ct 0030 218 a7
ATHENS, Fantasy shop: Ag. Poraikovi
Agroy loanien 248, Tab 0080 210 AGNGD1 2

ATHENS. Foniosy Shap Kiilsla
Decind & © Mrykabo) 16, Til 0000 290 8014041

ATHENS, Fomtory Shop: Peiralas
¥palinrioy 350 Yot 0020 110 4135747
ATHENS, Fontouy Shep: Esarchela
Tromipokiecus €145 Tek (000 310 5618477
ATHENS, Kalssa
Eondil 7, Tee D30 290 B14
ATHENS, Kaissa Chess &

TGomai
Kulidromiou & A ippoarsises 116 TR Te 0030 230 He480

ATHENS, Kaluva Olpfados

Konhon 4, Tel: 0000 230 S0 04T
ATHENS, Kalssa Holondrieu

Blaiiisha iakanilas, Tot 0030 317 S260405
ATHENS, Kolssa Monokeros

Tritig Saptamvriol, Tal: UB'ID 2:= Ba13 g
ATHENS, Kalsso Pagra

THY 4, L Mnnaulw'nu?d rvr.;un Tal 00 30D TR0 34

ATHENS, Kalsva Peiral
toibanikony 174176, Yot cmu 210 4240 4
ATHENS, Kaban H?ﬂ
ey 7%, Tl 0000 230 SIBET0T.
CHAMIA, Kalsso Chanlon
T 100, 108 umnaa S, Tek Q030 2821 088060
CRITE, Shop: Heroklelon
Idorrenes 2, Tak 0000 2810 301313

Kaivea Hanio
Kpdoning 107, Tel 0030 28240 sodad
MALKIDA, CD Corner
Moyl 38, Ter (030 222

KALLITHEA, Fontory Shop Mallithea
ralgetys 110n, Tel' 0060 #0210 207R2

TME

LARISA. Kaolsso Leres
Kburnaudourod 22, D680 2410 ST
MAROUSI, Battle Bunker

Dibtynr & Tal: D05 210057
PATRA, Fontary ShepPaira
Pantanussi 75, Tol, D240 2610 2E1054

PATRAS, Kolssa Potros

aandrl & 'iininl 4, Tal m:a“mwmu-
PERISTERN Kalssa Par

Quigg 32, Tl Oﬂ'\lJJIDD.’M?u“‘

PIREUS, Dragens Eys Sl

Flonag €2, Kambani, Tol, Q0302 10650168

Iho\Pl
beanan, Tt 0030 2519 240195

Fa
™ N.w.nrr")L a0

Kolswa
580 57, Bhra & T 00 00 210 287 287
VOLOS, Fantavy Shop
Qhprars #0100 A Gadas, Tar DCQ0 2427
HUNGARY

BUDAPEST, Slveriand
1030, Lajos & 40, Yot 020 135 04857

2 ~ a9
1081, Anidtnany ot X0 Tet 00 132 13279
GYOR, New Ok
WO Arii 3 UL T30 e Tt 0006 708 072 310
MISKOLE, Daren
625, Derya u, ¥, Tel (036 454 11509

IIUMIITHILT; Sarl

AT00, Kot L\ 307 Tﬂ nnv‘.roﬂtﬁmn
STUKESFEHERVAR, Lo rnoka
0 Mmr 42, T CO3E ma as' 20
SIEGED, Gilllagveq
A722, Gapol w 15, Tol, D336 205071 601

VESTZPREM, x

BOT0, Konsam of 103, Tel 0038 706 964 130
ICELAND
FIVIIAVIX, Hewws

PO Bou S0BS 125 Yal +J04
ISRAEL

Mot ezt v, Tl 00072 dbAQINS -

HERZLUIA, Freck

Sohaloe 25, Tel: GHNTE G077
T HASHARON, Topuah

sl 38, Tel: 00072 38404703

TEL-AVIV, Ki

Markaz |\1alu| ILuuulm.'\n 124, Ve, SOUTT SB2E00D
TEL AVIV, Freak

Evan Gigverol B0, Tal: BIOTI WA081826

LITHUANIA

5C ln Diza

Dolugyeton oir 75, B1228 Kausas 371, Tob 370 3776300

MALTA
MALTA, Farbildden Pows)

A Trigg Misenh B Barrer, Viaia, Tex Q0056 21 237190
MALTA. K Hobblas Lid

fapadet Fload. Fgun P 13 Tal 00356 21 88442

NETHERLANDS
OW AMSTERDAM
Bokin B0, 1012 KT, Tol 0001 20 £27 ey
OW DIN HAAG
Sohoolsmat 128, S511 AX Tel (031 70 252 TR0
OW HAARLEM
Diarnirnus 205, 2011 Ok, Tel 0087 23 554 Tur?
OW ROTTERDAM

Wor Oiganbamevgidalasty 453, 3012 &8, Tet (000 50 H80 £268

ARKHEM, Speliowartior dsnhaem
Miewivvstad 34530 6511 BL, Tel (001 20 &m 2
DN BOACH, Do Dobhalisen
Hinkhamersteaat 00, 5211 M5, Tel, D003 06 537 55 057
BREDA, Modathainy Biliek

Boschatmaf 235, 4811 (A, Tyt 0041 76 bR) saun
LEEWARDEN, Spotlaklin

Vocesirenk 84, 811 TH, Tel D031 89 213 1118
LESDEN, Vilsgarlap

Tiefimarkt 2, 2312 CO, Tal 0001 71510 9783
MAASTRICHT, Vilegear=uil

Brisesisaatod 70, 6211 PG, Tal 0031 43 328 1855
ZWOLLE, Gamer-n-Srl

Erersepacrtongins 3, AO1 1 VL Tal G031 31 421 6385

-t ]

ALKMAAR, Baoker &

Botesshaat 14 1517 H°, Tt 0001 72 §12 1242
ALMERE Toentaiia

Fishgrpcts 44, 1350 AE. el 6001 38 531 8017
AMERSFOORT,

Schirtigrtminl 4.0, 3811 FA, Tet 0061 43 470 6023
ASSEM, Plok

Binticantipin | 0401 XV, Ted 0031 56 201 2202
DURGEN OF ZOOM, By Boys Teys

Ligwaroimveationt 3, 48711 4, Ted C‘ou Vil ag% Desq
DEN HAAG, Spallonhuls

zru.\-ru-rmnm 9, GT, Tel O)31 TO M4 4Ty
ENSCHEDE, Pijplines

Pripesitrant 34, 7511 DM, Tol D031 53 &30 6127
GROMINGEN, Krilko's Hoblyshop
Nmnuwﬂpm AT11TE, Ted 0031 50 312 8014
HUMEGEN, Moencn & Marlken

Van Weklireniatraa) 70, 8511 MI', Tel: 0031 24 J2g 0119

WBURD, Labyrinth Tiburg/Breda
Langaarast 170 5038 SH, Tl 0031 13 Add U200

Somberp Modelbouw
Tumsoswzat €36, 7607 OW, Tel 0001 Ad ARY P01

AAN DEN RUN, Top 1 Toys Arle vd Panne

ALPHEM op 1 Toys
Moot S5-68, 406 OL, Tl 0007 17047 2284
AMSTELVEEN, Het Gomteabernd

Paredoion 53 10 TR, Tek 000170 641 262
mmmhﬁwlthlh
Paritvanened 42 11815 Tel 1 20747 34
APILDOORN, Top 1Toys - e Rinderdroom
Oianjerin 158, T 1WA Ted 0031 0555781000

BERGEN OP IOOM, Stigwinks! Gllles de Guus
Bosstrant 4, 4811 NC: Tec 0001 10 424 7062

BERGEYE, Woulers w
Pankorslinal 31 5571 CP, Ted 140 TES [9an

BUSSUM, Boks Modelirelnen
Lnarchirweg 3, 1452 BA, Tol 0001 35 i1 840
DELFT, T.

