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Take the struggle to the cities with the brand new Warhammer
40,000 expansion, Cities of Death. | tell you, if | had a choice
between a pile of gold and playing some urban Warhammer
40,000 combat then I'd take the gaming every time. And | like
gold a lot. | am, after all, a Dwarf (the clue’s in the name).

There are two really very good reasons to get out your models
and have a rumble in this new environment. The first is that cities
are where a lot of fighting takes place in war. They are where the power and wealth are
concentrated, and so prove a tempting target for invading armies (we Dwarfs have a
terrible time keeping those damned Grobi and Skaven out of ours); in this way Cities of
Death provides you with some fantastic 41st Millennium flavour, so it's dead easy to come
up with great back-stories for your battles.

The other great thing is, of course, the buildings! These kits make it so easy to build a
city even a beardling could do it. They come on sprues as a series of cunningly fashioned
Lo o0 tiles, and this means you can make whatever you like. Sometimes, 1'd swear Games

ONLINE Workshop is staffed entirely by the very finest of Dwarf engineers.
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24 CITIES OF DERTH

Cities of Death presents a new style of Warhammer Cities of Death co-authors Andy Hoare and Adam Troke
40,000 game. Read all about it here! battle their way through a ruined Imperial city.
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The Eldar are coming!
48 STANDARD BEARER
Jervis’s take on Cities of Death.
571 CITADEL TOOLBOX
The Urban Basing Kit discussed.
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Ork Kommandos spotted on Medusa V!
63 DOK BUTGHA
Cities of Death Lictor diorama.
64 REGIMENTS OF RENOWN
For hire: rock hard mercenaries.
78 MODELLING WORKSHOP: SCOUTS
Space Marine Scouts with sniper rifles!
82 'EAVY METAL
The Banner Bearers of Middle-earth.
86 THE ART OF WARHAMMER: THE HORDE
Tactics for Horde armies.

92 ARMING FOR MEDUSA
The UK WD team get ready for Medusa.

= A R T 104 FRONTLINE
UK community and event news.
50 BATTLE REPORT: MEDDLE NOT IN THE AFFRIRS OF WIZARDS 120 ORDERING DIRECT
A big pack of Wargs get their teeth into three Wizards. Venerable Dreadnought components.
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_NEW RELEASES

GITIES OF DEATH

WARHAMMER 40,000 EXPANSION

In the nightmare future of the 41st millennium, armies
hattie one another to annihilation amid the shattered
ruins of vast cities.

CITYFIGHTING IN THE 418T MILLENNIUM

WORKSHO!

Cities oi Death is an
80-page Expansion for
Warhammer 40,000

CITIES OF DEATH EXPANSION £12
Sweden  Kr150 Denmark  Kr125
Norway  Kr150 Euro £17.50

Product code: 60040199017
Written by Andy Hoare and Adam Troke

ON SALE JUNE 3r

‘Released 10/06/06 in Nerthern Europe.

>>> MORE ON PAGE 23

Pictures for filustralive purposes only. Product comtents may vary. Products sold unpainted and unassembled. Certain Citadal products may be dangerous if used incorrectly. Prices correct af Hime of going o prass, please contact us for current
availability and prices. Prices quated are for products sold by Games Workshop through its own slores, catalogie or websile. ratailars arg r ible for determining their own prices.




NEW BELEASES

WARHAMMER
AB000:,

- 1

This box set contains one
Manufactorum plastic ruin.

MAMNUFACTORUM £15
Sweden  Kr1BO Denmark  Kr150

Morway  Kr180 Euro €20
Praduct code: 99120199009

ON SALE JUNE 3r

1 “Released 10/06/06 in Northern Europe.
35%

A’

%

This hox set contains one
Sanctum Imperialis plastic ruin.

SANCTUM IMPERIALIS £15
Swedan  Kr180 Denmaork  Kr150
Morway  Kr1B0 Euro €20

Product code; 99120197008

"Released 10/06/06 in Northern Europe.

This box set contains one
Basilica Rdministratum
plastic ruin.

BASILICA ADMIMNISTRATUM £15

Sweden  Kr180 Denmark  Kr150
Marway  Kr180 Euro €20
Product code: 99120199005

ON SALE JUNE 3rd’

eleased 10/06/06 In Northern Europe.

All Cities of Death buildings and accessories designed by Dave Andrews, Mike Anderson, Colin Grayson and Tim Adcock

Pictures for illustrative purposes only. Product contents may vary. Preducts sofd unpainted and unassembied. Certain Citadel products may g
dangerous if used incarrectly. Prices correct af time of going o prass, please contact us for current availability and prices, Prices quated ar for produsts
retallers ara far ining their aiwn prices.

sold by Garmes Warkstiop through its own sfores, guig or websits.
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CITIES OF DEATH BOKX SET
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WARHAMMER
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This hox set contains one Cities
of Death rulebook, twe sets of
Warhammer 40,000 hattlefield
accessories, one large Basilica
Administratum ruin and one

(= (unpoues

Sanctum Imperialis ruin o |
CITIES OF DEATH BOX SET £40 = >
Sweden  Kré00 Denmark  Kr300 a a
Norway  Kr600 Euro €70 ¢ 2
Product code: 60120199001 3 S
He g
* c =
ON SALE JUNE 3rd & 5

‘Released 21/05/06 in Northern Europe.

FIGHTING IH THE 4157

SAVE

£24

‘campaned to huying
conienis separately

Pictures for ilustrative purposes oy, Product contents may vary. Products soid urpainted and ynassambled. Certain Citadel products may be dangerous if wsed incorrectly. Prices currecwr I.lme af yo;rlu 10 press, please contact us for current
availability and pricss. Prices quoted are far produets soid by Games Workshop thraugh ifs owin stores, e for i

their own prices.

or wabsite. retailers arg
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IMPERIAL SECTOR

200

“compared (o hoying
conlents separately

This set contains enough
sprues to make a selection
of ruins of various types:

Basilica Administratum,
Sanctum Imperiaiis
and Manufactorum

IMPERIAL SECTOR £50
Sweden  Kr750 Denmark  Kré50
Morway K750 Euro €80

Product code: 99120199006

s ool
= ON SALE JUNE 3rd
small and 1large ruined buildings!

‘Released 10/06/06 in Northem Europe.

JLBUAN

L 10%

LUMIOIIBINUEN

WMIUES

Piclures for ustrative purposes anly. Product contents may vary. Products sofd unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, pleass contact us for current
availability and prices. Prices quoled are for products sold by Games Workshog Shrough its own stores, f or website. It refatiers ara itife for ininig thelr own prices.
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CITIES OF DEATH BATTLE MAT

Contains one 6'x 4'

battle mat for use with the
plastic city ruins
CITIES OF DEATH BATTLE MAT £10
Sweden  Kel40 Denmark  Kel15
Morway  Kr140 Eure €15
Product code: 99229999063

ON SALE JUNE 3rd”

‘Released 10/06/06 in Northern Europe.

T L T
I . e

" - - URBAN BARRICADES AND WALLS £12
This set contains six Sk s e W

resin barricades Norway  Krl150 Euro €17.50
Product code: 99220199026

ON SALE JUNE 3r

“Released 10/06/06 in Northern Europe.

Pictures for Mustrative purposes only. Product contents may vary. Fraducts sold unpainted and unassembled. Certain Citadel products may be dangerous if used Incorrectly. Prices correct at time of going to press, please contact us for currant
availability and prices. Prices quoted are for products sold By Games Warkshap through ifs own stores, catalogue or wabsite. Independent retailers are responsible for defgrmining thelr o prices.
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STRATAGEM BUILDING SET g

accessory sprues

STRATEGEM BUILDING SET £20
Product code: 99220199027

ON SALE JUNE 3

DIRECT SALES ONLY

¥
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This box set contains
8 sheets of plastic
gaming counters
e e o f G g CITIES OF DEATH COUNTERS SET £5
i B4 Swedan  Kr70 Denmark Kré&0
3 WA R HA M M E R ': { s Norway  Kr70 Eure €8

740000, - Product cade: 99220199029

ON SALE JUNE 3rd”

‘Released 10/06/06 in Northern Europe.

WHILE STOCKS LAST

b = B

EATH COUNTER

ERTE EX

GALES WORISHOP

>>> MORE ON PAGE 23

Piclures for iustrative purposes anly. Product contents may vary. Products sofd unpainted and unassembled, Cartain Gitadal products may be dangerous if used Incorrocty. Pricss correct at time of going fo press, please confact us for current
availability and prices. Prices quated are for products seld by Gamas Workshap through its own stores, catalogue or websita, retailers are responsible for ining their own prices.
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Bmrn WORIAF

This box set contains 2 pots of
slate, 2 pots of resin details
and 1pot of razorwire

| URBAN BASING KIT £10
| Sweden  Kr1d0 Denmark  Krl15
Morway  Kr140 Eure €15

Product code: 99220199028

ON SALE JUNE 3rd”

‘Released 10/06/06 In Northern Europe.

- i AT A MR
g NARHAMMER
RAZOR WIRE £5 * RAZOR WIRE « BARBELES » ALAMBRE DE ESPIND »

Sweden  Kr70 Denmark Kr60 * STACHELDRAHT » FILO SPINATO » i3
Norway — KriQ Eura £8 . " "

Product code: 99220199030

ON SALE JUNE 3rd’

‘Released 24/05/06 in Northern Europe.

HTEARAAN

Plctures for ilustrative purpeses only. Produet contants may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous If used incorrectly. Prices camect at fime of going fo press, please comtact us for current
avalizbility and prices, Prices quoled are for prodiicts soid By Games Workshop through its owin stores, f ar wabsite. 0 refailers ard ifile for ining their owit prices,
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FORGE WORLD

BROADSIDE BATTLESUIT

The XV88-2 Broadside Battle
suit with twin-linked plasma
rifles is a complete resin kit,
designed by Will Hayes.

BLACK TEMPLARS CADIANS

This pack of 5 resin Black Templar storm shields . 2 multi part resin Cadian Special weapons troopers with
all bear the chapter iconography. Models (L )70% Respirators, one with a meltagun and one with plasma gun
designed by Simon Egan and Mark Bedford. \

This pack of 10 Black I I

Templar Terminator
shoulder pads contains
5 with chapter

iconography and

5 with the Crux
Terminatus.

Madels designed by
Simon Egan.

Example of assembled Black
Templars Terminator using the
new Forge World accessories.

including super-heavy Baneblade battle tanks, upgrades for
Games Workshop's plastic kits, scenery pieces and busts of |
some of our most popular characters. Except for Warhammer
World, these products, aimed at experienced modellers, are

not available in any of our stores, but may be bought directly
from Forge World.

Pictures for Mustrative purposes only. Product contents may vary. Products sold unpainted and unasssmbled. Certain Citade! products may be dangerous if used ineorrectly. Prices correct af time of going to prass, please contact us for currant
availability and prices. Frices quoted ars for products sold by Games Workshop thraugh ifs own stores, catalogue or websile. Indapandant retailers are fe for ining their awn prices.




NENRFIERSER . -l e
NEW IMPERIAL

GUARD REGIMENT!

VOSTROYANS

VOSTROYAN FIRSTBORN REGIMENT

. VOSTROYAN — VOSTROYAN ——
WARHAMMER / - SERGEANT

WITH FLAMER

fes
woCiHOr

This sauad box set contains
one Vostroyan Sergeant, one

Vostroyan with flamer, one
Vostroyan heavy boiter team
and six Vostroyan Troopers. WOSTROYAN HEAVY BOLTER TEAM

VOSTROYAN FIRSTBORN REGIMENT £20
Sweden  Kr270 Denmark  Kr225
Morway  Kr270 Euro €30

Product code: 99110105193
Sculpted by: Dave Thomas, Mike Anderson,
Seb Perbert and Felix Paniagua

ON SALE JUNE 10th*

“Released 13/05/06 In Northern Europe.

vn STH nvnN VOSTROYAN TROOPERS WITH LASGUNS
TROOPERS

This blister pack contains

three Vostroyan Troopers
VOSTROYAN TROOPERS £6
Sweden  Kr85 Denmark K75
MNorwoy  Kr85 Euro €10

Prodluct code: 99060105198
Sculpted by: Dave Thomas, Mike Anderson,
Seb Perbert and Felix Paniogua

ON SALE JUNE 10th”

‘Released 13/05/06 in Northern Europe.

Plturss for ilustrative purposes only, Produst contents may vary, Products sold unpainted and unassembled, Carfain Citade! products may be dangerous f used incorrectly. Prices correct at fime of going fo press, please contact us for current
avaitahility and prices, Prices quofed are for products soid By Gaimes Workshap through its own stores, calalogue or websits. Independent refailers ara raspongible for determining their own pricas,
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VOSTROYAN SNIPERS

This blister pack contains

two Vosiroyan Snipers
VOSTROYAN SNIPERS £5
Sweden K70 Denmark Kr60
Norway  Kr70 Euro €8

Product code: 99060105203
Sculpted by: Mike Anderson

ON SALE JUNE 10th

‘Released 13/05/06 in Northern Eurape.

VOSTROYAN ASSAULT WEAPONS

VOSTROYAN VOSTROYAN VOSTROYAN
WITH FLAMER WITH GRENADE LAUNCHER WITH PLASMA GUN

.'.n‘\'\ 1

This blister pack contains
wo Vosiroyans with

assault weapons
VOSTROYANS WITH SPECIAL WEAPONS
£6
Sweden  KrB3 Denmark Kr?5
Merway  KrB5 Eure €10

Product code: 99060105195
Sculpted by: Dave Thomas

ON SALE JUNE 10th

‘Released 13/0%5/06 in Northern Europe.

Picturas for lustrative purposes only. Product confents may vary. Products sofd unpainted and unassembled. Centain Citadel products may be dangerous if used incorrectly, Prices correct al time of golng to press, please contact us for current

availability and pricas. Prices quoted ara far products seld by Games Workshop through ifs own stores, or website. [nde retailers are far ing their own prices.
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VOSTROYAN COMMAND SQUAD

SIC)

VOSTHOTARISCHE
KOMMANDOASTERLUNG

ESCOUADE DE COMMARGEMENT
VOSTHOTENNE

ESCIADAR BE MANDD
VESTROVANN. . =

This box set contains
one Vostroyan Senior Officer,
,one
Vostroyan Vox Caster, one
Vostroyan Standard Bearer and
one Vostroyan with grenade
launcher.

VOSTROYAN COMMAND SQUAD £15
Sweden  Kr250 Denrnark Kr200
MNorway  Kr250 Eure £27.50

Product code: 99110105201
Sculpted by: Dave Thomas and Seb Perbert

ON SALE JUNE 10th’

‘Released 13/05/06 in Northern Europe.

VOSTROYAN VOSTROYAN
SENIOR OFFICER VOK CASTER

VOSTROYAN WITH —— VOSTROYAN
GRENADE LAUNCHER MEDIC |

Piciures for ilustrative purposes anly, Product contents may vary: Products sold unpainted and unassemblad, Cartain Gitadel products may be dangerous if usad incorrectly. Prices correct at time of going fo press, please contact us for current
availability and prices. Prices quoted are for products sold by Gamas Workshap through its own stores, calalogue or websita, refailers arg itifa for ing their own prices,
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VOSTROYAN OFFICERS

OFFICER WITH BOLT PISTOL —— OFFICER WITH LASPISTOL — OFFICER WITH PLASMA
AND CHAINSWORD AND POWERFIST PISTOL AND POWER SWORD

This blister pack contains

two Vostroyan Officers

VOSTROYAN OFFICERS £6
Sweden  Kr85 Denmark K75
MNorwoy  Kr85 Euro €10

Praduct code : 99060105197
Sculpted by: Mark Harrisan

ON SALE JUNE 10th”

“Released 13/05/06 In Northern Europe.

VOSTROYAN VOSTROYAN
MORTAR TEAM LASCANNON TEAM

This hlister pack contains

This blister pack contains
one Vostroyan Mortar Team

one Vostroyan Lascannon Team

VOSTROYAN MORTAR TEAM £9 VOSTROYAN LASCANNON TEAM £9
Sweden  Kr100 Denmark Kr90 Sweden  Krl00 Denmark Kr20
MNorway  Kr100 Eure €11 Norway  Kr100 Euro €11
Product code: 99060105200 Product code: 99060105194
Sculpted by: Dave Thomas Sculpted by: Mike Anderson,
ON SALE JUNE 10th* ON SALE JUNE 10th*
‘Released 13/05/06 in Nerthern Europe. ‘Released 13/05/06 in Nerthern Europe.

FPloturas for llustrative purposes anly. Product contants may vary, Products sold unpainted and unassemibied, Cerfain Citadel products may be dangerous if used incorrectly. Prives correst at fime of going fo press, please contact us for current
availzbility and pricss. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or wabsite. | dent ratailars are hie for fning their own pricas.
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_NEW RELEADES

ORK KOMMANDO ORK KOMMANDO
WITH BIG SHOOTA WITH BURNA

This blister pack contains This blister pack contains

10rk Kommando with Big Shoota 1 0rk Kommando with Burna
KOMMANDO WITH BIG SHOOTA £5 KOMMANDO WITH BURNA £5
Sweden K70 Denmark Kré60 Sweden  Kr70 Denmark: Kré0
Norway K70 Euro €8 Norway  Kr70 Eura €8
Product cade: 97060103103 Product code: 99060103102
Sculpted by: Seb Perbet Sculpted by: Seb Perbet
ON SALE JUNE 24th” ON SALE JUNE 24th"
o n K B I ﬂ M E K ‘Released 10/06/06 in Northern Earope. ‘Released 10/06/06 in Northern Europe.
This biister pack contains GROT OILER This blister pack contains

1Grot Diler

10rk Big Mek

ORK BIG MEK £9 Grot Oiler £2.50
Sweden  Kr120 Denmark Kr100 Praduct code: 99220199027
Morway  Kr120 Euro €13

Product code; 790601031017
Sculpted by: Seb. Perbet

ON SALE JUNE 24th”

‘Released 10/06/06 in Northern Europe.

DIRECT SALES ONLY

This box set contains
5 Ork Kommandos
ORK KOMMANDOS £15
Sweden  Kr180 Denmark  Krl150
Morway  Kr180 Euro £20

Product code; 9710103100
Sculpted by: Seb Perbet

ON SALE JUNE 24th”

‘Released 10/06/06 In Northern Europe.

Pictures for ilustrative purposes orly. Product confents may vary, Products soid unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices corract at time of going to prass, please cantact us for cirrent
availability and prices. Prices quoted are far products sold by Games Warkshop through fts own stores, catalogue or websile. rataiars arg ible far ining their own prices.
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SPAGE MARINE SPACE MARINE
VENERABLE DREADNOUGHT JUMP PACK CHAPLAIN 1

This blister pack contains 1
Chaplain with jump pack

This box set contains 1Space
Marine Venerable Dreadnought

VENERABLE DREADNOUGHT £35 JUMP PACK CHAPLAIN £7
Sweden  Kr400 Denmark  Krd50 Sweden  Kr100 Denmark Kré0
Norway  Kr400 Euro €50 Nerway  Kr100 Euro €8
Product code: 99110101321 Praduct code: 99060101252

Sculpted by: Tim Adcock & Mark Harrison Sculpiad by: Juan Diaz

ON SALE JUNE 1T7th"

‘Released 10/06/086 in Northern Europe,

SPAGE MARINE SCOUTS
WITH SNIPER RIFLES

WARHAMMER

“Released 10/06/06 in Northern Europe.

This hox set contains 5 scouts
with sniper rifles and missile
launcher option

SCOUTS WITH SNIPER RIFLES £12
Swaden  Krl100 Denmark Kr150
MNeorway  Kr100 Euro €20

Product code: 99120107044
Sculpted by: Brian Melson, Mark Horrison &
Seb Perhet

‘Released 10/06/086 in Northern Europe.

Plgtures for iustrative purposes only. Product contents may vary. Products sold unpainted and unassembled, Certain Citada! products may be dangsrous if used incorrectly. Prices corract at time of going to press, please contact us for current
availability and prices. Prices quoted are for products sold by Games Workshap through its own stores, cat or website. Ind, dant retailers are ibie for ining their cwn prices,




_ NEW RELEASES

FALL OF THE
NECROMANCER

SAURON THE NECROMANCER

This box set contains one

Sauron the Necromancer

SAURON THE NECROMANCER E15
Sweden  Kr180 Denmark  Kr150
Norway K180 Euro €20

Product code: 99111464103
Sculpted by: Michae! Perry

ON SALE MAY 27th

This box set contains one
Spider Queen and three
Spider Swarms.

SPIDER QUEEN AND SWARMS £15
Sweden  Kr250 Denmark  Kr200
Norway  Kr250 Eura €27.50

Product code: 99111499060
Sculpted by: Trish Morrison

Pictures for Mustrative purposes orly. Product contents may vary. Products sold unpainfed and unassembled. Cartain Citadel products may be dangerous if used incarvectiy, Prices correct af time of going fo press, plegse contact us for current
ind prices. Prices quotad are for products sold by Games Warkshop through its own stores, catal or website. jent retaflers are ifiig for i their own prices,

avaiabiny
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WILD WARG CHIEFTRIN

This hlister pack contains one

Wild Warg Chieftain

WILD WARG CHIEFTAIN £6
Sweden  KrB5 Denmark k75
Morway  KrB5 Eure €10

Product code; 79061462036
Sculpted by: Michael Parry

ON SALE MAY 27th’

‘Released 10/06/06 in Northern Europs.

This blister pack contains

three Wood Elf Sentinels

WOOD ELF SENTINELS £6
Sweden  KrB3 Denmark Kr?75
Norway — KrB5 Euro £10

Product code: 99061463027
Sculpted by: Alan and Michoel Perry

ON SALE MAY 2

“Released 10/06/06 in Northern Europe.

ELF COMMAND

This blister pack contains two

Elf Command miniatures
ELF COMMAND £6
Sweden  Kr85 Denmark Kr75
Norway  Kr85 Euro €10

Product code: 99061463029
Sculpted by: Alan and Michael Perry

ON SALE MAY 27th’

‘Released 10/06/06 in Northern Europe.

Picturss for ilustrative purposes anly. Product contants may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices correst af Hme of gaing to press, please contact us far current
avaiizhility and prices. Prices quofed are for products sold by Games Workshop through ifs own stores, catalogus or website, indspandant retailers are responsitie for determining their own prices.
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__NERS

his October sees the release of the eagerly awaited

Warhammer 40,000 Codex: Eldar. This new book

updates the rules for this enigmatic alien race, and

introduces brand new troop types and options. One of the
big new elements of the Eldar army is a new HQ choice —
the Autarchs. These Exarchs have trodden the path of the
Warrior to its end, and now combine skills and Wargear
from whichever Aspects they choose!

Of course, the release of the new Codex also heralds a
raft of new miniatures, of which the models on this page
are the merest taster. With new versions of the ever-

popular Aspect Warriors, War Walkers and Wraithlords,
players of the Eldar have never had it so good. But that's

not all — keep your eyes on White Dwarf over coming
issues to find out more...

k) THE ELDAR

FROM THE WEBWAY...

Here's just a taster of the great new
range of metal Eldar models.

Howling Banshee
Aspect Warrior

Howling Banshee
Aspect Warrior

Fire Dragon
Aspect Warrior

Fire Dragon
Aspect Warrior




New box set of 10 Dire Avengers with optional Exarch

Eldar War Walkers




BOXED GAME
REDEMPTION!

Buy the current Warhammer
boxed game & get the new
rulebook free! Simply bring
your proof of purchase into the
store where you bought the
'boxed set. Offer begins 1st
iIune and ends 8th September
2006. It must be redeemed by
the 9th and 10th Septembef
2006 and applies in - F IR _ y e B i e
participating Hobby Centres, \ s . Buy the boxed set now and get the new
Independent Stockists, Direct S rulebook FREE when it's release.
Sales and the Online Store 'in 4 b A oo R A Offer lasts from 1/6/06 to 8/9/06

' the UK and Northern Europe.
) of WAR

MEDUSA
END GAME (Cﬁp gouf to f‘EEP Congratulations

GCN CAMPAIGN WEEKEND | - ) = : T[
1 ")ﬂ‘l & 20”] August 20()(), Att..ne as the amazlng?l\‘lr_:r_( eim o 0 Thon

Warhammer World L()l(F“It-'ld \'nu n}wa\, haw ice <) that Eldar Fire 1rdanm are one UT
fantastic Mordheim terrain also in the the new units in Dawn of War:
The end is nigh...high on the Charbdyis photography. This was made by the Winter Assault.

Crest Tau forces must extract their forces talented Warhammer World scenery His Imperial Guard regiment
from the planet, including a number of team. We just wanted to say thanks nicknamed, the 82nd Trykordian

Earth caste scientists who have gathered chaps! You can see the terrain in Armoured ‘Gauntlets of Malice’ was
valuable intelligence from Sybilla Tertius, person, and even play a game on it, judged to be the best and he wins
racing pass Imperial and heretic forces. in Warhammer World. Turn to page the Dawn of War PC from WD311
And then of course, there are the Orks... 108 for details. - well done!

Whilst in the Sybilla Quarantine
Zone, all hell has broken loose! Eldar
forces must keep Imperial, Tyranid. and
Necron forces at bay long enough for
their work on Medusa V to be completed.

PRIVATE EVENT

Sorry guys, thought we ought to
let you know that between 28th-
31st July 2006 Warhammer
World gaming arena will be
cleared of gaming tables for a
private GW event. Gaming
should be back to normal on the
1st August. We apologise for any
inconvenience this may cause
and hope that this advance
notice will give you the chance
to make alternative
arrangements.

PLEASE NOTE: There will only be 14
tickets available for each race (Chaos,
Orks, Necrons, Tyranids, Tau, Eldar/Dark
Eldar) and 28 Imperial tickets, so book
early to avoid disappointment!

TICKET PRICE: £45. This covers seven
games across two days, lunch on both
days, and an evening meal on Saturday.
Tickets will go on sale from the 22nd

May 2006.

AGE LIMIT; 16+. For more details contact

Steve Nolan on 07793 198516 or at: Games Workshop Northern Europe Price Changes

From 3rd July Games ‘v\’urk»h()p Northern Europe will be changing the

eve ntf"}@ 8C nm.o I‘g .U |< prices on a selection of pr or a full list of the change |.1lcja

the Northern European website at http://ne.games-workshop.
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Cities of Death expansion book 3/6/06 £12.00

Cities of Death box set 3/6/06  £40.00

Cities of Death battlemat 3/6/06  £10.00

Urban basing kit 3/6/06  £10.00 ; SeSs SN
Stratagems Building Set 3/6/06  £20.00 WARHAMMER
Razorwire 3/6/06 £5.00 = s i :
Urban Barricades & Walls 3/6/06  £12.00 " ,4?'0 00 )

Basilica Administratum 3/6/06 £15.00 i

Sanctum Imperialis 3/6/06  £15.00 Daemon Prince of Nurgle
Manufactorum 3/6/06 £15.00

Imperial Sector 3/6/06  £50.00 i

Cities of Death Counter Sef 3/6/06  £5.00 1l
Imperial Guard Vostroyan Firsthorn Regiment 10/6/06  £20.00 i
Imperial Guard Vostreyan Command Squad 10/6/06  £15.00 (!
Imperial Guard Vostroyan Assault Weapons 10/6/06  £6.00 o '

Imperial Guard Vostroyan Lascannon Team 10/6/06  £9.00 \Qﬁ

Imperial Guard Vostroyan Mortar Team 10/6/06 £9.00

Imperial Guard Vostroyans 10/6/06  £6.00

Imperial Guard Vostroyan Officers 10/6/06 £6.00
Imperial Guard Vostroyan Snipers 10/6/06
Space Marine Scouts with sniper rifles 17/6/06
Space Marine Venerable Dreadnought 17/6/06
Space Marine Jump Pack Chaplain 17/6/06
Ork Kommandos 24/6/06
Ork Big Mek 24/6/06
Ork Kommando with burna 24/6/06
Ork Kommando with big shoota 24/6/06
Grot Oiler (Direct only) 24/6/06

e

Chaos Daemon Prince of Nurgle 8/7/06
Possessed Chaos Space Marines 8/7/06
Chaos Terminator Lord 8/7/06
Lucius the Eternal 8/7/06
Eldar Rangers 8/7/06 £15.00
Eldar Heavy Weapon Platform 8/7/06 £10.00
Tau XV25 Stealth Armour 8/7/06 £12.00
Ultramarines Captain Sicarius (special edition) 8/7/06 £7.00
THE LORD OF THE RINGS
Elf Command 27/5/06 £6.00
Wild Warg Chieftain 27/5/06 £6.00
Spider Queen & Swarms 27/5/06  £15.00
Sauron the Necromancer 27/5/06  £15.00
Wood Elf Sentinels 27/5/06 £6.00
WARHAMMER NEXT MONTH
Dwarf Collectors Guide : 22/7/06 £6.00
Wood Elf Lord on Great Eagle 22/7/06  £18.00
Wood Elf Lord on Great Stag 22/7/06  £15.00
Wood EIf Lord with two hand weapons 22/7/06  £6.00
Wood Elf Lord with bow 22/7/06 £6.00
Wood EIf Army Standard Bearer (Direct only) 22/7/06 £5.00
Giant Eagle (Direct only) 22/7/06  £15.00
SPECIAL EDITION MODELS
Gotrek Gurnisson 22/7/06  £12.00
Felix Jaeger 22/7/06  £12.00
Snorri Nosebiter 22/7/06  £10.00
Max Schreiber 22/7/06  £10.00
Ulrika Straghov 22/7/06  £10.00
ALSO RELEASED THIS MONTH
Liber Necris 3/6/06 £15.00
False Gods 3/6/06 £6.99
Ravenor Returned 3/6/06 £6.99
Tainted Blood 3/6/06 £6.99
Liber Chaotica Complete 3/6/06  £25.00
Picturas for flustrative purposes only, Frodue! contents may vary. Products soid unpainted and unassembled. Certain Citade! products may be dangerous if ysed incorractly, Pricas correct at time of going to press, please contact us for current
avallability and prices. Prices quoted are for products sold by Games Workshop through ifs own stores, catafogue or wabsite. it refailers are ¢ ilile for their own prices.
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This summer, from July to September, Nottingham Castle will be mounting
a major exhibition on the art and creativity of Games Workshop.

For almost thirty years, Games Workshop has
been chronicling, sculpting and illustrating the
fantastical worlds of Warhammer and
Warhammer 40,000 to the delight of hundreds
of thousands of gamers, model makers and
fantasy enthusiasts from around the world.

Now for the first time, original artworks,
miniatures, sculptures and drawings will be
brought together to showcase the creative arts
of Games Workshop.

Games Workshop was established in
Nottingham in the early 1980s and has since

grown to become the world’s largest
manufacturer of tabletop fantasy games. At its
Nottingham Design Studio, artists, writers and
sculptors bring to life the worlds of Warhammer
and Warhammer 40,000 and these are then
realised in the form of lavishly illustrated books,
games and miniatures.

The exhibition will be a major showcase for the
work of this uniquely creative business and will
provide a source of inspiration not only for

fans and enthusiasts but for anyone with an
interest in how creativity, culture and
commerce interact.

Nottingham Castle, 15th July - 24th September 2006
For further information please call Nottingham Castle on 0115 915 3700




Designer’s Notes
We talk to Andy Hoare
about the contents of the
new Cities of Death
expansion book.

Building the Future

Dave Andrews provides an
insight into the design of the
fantastic new Warhammer
40,000 city ruins kits.

Urban Warriors

We look at some awesome
conversions that reflect the
desperate nature of fighting in
urban environments.
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41st Millennium. We spoke to Andy Hoare,

author of the new book, about the game.
e've been planning these

n.upplements for some time, but the idea to

Iy sinp,l
going to wanl lots of them! You
: ell when
you have one or twu but we
knew people would want to fill up their
table with a full city. That level of scenery
density makes it a different kind of game,
and that needs a supplement.”