+ Tap 1 T paoldara
Hipnohtusbutiil 128, 2815 WM, Tt 0031 16 2134518

DEN BOSCH, Gamslorce

Vughtemtraal i, DF, Tall DT BE2 77 Bl

DEVENTIR, Kniblal Comics

Miscivintanl 5, 7411 LM Tol: D023 87 (91 G878
Hob dulis

Veomtiagh 380, X111 CX, Tali 0033 78 511 2711

EDL, Tinnan Seldoal

Wasideskain 24 714 CF, Tel 0051 31 865 k2o

Wikormny 17,5611 HB. Tel 0031 40 245 4291
DEM HILDIR, Proton Modelbouw

Testaynal 36 1781 BE Tek- 0021 23 381 (088
GELEEN, Tactica

Anjelionshin 5. 6103 G, Tee DOV 46 474 2010
GOLS, Fantus Fantoy Store

Gircares Wi 15 4457 2. Teb 051 11099 8104
GORINCHEM. HofNen Modelbouw

Hwousintran] 30, 4300 JV, Tl 0031 10 200 G000

COUDA, Intertoys v/'d Wal
Niewswe Markd 70, 2601 G, Tat 0031 48 251 2525
GOUDA, The Movie

Stors
Lange Groenerdesl 314, 38014V, Ter oo 18 353 3450

GROMINGEN, Wirwar
Dy KK 0 ' Jatahoaal 40, 5712 EL Tee u;y »,; A4 B
HENGELD, Top 1 Toys M

Burg. Jm:omlnn Y, H( C Tl n(')l LR e

Geobs Oost 20, tA21 BIY I'vl 0091 22 621 puza
LEEUWARDEN, Bratfingo Speelgoed

54 Jacchsatmat 4. 4811 HT, ~|I COat B 210 ses
.

] 0%, #1104 AD, Tub 0001 71 641 2324
LEIDEM, Fraetirne Worrlor

B Aagrenatosd 26, 212 CO. Tel 001 (74 8120522
LELYSTAD,

B 3410k, R24Y JE. Tt 0001 32 028 100
MAASTRICHT, Hownje!

Bumenssite-Cortgnalr 18, 8220 GV. Tab 003143 363
&rTa

HIUNEN, Schallens Speeigoed

Pivrasiract 24, SOT1 Q0. Tel: (00T 46 783 084
OLOSTOLLST, Do Tembe Toys for

and Men
Dw Kamphnaaretaat 77, 2941 G5 Tk 0031 71 517 2977

OPINEN, Speikelder

2, wan Qpfitantiael 30, 4184 S Opgnan
OUD-BEUERLAND, Mourits Model-Hably
Cpermrbiingh 32, 5201 RO, Ted D01 18 Sa 10
PANMNINGEN, Top 1 T Maore .

Idarkt 18, 4981 AN, Tel z-;‘ OTT-4EMEGE
ROERMOND, Bloamboetick Hermlsn
Magsausirpat BE. GOAG ED, Tol 0031 47T 557 17990

BOOSENDAAL, Jodin
ok Mdash 58, 4701 P4, Tl G0 10 555 7904

SCHIEDAM, BTS

Coowswtann 45, 0114 C3, Tel 0031 10 473 ATG5
SCHUNDEL Top 1 Toys Anniek

Mpotastant 133, S481 AD, Tet 0031 Q720477148
WTTARD, Avosnilc Sitsard

Sunoanstrant 19, §130 A Tes (601 45 451 A0
SLULS, Top 1 Toys E. vid Vigwar

Quda Kgrestraat 7, 4524 C7. Tod 0001 11 Téd 1303
SOEST, Top 1 Toys Sosst

V Wootastral 16, 5PRT CE. Tel 0001 &% 609 444
SPLIKENISSE, Lord of Magic

Spuisiasl T, I201 AR, Ted 00X 100 0101

TIEL, Gablintove

Zeanablcormatim {B4001, B, Tet 0001 B4 654 625
UDEN, Goblin

Brakantploln 140, .'ADl r- B, Tel 0021 &1 247 006
UTRECHT, EIl Farita r

Chude gt 207, .ym NH al (037 30 21 T
UTRECHT, Whoops

Springed 1, 31, Tell 00 3330 4329

UTRECHT, Mever Navar Land (Wieder & Hogant)
ot Gl © 11 WF, Tit 0061 90 259 2265

Plastle
Orund Mairnt PAL B30 ML, Tol: 0031 Y7 354 2ida

=)

VINLO, Luthart
Aoasesaogoninit 100, 8013 DH, Tl 001 38 422

Top | Teys
Langaysal 78, 2342 K. Tar 0031 70 517 0211

Astlienstraat 1, 1531 AT, Tel COF1 75 540 1717

Top 1 Tops
Mivtersirnat 50 7101 EX, Tel 0037 54 35 2T
ZOITERMEER, BC-Fintop
Momastaet 170, 2712 AJ; Tel 2031 71 2160500
IUTPHIN, Vreemde Zook
Giroens mang 2. 7307 400 Ted 0081 57 551 1564
IWOLLE, Boekenhalie
Assnnviorporstram 1038002 De, Tel 0037 38 27 10

LLE, Top 1 Toys - De Wit
Digarnirany S700 BS11 AD, Tel 0001 DORATIPY
NORWAY

GW OsLo
Malgrpata 7, 0178, Tel, A

BERGEN, Here Be Gomas

Jongaltspala TIG0TT, Tal 447 B4 BT W
umu\mn Hobly Husel

Henrie Wogohnangt 26-30, N-A4812, Tyl 38020310

, Ringe Lakel
Stonwea NEOTE Te) 10155840

Lyt Bopodmak, N-H003, Tal T0T437 0

ALESUND, B Gomes

Cuimmergats 1, 6001, Tek 701 g0l BT
ARINDAL, Morli Arernarenter
Torve? 10, Nl 1M025454

DAEUM, Bingo Bmruma Yerk Lekes
Vartshus wesr, 2, - I0IT, Tol 067150650
DERGEN, YIS Vi Loker Ounen Leker
Duasan Stonseiibal, Tel (55101580

ERGEN, Outland
Frrunen 4, 6613, Tol i
BERGEN, Hings Lokokiousen
Drettn Hestlun N5
BIORKLANGEN, FX Hobby
P Hobby A, Ieorkevean 21540, To: &3051 168
RODO, Unde hok‘lnlnolm naten
Sandgl 3, N-8004, ﬁﬁ‘
DOKICA, Yes IIEIr a
I'nr.p‘. o cartafat NESTD, Tal: 61712080

GERSUND, Brio Olasmogasine! Sgrey

“N"v A58, N3P0, Tek B1461500

FAUSKE, Binga Smari

Sorgt T2, N-A00C, Tl THO48002

FLISA, Rings Bamasior

Flena Slorewssad, N-Z270, Tek A2358100
FREDRIKSTAD, Yot vi lokewr Lekniorvel
Bicck G 211, Tek: 50315530

TORDE. Ul?n Latkehyaat
Sainstageo &, N-4A00, Te S7acoi0d

GIOVIK, Ringo Lekie-Oleen
M%,qu.!n [T+

HALDEN, H. Anderien lnerhok
E1ogate 16, H1TE1, Tl b1 78400

[}

HAMAR, Lekehusel Mol
Alak BO(TI! G( Al H31E, Tal Sl a0

HITRA, Ringe Hitrs
dafen (|wean|-.| MTRA0, Tl TRAIIEES
HITRA, Ye!

Hurﬂn’nw?.ull Vet T
HUSHI nqo Kylnerad Libris
Ilmug A, T B
JESSHEIM, Rria Jessholm
Jeasbelm Smruantar, M-8, Tal g30ramn
R, itingo Roll Lione AS
Riskoggminn fl, N1, Tod DEFI16T
KONGIVINGER, Rings O ul.nlun
Semtanegt 0, N22LY, Tul A2ITE 1
KRAGERD, Ueio Karis Hobby
Tort & NITTO, Tet: J5HA0AET

HETIANIAND, Gustay Pederien
el Wisgeianangt 37, N-ADA2, Ter 36023622
urkanad Kri 4

Ninrsanngt 24, 817, Tet 3009020
KROMSTADELVA, Helmax Loker,

Busneru: Blorsemnd Soubamaz 28 N-3054¢, Tal
AATONNG

LANGESUND, Ringo Torongers Eirl, Pur
Tarval d, N30T, Tol, 35073863

K, Ringo Sokrates

Lekelond
Torvel Ha, 4 J""’..»B Tk I3185237

LARVIK, Ringo Sokrates
iedling U-S\‘.I. ﬁﬁ?. Tob: 309K
LIERSKOGEN, EB Gomes

Dicarnrtiativeban 201, M0, Tet: X308 3 40
LILLESAND, Ringo Gavemogosinet
Stard Gala &, N-4TO0, Tal 57070

MO | RANA, Ringo Lekahjerne) Me
Nordahl Goags GL 0, -t Tol Mts1ne
MOLDE, Yes vi leker Lake Jarnel
Torget 1 NGH10, Tul, 712102483

MOSIOIN, Hobbysaniret
CM Havigegl W8 M-8 T, Tel: TRITO1T
Brla

Dronnirgensgt 10, N 1635, Talk 80251290

MYSEN, Brle Saliar

Jotrean gosnty 13, M- 1050, Tt Sna0104
Bele Lok

MARVIE, Conar
Boiagagats | Amtasrwet HEL T Tol TORIMTE
NARVIK, Barnas

Kongimsgl 0670, 0514, Teb TIGHEG0%
NESBRU,

Vogeling Veisr HY¥L Teb B779410

oL,

Mkirsgua 3 (351, T TZI55002

OSLO, Yeu Nowsdden Bokhondel
Tamgen Cofrum, Nosodden, Teb 5311555

OSLO, KB Games

dornbanalongdt 6, 8154 Tet 22177077

OSLO, 1B Games

Eniungan 3, 2500, Tel, 238357 0f

O3LO, Brio Notabone Lamberiseter .
Langieigen & N-1180, Tal B2250651

, Gutlond
Jeenbenotongel 1, N-0104, Tol 2317090

05LO, Outlond Paleet
! fobans Date 07-45, Tal: 22000410




0510, nnge‘wndmn Lakar
Samdalsy, 12, ,Tol: 224040

el 22T

mRWlUNH, Ell Games

Elogh M0, 5202, Tal: 35812920
IMOQIERO, Ringo St +

Rundberg volen 372 NADTO, Tl GE420100
SAMDNES, FB Gomes v

Fergeeligl, Tel; 1631040 . 8
SANDNES, O Sasland

Lanpgotan 44 M-8, Tal; 1661509

SANDVIKA, Hobby Larsen

Sanovia Srorsantar, M-1800, Tei: BT540107

SKI, BB Gomes

Jerabnasvaan 8, 7400, Tal BIRETO0N

SKI, Brio Titt-1nn

dormbedesvingan 8, N401, Tal S4R57727

SKIEN, Ringe Blorns Lokor

Ligrtarvet NI 7, Tit a5easa00

SOLA, Ringo Solo Gover og Leker

Sclihrossen, NWOS Tl S1651 761

SONGDAL, Ringe Segndal Glasmagasin

Seqririgm Shars ([ It FET 80
SORTLAND, Ringe Bamse Leker

Siklcsidrann, N-A400, Tel 76115374

STAVANGER, Veslelrikl

Skegn 12 N-1008, Tal 51005250

STAVANGER, Outland Stavanger

Kt gt 3, N-A00G, 514:58060

Morsodsgl 12 N-BABE, ol TE1 1775

STROMMEN, E8 Games

Shopeawajen & 2010, Tol: GRE522

SURNADAL, Ringo Presangen

Amillagnsaret rovn. 4, NE653, Tal T16574RS
SYRKLYVEN, Ringo Blindhslm

Kyrkoweion, G259, Eyikly
TONSBIRG, Glodeshuset

@, Lataoate 4T, H-3110, Tak 52261 107
TROMSO, Tramsa Brukibokhondsl
Hirengt 6, Na00H, Yol 77686174
TRONDHEIM, Avalon irendhel,
Muriegite 53, 7311, Trarghis
TRONDHEIM, Tranderirim
S1 Olive GES1 | NF052, Thlk 73520040
TYMSET, Ringe Tynset Bokhonds!
Brigh @A N-2EGO; Tol B32B005

TOR81023

Bl TIEA054E

" VADSO, Brlo Vadse

W Anderansgl 4, N-6011, 70842224

POLAND

BIALYSTOK, Deporfament Glor

ulolapinows G0k 153, 15261 Tol 0048 BE7 [83 960
BIELSHO BIALA, Grom

00, Szkolna 15, Te: 0048 350 124 662

GOANSK, Splder Gomes

Oyl 2|t 00 1 2 B0
GOANSKI, Fenrls

ul, Crbaria 1, 82 086 Primzez Tal. 0048 600 aRd 605
GOYHIA, Futurax

A1-572, Walarana Srefsl, 20088, Teb 005 557 BI1 183
BOANSK, lskra

B2, b klpga 16, Tel 0043 BA5 201 052
GLIWICE, Game Station

Ul Boh thatls Wit zraskieda 12 44100, Tel: 5048 504 258 100
JELENIA GORA, Avolon Galerlo Korkenoska

UL hifi T, Eas00,

KATOWICE, Bard Contrum Glor
A0, Khpchuaskl 1, Toll Do4EaE2 571
KIELCE, Sklop RPG Grocs

300, Wals 17 fw armmi), Tol 0048 £07 013 387
KRAKOW, Bord Centrum Gier

A1:186, Anlopans ST, Tal G040 S0 525 TOS

LODZ, *Ajk' Firma Ksiegarska

80:103, Plotremaiaks 00, Tal! 0048 420 338 301

LoDz, Gamalord

0 A28, Piesnenaka 10, Tel 00M 4 1181

LUBIN, Bolrog

50-300; Grovigin 9, DO4A 902 714 813

LUBLIN, Krzys

008, Knpurynika 8 Tal 0046 §15 522 088

NOWY SACZ, Hobhit

23-300, Jagietoraka B, Tal Sod Bl 133 618

OPOLE, HMS Il Computers

AS-018, Kikomana 41, Tet G048 774 247 415
POINAN, Bard Centrum Gler

BL-B0G, Bw. Markonn 41, Tel 0040 816 50077
POZHAN, Sklep Wilczeh

12 Batonn ), Tel CES0 615 G Sops

SWIEBODZIN, Cremplonl

O Poludniove 39 BE-200 Tal: DR BOGRMM5T
TORUN, Sklop Poplom|cay

EZ-100, Spercen 4d, ol J048 650 522 60
WARSZAWA, Arkona Ksiozki

Pl Wilacim 4 Ton 0048 228 A0 A1T

WARSZAWA, Cytadeln

W27, Mefa Kol Evduote | Namdoohi S Ty (44# BC1 327 360
WARSIAWND, Kilegumia Bellona

e Krascursidn Prasdiejsacs 11, Tab-0040 221 fo
WWRWM, Faber Fobar 5J

5, Puliwsig 11, Tol| DO4p 224 491 286
wnmnwn, Kslegomla Sasko CENTAUR
008 Brcylysin b, Tl (KME 228478 746
WARSZAWA, Sklep Morlan SC