It was this idea that was at the forefront
of the design process for the Cities

ath expansion book — make cityf
games possible!

iy
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Like Cityfight, but better
Make no mistake, Cities of Dea!h isa
different beast to the olc & ¢
Unlike the older supplement, where a ike flamers, but instead rolled ¢ o ;
a Cities of Death is an 80-page
whole new rules system came into being, (|ICE to determine the number of hits on ¢ e
this time there has been no tinkering with unit. The r or this,’ dy explains, SEpeis TR IR THAUIE
i 40,000 game.

the core rules at all. “was that we ¢
“We were in a good position this time. scenery people would use, or hm\- den:»e it e Full cityfighting rules

* 24 unique Strategems

“ Cities of Death lets you take the fight to « 11 new missions, both

standard and special

the centres of power of the 41st pe) "y
e 30 pages of hobby ideas
Millennium, and provides a new, urban * Detailed background on

famous urban battles of

environment full of fresh challenges. ,, the future




Every panel of a
Sanctum Imperialis
is sculpted with
devotional symbols
to the Emperor.

MEDUSA V 111

Medusa V, the planet on
which this year's global
campaign is set, has many
urban areas, from research
stations to hive cities. Why
not play some of your games
for the war in these
dangerous new environs?

26 WHITE DWARF CITILS OF DEATH

These are religious buildings, havens of the Ecclesiarchy,
and the heart of the Imperial Cult on a world.

would be. However, this time we can
make an assumption that 90% of all Cities
of Death games will be played using our
scenery, and we know what that looks like,
so we don’t have to meddle with things
like templates and squad coherency.

“So the rules are not actually rules.
They are only guidelines on applying the
core rules of Warhammer 40,000 to this
amazing new environment. That's it.”

If this sounds like there are no
differences between Warhammer 40,000
and Cities of Death, you couldn’t be mare
wrong. The nature of urban combat -
desperate, close and bloody — is
represented by stratagems. Each player
chooses up to three of these at the
beginning of the game. These vary, being

=4 )COVER SAVES

Urban environments present
plenty of cover for infantry,
something lightly armoured
armies like Imperial Guard
and Eldar benefit from greatly.

encompassed in various sub-categories
such as Dirty Tricks or Obstacles, but each
essentially gives you something, be it an
ability, deployment option or special
building, that you can use in the game.

“It is a specific environment, and
specific environments bring various twists,
plot hooks, and, literally, strategies. If you
think of urban combat, you think of
snipers, of troops dashing across wrecked
streets into cover, of blowing up buildings.
40K is a broad church, it covers a lot, but it
can’t cover that level of detail. The idea
with these expansions is that you can
zoom right in to an area, and pull out
some of the things that characterise it. But
it’s still Warhammer 40,000 — it's just a
very specific type of Warhammer 40,000."
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A tale of two cities

Andy is very happy with the stratagems.
They've proven to be a great way to add
flavour to a games system without rewriting
the rules.

“The result is that Cities of Death works
on two levels,” says Andy. “A beginner or
someone who just wants a pick-up game
can dip in and play. You can just turn up
with your regular 1500-point army. You
don't have to drop out your favourite units
to include smoke-launching infantry or add
other weirdness, and you don't have to
convert your models or create a new army.
Stratagems don’t cost any points at all —
both players have to take them, but you
don't lose any of your models whatsoever
by doing so.

e e e

The centres of government on Imperial

A -\:;ds, these buildings exude power.

PLUNGING FIRE

But, on the other hand, you can go all-

out and immerse yourself totally in Cities
of Death.

“You can use the stratagems to theme
your army; for example, my Imperial
Guard regiment is themed entirely around
the Combat Engineers stratagem. They

have urban bases and look really grizzled.

But they will still work in a game of
Warhammer 40,000. It is very important
that we get this right with the expansions,
that you can play them straight out of the
box, but you can also immerse yourself in
it totally.

“I think we've managed it with the
Cities of Death expansion,” continues
Andy, “and we can envisage lots of other
environments where we can use

One stratagem your army can select is
that of plunging fire, which reduces
enemy cover saves, and makes it more
difficult for vehicles to pass then’
Concealed rolls.

The arched details are a recurring
théme in gothic architecture.

This skull panel was one of
thase sculpted digitally.

g\
Bl S |
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>>> More on page 5?

This brilliant new basing kit is
available to buy for a limited
time only. It contains all you
need to create realistic city
bases for your models,
including different grades of
slate, detailed resin pieces and
even razorwire!

www. %a mes-workshop.co.uk/citiesofdeath
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all over the galaxy.

The ruined buildings come on
four different types of frame.
There are three distinct
architectural styles:
Manufactorum, Adeptus
Administratum and Sanctum
Imperialis. These can be mixed
up as you please to create all
manner of intact or ruinous
Imperial buildings, from tiny
power generators to enormous
Imperial palaces! The generic
frame contains the floors and
a variety of extras — including
lamps and buttresses - to
embellish your buildings or
personalise your city streets.

CITY RUIN FRAMES

28 WHITE DWARF CITIES OF DEATH

Adeptus Mechanicus facilities can be found

The biggest features of
the Adeptus Mechanicus
buildings are the
madelled on machinery
and industrial details.

40%

stratagems. We have ideas for future uses
of them already...”

Some of these ideas are being cogitated
upon now, not that we can tell you about
them just yet, oh no.

Building the future
The ruin kits, the impetus to create Cities of
Death, were the brainchild of Dave
Andrews, one of Games Workshop's
resident terrain-building geniuses.

“Making scenery is something that | do
for a living, but it's also something | do as a
hobby,” says Dave. “I have always enjoyed
it, and | have always wanted some
Warhammer 40,000 buildings. The idea
came from one of our computer games. |
wanted some reference on buildings |

) DREADNOUGHTS

) Dreadnoughts and other Walkers
come into their own in Cities of
Death. They move like infantry
in the game, and thus suffer none
of the risks that can affect other
vehicles — risks such as falling
through the floor and being
buried in rubble if they fail their
difficult terrain test!

ey G ARRAREES ARRAE AN

A AR
could make for the tabletop game, and
when | was looking at the digital models |
noticed they had constructed them out of
tiles. | thought that that would be great on
the board too.”

Dave set to making a Warhammer
prototype (look carefully and you will see
these in the forthcoming new Warhammer
rulebook), working on the principle that
he'd get it wrong first time and then learn
from it. Thats not to say he has less respect
for Warhammer buildings...

“Oh no! The reason | chose
Warhammer was because when we have
an idea for a potential model, you have to
sell that idea to everyone, and | thought a
medieval-style building is more
recognisable for what it is.”




() VERSATILE KITS

‘Not every structure in a war-torn
city needs to be a ruin.

.Dave Andrews designed the building tiles so
that they could be used to create both intact
and ruined buildings Here is an example of
an undamaged building made up of pieces
from all three building sets.

The sloping panels at the
rear were created through
clever use of the generic
frame’s buttresses

b iR e e

“ The double-sided panels from the kits
are all compatible, allowing for a

massive variety of different buildings.,,

After his cunning plan of making
buildings was approved, Dave set to work.
“l wanted to create a kit that would
make both ruins and complete buildings, |

know that ruins are easier to use in a
game, but it never looks right when
absolutely everything is wrecked. | think
the kits succeed as both, though you need
a few sets to make an undamaged

building,” he says.

“Throughout, my major consideration

was gameability. | mean, I've made all that
kind of scenery where you have to take the
roofs off, and then you've got to try and get
your hand inside — it gets fiddly quickly. So
I've designed the floors so that they're
quite high — 3". The floors are also narrow;
wide enough to accommodate a model on
a 40mm base, but not wide enough to get
in the way during play.”

And that’s one of the most important
things about this expansion — the |3L1”dil'lgs The new resin barricades have been
designed to fit the building sets.

SIAVOINAVE [T )

35%
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Cities of Death does not require you to convert models; you
can just play with your standard army. However, it’s plenty

of fun if you do!

i® BLLOOD RAVENS SCOUTS

By Darren Latham

@ FLAYED ONES

v By Pete Foley

The generic frame
is festooned with
details. It even has
this famp post on
it, which lets you
maodel an entire
city, right down to
the street details!

WHITE

fit the rules and the rules fit the buildings,
both have been designed to complement
each other.

41st Millennium decor

Once Dave had worked out the mechanics
behind the buildings’ modular
construction, the other challenge was
collating material which would help the
concept artists decide on a look for the
buildings. “You'd imagine that we'd been
doing Warhammer 40,000 so long that
we'd know what buildings in the 41st
Millennium looked like. But no,” he
laughs, “I went through every publication |
could find that we'd printed making copies
of urban environments. Most tended to be
buildings in the distance with explosions

€) ORK KOMMANDO

) By Adrian Wood

RS, - R

on them — not very usefull All our other
visual reference tended to be of vast
skyscrapers and palaces, which look cool,
but which aren't very practical. So we
wanted to capture that grandeur and scale
in the kits while making them gameable.
We did not want something that looked
like an office block. And though Stalingrad
was something that was bandied about as
being very similar to what we were trying
to do with Cities of Death, it certainly
should not look like World War I1.”
Dave's original shapes informed much
of the basic design — the windows stayed
the same shape right the way through
development, for example, but it was

continued on page 33 >>>
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IMPERIAL GUARD

By Richard Taylor

'VINDICATOR

By Mark Jones

€D BLOOD RAVENS SCOUTS

Darren has converted the plastic
‘Space Marine Scouts to reflect their
urban environment, Equipment from
the Heavy Weapon Cadian set is used
to show that these Scouls are on a
‘profonged cityfight campaign. Night
vision goggles are essential, as are the
converted re-breathers to protect
against fumes and gas attacks.

FLAYED ONES

‘represent the Sewer Rals stratagem, By
using copper piping, aluminium mesh
and spare plastic components, Pete
‘has created a real sense of menace in
the shadows of the city,

(3]

©

ORK KOMMANDO

Veteran Warboss Adrian Wood made
this model as a precursor to a much
larger city-themed Mob. The ‘bang-
stick” is used to poke through
windows and hatches to blow up the
enemy. The fence-cutters-cum-combat
weapon was made from brass rod and
bitz taken from plastic Ork sprues.
IMPERIAL GUARD

These scenic bases were created using
pieces of the old Warhammer 40,000
Gothic Ruins kit. The camouflage
scheme is painted all over the models,
including their guns and equipment,
so that they really blend into their
enviranment.

A A

SIEGE UPGRADE

The Siege Shells stratagem allows
ordnance weapons to demolish
buildings and, ta represent this, Mark
Jones decided to scratch-build his
own demolisher cannon! This weapon
was built from a sawn-off lenath of
copper piping, usually used for
plumbing jobs, with some plastic
tubing as a mount. The reinforced
armour around the weapon was made
from plastic card and a selection of
components from Mark's extensive
bits box.

w.§e11n155~\w_lrkshop.u).uk/ citiesofdeath 31




@ SISTERS OF BATTLE

¥ By Kirsten Williams

By Chad
Mierzwa

S ]

@ s1STERS OF BATTLE

Kirsten’s Battle Sislers are mounted on
simple scenic bases, which all feature
rubble. Additionally, she’s kitted them
out with frag grenades (handy when
assaulting cover), and various scraps
of equipment such as ropes, sights
and scanners. Finally, the sheer
number of flamers and meltaguns is
very useful in a cityfight!

CARNIFEX

Chad’s Carnifex has the Wrecker
stratagem, allowing it to plough
through ruins, leaving destruction in
its wake, Metal components from the
‘classic Hive Tyrant and Old One Eye
make this model look well-armoured.

32 WHITE DWAREF CITIES OF DEATH

@ sniPER TEAM

Neil painted all of the Tau with the
Green colour scheme, and so painted
this Sniper Drone team to mateh.
Here, he’s created a mini-diorama,
replacing the Drone’s flying stand with
wire, and mounting both models on a
large base with an urban theme, made
from leftover ruins sprues.

STORM TROOPERS

Inspired by modern-day Na vy Seals,
Richard has converted these models to
look as though they are surfacing from
a canal into the urban warzone.
Oxygen tanks, black armour and infra-
vision sights are very evocative of a
night-fighting stealth mission.

€D DREADNOUGHT

SNIPER TEAM
By Neil Green

=

fuax S s san

Mark converted this Dreadnought to
have the Wrecker stratagem. This

time, the stratagem is represented by
two short-range missiles, made from
Cities of Death lamp posts! Note the

‘heavy. flamer — lethal in closely-
confined city ruins.

€) BLACK LEGION
‘Christian already has a massive Black
Legion army, but he got so excited by
\Cities of Death and the new ruins kits

that he's started to re-base his entire
force using the slate and resin parts
from the Urban Basing kit. Mad!




‘@ STORM TROOPERS

By Richard Taylor

@ BLACK LEGION

b By Christian Byrne

>>> continued from page 30

concept artist Roberto Cirrillo who added
in the majority of the detail. “Roberto drew

intact buildings first, basically to get his
head around how they worked as

“structures.” He then ‘smashed’ them up in
his mind and drew ruins. Now that's art!
“After that he drew individual panels. He
did loads, actually. Far more than we could
ever use, so it became a matter of picking
the bits to make three individual styles that
you would also be able to mix and match.
| believe the overarching style is English
perpendicular gothic,” he pauses, “That's a

John Blanche phrase.”

The concepts were then taken up by

sculptor Mike Anderson and turned into

actual-sized models. “It was his first job, |

@jREADNOUGHT _

J By Mark Jones - . _ sy
& Chad Mierzwa GRS

think he started it the week he arrived here,
so that's pretty impressive,” says Dave.
Colin Grayson and Tim Adcock then
converted it onto computer using our shiny
new technology. The buildings were then
supposed to be turned into moulds, but
actually some of the sculpting was done on
the machine, like the skull-filled panel
from the Adeptus Ministratum building.

All this means that you do not have to
labour long hours to create a city.

“The problem with Cityfight,” says
Dave, “was that it required you to make an
entire city. It's not beyand the skills of most
gamers, but it takes forever and then there
are problems with storage, unless you are
in a club or something. The new buildings ereating objectives and scatter
mean that this is ho longer the case.” pieces for Cities of Death

\ 9
The Warhanmer 40,000 ¢ 80%
Accessories set is perfect for i

www.games-workshop.co.uk/citiesofdeath 33




Everything in this Battle Report, from

the battlefield to the counters, can be
| bought from your local Games
Workshop. How easy is that? In this
game, Andy Hoare and Adam Troke
command the Imperial Guard and
Orks respectively. z

ADMINISTRATUM (.. '
BUREAU

BETA SECUNDUS

SANCTUM ?——\
MINORIS

MISSION:
FIRESWEEP

This mission calls for each
side’s scoring units to
‘Plant the Flag’ in
buildings they pass
through. Once a flag is
placed, the ruin is
claimed, until an enemy
scoring unit replaces it
with a flag of their own.
The side with the most
flagged City Ruins at the

THE FORTUNIS INCURSION

SAINT VARTER’S
SANCTUM

end of the game wins

MUNITIONS (.
MANUFACTORUM

¥ T
e L . Feijte

; T - AN Cities of Death really is easy to get
USED IN THE GAME:; into. To illustrate this we're playing
a game using nothing but scenery
¢ 1 Imperial City and accessories you can buy, and two

standard armies that you might find
fighting on any kind of gaming setup.

s 1 Battlemat

Terrain
Andy and Adam agreed that a Gamma-
level game would serve as a good
introduction to the new rules and missions
found in Cities of Death. A Gamma-level
cityfight makes use of two stratagems per
side, and between four and six ruins on a
4' x 4! table.

In order to ensure a claustrophobic
game in'which few lines of fire are
available, each player takes it in turn to

» 1 Cities of Death
Counter Set

* 1 pack of Razorwire

e 1 Warhammer 40,000
Accessories set

e 1 Set of Urban
Barricades and Walls

WHITE DWARF CITIES OF DEATH

DELTA 10

place ruins, starting in the centre of the
table, and working out from there.