11441 Prmsrweran Blakinn 156 P 155 Tal o048 806 270 215
WARSZAWA, Warsaw Maodel Cenlra

L Powsmii 42044, 05503, Tet D4R %1 602 308 070
WARSIAWD, Worsow Model Cenlra

i ity Warkzawskon] | 8801, or & Tel 0048 22
WARSZAWA, Worsaw Modal Centre

- Glrgtmmaki 6.0, Tl 0OAB 236 1493 796
WROCLAW, Skavenblade Cantrum Gler

e Lann 150, F-9530 Fal 0045 805 din 571
WROCLAW, Sfan

U Krayicka 18, 53000, 1ot 0048 733 808 530
WROCLAW, Bard Centrum Gler

EO-070, Rusen 48C (Fasas), Tl 0045 719 417,472
WROCLAW, Ogryn 3

SC-052, Erawen (WY, Tob D048 717 851 9567,
ZIELOMA GORA, Avolon

O Contium, 4l Barvatirow Wsderplte 208, 05001

2, Vol CO4E 58 551 A0 A3

046

ROMANIA

CLUJ-NAPOCA, Olalo
Hagete Fardnand . 403425, Tal; 00 4072 720880

RUSSIA

KRASMODAR, Alegris-Jug {South) .
Krissnaya o1, 043, Tal-008612 730051 4
MINSK, Valahanevich.em

Jann Kelas st, Exbibliion aentar QLMY 5

Tl Doa029 358212 -
MINSK, Valohanavich eni

Masherove gy b, Palsts O] Spos, wmnrl faor

Tel; DOARD 65 Ag424

MOSCOW, l.llwll .

Mtr stulion Alig avemkayn Proszakt Mirs 103, Tel;
TOBS21E8126

MOSCOW, Alegris

Mt shnfon Dubianka, Missniskayg SE 20,
T4l TOARGPEIIS
MOSCOW, Urfin Juice
Matra “Uliteh 1805 pedi™ Evanigomdskogg shasse 4,
Tek «TROETHIA355
- NORLISK, Na Styke Mirov.
Komsomeiskaya sl secoad Soor, Dom Byla, 127 474,
Tal; COBIPR BE4BAZE
HOVOSIBIRSK, lcahummer
Wrigruy, i, S50, Dom B
SARATOV, Detskiy Mir
Rirmw' my, 543, Detskiy Mir, secord oo, palieny:;
Tet G4 6840
5T PETERBURGH, Art-Miniotures
Sedsva 81, b1, thind figor, rade cenbyr Ev
Qe 3329028
TAMEOV, Hobby and IM
Internatstaraldaga st bE&t, Torgavty bir,
Ted: 0OTE 2728811

SERBIA-MONTENEGRO
BELGRADE, Exlt Habhy Store

ik Ljblea 1. Tet OBI1 17 62 70 57
BELGRADE, ANET Hoblyss

Visagradshi &, 11000, Tsl. GO am W IG1Eeas
BELGRADE, ANET Hobly

1009, Eyoranesa Ta, Tol: 00541 112062235
BELGRADE, Whila Dregon

AR08, Majvade Mbdnkn 43, Tall 00 381 (a2
NOVI SAD, Valhala

R1000Masnritewa 18, Tob 00361 21316538
NOVI SAD, Drogon

21006, Kraljy Awksgrera 4, Tel 00 981 E30 24036
PODGORICA, Nevtron Podgorica

Trip Repiiblhg. Tol: ©O 81 69 060 BB
ZREMJANIN, Tokeda

000, Sayajin 5 Tal, (4 331 204 T

SI.OVENIA

LIUBLIANA, Crna Luknja

1000, Palanske (&, Tl 00085 012802220
LIUBLIANA, Pri Goblinu

A0, Balarjaka Gestn 11, Tal, COSES A0E3FRI0

SOUTH AFRICA

BLOEMFONTEIN, Tha Dungeon

13 Shon Blwes, 4301, Tell 0027 51 447 2004
CAPETOWN, The Boys and Mens Hobby Shop

Shan 423, Tigar Vallay Bhopanyg Canirh, Tai: COR7 21 914 2688

Stglum o tha bain Aaad; Taf 407 216630360
DORINGKLOOF, Banle Plonet
R AwWEH Oaoire, 11 Coobe Straet, Tt 0027 0245 90033
DHR!M 'ﬂl Hobby Spedalisis
ml
In’m.,;n Flidga, News Tomn Camten, L.r.;ng;
DURBAN, Wirords Warshouse
Fbiop L¥A, Wirderrate i AT Windennane Figad,
Maimingside, 4001, Tel 0027 34.312 B371
GAUTENG, Wizords Worshouse
Shap G4, Calony Shocpirg Cenle, 5345 Jan Smauts
Avnaue, Crakihal Park, 2106, Tel: 007 31 830 5252
JOHANNESBURG, Esswex Retall
Shp f0a Mool Carcar Shoppig Cenye,
Tak S0 91 SAE3GTE

Wizards Warah,
Lowar ol Edon Vle, Tal: 002 21 B3 0640
LINMEYER, Drogons Den
203 Pl dyinu, Tl G007 NE2 B4 4124
PRETORIA, The Smelly Troll
RET Lynnwodd Faad, Tal: D027 0835 079107
RAMDEURG, Otherlond
S (10 B, Brotieaie: Reboutle Ao, Tel 0027 117544571
RUSTRERG, Quantum Backs & Games
Bossrdalstard 300, Holendosesh Drive, (900,
Tel; BO2T B3 292 957
SOUTH-AFRICA, Batile Planet
i 4 WEH Dentsa, 177 Cacile Strest, Tol: 00 27 024500953

SWEDEN
GW GOTEBORG
Kungagaran 26, 417 19, Tal. 0048 311 35 954
OW STOCKHOLM
Rageringsgatin k111 53, Tek: 00468 215 540
GAVLE, Hobbyshopen
Crotininggatnn BOATY, Tol: 02R1B82E0
UMEA, Fontosia
Stargatan 4, 03, Tal QO0TTH06
ESHILSTUMNA, Losses Leksokor
Kuagagatan 21, 532 20, Tol: 01013033k
KARLSTAD, Spel och Fantasi
Hungestar B, G522, Teli (54 1610 70

, Utopla, Malmé
Pepamantanatan 87211 42, Te 043 127250
NORRKOPING, Hohbyhtmon
Craltnings 18, £05 24, Tel: 011142120
NORRKOPING, Lokhuset
Japryatan 21, 60223, Tal 01138707
NORRTALIE, Fantasybuiiken
Btintompavagen B, 7a1 82, Tal 01 T8 57400 *
STOCKHOLM, Schonce Flalon Bokhandeln
Wikstordng Batan 48, 111 27, Tol: (215062
SUNDSYALL, Orlonspal och badkor
Eéomangalan 23, 85232, Tol 063165947

i Babilpsird,
CEET 031 S 0700

UPPSALA, Prisfynedet

Kunggpatan 38, M52, Tali 018506507
VASTERAS, Zettertunds

Stormgatan &3, 7TE0 12, Tec 02 1044 81
VAXID, Helges Hila

L8230, Tal DATIB 2607
ALVESTA, Lek & Hobby

Kuskvapan §, Tomoatan 2, 342 33, Tl 047223780
.ﬁuun.noua Leksalksm. ushlal

id
#7452, T 0434520506
AVESTA, Vego Video
Kungsgatin 16, 77430, Tel: 02208078

Granvigen 2

BOLLNAS, Torgbeden

Viistra Stationapalan 8, 821 43, Tek 0275514504
BORAS, EB Games

Knalkirisn, Sarabarmviigan, G050, Tol 03106610

 BORAS, EB Games

S Hrogutar 1 403 90, Tal, 233126110
H.