~ Adam won the roll-off to determine
who would place the first ruin. This has
to go down within 6" of the centre of the
table. He placed a large Sanctum
Imperialis building right in the middle,
one large enough to block most fire, and
thereby protect his Ork Boyz.

Andy then placed a Manufactorum
building, which had to be within 6" of the
first piece. Adam and Andy then took it in
turns to deploy the remainder of the ruins,
until they had the six that were required by
the Gamma game level. They then placed
the rest of the terrain, which maostly
consisted of tank traps, street furniture
-and barricades.




--(i) TANK ENGINE

MANUFACTORUM

ALPHA 12

Mission _

There are five cityfighting missions to
choose from, each presenting a different set
of objectives and means of achieving them.
Adam rolled the dice to determine which
would be played, resulting in a 1" —
Firesweep. All of the cityfighting missions
make use of table quarters, which further
cuts down on fire lanes.

Deploy Forces

The guys rolled off to see who would
choose which quarter to deploy in, and
Adam won. He chose his quarter so as to
force Andy, who had to take the opposite
diagonal quarter, to set up in an empty
quarter with little cover. Sneakily, Adam
would start the game with one City Ruin in

={.) ADMINISTRATUM

BUREAU

L S

" ALPHA LAMBOLA: GROX RENDERING

* get this complete
Cities of Death
Battlefield for £100

R

his deployment zone and two close by,
while Andy had none in his deployment
zone, with only one close by.

Forces in a cityfighting mission are
deployed in a different order to
conventional Warhammer 40,000, It's the
Troops that go down first of all, because it's
infantry that are key to taking and holding
a city. Adam won the dice roll to
determine who would place a unit first,
and deployed his Gretchin mob as close to
the centre of the table as he was able (no
unit can be within 12" of the centre of the
table). Placing this disposable unit of
unimportant Grots so far forward forced
Andy’s squads back, as he would not be
able to place a unit within 18" of any of
Adam's models.

Stratagems are central to
Cities of Death games. Out
this month, the counter set
makes it a doddle to mark
your stratagems and other
game effects on the tabletop.

Spoifs of War  Spoils of War Target

W (e

Command Centre  Observation Point

13S YIFINNOD HIVAA 40 311D

Sacred Ground Smoke
Medicag Sewer Entrance
Facility

Da'ng'eraus Ruin  Fortified Building

Fuel Dump

Ammeo Dump

Power Gerigrator Searchlight

Baoby Trap

Demolition

Flag




GET DA BOYZ READY!

Adam: Since we're showcasing the Cities
of Death expansion, and not a new army, |
got dibs on the Orks. Greenskins are lethal
in a city, where cover saves are plentiful
and shart range ferocity is king, The
Warboss was my first choice, and |
selected a unit of twenty Slugga Boyz to
see him safely to the enemy. Three burnas
and a Nob with power claw finished that
squad off nicely, and guaranteed some
close-quarters goodness. A unit of 20
Shoota Boyz with three big shootas was
next, perfect for holding buildings and
trading fire with Andy’s Guard squads. |
was expecting to face a Hellhound or
Demolisher in Andy's army, so a unit of
Tankbusta Boyz was a must, With three
rokkit launchas, tank-busta bombz and a
power claw, they'd be my best shot at
killing enemy armour. A mob of eight
Stormboyz was next up - speed and
manoeuvrability are essential in a city, and
these lads provide it.

A Big Mek with a kustom force field is
always handy in-an Ork army, and the new
model is just great. | added one of these,
plus an Ork Dreadnought and two Killer
Kans for him to tinker with. A battery of Big
Guns can give Orks extra punch at long
range, and Zzap Guns always hit. With
three of them ['d be able to deal with an
armoured push if Andy tried it.

The new Ork Kommandos were an
essential pick, as they are just far too cool
to leave behind. In Cities of Death games,
their Infiltrate ability combined with the
Slippery special rule can make them
awesome. Some Burna Boyz to back up
the Kommandos seemed like a good idea,
too. Strength 4 weapons that ignore cover
saves are great value, at only 6 points, Last
were the Grots, The Orks’ worst enemy in
a city is slowness and a unit of 30 Gretchin
would allow me to reroll difficult terrain
tests and get stuck in as quickly as
possible. My plan is simple. Hurl myself
across the battlefield and slaughter the
humans. Couldn't be easier — right?
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WARBOSS BUZZGOB
Shootarskorcha kombi weapan
(kustom job: shiootier & maoe
dakkal, ‘Eavy armour, chioppa,
-attack Souie, tankbusta bombe,
and frag stikkbonibi,

BIG MEK

Kustom force figld, Mekboy's toals,
chioppa and frag stikkbombz,

BURNA BOYZ 6

1 MEKBOY

With pawer claw
ard slugea,

4 ORK BOYZ
With sluggas and
3 bufnas.

SLUGGA BOYZ 6

1 NOB

Power claw

and slugga.

19 ORK BOYZ
Slupgas, choppas; and
3 burnas,

TANKBUSTAS
1 NOB

Slupga and chioppa; frag and
fankbusta bomz.
4 ORK BOYZ
Sluggas, frag and ankbusta bomz
and 3 rokkit faunchas.

é DREADNOUGHT

Big shoota and skarcha,




STORMBOYZ @
1 NOB

Shaota (Kustom: jol: muone

dakka & shootiorh, frag &

erak stikkbomz.

7 ORK STORMBOYZ
Sluggas and choppas,
frag and krak stikkbomz.

3 ZZAP GUNZ 6

With & crew,

GRETCHIN
MOB

1 SLAVER

Cirabba stik,

30 GROTZ
Grat biasters,

6 SHOOTA BOYZ

1 NOB
Shoola tustom job:
shootier & more dakkal,
19 ORK STORMBOYZ
Shootas and
3 big shootas.

KOMMANDOS

o VRARTING
Fower claw, frag and

krak stikkbombiz,

7 ORK KOMMANDOS
Slugsas and choppas and
T Birna,

2 KILLER KANS é

1 with rokkit laupch and
1 with scorcha.

Adam: The first stratagem on the list
was infiltrate. This allows a unit that
has the Infiltrate special rule to benefit
from it in a Cities of Death game. In a
city, with the terrain set up so dense,
it's easy to deploy 12" away from the
enemy. My Kommandos will be able to
get stuck into Andy’s Imperial Guard
right from the start of the game.

Sewer rats was my second choice.
Allowing a single unit to deploy on the
board through one of several sewer
markers, sewer rats are a great way to
sow disruption in the enemy force. |
nominated the Burna Boyz for the role
— if they could get in amongst the
Imperial Guard, all those flamer

) Infiltrate allowed the
templates would cause a world of hurt.  Kommandos to use their skills.

Adam Troke

Adam has spent the last
few months planning the
Fall of Medusa V'
campaign with the Global
Web team, and despite the
obvious cruelty involved,
it’s clear he's terribly
excited about killing his

first world. /

Adam’s Burna Boyz
took advantage of
Sewer Rals,




COMMAND SQUAD

HEROIC SENIOR OFFICER
COLONEL FEREN

Power swird, laspistol,

frag gronades and molta bombs,
COMMISSAR ISSACK

Power fist, close’combat weapon and
Trag grenadis,

SANCTIONED PSYKER SCANR
Hanorifica Imperialis, master-crafed
An dy Hoare force weapon and frag prenades,

4 GUARDSMEN

Andy works on the Games Lol e s
Development team in the and frag renades.

Design Studio, and has

been kept busy writing the
rules for Cities of Death.
In his spare time he paints

tanks, lots and lots of INFANTRY
lovely tanks. .. PLATOON A
COMMAND SQUAD A

LT KWARSKL JUNIOR OFFICER
Power sword and plasma pistol,
4 GUARDSMEN

Laspuns, 1 melta gun and

1 missile fauncher,
SCOMMISSAR MKANE

“Pawer weapan and bolt pistal.

INFANTRY SQUAD A1
1 VETERAN SERGEANT

Laspistol and close combat weapon.
9 GUARDSMEN

Lagpuns, 1 grenade launcher and

1 heayy bofter,

INFANTRY SQUAD A2
1 VETERAN SERGEANT
Lasplstol“and close combat weapon.
4 GUARDSMEN

Lasguns, 1 plasma gun
anel T heavy bolter,

[ 29 roins_ N

g STRATEGEM CHOICES

Andy: When facing oncoming hordes of
angry Orks, | like to take at least one
stratagem that has a chance of slowing
down their advance, so | took razorwire,
which comes in the form of 6" sections,
each counting as difficult terrain. My other
choice was a power generator, which allows
a unit to re-roll failed rolls to wound in the
shooting phase — very useful for my Strength
3 lasguns when blasting Toughness 4 Orks.

Power Generalor

Razorwire

2 SENTINELS

Multifagers,

LEMAN RUSS
DEMOLISHER

Hull Esseannan; sposson
plasmi cannons, track

“gurts and rough terrain
muodification.
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B
3 Andy: | love cityfights; the dense terrain,

the endless opportunities for close-in

mayhem and the brutal slogging matches
B 6|NFANTRY - that erupt arou.nd l.<ey objegtives are; to
' PLATOON B me, what \e‘varfar_e in Fhe grim darkness of
g the 41st millennium is all about. When
COMMAND SQUAD B ) Codex Battlezone: Cityfight came out, my
e main army was the [ron Warriors. | soon
[ah s realised the error of my evil ways,
Lasgane and 1 misslle lalincher. however, and have, for the last year or two,
/ INFANTRY SQUAD B1 _ played Imperial Guard almost exclusively.
ket SR . For that'reason, I'm very g]ad Il bg taking
the Cadian Shock Troops into the city for
e this Cities of Death battle report, as | find
anid 1 heavy balter, i the Guard to be an excellent army to use
INFANTRY SQUAD B2 A in this environment. The only restriction
Al sl D - placed on my army selection was that it
AT : should be fairly representative of a normal
Lsgins, 1 grnade inche -+ army, the kind th%it Iyou'c_l take to a -p]ck_—up
i i [ game. However, it is entirely possible to

construct an army specifically to thrive in a
city, particularly if you know what enemy
you are facing.
So, my Cadians were mustered and
. organised around a Company Command
5 Squad and two platoons comprising a
. Command Squad and two Infantry Squads
each. Heavy weapons took the form of
missile launchers and heavy bolters — I've
found that, with all the cover saves around,
it's better to throw lots of mid-strength
shots at an opponent than single, high
strength shots. I've recently learned a new
- : - trick that 've been having some success
@ ﬁ,ﬂﬂ:}l}? SNIPERS with when using my own Imperial Guard
Siiper rifles. , of late, but only Imperial Guard players are
R allowed to read this, okay? Okay. | take a
Sanctioned Psyker in my Company
Command Squad, equipped with a master-
é HELLHOUND crafted force weapon and given the
Smoke launchers, track guards,
MW ph terrain midification and
BXIra armokr,

Honorifica Imperialis (giving him the
T wEn

245 Points

profile of a Heroic Senior Officer). As he
isn't an independent character he can't be
picked out in close combat, making him a
nasty surprise for Daemon Princes, winged
LEMAN RUSS Hive Tyrants and Ork Warbosses,

3 Lastly, | took an armoured column
comprising a Leman Russ, a Leman Russ
Demolisher, and a Helthound. The
Hellhound in particular can be devastating
in a cityfight, as no cover saves are
possible from its Strength 6 template attack.
| have two in my own Imperial Guard
collection, for just such occasions.

oo

Hall fascannon, smoke
launchers; sponson beavy
bolters, track guards, extra
armeurn and rovghiteerain
modification.

. b 183 Points |

e ] e

T
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Sentinels
By standing on top of the Sewer
marker, the Sentinel ensures that
Adam'’s reserves can't use it to enter
play, as no model can ever get within
1" of an enemy unless they are
assaulting it, and models cannot
assault in the turn they deploy from a
sewer. Units that don’t have to move,
such as Whirlwinds and Basilisks, are
great for denying sewer markers — if
you see one in your deployment
zone, sit something big on it!

DEPLOYMENT

Power Sewer
Generator Entrance

e Razorwire

el - S

Impe

@ Ratling Snipers

® Infant
a Infantr
D piioon

.) Infantry

il @ Shoota Boyz

0 Grots

o Stormboyz

al

} Platoon A m
¢

Platoon B
Orks
. Warboss @
€D Big Mek W)

©

il @ Slugga Boyz w

e

Guard
@ command HQ '_ Sentinel

Leman Russ
Demolisher

Leman Russ

Hellhound

Kommandos
Tankbustas

Zzap Gun

Dreadnought

Killer Kan
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Hellhound

The Hellhound's
Strength 6, AP4 inferno
cannon is a template
weapon, and therefore
ignores cover saves.
This makes it lethal
against Orks, Tau Fire
Warriors, Eldar
Guardians, Gaunts and
Termagants — anything,
in fact, not equipped
with power armour or
better. This was proven
in the very first turn,
when the air was filled
with the smell of
burning Ork. Nice!

Sneaky Gitz

Ork Kommandos can Infiltrate, and Adam used this special
rule to deploy them in a very threatening position on the
Cadians’ right flank. Their Burna inflicted serious damage
right from the off — Andy would have to deal with this very
real threat as soon as possible, or risk losing half his army!

TURNS 1-2

Andy wasted no time in moving his
Hellhound forward to a position from
which it could see the Shoota Boyz mob
sweeping round on his right flank. The
remainder of his forces moved out too,
with A Platoon and the Sentinels moving
into the ruins on their right to take up
positions from which they could fire on the
infiltrating Kommandos. The Sentinels were
able to take up positions standing on the
Sewer marker, stopping any of Adam’s
reserves using it to deploy from. Infantry
squad AT opened fire on the Kommandos,
using the re-roll to wound granted by the
power generator stratagem to great
advantage. Once the hail of fire had hit
home, only two Kommandos and the Nob
were left standing! Next, Andy’s Hellhound
opened fire, killing eight Shoota Boyz and
two Tankbustas. Though carnage reigned
on the right flank, Adam was unfazed.

In his turn, Adam moved his army
forward, the Kommandos in particular
gaining a position from which to launch an
assault, but not before the Kommando with
burna had incinerated three Cadians from
squad A1, and one from A2.

The first turn culminated in-Adam'’s
Kommandos cutting through the surviveors
of squad Al. However, Commissar M'Kane
drew his power sword and despatched the
remaining Kommandos, leaving only the
Nob to fight on alone.

In Turn 2, Andy moved the Hellhound
forward to a hull down position, while the
Leman Russ and the Demolisher trundled
forward, preparing for a devastating
barrage of battlecannon and demolisher
cannon fire. The Hellhound was less
fortunate this turn, only gaining partial hits.
Although a whole mob might have fallen,
only a single Ork boy was killed.

The Cadian's other tanks were able to
target all of the remaining Shoota Boyz and
Tankbusta Boyz. As the smoke cleared,
only one boy from each mob was dead,
but the surviving Tankbusta Boyz had seen
enough, and failed their morale check,
falling back towards their table edge.

In Andy’s assault phase, Command
Squad A led an all-or-nothing charge
against the Kommando boss, and nearly
paid the price for their rashness! In the
end, it was Commissar M'kane who
dispatched the Kaptin with cold efficiency.

Adam’s turn saw the Grotz swarming
into the central building. One of the fleeing
Tankbusta Boyz earned his pay when he
scored a Weapon Destroyed result against
the Hellhound, blowing off its inferno
cannon, much to Adam’s delight.




TURNS 3-4

Turn 3 opened with squad B2 leaping out
from around the corner of a building and
opening fire at the Stormboyz. If they could
do enough damage, they might have a
chance in the ensuing fight. The remainder
of Andy’s army advanced to contest the
central ruin. Finally, its usefulness severely
reduced but by no means out of the fight,
the Hellhound backed up to take cover at
the edge of Manufactorum Alpha 12.

Andy's shooting phase started in
devastating fashion, as squad B2 unleashed
all of their weaponry on the Stormboyz,
killing three. A reasonable result, but one
made all the more effective when the Orks
failed their Morale check, and then their
Mob check, and fell back off the table
edge! Adam’s response was suitably Orky,
as he brought the Burna Boyz onto the
table via a sewer marker. Vengeance for
the death of the Stormboyz was soon
unleashed, nine troopers of squad B2
falling prey to the Burna Boyz.

The highlight of the turn (for Adam at
least) came when a fleeing Tankbusta
turned and fired a parting rokkit launcha
shot at the Leman Russ. Adam rejoiced as
he rolled a Vehicle Destroyed result,
removing the tank in one, spectacular shot.

Realising that time was running out for
him to claim objectives, Andy moved his
central units into an aggressive position
from which they could attempt to clear the
central building of the green tide washing
over it. Squad A2, aleng with the Company
Command squad, opened fire on the Grotz
swarming towards them, their flamers
clearing every visible target before them.
With so many of their fellows immolated,
the remaining Gretchin went to ground

With: the Burna Boyz presenting such a
threat on the left flank, the Ratlings
desperately opened fire on the Orks
advancing through the ruins towards them.
Though only a single Burna Boy fell, the
Orks failed their Pinning test, yet the
Ratlings knew their continued survival
depended on their being successful in their
next Shooting phase.

Adam pressed his advance, his left
flank moved forward, but was drastically
slowed by the razorwire Andy had placed
across the road. Adam’s shooting
accounted for most of Command Squad A,
hefore the Dreadnought charged into the
Sentinels. Andy had misjudged the distance
between the two and would now feel the
full wrath of an Ork assault. Though the
Dreadnought only Stunned a Sentinel, the
Slugga Boyz had more luck, cheerfully
hacking into B Platoon!
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Morale

What happened there?! While Andy’s move with his infantry
squad was bold, it really was a gamble. Fortunately for him
it paid off, and then some, as Adam’s Stormboyz failed both
their Morale test and the subsequent Mob check. We
caution players against relying on this when fighting against
Orks though!
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Charge!
Having read their Uplifting Primer
before the start of the battle, and
being fully convinced that the Orks
would fall back in the face of
superior human combat training, B
Platoon’s Command Squad charged
the Burna Boyz outside the Bureau
of Grox Rendering. All too late, they
realised that Ork muscle and nasty
flame weapons weren't to be trifled
with, and the unfortunate
Guardsmen were cut to ribbons!
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Cover Saves

Surviving a cityfight is all about making
use of the abundant cover, as
demonstrated when Adam’s Boyz
withstood the combined fire of a Leman
Russ and a Leman Russ Demolisher in the
same turn! In an open game, the Boyz
would have been slaughtered, but in a
cityfight, they survived to take the fight to
the Cadians.
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Man and Machine

Trying to hold onto
Manufactorum Alpha 12, Andy
occupied it with A Platoon’s
Command Squad. However,
as expected the lumbering
Dreadnoughts and Killer Kans
obliterated the brave
guardsmen, claiming vyet
another building for the Orks!

Might versus Psyche...

Andy had kept his Psyker’s upgrades a tightly-guarded secret
throughout the game, and had annoyed Adam sufficiently to
make him charge Master Scanr. Thinking he had nothing to
lose, Warboss Buzzgob went in swinging, only to have his
soul sucked out by a psychically-charged sword-stroke!
When the smoke cleared, both heroes lay dead in the
rubble of Fortunis!

3
” 3
g

TURNS 5-6

Taking stock of the situation, both players
could see that the battle was balanced on a
knife-edge. With everything to fight for,
Andy commenced his shooting phase,
Every trooper and vehicle not engaged in
close combat opened fire on the Slugga
Boyz in the central ruin and the Burna
Boyz to the left. Scores of dice were
thrown, and over a dozen Orks wounded.
But once again the cover saves afforded by
the City Ruins saved the life of every last
Ork bar a single, hapless Slugga Boy who
misunderstood the order to hit the ground.

Realising that the battle had just swung
decisively his way, Adam wasted no time
in opening fire with his Killer Kanz, Slugga
Boyz and Zzap Guns, slaying Guardsmen
and Ratlings all over the table. In the
inevitable assault, the Dreadnought wiped
out the Sentinels, and the Burna Boyz
barbecued the plucky Ratlings.

With the last turn of the game looming,
Andy resolved to fight to the bitter end.
The surviving Orks might be overunning
the ruined city, but the Cadians would not
admit defeat until every last magazine of
ammo was spent!

With the city ruins awash with howling
greenskins, the surviving Cadians prepared
to sell their lives dearly. In a last-ditch
effort to contest the central building, Andy
sent the Hellhound forward, the armoured
vehicle crashing into the ruins and the
midst of the Slugga Boyz, but they passed
their Tank Shock test.

Master Skanr, the Sanctioned Psyker
and the only surviver of the Company
Command Squad, fell back across the road,
heading for the dubious safety of the
rapidly diminishing Cadian lines.

‘Adam’s shooting decimated the
majority of the surviving Shock Troopers,
the Warboss using his skorcha to wound
the Sanctioned Psyker as he fled.

In the assault phase, the Slugga Boyz
assaulted the Chimera, the burnaz cutting it
into molten chunks, while the Killa Kans
stormed Manufactorum Alpha 12,
overunning the last defenders in a typically
bloody eruption of Qrkish violence.

The final act of the game came as the
Warboss charged into combat with the
wounded Sanctioned Psyker. Both struck
simultaneocusly — each weunding the other.
Master Skanr made a successful psychic
test and, with his dying breath, sent the
Ork’s soul screaming into the Warp!

A suitably heroic ending to bloody
battle — the unstoppable green tide of
Waaagh! Buzzgob had laid waste to
Cadia’s finest, but at what cost?
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Star Player

Model of the match for me
was the Hellhound — if it
hadn’t been for that lucky
Glancing Hit, it might
have incinerated the entire

L L

Ork horde on its own.J

Star Player

The Burna Boyz had the
right stuff in this game,
single-handedly sweeping
the right flank clear and
securing me the

Administratum hLliIdingl/

AFTER-ACTION EXCUSES

Andy: And it all started so well! For the
first few turns my shooting was looking
like it might clear the Orks out of the
buildings near my deployment zone,
allowing the Cadians to move into them
uncontested and plant their flags for the
glory of the God Emperor of Mankind.
But it wasn't to be. Adam’s choice of
deployment zone was a very wise one,
and | had trouble compensating for the fact
that he started the game with two flags,
while | had none.
However, there were some points | very
much enjoyed. The Hellhound setting

plasma fire, and sending them packing.

Although it came at my expense, | must
say that the Tankbusta Boy firing his rokkit
launcha at the Leman Russ as he legged it
following the slaughter of his mates was
hugely entertaining, and the sort of
moment | personally enjoy in a game and
would never begrudge my opponent for
pulling off. _

Hopefully, I've shown that an army not
specifically tailored to fight in a city can
still provide a very entertaining game, and
as I'm sure Adam'’s victory shows, provide
a different sort of experience. Perhaps the

“The Hellhound setting entire Mobs of
Ork Boyz ablaze was, it goes without
saying, something of a great highlight. ,,

entire Mobs of Ork Boyz ablaze was, it
goes without saying, something of a great
highlight. The way the Stormboyz were
dealt with was hugely entertaining too,
with the Cadians leaping out from cover to
hose down the Orks with lasguns and

venerable White Dwarf will allow me to
field my own Imperial Guard army in a
cityfight sometime, and | can demonstrate
how an army can perform when
specifically tailored to the unique
challenges of the Cities of Death.

LET THAT BE A LESSON TO YOU!

Adam: Waaagh! No, seriously — that’s the
only word to describe it. By turn three |
was feeling like (yet another) Battle Report
was going to go against me, but in true
Orky style the Boyz managed to romp
home to victory.

While the Tankbustas, Shoota Boyz,
Stormboyz and Kommandos were chewed
up in the assault, the Slugga
Boyz (aided by those
wonderful Gretchin) were able
to storm through the centre.
Once | got that enormous unit
into the centre building it
would have taken something
seriously impressive to shift
them, and thankfully the Hellhound was
dead!

My stratagems turned out to be good
choices — although | misjudged the amount
of firepower Andy would bring against the
Kommandos. They did well in the end, and
the Burna Boyz were amazing! Burning one
Guard Squad to cinders, grilling the Ratlings
and clobbering a Command Squad all in the
space of two furns,
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Not everything was peachy though. |
was foolish to take Zzap Guns instead of
Lobbas — in Cities of Death indirect fire is
lethal. | also wasted the Stormboyz, leaving
them in the open. Thankfully it all turned
out well in the end, despite my mistakes.

For Andy’s part, | think he failed to go
on the offensive for too long. In part | stole

‘ I also wasted the Storm
Boyz, leaving them in the
open like that. ,, :

the initiative with the Kommandos, but
letting me get into the centre building
relatively unmolested was a definite
mistake. Oh, and Ogryns, Imperial Guard .
should take Ogryns.in Cities of Death games
every time! Take it from me. .
We even got to have a duel-to-the-death
in the last turn — having goaded me into
charging his fleeing psyker Andy then
revealed the horrible truth. I'll not fall for
that again, Mister Hoare.




Cities of Death adds a whole new layer to the
Warhammer 40,000 hobby, and over the next few
"months we’ll be bringing you some off-the-wall
hobby ideas. Until then, take a look at this Space
Marines command post, made by Neil Hodgson.

Meil made this display ~ The computer banks
screen from a'sheet of come from the new
clear plastic. Building Stratagenn kit...

...as'does this
observation device,

This power generator is
another of the pleces

fram the resin Stratagem
Buildings set,
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Veteran Studio
Games Designer
Jervis Johnson
ventures into the
Cities of Death...

Urban war!

The development of Cities
of Death served as a catalyst
for a whole host of new
Citadel Miniatures to be
designed. From Venerable
Dreadnoughts and Chaplains
with jump packs for Space
Marines, to a brand new
Daemon Prince for Chaos,
and new Rangers for the
enigmatic Eldar, there’s a
whole raft of new releases to
watch out for in the coming
months. And that’s just the
tip of the iceberg...

STANDARD
BEARER

wargames for thirty-odd years, and

working at Games Workshop for twenty
even odder years, | still get excited by the
new projects | am involved with at the
Studio. I guess that’s the part of me that
has never grown up or lost the wonder
that | felt when I picked up a box of toy
soldiers for the first time. My ten-year-old
mind was immediately excited by the
possibilities that one box of miniatures
offered... but if you're reading this
column, you probably know exactly what |
mean! So, what has this to do with this
month’s Standard Bearer column? Well,
the thing that has got my forty-six-year old
mind excited and the thing I want to talk
about in this month’s column are one and
the same: Cities Of Death.

I t’s funny, but even after playing

to three buildings — or you can fill the
whole table with them if you prefer!

What makes the Cityfighting Missions
unique is that each player is allowed to
pick up to three stratagems at the start of
the game (both players pick the same
number, so don’t have to pay points for
them). There are over a dozen stratagems
to choose from, and they range from things
like mining a building so that it will blow
up when the opponent moves in to i, to
sending troops down into the sewers so
they can infiltrate behind enemy lines, and
many others besides. The stratagems are
easy to use, but they add a huge dollop of
Cityfighting flavour to the game.

Cities of Death also includes plenty of
material explaining how to build and
model city terrain. Which leads neatly to...

66 Cities of Death is an expansion that leaves
the standard 40K rules unchanged, allowing

gamers to get playing

as possible.??

An expansion...

So what is it that makes Cities of Death
special? Well, the key difference is that
Cities Of Death is designed to add on 1o
the standard Warhammer 40,000 rules, but
not change how any of them work. This
makes it very different to the old Cityfight
supplement, which required players to
learn a myriad of new game rules. Cities of
Death is an expansion that leaves the
standard 40K rules unchanged, allowing
gamers lo get playing as quickly and as
easily as possible.

Instead of writing reams of new rules,
we concentrated on providing a set of
special Cityfighting Missions. These are
designed so that they can be played with
an army chosen from a Codex to take part
in a standard mission, so you can turn up
for a game and decide to either play a
Standard Mission or a Cityfight Mission
without having lo change your army at all.
The missions have also been designed so
that you can fight them with as few as two
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as quickly and as easily

...and a terrain set

When we started work on Cities of Death,
we didn’t sit down and say, “Hey, let's
come up with some great new missions for
Warhammer 40,000”. No, what we said
was “Hey, let's make some really great
buildings that players can use in their
games of Warhammer 40,000”. Our desire
was lo come up with some great terrain for
Warhammer 40,000, which would really
capture the evocative, brooding, gothic
nature of the game.

The buildings have thus been designed
s0 that they can be used in any game of
40K that you play, not just with the
Cityfighting missions in Cities Of Death. |
could wax lyrical about these new multi-
part plastic buildings, but in this case |
think that a picture is easily worth several
thousand of my words, so I'll peint you
towards the articles elsewhere in this issue
of White Dwarf. Suffice to say that the
miniatures design team have really
outdone themselves this time.



A chance to make new models
Once we'd got stuck into the Cities of
Death project it became obvious that this
was a great chance to make some
awesome new miniatures for Warhammer
40,000. We quickly decided to try and
make models for as many armies as
possible, and we also decided not to make
models that could only be used in Cityfight
missions. Instead, all of the models we're
making are useful additions to any army, in
any environment — they just happen to be
particularly useful for Cityfighting missions!

In addition, our man Dave Cross has
been slaving away to come up with a
number of useful ‘extra bits & pieces’.
These include an Urban Terrain Basing Set,
new walls and barricades, a set of optional
game counters, and more besides. With the
exception of the counters, none of these
are specific to Cities of Death.

All in all, the new miniatures and all of
the other things we're making open up a
world of possibilities for the whole of
Warhammer 40,000.

More than the sum of its parts -
When | think back to my ten-year-old self
holding my first box of toy soldiers, what
excited me more than anything was the
realisation that the box was a gateway to a
lifetime of collecting miniatures and
playing games. That's why I'm still here
after more than thirty years.

I think this is why | find Cities of Death
so exciting. One idea (“Hey, let’s make
some great buildings for 40K”) has
spawned a whole range of really exciting
new material for 40K. But more than that,
the project has shown that it’s possible for
us to release ‘expansions’ for our games
that are both easy to use and add real
depth and variety. In other words, Cities of
Death really has proved to be greater than
the sum of its parts.

Now, don’t panic, the success of Cities
Of Death won't slow down the release of
Codexes or Army Books; however, you can
expect us to be releasing more expansions
in the future. And just wait until you hear
about the next one we’re working on...
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The way it used to be...
Unlike its successor, the
original Cityfight leant heavily
towards new rules, even going

" so far as to overhaul the close

combat system! What were
we thinking!? Despite all that,
it did provide gamers with
some awesome hobby content
— which is one thing we kept
in mind when putting together
Cities of Death. Though this
time we've made most of the

scenery for you!



BATTLE REPORT

MEDDLE NOT i he
AFFAIRS or WIZARDS

Graham McNeill and Mat Ward battle it out in this, the fourth scenario from Fall
of the Necromancer. As the Elves hold off the forces of Evil to the north, the
three Wizards attempt to penetrate the darkness of southern Mirkwood...

Game Stats

Points: 500 approx.
‘Scenario:

Meddle Not in the
Affairs of Wizards
Location:

Mirkwood

Armies:

The Wizards of the
White Council vs. the
forces of Dol Guldur
Notable Heroes:
Gandalf, Saruman
and Radagast
Timeline:

The Third Age
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hilst the Elves labour in the Tawar

Ddaath, the three Wizards of the

White Council, Gandali,
Saruman and Radagast, have been delayed.
Having finally encountered one another on
the outer edge of the forest of Mirkwood,
the three come under attack from within
and without the gloom-struck forest. From
the western plains of the Anduin sweep a
band of Warg Riders. At the same time,
and of far more immediate concern,
several Castellans emerge from beneath the
canopy of Mirkwood.

Layout

The scenario is played on a board
24Y56cm by 24"/56cm, set up as shown
overleai. The eastern 12"/28cm of the
board is heavily forested and should have
at least half of its surface area covered in
either forests or individual trees.