it bdakee) -
SRarhborgar a284, S0, Tal 0180 "
BORLANGE, EB Gomes Borliinge .
Kopoian ik 781 10, 024380860
DANDERYD, Leksakahuset
Mgy, Cnlaum, $82 37,7
DEGERFORS, Buskul
Ageragatan 2, B33 30, Tal 0040 580 03 004
ESKILSTUNA, ER Games
Ciltyhuget = Kiingsqatan 24, 632 20, Tal 016618 S0
ESKILSTUNA, Bornens Hus
Folkestaioden 40, 63510, T 018451338
FALKGPING, MysPys
Stongrtnn 21560, 621 42, Tol 051681 150
FALKEMBERG, Brlo Falkenberg
Storgatan 35311 31, Tel +46 (0] 346 807
FALUN, Ty-spelsbérsen
Fallgater 2, 791 71, Yal, 02827775
FARSTA, EB Gomas
Hforiomplan &2, 123 47, Tet HE40631ED
FINSPARG, Alliilok
Bibrygslageaziged, Kalwugnngatan |, 81230, Ter 01221 4140
FARJESTADEN, Leksoksmogasinet
Olands Hegstad, 308 27, Tol: GAAS3570
GISLAVED, Albe Leksaker
Sidra Slorgatan 15 332 #3, Tel 05713075
GALLIVARE, Loklo
Malall igen 14, B2 B8 TRl DETOBES0R

DESEERECLN

Lillo Guls
Guslavebarg Carilrin, 12440, Tel: QRS THARRAD
GAVLE, EB Games

Hian - Dieateninpgatan &, 803 26, Tel; (26129 610
wﬁsom EB Gomes

sgtan F-00,.411 08, Tl 0817810006
acmnom. EB Gomes Gatel

Mrinige 4413 08, Tol 031241450
GOTEBORG, EB Gamos Gbloborg
Fermanhused, 4171 0, Tal; 6311505608
HALMSTAD, EB Ganves Halmstod

Drottning Knstia Rasasgen 19, Tal: 05126280
HALMSTAD, Brio-Halmstod

Sarnpatan 6, 502 60, Tol: 135159776
HUDIKSVALL, Albins Leksoker

Starpatan 24, 824 55, Tal {:("'x‘m"ﬂw
HARNOSAND, Escol

Bargsgelan 1, 87150, Tel cunsu 5
JARFALLA, Hobbex

Flygaviarion, 17EQ6, Tel: QLSRN ROGT
JARFALLA, EB Gam:
Wiglrstrliked, 177 00, 861
JOHANNESHOV, IB Gomes

Areddaviipan GRA3, 12177, Tol 08040 64 00
JONKGPING, EB Games

AR Kipoaninem, S5505 4
JONKOPING, EB Games

{sira Btorpatan 7-B, 550 21, Toll 046-123 776
JONKOPING, Ploy Plone

B GEraravigen. 5454, Tel TOET2RRGA

00

KALMAR, Ojtoy
Bhappabrog 12, 983 31, Tok (48022003
KALMAR, Kolmor Lok & Hobby
Bhda Langaninn 52, 502 32; Tel A8az4717
KARLSHAMMN, Leksokshusot
Honnbyi 57, 574 05, Tol: 008410381
KARLSKOGA, Loklidan
Baigamangg 17, 081 31, Tal, S5pA3233
KARLSKROMNA, Fact & Fletion
NomaKungagatan 7, 47153, Tal 048516710
KARLSKRONA, Loksakshuset
Lallpsiesdiegt e, 37 154, Tol: p46824082
KARLSTAD, EB Games
Drotinnggatan 21, 852
KARLSTAD, EB Games
Refgelt Kinoenter Frylmans Vigen 1, Tel 0653 46, B4SA0AM0
KATRINEHOLM, Leksaksboden
Khprangatan 19, 64120, Tl 0
HISTA, EB Gomes
Kistn Gallwdan, |64 01, Yol 08750 65 &
KIRUNA, Lekhusel
Baix 2081, 32102, Tol, CORIBZAS0
KOPING, MD Hobby
Bohellegetan T, 73792, Tal 0T IG42017E
HRISTIAMSTAD, Spel P& Vallgetan
Crfrn Mafigatan 2,357 41, Tet: 044181 041
KUNGALY, Lok & Hobly
Vasti Gatan B2 442 31, Tel 30015340
KUNGSBACKA, Lek & Hobby
STeugaatan 8, 434 30, Tk 030014130

EB Gomes
Kungsmassan, 434 24, Tal 00071340
LAHOLM, Lelsaksaffaren
Trédghedupnmn 14, F1222, Tel 0430790083
LANDSKROMNA, Leksokshuset
Tiremwernansg, 46, 267 29, Tol (41810700
LERUM, Alvicken
Solkatian, 443 30, Tal: D302 14840
LIDING G, Karena
Slgokhaimey G50, 181 34, Tel: OgTRE0060
LIDKOPING, Brio Lidkdping
Frovreiis Siiy 555 64, Tal, 045 510 288 00
LIDKGPING, Game Manioc
Anghagsgatan 11, 63100, Tal; D705 180274
LINKOPING, Sagoland
Suedergatan 18, BEVS, Tal, (13122390
LINKOPING, EB Games
Yaroplorsgstan 2; 592 26, Tel; D13137E20

4, Tol 084162010

T

82 20, Yal: 013124008
LIUNGEY, Brlo-Ljungby

Eokilsgatan |, 341 00, Tek 037210481
LULEA, Barnons Hus

Barmy 25, 973 40, Tal: (620220065
LULEA, EB Gomes Luled

Slongatan B1. 472 31, Tel A202EA 702
LUND, Spel pé Clemenstorg
Clomennial et 1, 22231, 041
LUND, EB Gamas Lund
Nowa Lund, Ferstapsigen 10, 27701, Tl 046426640
LYCKERY, Serloshussen

Flike 34 371 62, 045525550

MALMO, EB Gomes Malmé
Flimigatan 3, 29722, Tei: 040230080
MALME, EB Games

Trimngor, & Rorstadsg 41, 211 43, Tend01
MORA, Lel & Hobby

Skikrrytav, X1 Moot Kopaentam, 763 20, Tal, (25071626
Naﬂu\ Amuzar

110, Temrminalgeten 5, 151 34, Tol: 5

B0

© NYKGPING, KB Game:

NORRKGPING, Brlo :
Drottalngata 85] 601 32 Tal: 0112e0a8
NORSBORG, EB Games Norsborg
Hiallusdla Torg, 145 88, Tel: a5a1 75100

s
Mgt Slonjatan 12, B19.37, Tat ntsr--zse 850
NYKOPING, Loka TV Spal

Galary Adet, Visire St 18, 61131 Tk 1156251000
NYMASHAMN, SvensLek&Hobhy

Stidshusphstaen 4, 109 30, Tel ) i}
ODAKRA, EB Gamos Oddloa

Marknudsvhgen B, 28055, Tel 04E202745
OREBRO, Brio

Taatteyreden. MYGQ 32 Tl 0156114503

OREBRO, £B Games Grebro

Hrimaran' Brattrnogatan &7 F0R 82, Te 010120140
OREBRO, Lekcenter

Wypatan 32, 70217, Tal: 0106114884
GRNSKOLDSVIK, Lajbans

Hypatan 18, 831 33, Tel 066083100
ORNSKOLDSVIK, Sound & Vislon

Binelgaran 11, Baw 33 Tel: 000016624

ORMINGE, Hopples

Crminga Canireen, {56 G0

OSKARSHAMM, Brio:Oskarshamn

Lt borpmt 672 00, Tes: D97 170 88

OSTERSUND, Hebbyboden

Khpmongatan 071, B3 55 Tal OKIS 13310

PITER, Barnens Hus

D1 A, T T D

by butikoen

\ 76201, Tel: 017872777

SALA, Elons Lebsoker

Réahusgatan 10, 725 30, Tet 023410314
SKARHOLMEN, ES Games

Stofomeg. 6,147 A6, Tol 24TA0S100 v
SKELLEFTEA, Barnans Hus

Upeaanary B 931 A2, Tol (41018800

_SKELLEFTEA, Lek & Hobly

Nyfistan 48, 831 31, Tol 031 012530
SOLENTUNA, Barnens Hus
Pallstansss, 1,152 76, Tel 0MPEI0HY
SOLNA, EB Games .
Holiskgutai &, 17445, Tal Da4708400
STENUNGSUND, Burahuset
Flunungsron, 444 30, Tal: (B0AG
STOCKHOLM, Dragons Lair
Kunigatalrstarg &, (12 21, Tok 00 d54 63 50
STOCKHOLM, Efl Gamas 3