Starting positions
The Good player deploys his force
anywhere on the board, with no model

closer than 6"/14cm to another or the
western board edge. When this has been
done, the Evil player deploys his Castellans
touching the eastern board edge, no closer
than 3"/8cm to each other, and the
remainder of his force within 3"/8cm of the
western board edge.

Objectives

The Evil side wins if two of the three
Wizards are slain before the Evil force is
reduced to a quarter of its starting models.
The Good player wins if the Evil force is
reduced to half its starting models and two
or more Wizards are still alive. In any other
event, or if both sides meet their objectives
in the same turn, the game is a draw.

Special Rules

The Will of Sauron: This far from Dol
Guldur, and the Castellans are much
weaker than they normally would be —
though they are still formidable to say the
least. They start the game with only 5 Will
points each.,

RINGS

STRATEGY BATTLE GAME
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4 Castellans of Dol Guldur,
each with a Morgul blade
1 Orc Captain
6 Warg Riders
2 with throwing spears
2 with Orc bows
2 with shields
3 Wild Wargs

- PPN W,

Good Tactics

Mat: “Don’t be deceived by the presence of the
three magic wielding Wizards, this game is all about
Might, not spells. Whilst it’s true that I’ve a fantastic
array of spellcasteryness to inflict upon the evil
legions of McNeill, that advantage quickly dwindles
to nought once my Heroes get locked in combat,
hence the invaluable nature of Might. Heroic moves
are likely to become the order of the day very, very
quickly. If | can make it last, I'm in with a chance.
And what should I do if my Might runs out? Well, it
was a good life, and those Wizards have all had a
good innings.”

WATCH OUT FOR...
Radagast the Brown

Though he is normally:
seen as the weakest of
the three Wizards,
Radagast's Panic Steed
magic spell will be
invaluable in this Warg-
filled scenario.

Evil Tactics o
Graham: “When you're up against three of the most
powerful individuals to walk the face of Middle-
earth, you have to ask why the Wargs couldn’t have
picked on a group of pensioners not laden with
magical powers and a healthy stock of Might, Will
and Fate. As it is, this is going to be a tricky game
that’s going to rely on me using my Warg Riders fo
force the Good Heroes to expend their Might
through Heroic moves and winning fights. Once |
have them at a point where they don’t have much
left, I'll send in the Castellans to finish them off

* with their Morgul blades.”

' WATCH OUT FOR...
Castellans of Dol Guldur

These guys could
potentially finish the job
for me in one fell
swoop. The key will be
saving them for when |
have the Good Heroes
on the ropes.

www.games-workshop.co.uk/fallofthenecromancer
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Good Highlights

In the first two turns of the Game, the Good side won
Priority. Mat used this stroke of luck to lay the foundations
of his plan. First, all three Wizards cast Terrifying Aura on
themselves, meaning the Evil force would need to be
making lots of Courage tests if they wanted to be getting
into combat. Since this formed the crux of Graham'’s plan,
that could be troublesome. Mat then took the fight to the
forces of Evil, with Radagast causing a Warg to flee in

Deployment

Deployment Map Key

@ Saruman t Castellan @ Wwild
WE.rg
@ Gandalf ." Orc Captain 0 Warg Rider

with shield

2
@} Radagast 0 Warg Rider 0 Warg Rider

with spear with bow

RadAgast
the early

St

terror, then charging a Castellan in single combat. Gandalf
and Saruman started to throw Sorcerous Blasts at the Evil
models, which were lined up rather conveniently.
However, despite spending a total of 4 Will points and 3
points of Might between them, only one Warg Rider and a
Warg were killed. Graham cackled manically as he realised
that Mat’s master plan had gone awry! And things were
about to get a whole lot worse, especially for Saruman...
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Evil Highlights
Although the Castellans were poorly positioned, and
had begun their long slog through the undergrowth,
Graham wasn't terribly worried. Their job was to strike
the killing blow later in the game, so the longer they
stayed out of trouble the better! With the exception of
the Orcs with bows, the Warg Riders advanced in a
line, which resulted in Mat trying his luck with some
potentially devastating Sorcerous Blasts. However,
when Mat’s magic failed, Graham threw his models

Fighting Wizards
Both Saruman and Gandalf
were forced into combats
they would rather have
avoided in the opening
phases of the game. While
Gandalf the Grey managed
to hold his own, even
slaying a Warg Rider,
Saruman fared rather more
badly. Wounded in turn 2,
then trapped and killed in
turn 3, his death was a
grievous blow to Mat’s
chances for victory.

into combat, passing an unnerving number of Courage
tests to surround and trap Saruman. By the end of the
second turn, Graham was growing in confidence, as
Saruman and Gandalf were looking the worse for wear.
In turn 3, Mat used Radagast’s powers to heal
Saruman’s wounds, but Graham again piled his warriors
into combat with the White Wizard, passing more
Courage tests than probability would dictate. This time,
the fight was more decisive, and Saruman was slain!

www.games-workshop.co.uk/fallofthenecromancer 53



Good Highlights

At the start of turn 4, Mat wasted no time in attempting to
move his remaining Wizards out from the tightening noose.
Once again Gandalf used his Sorcerous Blast against a
Warg Rider, an Orc, Wild Warg and the Orc Captain — but
again it proved ineffective! Gandalf was wounded in
combat, but Radagast came to the rescue with his Renew
power. By turn 5, Mat knew he needed to be bold with his
two Wizards to pull the game back. Mat again used

54 WHITE DWARF

Gandalf’s Sorcerous Blast, killing an Orc with a bow, but
using up his last Will point. With Gandalf‘s Will spent, the
effect of his Terrifying Aura spell was exhausted. Radagast
proved his mettle again, casting his subtle spells and
fighting valiantly against Orcs and Wild Wargs, but in the
final turn the numbers of the Evil force started to tell, and
Radagast began to tire. The focus of the end game,
however, was firmly fixed on Gandalf...




Killing Blow

After a few shaky moments, Graham managed to get
back on track. In the end, his plan went like
clockwork, and Gandalf was slain by wounds from
three Morgul blades! These are lethal when used
against an already weakened foe.

Evil Highlights

The Castellans finally broke free of the difficult terrain,
and immediately targeted Gandalf. Fearing the Grey
Wizard’s Sorcerous Blasts, it became their priority to
take him out of action. Graham was very lucky to beat
Gandalf in combat with his Orcs, softening him up for
the advancing automata. In the final turn, Mat called a
Heroic move with Gandalf, moving him into position to
Sorcerous Blast the approaching Castellans of Dol
Guldur. Unfortunately for Mat, the spell failed to work
— Gandalf’s powers seemed to be deserting him in this
battle! Radagast attempted to save his old friend by
Transfixing one of the Castellans, but Graham was able
to resist the spell, and this left three of the Castellans
free to charge Gandalf. The Fight phase started well for
Graham, with Radagast losing the fight and being
trapped by the Wargs. He suffered two wounds and

was on his last legs, but the real action was the fight
with Gandalf. The Castellans won the fight and
wounded the Wizard three times with their Morgul
blades. It wasn't looking good for Gandalf. His Fate
rolls (even with his rerolls) couldn’t save him and,
under a flurry of blows, the Grey Pilgrim was finally
brought down.

Result: Evil Win

With the death of two Wizards, the game was
over. A quick check of Graham’s remaining
‘models revealed that the Good force had not
killed enough of them to force a draw and thus
the forces of Evil force had won.

www.games-workshop.co.uk/fallofthenecromancer 55




Amnesia, that’s what it was...

Mat: Ack! Heed thy own advice. This
game is all about Might, | said — so perhaps
blowing all of Gandalf’s Might on a
Sorcerous Blast in the first turn may not, on
balance, have been very smart. The joy of
such a good ricochet shot was, however,
too tempting to even consider missing.
Ignoring that, the game really did come
down to the dice. Fortunately, bluffing
Graham to use all his Captain’s Might in

% _We wlll take ;ym;

‘and hﬂf ﬁle splky e\<|l urle‘s
. e stuck in the

e N_ot that 'm

Wizards? What Wizards?

Graham: Wel| that was a dramatic
finish! Though all of the Warg
Riders’ mounts had fled or were
slain, | managed to keep enough
of my force alive to win. Three
Castellans mugging Gandalf and
slaying him with their Morgul
blades was a very appropriate
way to end the game and was,
even if | do say so myself, exactly
what I'd planned for them. Even

- Save the Precious (Might)
I think the thing that cost
the game was his early use of
all Gandalf’s Might for what
turned out to be a less than
spectacular result. As for the
rest of Mat’s plan, it was all
going well until he started to
run out of his heroic -
characteristics; when it came
to the crunch, he didn’t have
‘enough left to survive the
Castellans’ coup de grace!

'ta the forest.;“

practically the P

exchange for a single point of Saruman's
went some way to redressing the situation.
While | could have hidden in the woods
and worn the Castellans down, | chose to
try and batter the Ores, in the hope of
reaching the break point quickly. With a bit
more good fortune | would have driven
them off without ever even seeing a spiky
helmet. As it was, the Orcs stubbornly
refused to die and Gandalf paid the price.

if it only worked due to Mat blowing most

of Gandalf’s Might by that point in the
game...
points of the game, the dice went
magnificently my way, with Orcs surviving
when they had absolutely no right to. |
should probably have kept the Castellans
out of the forests in order to get them into
the fight quicker, but as it turned out, they
were neither early nor late, arriving
precisely when | needed them.

| have to admit that, at crucial




Urban
4 Basing Kit

URBAN BASING KIT
Razorwire - Resin Rubble [x2)
Fine Slate - Medium Slate

[:-’

i 'Fhere s nothlng quite as evocative as miniatures placed into a
‘setting by the inventive use of basing material. It helps give a

miniature a sense of place, and tells a story. The Urban Basing
kit provides a quick and easy way to achieve this.

Resin

The Urban Basing kit contains two pots of
resin rubble pieces, one to fit 20mm bases,
the other to fit 40mm bases. These have lots
of character. The most important thing to
remember when using these pieces is that
your miniature still needs somewhere to
stand. Try having the miniature to hand, ready
to go on its base, so you can test fit the parts
before you commit and stick them together.
The edges of the rubble bits can be covered
using the fine slate to blend it into the base.

R

Slate

Slate is really useful for modelling, as it has
no scale. For example, a small piece of slate
when painted can easily be made to look like
a giant boulder or section of masonry. Slate
can be added after you have assembled your
model but if you stick it to your base during
assembly you can get a more realistic effect.
The medium slate bits can be used with the
fine slate to produce a good, rubble-strewn
area, just like you’d find in a ruined city, ,
than PV
slate or r
onto bases.

A lot of people blow

\ ¢ 55 m.llerlnl off

Razorwire

Razorwire is used by the defenders of a city to
slow down attackers. This twisted wire gives
the impression of razorwire without actually
being razor sharp and, as such, can be
handled without the need for safety
equipment. Rather than adding it to the base
during the assembly of your model, it is best
to add the wire after your miniature has been
painted. This allows you easy access to your
miniature during painting — something that
would be much more difficult with the wire in
place from the start.

vacuuming joh.

Citadel make other
kinds of basing

materials, including
Static € '
Scatter and Flo

www.games-workshop.co.uk/citiesofdeath
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GLORY AWAITS YOU ONLINE!

REGISTRATION BEGINS 21.06.06

Registration for the Medusa V worldwide campaign could not be
easier, just log on to medusav.games-worshop.com and provide your
name, e-mail address and a password. You will then be sent an e-mail
with a unique identity code which will enable you to activate your
account. After this, you will be able to post the results of your
Warhammer 40,000 battles online, and | decic
between glory and defeat for your faction
of this warp-doomed world.

Special Events
All Games Workshop st

Website Features

e Service Record _
Dwarf will bring you the full

Tally your triumphs and defeats | X . ‘ _ details of thesémodets as they
' are released.

* Unique battlefields .

Battle over spaceports, ruined cities, agri-complexes, Timeline! . =
' ©03.05.06 Website online
07.06.06 Website opens

3 21.06.06 Registration begins
- of the world - ~ 05.07.06 Campaign starts

: : 30.08.06 Campaign Ends
01.09.06 Results posted

|
i
y
4
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__ HONOUR
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HOLD
CORRUPT
WAAAGH!
PRESERVE
ENSLAVE

DEVOUR

HARVEST

THE FALL or
MEDUSA'

THIS SUMMER A WORLD WILL DIE

WORKSHOP.COM
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+Security Clearance Gamma+  ¥%°%

+File INQ/HPM 112 “Kenes Activity™+

SUBJECTI-
Ork surveittanc
report -

SEEDER
Interragator €. Grsene

[Ref:E=nes. 12455 fazdreg]

| MEDUSA U - IORTH EAST BATTLEZONE

The Gris appear io be attempting to consiruct some kind of
enormous mechanical device. Sergeant Granth and his men
_were able to ambusk: and overceme one of their slave-
peasts {ref:Xenos/Gris/Gretchin] without being noticed.
Hasing Inierragated, executed ané searched the sife
ereature, we procured & sheaf of parchment from Hs person.
The daubings an the vellum are primitive o say fhe feast
Howsusr, Sergeant Granth cencurs that ihe dlagrams
conicrm fo the hizaree object i5at the Orks are atlempiing i
create w=ith their issted scras Isee attached sict-capiursl
inguisitor, these findings are alarming fs sag the least,
and require the scrufing of both the Orde Eenes and the
fdepius Blechanicus. '
gie shall fesiser moniior ihe Orli acticiis and repari any
findinas Immesiately.

Iue

HuLH CRASH SITE
Geid Ref ¥37 168

Hfll-ﬁ;'séiT.El [ ] :

 GndAeryirise |

11 Hotle the primitize glyphs. it is clear
they refer to some secondary means
gf prapuision er rasireciion. i

2) Apparently this rudimentary throster |

is intended to rapidiy Burn some form

of combustikle.

.

frrti S F B T

Thought for the day: Only the Insane have sirength enough to prosper



Medusa V is a world about to die, and Nazdreg ug Urdgrub doesn’t
intend to go down with it. His Big Meks work tirelessly to repair
his hulk to get the Waaagh! back on course before the storm hits.

Ork Big Mek

Nazdreg's Space Hulk (Imperial codename
Scylla) has been sent off course by the Warp
Storm approaching Medusa V and has
crashed in Verdia, stopping the Waaagh!

But the Orks are not doomed.
Nazdreg's Big Meks have drawn up plans
which will enable Nazdreg's boyz to create
new rokkits and boostas to get the space
hulk back off the ground and away from
the dying world. Armed with an array of
customised wargear, from lethal blastas to
the incredible kustom force field, the Big
Meks lead the scavenging parties scouring
Medusa V's agri-provinces for machinery to
effect the repairs.

With a kustom force field and Mekboy’s tools, Big
Meks get the best out of Ork Vehicles.

These Ork constructs are safe from enemy fire
thanks to the Orky know-wots of this Big Mek.

J

WAAAGH! NAZDREG

ORK CLANS
OF WAAAGH!
NAZDREG

» BAD MOONS

Nazdreg’s own clan, the
Bad Moans have an
obsession with ever more
potent.and impressive
(read noisy) weaponry.

The most organis
bar'none, th :
pride themsélves on well
orchestrafed ambushes.

2 EVIL SUNZ

A group obsessed with fast
vehicles, the Evil Suns are
capable of ranging great
distances at high speeds.

B DEATH SKULLS

According to all sources
the Death Skulls are at the
forefront of any and all
looting on Medusa V.

&) GOFFS

Thugs and savagés in the
2xtreme. This clan
specializes in wanton,
close-quarters brutality.

# SNAKEBITES
The most feral of the Ork
clans, but no less deadly
for it. Squiggoths are
generally associated with
the Snakebites.

www.games-workshop.co.uk/orks
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Ork Kommandos

Kommandos are the most independently- target supplies. The Blood Axe

minded of all Orks. Utterly untrustworthy Kommando teams working for Nazdreg
and incredibly ferocious, Ork have begun to disperse across Medusa V,
Kommandos are often at the front of an locating valuable metal and fuel deposits,
Ork advance. Utilising stealth techniques and finding the boyz good fights! All Ork
at odds with typical Ork behaviour, they raiding parties on Medusa V would

are capable of infiltrating enemy lines to benefit from a Kommando team to lead

destroy communication systems and the boyz into action.

Big Shootas give
Kommando teams long-
range sting, without
slowing the mob down.

Burnas can provide your
Kommando mob v

‘fire support’ or serious
cutting power in assault.

Led by a deadly Kaptin, this Ork Kommando
team is ready to take on any enemy.

Blood Axe Kommandos sneak
. into an Imperial fuel depot.

62 WHITE DWARF WAAAGH! NAZDREG



00K BUTCHA'S
CONUERSHUN KIINI

em Tyranidz is well killy and dead scary, and dis munf we’s gonna
show youse how fo make da DefT-leaper even scarier! | fink I’'m gonna
make a new Dread dat looks like dis, wiv loads of claws an’ teef!

DEATHLEAPER

Contributed by Marco Schulze
and Katja Schimmel

Marco: There's nothing cooler than a
man-eating monster from outer space
and the Lictor stands head and
shoulders above them all. The latest
incarnation, Deathleaper, is the best
yet. Not only does it look decidedly
deadly, but also highly evolved. |
decided to convert one to make it look
like it was crawling out of a sewage
pipe to attack some unwary warriors.

What | like best about the result is
that it looks almost believable that this
big monster could somehow squeeze
through the narrow pipe!

A

Katja thought the Lictor should look as if it is The sewer cover was attached to pre-drilled The plastic pipe is the type normally used for

in the process of changing colour as it holes for stability. kitchen sinks. This was enhanced with rivets

emerges from the sewer, so the rear portions made from sprue off-cuts, Inside the pipe are a

are darker than those at the front. load of headless nails to counterweight the
model and keep it from tipping.

www.games-workshop.co.uk/convershunklinic 63



Reqiments of

eromn

If you need help winning at Warhammer, and you can afford

their fees, the Regiments of Renown are available for hire...

it’s the high Toughness and good

armour of the Dwarfs, the crazy war
machines and limitless numbers of the
Skaven, or the Fear-causing Undead
constructs of the Tomb Kings. Each army
plays on these strengths, and, if you are a
wise general, can sweep all challengers
before them in a tide of blood!

But every army also has its weaknesses,
and sometimes these can let you down. So
Chaos has loads of rock hard warriors, but

e Every army has its strengths. Whether

it has no missile support. Empire might

have low cost troops, but most of them are
rather average. And sometimes our gaming
buddies discover these weaknesses, and

then they punish us for them... Oh yes.
Many’s the whupping delivered by regular

apponents who know precisely what our
armies aren’t good at,

+«  Sound familiar? Want to give your

‘nemesis a really nasty surprise? Want to

“wipe that grin off his face and silence the
bragging forever?

4 What you need, my friend, are some

0 ogs of War.

Nearly every army in the Warhammer

. Warld has access to mercenary troops

(unless you are Bretonnian, in which case |
am afraid you're out of luck*). There are
two types, the Dogs of War army list allows
you to take unusual, if basic, units for your
army and plug a couple of the gaps in your
battle line. Nice if you want a unit for
something unusual. But there are also the
Regiments of Renown. Now, not meaning
to do your regular Dogs of War a
disservice, but the Regiments of Renown
make them look like a bunch of under-
enthused Snotlings armed with daffodils.
Each one has its own quirks and traits,
making them excel at a particular role,
whether it be as super-skirmishers or as
shock troops. They all come with at least
one hero too, guys who have been in the
wars a lot, and thus tend to be pretty good
at killing things. These heroes do not count
towards your character allowance!

Collecting a Regiment of Renown gives
you the chance to paint something different
for your army. The miniatures are all
beautifully sculpted, characterful models,
that make real centrepiece units.

With all that in their favour, you really
can't lose, can you? (NB This is a figure of
speech. No guarantees! — Grombrindal).

* Try fielding an all Pegasus Knight army if you don’t win often. That tends to upset peaple.

e Long Drong's
Slayer Pirates

s Bronzino's
Galloper Guns

~ & The Alcatani
Fellowship

s Braganza’s Besiegers
* Vespero’s Vendetta

s Al Muktar’s
Desert Dogs

_»Voland’s Venators

* Beorg Bearstruck and
the Bearmen of Urslo

¢ Oglah Khan's
Hobgoblin Wolfboyz

e Lumpin Croop's
Fighting Cocks

» Golgfag’s Ogre

= Asarnil the
Dragonlord

¢ The Birdmen of

Regiments of Renown

» Giants of Albion

¢ Ruglud’s
Armoured Orcs

e The Cursed Company

» Mengil Manhide's
Manflayers

¢ Pirazzo’s Lost Legion

e Leopold’s
Leopard Company

* Ricco's

~_»# The Marksmen EalteEzn Republican Guard
* of Miragliano e Tichi Huichi’s o Mala) Mataisonts
Raiders

Goblin Hewer




‘Che Giant

May be hired by:

Now available to numerous armies,
there are many good reasons to
include a giant in your force, not least
being that it's a brilliant model and a solid
fantasy archetype. Put him on your table
and you know you are in a fantastical
otherworld straight off. They are amongst
the most evocative creatures in the
Warhammer game.

Giants lend a lot of muscle to armies.
They cause Terror, and not just in game
terms, they frighten the players too! A few
bad rolls with this big boy around and the
entire centre of your opponent’s army can
collapse. They are capable of doing
enormous damage to the enemy — wiping

® @

Dark Elves

Skaven

Use him with:

Skaven

Shoot the Jezzail team or
the Giant? A tricky
dilemma for your foe.

Empire

A line of Empire Soldiers
looks more menacing with
a Giant stood behind it.

He is good at:

s Squishing! Run him right
into the middle of the
enemy lines and let him
do his worst.

s Scaring! Frighten off the
enemy army with
multiple Terror tests!

e Distracting! Bang on
about how hard he is
so much that your
opponent concentrates
on him, and ignores the
rest of your army.

Also try:

Giants of Albion
Two Giants and a Druid!

Profile M WS BS

ST il SWE T AT T

Giant 6 3 3

(s BRI )

out entire units in one turn, in fact - and
this will tend to fill your opponent’s mind,
so much so that he may very well forget
the fact that Giant attacks are random and
that sometimes they don't do much at all
(some kinds of attack can even go against
you). In this case your enemy may well
direct a large proportion of his missile and
magical efforts to bringing down your
behemoth, but despair not. As he comes
crashing to the ground you can rest easy in
the knowledge that the rest of your army is
safe. And if he doesn’t do that, great! It's
lots of fun jumping up and down on your
friend’s most beloved regiment. Squish,
squish, squish!

Full rules for the Dogs of War Giant can be found in WD 316
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Regiments of

Renown

The Marksmen
of Miragliano

Crosshowmen with a
Ballistic Skill of 4. That's
30" range Strength 4
attacks, hitting on 4s!

i
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Use them with:

Hordes of Chaos
Make up for vour lack of
war machines.

Ogre Kingdoms
Keep up with the big lads
throughout the game.

They are good at:

* Moving swiftly. It's a
cannon, but it can
march 16"! Redeploy
for enfilading shots.

» Boom! Blow up enemy
chariots with ease.

¢ Running away. Remove
them from threats. You
can’t do that with a
normal gun team.

Also try:

Malai Makaisson's
Goblin Hewer

This Dwarf warmachine
can deal out horrendous
amounts of damage.

Regiments of

Renown

The Alcatani
Fellowship

Pikemen are unique to
Tilea. They fight in four
ranks and are a fantastic

anti-cavalry choice.

May be hired by:

ino’s Gaffoper Guns

BOMOPO®IO@®DHDEP

Empire  Tomb  Vampire  Dark Skaven  Wood  Llizardmen  Ogre

Kings  Counls Elves Elves

Bronzino

High Orcs & Dwarfs  Hordes Beasts of
Kingdoms  Elves  Goblins of Chaos  Chaos

Profile

Crew
Gun

Bronzino
Warhorse

B b o o |E
W o wm
W W Ul |-

lessio Cavatore: | think the most useful

and tactically interesting unit among
the many and colourful Regiments of
Renown is Bronzino’s Galloper Guns. | like
the very Napoleonic feel of this horse
artillery unit, their ability of daringly
moving 16" around the flank of an enemy
battle line and then enfilading them with
deadly cannon shot as they advance.
Chosen Chaos Knights are probably the
best target for this tactic!

And the guns are not bad at defending
themselves either, counting on a hero
(Bronzino himself) to see off fast enemy
light troops, such as fast cavalry, flyers and
skirmishers. And when a ranked up infantry

unit approaches to threaten them, try a
good blast of grapeshot at point blank
range! That makes a big mess.

They can also limber up and get out of
trouble, whizzing away from pesky
artillery-hunting units.

It's easy to see the advantage they offer
to armies that don't have any firepower,
but even armies like Elves can benefit from
having a Strength 7 ranged attack, which
can destroy chariots in one shot, unlike
their paltry bolt throwers. They can even
be put to good use in Empire or Dwarf
missile-heavy armies, as they offer a degree
of mobility these races’ own artillery does
not have.

For full rules log on to: www.games-workshop.co.uk/dogsofwar/
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May be hired by:

®OMOPO®OO®®E

Lizardmen Ogre

Dengif Danbi¥e’s Nanflapers

Orecs &
Goblins

Hordes

Kingdoms of Chaos Chaos

Beasts of

Empire Tomb Vampire Dark Skaven
Kings Counts Elves
Profile
Mengil
Manflayer

MoWS UBS S0 TR WL R AL Ed
6 6 4 =
4 SR R S ] 8

(52 S |

Mengil Manhide

M engil is a classic Warhammer
character who has been around for a
long time, and his regiment is amongst the
best units of skirmishers in the entire game.
Their ability to scout, high movement value
and mix of weaponry makes them good at
a variety of battlefield roles. You can harass
the enemy at range, outflank the opposing
army, stop marches, and hunt warmachines
or characters.

As they have great weapons and a
standard, they are actually pretty effective
in combat, especially when thrown in to
an enemy flank during an ongoing fight.
Try scouting them round the rear of the
enemy army, preventing him marching,

shooting him up for a few turns with your
repeater crosshbows (you'll get 13 shots a
turn out of even the basic regiment) and
then charging something juicy in the rear.
You needn’t worry too much about missile
fire, as enemy shooters get -2 to hit thanks
to the unit's status as skirmishers and their
magic banner (the still-living flayed skin of
one of Mengil’s unfortunate brothers!).

As for other skirmishers and anti-scout
units, well, Mengil and his boys will have
them for breakfast; quite literally, in
Mengil’s case. Did we mention he was
barking mad? The only drawback to them
is their tendency to skin their victims,
which prevents pursuit as they do so.

For full rules log on to: www.games-workshop.co.uk/dogsofwar/
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Use them with:

Empire
Much better than the
human's Huntsmen.

Dark Elves
As if Dark Elf Shades
weren’t nasty enough!

They are good at:

e Scouting. There's no-one
better in this role.

¢ Disembowelling. Great
weapons for toughies,
or let them rely on their
super-high initiative.

» Hurting people. BS 4,
2x shots missile weapons.
Need we say more?

Also try:

Vespero's Vendetta
The best skirmish screen
in Warhammer.

Regiments of

Renown

Leopold’s
Leopard Company

Another pike unit, and this
one is Immune to
Psychology. Led
by the pistol-
wielding
Leopold,
they’re a
force to be
reckoned
with!

Y



Rugfud’s Armoured Grcs

Use them with:

Orcs & Goblins

They give good long range
missile support and are
capable flank guards.

Beasts of Chaos
They're as tough as Gors,
and they have 5+ saves!

They are good at:

e Shooting fings! No other
Greenie has access to
crosshows.

s ‘ltting fings! Ruglud and
his boys are no slouches
in combat.

* Waaagh! Once the
battle is well under way,
and they’ve dispatched
enemy flankers, chuck
‘em into the centre!

Also try:

Oglah Khan's Wulfboyz
These Greenskins serve
well as heavy or light
missile cavalry.

Lumpin Croop’s

Fighting Cocks

Not in the same league as
Ruglud, but much cheaper.

Regiments of

Renownt

Lumpin Croop's
Fighting Cocks

The high BS and low
points cost of Lumpin's
boys make them a good
choice for armies lacking
their own skirmishers.

May be hired by:

® ® ™

©P®@® ®

@

Empire Tomb Vampire Dark Skaven Lizardmen Ogre Orcs & Hordes Beasts of
Kings Counts Elves )K_E-ngtloms Gablins of Chaos Chaos
Profile MAWS. BSY Sy
Ruglud Rl SRR R M
Maggot doll 28 = 300 353 vl
Armoured Orce4 3 3 3 4%

Ruglud

uglud is an Orc with some serious

brains — he's so bright he can use a
crosshow! Having seen these weapons in
battle, Ruglud figured they were just right
for his lads, and they should also be just
right for you. Any army can benefit from
having a tough, long-ranged missile unit
with an Orc hero protecting its back line,
and this is especially true for Orcs and
Goblins armies. One spin you can put on a
Greenskin force is to take loads of
warmachines, but it can be difficult to
know how to protect them, especially as
you don’t want a good combat unit
hanging round on your own side of the
table, itching to fail an Animosity test.

Armoured Ore

Armoured Orc

Ruglud’s boyz can fill this role well. As
they have crossbows, they can participate
fully in the slaughter from a great distance,
yet are sufficiently tough to drive away all
but the most determined flanking force in
hand-to-hand combat. Their animosity
table is less extreme than that of your
average green boy too — the worst that can
happen is that they'll pepper one of your
own units with a load of crossbow bolts.

Actually, that is pretty bad. However,
it’s a whole lot better than them charging
off to attack one of your own units in close
combat, and most of the time they’ll be
shooting at the enemy. Which is good.

For full rules log on to: www.games-workshop.co.uk/dogsofwar/
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May be hired by:

Song Srong’s Sfaper Pirates

BOMHOP®ODP®D

Empire Tomb Vampire Dark

Kings Counts Elves

Skaven

Beasts of  Dwarfs

Chaos

Hordes
of Chaos

Lizardmen Ogre
Kingdoms

Profile MRS S S W ATl
Long Drong 3 6 5 4 S SR g 0
Pirates 3 4 3. 3 4 1 2 1 9

Long Drong

raham McNeil: Pirates. Who doesn't

love pirates? The swashbuckling, the
swinging from the rigging and the boarding
of enemy ships with cutlasses gripped
between their teeth! Arrrrr!

Long Drong's Slayer Pirates are a
common sight in my large Empire army,
since they're a great, characterful unit of
orange-haired weirdoes that wear stripy
trousers... and who aren’t going to run
away. Ever. [ love the character of Slayers,
Dwarfs for whom the shame of some real
(or imagined) slight has driven them to take
the Slayer Oath and seek out their doom.
Long Drong's Dwarfs are no exception to
this and travel the high seas hunting the

Drummer

Slayer Pirate

most dangerous beasts of the ocean to fight
or selling their services to those who will
send them on the most suicidal missions to
recover lost pay chests. Where they are an
exception is that they are perhaps slightly
less than honourable.

Well, they are pirates!

The idea of having pirates in my army,
especially Toughness 4 pirates who are
festooned with pistols and utterly
dependable, is too good to resist! Long
Drong himself is a valuable addition, being
a better fighter than many of my Empire
heroes. They can even shoot at enemy
units. Or stand and fire before not running
away. I'll say it again: Arrrrr!

Use them with:

Dwarfs

Since you can never have
too many Unbreakable
troops with guns!

Vampire Counts

It's nice to have a unit that
doesn’t fall apart in Close
Combat, yet which is still
Unbreakable.

They are good at:

* Unbreakable! As
Slayers, they will never,
ever run away.

¢ Fighting! Since they
carry so many pistols,
they always fight at
Strength 4.

s Securing flanks! You
can be confident that
nothing’s going to get
through them.