Karlaglan 43, 135 20, To': 0BAG00T10

STOCKHOLM, FE Gomes

Passugen. Raparingsgaian 42, 11156, Teli [&-211 280
STRANGNAS, Tv Spelshébraen

Trxyardagntien &0, B0 31, Tol 015210101
STROMSTAD, £B Games

MNorty Sropolng Cento, 352 02, Tel: 053040477
STROMSTAD, Kjalls Lok & Hobby

Soarm Ham B, 452 10, Tal ¢
SUNDSVALL, BB Games Sundsval
ilddalvasal Srom Gilir 26, 467 30, Tol: GELG3I4TY
SVEDALA, Elbe Lekis

Shorg 40, 233 21, Tal: M04p0318

SAFFLE, Borgers Lak & Boséttning

WA Slargalan 1, B8 3 Tal: pAa 04
SODERHAMN, Barnens Hus

E-Cantor, 820 40, Toll LaT0 14520

SODERTALIE, EB Games

Stargalan 4 . 161 71, Tel OG5S0 16532
TOMELILLA, Alls Loksoker
Karregtten 627 30, Tel: 41710008
TROLLHATTAN, Partaj
Lasugdrdsvisgan 12 461 70, Tel, 0520
rmm&rrm B Gnmu s.ss Hus

16949

rel
Kramargn Drtinggatinn 27, 700 22, Tel 014
TUMBA, Leksakskungen
Turnb Toig T, 147 30, Tal: QE5A03AM00
TUMBA, Kom & Lek
Hrygany, 57, 147730, Tal, (953060011
TARY, Hobby & Prylar
Valalgrp 1F, 15752, T 0651050420
TABY, EB Games
Sinrorgel 180, 183 34, Tel: Sa54 74400
UDEVALLA, I8 Goames Torp
Torp 1, 481 76, Tel; DizEesesn
UMEA, Bormens Hus
Blom 11, 926 40, Tel, 0MOTTT 708
UMEA, EB Games Umed
Veéasagallofon Kimpsgatan 7178, a0d
UPLANDS VASHY, Lokia
Dragary, B8, 16400, T 5005092
UPPSALA, EB Games
Breagriing 4, 24, Tal: 018181315
UPPSALA, HobbyGomes (Webstora)
Shialpatarn 7, 750 02, Tel: PIATI 1530
UPPSALA, Barnens Hus
Bakandagatan 150, 75 23, T 0106
VARBERG, Spelbutiken
hzergatan 10,432 41, Tal: G340678610
VETLANDA, Leksalkslagret
Lasaratiagaton 21, 574 40, Tal: Gard 1 e300
VIMMERBY, Kaorstine Hus
BAHM Irduatipatan 15, S90 40 Tol: 440251168
VISBY, Lekstugan

Hilgipnmn 18, 621 57 Tal G4BE15050
vksrsmn Laksfuga

‘#l 0PA¥31530

VASTRA FROLUNDA, Toys

Markar 40121, Tt 0315400
YSTAD, Tv Spelshérnan
Yogaksguian 18, 271 47, Tel 041 (66EA0

TURKEY

ISTANBUL, Sikir

Basiktas, Sirargase 235, Tol: G0B 212 257 9055
ISTANBUL, Gorokll Seylar

Tosvikiye, Kalai Sk, 111, Te
ISTANBUL, Urelen

Buikitkiy, Banopsieay Sk f00, Tol: 0090 217 600 954
1ZMIR, Excalibur

Amancak, 1447 B, 4 Tol: GO 232 404 7o

UKRAINE
KIEV, Charge

Lagoira & 45
D444887071

s Bargstonka). Agt

www.games-workshop.co.uk/storefinder 119




Fast, secure and straight to your door!

~  Games Workshop

' Direct is a fast, HOW TO ORDER
accurate and . « ON THE INTERNET :
convenient service Visit our secure online store at: www.games-workshop.co.uk/store
— that lets you order * IN-STORE
=r ek your miniatures and Order from any Games Workshop Hobby Centre at the in-store order point.
other hobby products * BY PHONE _
"~  from the comfort of Call the Hobby Specialists on: 0115 91 40000 (UK), 0115 918 4040 (Northern Europe)
= = BY FAX '
~ your home. Fax your order on: 0115 916 8002 (UK) or 0044 115 916 8162 (Northern Europe)
» We aim to despatch all « BY POST
- orders in three days, Or the traditional way: Games Workshop Direct Sales, Willow Road, Lenton, Nottingham, NG7 2WS
straight to your door. N
= You can order ANY -
Games Workshop — DIRECT OPENING HOURS
product.

= Our Advance Order Monday to Saturday: 10am - 6pm,

service lets you order

- models and products _ . =
before they are released, : sundav- 11am 5pm
guaranteeing you'll get

G them o the Gy o www.games-workshop.co.uk/store

release.

Direct Exclusive models

+++DIRECT EXCLUSIVE+++ ++4DIRECT EXCLUSIVE+++ +++DIRECT EXCLUSIVE
SPACE MARINE TECHMARINE OGRE MANEATER NINJA ogne MANEATER FEN‘:E
99060101313 £9.00 99060213012 £10.00 89060213013 £10.00
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SEARCH FUN(T]ON]

NAVIGATION BAR,

TORE

_',IH ML

Rutvance Giders

®....For we am tha sons of Grugnl, alone we ane rocks, unifed we siand with the strength

WARHAMMETR

New Releasos

© Qelino Stated

Price: £112.00

WARHAMMER  THE LORD OF
Ap000 THE RINGS

Dwarfs

SPECIALIST

Tenms and Conditbons

HOBBY

Help

of a i, " = King Alnk at the defence of Karak Him.
e = Click balew for sur archived Dwarf Classics and Collectors modet
Seaich
Classics and Collectars.

Relsase: T8 22005

WHITE
DWARF

QMES WORHSHOP

Checkom

Walcome Cuest Lo Cul)
Wi Your Gard

Tems: 000

Value: £.00

Postage: MiA

gumes-workshop.co.uk/siore
Or call: 0115 91 40000

— “ lI “ E
\ .

The Games Workshop Online
Store is open 24 hours a day,
seven days a week.

Get exactly what you want,
when you want it.