Also try:

Ricco’s Republican Guard;
The Alcatani Fellowship
Though not unbreakable,
these units are armed with
pikes, which allow them
to fight in four ranks,
perfect for guarding flanks.
The Republican Guard
also have heavy armour,
making them a good
main-line unit.

For full rules log on to: www.games-workshop.co.uk/dogsofwar/

Regiments of

Kenown

Braganza’s Besiegers

These Crossbowmen have
an armour save of 3+.
Very useful when fighting
a siege,

www.games-workshop.co.uk/dogsofwar
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GOgre Ringdoms

\

o\ T
Besides Regiments of Renown and the Dogs \_ ’// S E
of War army list, there is one other bunch \ //, -
of mercenaries that you might want to
consider — Ogres. They'll fight for anyone. \ | ‘J
Fast, tough, fear-causing and with multiple
wounds, Ogres are monsters in combat.
And some of them carry cannons!

Ogre Bulls

Your basic Ogre unit.
Ogres have 3 attacks
each, and a range of
unique wargear that
grants them a number
of advantages in combat;
wargear such as the iron
fist, which can be used
both as a hand weapon
or as a shield.

Profile MIEWSREEST S WE A
OgreBull 6 3 2 B VAS LT L AR
Crusher 6 3 iR er g QR IR ey A

Ogre Leadbelchers

Leadbelchers are Bulls with guns, which means they have all the benefits of the Bull
Charge as well as carrying cannons - all in one huge and hungry package!
Leadbelchers are excellent flank protectors, and are good for softening up elite units
with a fusillade from their cannons. If they don’t blow themselves up first...

Leadbelcher 6 3 Tt/ 4

Profile M WS BS W
3
Thunderfist 6 3 gl S

For full rules log check out Warhammer Armies: Ogre Kingdoms
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Ogre Ironguts

Elite Ogres with two-handed weapons and heavy armour,
Ironguts have a Leadership value of 8, making them a little
more reliable than Bulls. They are the bane of other large
creatures. And cavalry. And heavy infantry. In fact, Strength

6 is bad for everybody.

Profile WS BTSSR W 3T 12 Advilld
[rongut 3 2 4 3 2 3 8
Gutlord 3 2 i R

Profile MU INYS S BSERS BT

Maneater 6 4 4 5 4

Ogre Maneaters

Elite even by Ogre standards,
Ogre Maneaters have fought all
over the world, so have access
to some exotic wargear,
including the deadly Cathayan
Longsword and Ogre-sized
handguns! Being Immune to
Psychology and Stubborn, one
of these brutes on his own can
hold up an enemy regiment.

Most Dogs of War regiments are
not available in our Hobby Centres,
but you can order them all from
Games Workshop Direct. Regiments
of Renown are just part of the huge
range itadel miniatures,
Specialist Games models and
componentls that are just a mouse
click or phone call away.

GAMES WORKSHOP DIRECT

Catalogues

Our Collector’s Guides and
calalogues contain up-to-date
information on our model ranges,

By phone
Call Games Workshop Direct on:

0115 91 40000

In store

Many Games Workshop Hobby
Centres have in-store order points
where you order Direct-onfy models.

On the web
Visit the web store at:

www.games-warkshop.co.uk/store/dogsofwar
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_."'Khemrl Ieglons of undead soldiers have risen from their
. tombs. Loyal even in death, the armies of the Tomb ngs

- march once again.

As in Life, so in Death...

The bulk of a Tomb Kings army is made up of

Skeleton warriors — disciplined fighters and archers

. in life who now fight for their lords in undeath.
These foot soldiers fight in well-organised ranks.
Spearmen and swordsmen advance behind tall

- shields, while archers fire volley after volley of
poisoned asp-arrows towards their foes. Core units
of Skeleton Warriors are often best fielded as large
blocks, which can be constantly replenished
throughout the battle by magical means.

Skeleton Warriors regiment

The rank-and-file troops of
Khemri fight in a variety of
styles, from relentless infantry to
specialist cavalry units.




 Lords of Nehekhara
. No army of Khemri can march to war
~ without a Tomb King or Prince to lead it,
and a Liche Priest to sustain the magic that
- binds and animates these dead legions. The
Tomb Kings are mighty beings indeed, and
“their ambitions of conquest or vengeance
from their former life carry over into death,

Liche High Priest
with Casket of Souls

providing the army with its driving force,
The Liche Priests magic is responsible for
the Tomb Kings’ immortality. Some
particularly powerful Liche Priests take a
Casket of Souls into battle — a mighty
artefact ¢entaining imprisonéd spirits
capable of destroying the living.

<)

WAREANMER

made into an army of
more than 500 points,
all for the bargain
price of £50.




Shlftlng Sands

Tomb Kings armies are far removed from the shambling
- undead hordes of Sylvania. The forces of Nehekhara

" contain somie of the swiftest units in the Warhammer
World, imbued with supernatural vigour by magic. In battle
" the use of Mankara’s Incantation of Urgency can intensify -
. this,a Iowmg the Tomb Kings to launch lightning fastflank

© . attacks. Tomb Scorpions and Tomb Swarms complement

this form of war, as these models can even appear behind

. enemy lines!

flanks or attacking war machine crews. Be wary of

well supported.

SWIFT AND DEADLY

* Skeleton Light Cavalry are a fantastic unit to harass

enemy formations. They work well in combat as a
supporting unit — let the chariots charge in first, then
hit the foe in concert with the cavalry.

DEATH FROM ABOVE
Carrion are particularly useful for protecting your

throwing them into combat, however, unless they are

Advantages

e The enemy will barely have hme to.organise his
battle lines before you get into combat with him.

e Tomb Scorpions and Tomb Swarms make short
work of enemy artillery crews.

e large formations of chariots and hmsemen have
a massive intimidation factor!

Disadvantages

e You rely heavily on breaking the enemy on the
charge ~ if you don't, then the counter-attack is
_going to hurt! : :

o This force still needb a solid core of mﬁntry to
ancher your flanks.

<@ In order for this tactic to work your Hierophant

.. needs to be on the frontline, which is very risky
for'a Tomb Kings army.
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Strength of Ages
Tomb Kings are a versatile army, and don’t have to
rely on speed to ensure victory. This tactic uses a
legion of steadfast infantry supported by some
heavy hitters — Tomb Guard, Bone Giants and
Ushabti —to deliver a deathblow to even the toughest
enemy units. One of the great things about Tomb Kings
mfantry is that the archers are almost as good as regular
warriors in a fight, By advancing them slowly, they can
peppeér the enemy with: speculative shots, yet still have the
advantage of Fear and numbers when they enter the fray.

RESOLUTE GUARDIANS

The elite soldiers of Nehekhara, Tomb Guard are
combat monsters, and make good defensive units to
hold your battle-line together and shelter the all-
important army standard.

UNDEAD CONSTRUCTS

With the aid of a little magic, Ushabti are best used
as a heavy-hitting flank unit, capable of killing (or
scaring off) anything they charge!

B_y.:ta_kl-_n'g'{nﬁdst'ly-infamry, you will outnumber ..
. “most opponents with a veritable legion of \
- undead troops.. !

e Characters are much safer when sheltering in
touz,h units.

Dzsadvantages

e Your flanks can be vulnerable, 50 a fasr meving
unit or twc) m_fght be necessary to protect them.

' The slow, resolute advance is a solid tactic, but
does glve the € enemy more time to shoot at you!

. Thlb ta_c_ (.Ei“s for plenty of t magic to keep units
Up_tﬂ streng,th in pr(:lOng,ed engagements.

www.games-\;fbrkshop.co.ﬁlk-;(tombking';

75



Immerse yourself in the grim darkness of the far future with
the Battle For Macragge. Fight battles between the glorious
Ultramarines and their most vicious foes, the Tyranids, as they
clash on the Ultramarines’ homeworld.

CONTENTS

10 plastic Space Marines
24 plastic Tyranids
Crashed Spaceship

and objeclives

Baitle For Macragge:
32 page manual

Dice, range rulers
and templates

Rules Book:

112 page manual
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With the release

of the new plastic
Space Marine
Scouts armed with
sniper rifles, we
present a guide to
assembling, painting
and converting
these amazing new
Citadel miniatures.




Basic Assembly

Scout with missile launcher

8

24
@ O

@

I}
1

)
&

8

Standing on rock and taking aim Aiming Scout Sniper

&=
R
7i°

Kneeling and taking aim

Torso (11) is designed to fit
with kneeling Legs (5)

17

ACH
P

R

bd
o
o

When assembling Scout Snipers, make sure to do a dry
fit without glue first, as certain bodies, legs and guns
are designed to fit with one another.

Scout holding sight

Scout standing ready

@ 9 -~ - g Sniper Rifle (21) is specially
" @ designed to fit with Legs (1)

www.games-workshop.co.uk/spacemarines 79



Gonversions

Neil Hodgson mixed together parts from the
two different Scouts sprues to make these two
Blood Angels Scouts. Neil added the shouting
Scout head, bolt pistol and chainsword to his
sergeant, along with a couple of purity seals
and coiled rope. The kneeling trooper was a
little more involved, how the conversion was
done is detailed below.

Cut the shaded areas from @ Drill a hole in the left

the two pieces. hand and attach a rod pin
long enough to go straight
through the left forearm.

Blood Angels Painting

The armour started with a
Blood Red basecoat that was
shaded with a 1:1 Dark Flesh
and Red Ink mix. Neil added
increasing amounts of Blazing
Orange to the base colour for
the blended highlights, finishing
with a fine edge highlight of a
1:1 Blazing Orange and Skull
White mix.

This camouflage is Shadow Grey
and Chaos Black, built up over
Space Wolves Grey, highlighted
with Skull White.

80 WHITE DWARF MODELLING WORKSHOP: SCOUT SNIPERS

@ Carefully drill a hole @ Drill a hole in the left arm
through the centre of the of Torso (11) for the left
left forearm and then glue arm pin. Glue this boltgun
the part in place over the assembly to the torso and
pin in the left hand. assemble the model.

The kneeling trooper
has a forest camouflage
cloak. It was painted
Bubonic Brown with
Snot Green and Dark
Angels Green splotches.

The branch was cut from a
plastic tree bought from a
maodel shop with clump foliage
for leaves.



Paint Schemes

Imperial Fists by Simon Grant

Simon collects Space Wolves, but decided
to paint his scouts as Imperial Fists as the
sons of Russ cannot be equipped with
sniper rifles. He armed the whole of the
squad with these weapons for maximum
battlefield impact.

Neil painted these scouts in his Iron
Knights chapter colours. He has gone for a
mix of weapons in his unit — two troopers
with boltguns, one with a sniper rifle and
the last with a missile launcher. Only the
sniper is straight from the box - the rest are
all converted in some way.

www.games-workshop.co.uk/spacemarines 81



The ‘Eavy Metal team
is the most talented
group of professional
miniatures painters in
the world. Here, they
turn their attentions to
the Banner Bearers of
Middle-earth.

Elf Banner Bearer

The Elves of the Last Alliance were an
impressive sight on the battlefield,
resplendent in golden armour and
shimmering cloaks, holding a multitude of
ornately decorated pennants aloft.

This Second Age
standard has a simpler
motif than later flags.

Wood Elf Banner Bearer

The banners of the Wood Elves are carried
into war whenever these proud warriors
leave their woodland homes. Embroidered
with intricate runes and patterns unique to
their house or realm, their banners are a
symbol of pride for the Elves,

These pale green
patterns are typical of
Waod Elf banners.

Dwarf Banner Bearer

Dwarves are immensely proud of their
ancestry and deeds in battle, and their
banners are relics that are carried in times
of war as a constant reminder of the past
glories of the Dwarf people.

The simple designs of
Dwarf banners serve as
identifiers in battle.




Painting Banners :

Wood Elf Banner
'Eavy Metal painter Neil
Langdown turned his skills
to this Wood EIf banner.
Using a muted palette of
greens and blues, he
created a sophisticated
pennant. Try applying these
techniques to banners of
your own design.

@ Block in the base colours, @ Mix a darker shade of € Next, mix up increasingly
using simple geometric each base colour, and lighter shades of the base
shapes to define the apply these into the folds colours, and apply these
different areas. and recesses, using thin to the raised parts of the

layers of paint to achieve folded cloth.

a subtle blend.

@ Once the shading and @ Additional details are @ Finish the circle motif by
highlighting is complete, added to the motif. First, dotting in smaller circles
start to block in the paint a smaller circle in the centre. Finally, using
patterning. Here, we've within the original. When a fine brush and a steady
used a dark trim and a dry, use the base colour to hand, paint freehand
simple circle motif. block in a simple square. swirls onto the banner.

Banners of Men

As well as providing rallying points for armies, some banners are true historic relics, and are carried into battle by
mighty heroes. The Banner of Minas Tirith is one such standard, and is entrusted to none other than Boromir!
Likewise, the Royal Standard of Rohan is carried by Gamling, Théoden’s most trusted Captain.

The tree motif of Minas
Tirith is proudly displayed
Baromir on this important relic.

Gamling

www.games-workshop.co.uk/thelordoftherings

83



mik s

ARSI WTTTACALE FURFOSE WILL ALK 15

RAVENOR RETURNED
by Dan Abnett

Inquisitor Gideon Ravenor
and his elite team of agents
hunt down mankind's most
dangerous enemies. If
Chaos is left unchecked,
mankind's future is surely
doomed.

Novel » £6.99

WWW,BLACKLIBRARY.COM
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FALSE GODS
by Graham McNeill

At the peak of his powers,
Warmaster Horus wields
absolute control — but can
even he resist the
corrupting whispers of
Chaos?

Novel = £6.99

T Honir Hinesy

FALSE GODS |- #

M
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The thikead inovel i the eple Sickhoh ety seriea!

Nathan Long =

TAINTED BLOOD
by Nathan Long

Reiner and the Blackhearts
investigate strange goings-on
in the city of Talabheim. Can

the Blackhearts solve the
mystery before the city
becomes lost to Chaos
forever?

Novel = £6.99
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NEW MERCHANDISE
FROM THE BLACK LIBRARY

| LIBER CHAOTICA LIBER NECRIS e
by Marijan von compiled fhor AL) :
| Staufer & Richard by Marijan von "
' Williams Staufer
| The four dark powers of All aspects of undeath are Eye of Horus
Chaos are brought to life in explored in this in-depth, pendant
words and art in this massive beautifully illustrated £8.00
collected edition of a now background book.
: legendary series of :
background books. Buy them now direct from
www.blacklibrary.com/merchandise
Background book ® £30.00 Background book ¢ £15.00

READ TILL YOU BLEED



The Art of Warhammer

Advice for using and defeating large armies in Warhammer

Teaming masses of rat-men or screaming Goblinoids baying for blood, the secrets
behind the hordes of the Warhammer world are revealed! Jeff Leong talks with
Matthew York (aka Warlord Kricknar), Skaven Warlord and Warhammer veteran.

amassing five trophies, including two Overall
awards and a Best General prize. On with the
interrogation, | mean, interview.

®“Horde, not Hoard

Q: Let me ask you — w‘ha: rlefines a hor
A: Numt g

Warlord Kricknar's Skaven army is rightly 10-15 whd ranked umrq Then it'’s aJ'J' down
>l on the Grand Tournament circuit, manoeuvrability and combat resolution!




Q:
A:

What are the drawbacks?

There is a bad side. They do not always do
what they are told; unsupervised they dither.
Also they are not the best fighters, and even
the “elite” troops barely match up to the
regular grunts in most armies.

®Strength in Numbers

Q:
A

=R

Q:
A:

Is the number of units really is a big deal?
You're slow, even for a Human. Horde
armies are cheaper than other armies for
good reason. A typical Goblin can't hurt a
fly. And don't get me started on Leadership.
Low Leadership can be the norm in some
hordes. As such, a horde needs redundancy
— lots of units to make up for the ones that
decide to flee the battlefield.

| depend on having more units than my
enemy for both deployment and combat
resolution. My troops don't fight well
individually, so need all the help they can
get. Unit to unit, my Clanrats are outclassed,
even by Dark EIf Spearmen. In a straight-up
fight, rats will lose combat resolution almost
every time. The