HUGE RANGE

SECURE
EASY TO USE
OPEN 24 HOURS

5 ;ﬂ'f"}?,;i‘laﬂ""m“ Mom Yype: Composite Pant Code: WEBO12 o
o DarkEbes 2] Unfartunately e Dwarf Ay deal has sold oul, 5o we hav
o Dwarty put fogether & suggested Dwae Army undie. Ferfoct for any
o Dogs Ol budding Dwarl general, this bundle ghes you 2 Dwarl
o Erge Batlalions and Owarf Ay book, &l refeased on L]
o Hioh Elves Dacember the 286 In ol this bundle ghes you 43 Warrhors.
{Longbeards or Varrdors), 32 Miswlle toops (Quamellars o
° toves oty b, Thunderers) and 2ICannons or Organ Guns.
ka g More lformation  Add Ja Can ®
° ““ . Advance Order — Dwarf Lord with Winged Helm (Direct Sales Only)
_(‘_leLl‘lﬂi
: i m._m' Counta Price: £5,00 Release: 21/1/200 ®
© Yiood Eles Item Type: Companent Part Code: 994TORNS11301
© Menglies and Diagens 1 whan. batle Is Jothed it Is the Lords and Thanes, with telr
© Slags 3 : fingly craed ammcur and rune-inscribed weapons who seek
© Huoks L = out the enemy's Mot powertyl combatants, matching bestial
\\ £ fury or dark maghs Yedith courage, honour and honest sleel
L LIST OF CATEGORIES
{ DEFAILED PRODUCT DESCRIPTIONS

( HELPFUL AND ESSENTIAL PRODUCTS

H~+D;RECT EXCLUSIVE+++
DWARF LORD WITH GREAT WEAPON 1
9947020511301 £6.00

+4+HRECT EXCLUSIVE 4+
ETERNAL GUARD CHAMPION
9947020405507 £4.00

+++DIRECT EXCLUSIVE +++
DWARF LORD WITH GREAT WEAFON 2
9947020511302 £6.00

+++DIRECT EXCLUSIVE+++
WARDANCER 1
9947020405907 £4.00

+++DIRECT EXCLUSIVE+++
SKAYEN WARLORD 1
9547020607402 £6.00

+++DIRECT EXCLUSIVE+++
WARDANCER 2
9947020405908 £4.00

+++DIRECT EXCLUSIVE+++
SKAVEN WARLORD 2
9947020607403 £6.00

+++DIRECT EXCLUSIVE+++
WARDANCER 4
9947020406904 £4.00
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e

COLLECTORS'

GUIDES

Indepth catalogues showing the
entire range of miniatures for
gach range.

= Full range

= Components

= Direct exclusives

« Golden Demon winners
= Army showcases

= Conversion showcases

Now available from your local
Games Workshop Hobby
Centre:

Warhammer 40,000
Collectors’ Guides

* Choos Space Marines
* Eldar & Dark Eldar
* Orks

= Space Marines

= Tau & Necrons

= Tyranids

Warhammer
Collectors’ Guides
» Bretonnians

» Chaos

* Dwarfs

* Empire

* Lizardmen

* Monsters & Mercenaries
* Ores & Goblins

* Skaven

* Undead

Catalogues
= The Specialist Games Catalogue
= 2006 Catalogue

up

EOMIETT

NEW COMPONENTS!

THE DYNAMIC TAU EMPIRE EXPANDS FURTHER!

* Tau Crisis Battlesu

SHADOWSUN ARMS
9947011301703 £4.00

SHADOWSUN DRONE PART
9947011301704 £2.00

SHADOWSUN HEAD SPRUE
9947011301702 £2.00

SHADOWSUN BODY
8947011301701 £6.00

COMMANDER AIRBURST
9947011301605 £5.00

&

S

L =

T

SHADOWSUN PACK
9947011301706 £1.50

COMMANDER HEAD 1
5947011301601 £1.50

COMMANDER HEAD SPRUE 2
9947011301602 £1.50

COMMANDER SPRUE
9947011301604 £2.00

=t : #
e gp

o4 1INNG

- YEAL 1 ETHEREAL 2 ETHEREAL 3
9947011 . 77 £6,00 9947011302602 £6.00 9847011302603 £6.00

Ploturas for Bustrative parposes onky Produgt conterts may viry, Products sold unpanted and unassembled. Cortain Citadel prodects may be dangorous it ssed Moarrecty. Prices
corract ab lime of posng o press, phedse comtact us for current avallability and prices. Prices quoted arm for products sold by Games Warkshop through its own stores, catalogue ot
website, |ndepandant retailers are responsibie for determining thelr own prices



AUN' VA BASE
9947011301803 £3.00

._ 'AUN' VA GUARD 1 i AUN' VA GUARD 2 AUN' VA STAFF
8947011301802 £6.00 9947011301801 £6.00 9947011301807 £3.00

s
-

SNIPER CONTROLLER SPRUE
9947011301503 £0.60

_ AUN' VA CHAIR SNIPER BODY 7 SNIPER DRONE SPRUE SNIPER GUN SPRUE
4947011301805 £2.00 . D947011301501 £2.50 9947011301502 £3.00 9947011201504  £2.00

TAU VESPID
STINGWINGS

All Tau Vespid
Stingwing models are
supplied with heads
and wings as
-appropriate.

VESPID LEADER BODY \ VESPID BODY 2
9947011301901 £4.00 9947011301902 £3.00

&

. VESPID BODY 3 . VESPID BODY 4 VESFID BODY 5
9947011301903 £3.00 5 9947011301904 £3.00 8947011301905  £3.00

STORE LOG ON TO: WWW GAMES-WORKSHOP.CO.UK/STORE/TA

Pictures for ustrative pu'rnosas k. Proguit unmants'rn-w vary, ﬁg:lduc!s soid ungratnled and unassembied, Certaln Citade! products may bg-dangerous If used Incomectly.
Prices coreet at time of going to prass, filaase contact us for current avallabllity and prices, Prices quoted ars for products sold by Gamee Workshop through ite own www.gumes-warkshop.to.uwﬂore 123
: storgs, catal or websile: Jant rétailars are IBle for determiolon Wi an pices
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TAU PATHFINDERS

B— -
I

i
|

Miiias

i

PATHFINDER WITH RAIL RIF PATHFINDER WITH RAIL RIFLE2  PATHFINDER WITH RAIL RIFLE 3
9947011302001 £3.00 9947011302002 £3.00 9947011302003 £3.00

— .
NEW COMPONENTS: )

NEW COMPONENTS:

THORGRIM
\?. GRUDGEBEARER

THORGRIM SEAT BACK
8947020510502 £3.00

THORGRIM BEARER 2
9947020510509 £2.50

THORGRIM BEARER 4
9947020510508 £2.50

THORGRIM BEARER 1
9947020510507 £2.50

THORGRIM BOOK THORGRIM BEARER 3
9947020510506 £1.25

9947020510510 £2.50

AI)VANCE ORDER:

THE WIII'I'E
COUNCIL

Galadrie!

WHITE COUNCIL
99111499058  £20.00

WWW.GAMES-WORKSHOP.CO.UK/STORE

1etailers are responsiblo for

thell twm prices.

Pictares for lustrative purposes anly, Product conteats may vary. Products sold unpainted and unassembled. Cartain Citadel prodects may be dangoroes if ysed incomectly. Prices comect at
me of going to press, please contact os for cymmant avallability and prices. Prices. quoted are for products sold by Games Workshop through its own stores, catalopue or website,



CAN'T WAIT TO GET YOUR HANDS ON THE LATEST RELEASES?
= Get the latest products and models for your armies on the day of release, delivered to your door, with
our Advance Order service, via the Online Store, by calling Direct or by post.

* Choose from loads of madels and products not yet released in our Hobby Centres.
* Postage for Advance Orders is only £2*, so you can afford to get more models for your money.

I(J RD r“f'}fr P\J J* J( E(

~ STRATEGY BATTLE GAME 7

FALL OF THE NECROMANCER

CASTELLANS OF DOL GULDUR
99061466024 £7.00

SAURON THE NECROMANCER
99111464103 £15.00

FALL OF THE NECROMANCER
60041499015 €£8.00

WOOD ELF SENTINELS
29061463027 £6.00

WOOD ELVES
99121499015 -€15 (for 24 plastic models)

Pictures for Sxsteajive flrposes ondy” Product Gontents magvary. Produols sold unpainied and unassembled. [.‘en.'lm(:ﬂnw ;lrm!; '5 may b dangarous 11 used
InCorrectly. Prices cormcl 86 1ime ol 00Ing (0.orest. Shsath Cortaet L far misrmnd it o g R e T

ﬁlWAHCE ORDER

FROM 18TH MARCH
(released 29th April)

* Tyranid Lictor - Death Leaper-£15
* Tyranid Biovore -..,..... £12
» Vostroyan platoon ..............50

ADVANCE ORDER

FROM 25TH MARCH
(released Gth May)

+ Fall of the Necromancer:......... .£8

* LOTR Collectors' Guide .,,...... 26

* Gities of Death boxed set.,.... .£48

* Imperial Sector.......comuie b5

"£2 postage only appligs to Atvance Jirdor
Products being defivered fo addesses in
the UK of lreland. Orders including
Advance Ordor products wift be held witll
the last avariablo froduct i rafaased.

Nt

* Wood EIVES ..o 815
» Castellans of Dol Guldur ... .87

* Giant SPIters’, ..o P6
* The White Councif ..............220
* Wood Elf Command.............. 86
ADVANCE ORDER

FROM 18T APRIL

(refeased 13th May)

o Imperial CIY. e oo 00—
ADVANCE ORDER

FROM 8TH APRIL

(relfeased 20th May)

* Giant Bats..ccneiins T

ADVANCE ORDER

FROM 15TH APRIL

(released 27th May)

* Sauron the Necromancer........£15-
* Wood Eif Sentinals.........—..... £6
» Spider Queen and Swarms:.... £15
«Eif Command'..ccc..coooio 6
* Wild Warg Chieftain...._...... 66
ADVANCE ORDER

FROM 22ND APRIL

(refeased 3rd June)

* Cities of Death ..o 812

* Urban barricades and walls ., 212
* Basllica Administratum ,.....215

J




_ find enclosed a
otograph from the
ening Standard hoarding,
the corner of
ord/Regent Street.
- _ ne our surprise when,
ﬁ: = the height of the Storm of
— 08, it appeared the
ning Standard may have
0 running it’s own special
pOrts.

Nigel Bye.

Grombrmdal’s Gallery

This month 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
zood picture, send it in and you might find vourself 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.

A Grudge too far...

thought I would decode it. To me it read “never forget a geudge”
made the mistake, or is it you?

126 FUEL FOR THE FURNACE

Missing Kill-Team?

I was reading through the Kill-
Team Nemesis article in WD310,
when I noticed that the nemesis
weapon options didn't cover the
Imperial Guard!

Greg Wass.
You can find the update on the
UK WD message board online:
www.games-workshop.co.uk
/whitedwarf - Owen

When | 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 Dwart Army boxed set (1 can't wait), |
. | was wondering whether it is me who had

Robert Simpson.

It is most certainly us and you are not the only one to have written in about this! 1'd like to say we did it
on purpose to see how many trie Dwarf fans out there noticed, but then I'd be lying — Owen

Your mighty missives as read by Grombrindal himself!

(WHISPERS FROM h

THE WARP..

Mr M Brewer... usc as a ‘counts
as’, just don't have the 5+
Imvulnerable. Alec Horan... hope
you liked the mag. Pippa Cooper...
can ypit please get in tonch. 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... 28vm. Dan
Mountain... all in good time!
Mark Paterson... not anytime
soon. Will Colgate... just use Steel
Legion with painted skulls or
madelled on skulls from Empire
shield bosses, Luke Courtney... 1
wonld assume, vos. Raymond van
den Hock...
be antacked by magical weapons
Mac Vurrich...
Clubs and Communify 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. Ashiey... hope you
enjoyed the Dark Eldar batrep in
311! Lord Malachi... sce Index
Astartes articles. Patrick Nilgson...
shallow dream no, it's our website.,
Dan Bradiey... no. but Mordheim
is just ay good. Francis Bridge. ..
hape vou found a Gaming ('I'u-') i
Swirzerland. Gazzmasterld..

WD3 4. Adam Watts... ;u’iu.n u.'.”
our Hobby Specialists. Axel
Lindmarker.., hello there Sweden!
Matthew Greene... Guy's ego has
now been enlarged re; his Imperial
Guard, Grelg Sturges... hopefully
this has been re-addressed in 311
and online. Michael Duxbury... ull
in good time

W =

some models can only

We dre now on the

Cool Conversion

Do you like my conversion of
a Tyranid Hunter with heavy
bolter, loading a hellfire shell?

Yes! ~

Owen
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Owen: [ am on
the cusp of
attending the
Warhammer
40,000 Doubles
event this
month and
hobbying
feverishly 1o
get my models painted on time.

Owen Rees

Rik: As the
White Dwarf
Mordheim
campaign
continues
frantically, |
have managed
to stay alive
long enough to
accrue a hoard of wealth which |

Rik Turner

Me, and Doubles partner Jonathan
Carter, are defending our Best
Army award which we won last
year. We're taking the same forces,
Witch Hunters and Sisters of
Battle, but with new models added.
I'll let you know how we got on
next month, but for now here is the
Inquisitorial Rhino I'll be taking
along to the tournament.

plan to spend on Hired Swords and
equipment for the last game!

Top of my shopping list is an Ogre
Bodyguard; three times the height
of my Dwarfs and lending some
brute muscle to my warband. At 80
gold crowns, however, hopefully
there's enough left for equipment,
or maybe to hire a Pit Fighter. ..

Meanwhile, Rik's Blood Ravens receive Inquisitorial support with these, the first

members of hig Daemonhunter's retinue.

Nick: Thanks
to my victories
i the
Mordheim
campaign and
in light of the
imminent final
showdown
game, I've been
painting a whole 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
to the 'Mordant Men' and it's been
wholly satisfying to watch my
warband grow.

Nick Kyme

I've been so'inspired that I've
painted a couple of extra hirelings,
too. Even if | don'f get to use them
in Mordheim, they'll be a great
addition to my. Empire army or as
Dogs of War. | guess that's a great
strength of games like Mordheim;
they compliment your existing big
armies and add an extra dimension
to them.

If yow've never tried Mordheim,
give it a go,

you'll be

surprised at the

possibilities and

versatility...

— —
Some new Hired Swonds
Jor Nick's Mordhein
games: a Marksman —
(who cotld also double

up oy a Bowunty Hurtter)
and a Piv Fighter
{represented by the

Dogs of War, Lorenzo

Q“‘Im maondel)

Christian: | am
still plugging
away at a
variety of
projects. The
High EIf army
15 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 second half.
This project is coming along
quickly (it should do, the models
are pretty much painted already)
and I hope to have the whole army
redone by July. Until next month!

As prowised, even more Black Legionnaires from the Byrax stable,
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- STERATEGY 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!

The Fall of Medusa V

-page booklet!

The "IIS[!‘II}'HI firsthorn
Elite Imperial Guard from a
world with a terrible secret

WHITE DWARF 317
ON SALE 28TH APRIL

The Spider Queen

NH('I' MONTH!

wiaems jeq

48 page sourcebook detailing the
environs of Mirkwood, its denizens and
the war against Sauron beneath the trees

NEW!

Bats _ = = =
Netal Spiders . =
Spider Queen
Necromancer

Plastic Wood Elves

and many more models!
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PRINTING GIANTS - MODELLING TAU BATTLESUITS
COLLECTING VOSTROYANS - THE FALL OF MEDUSA U






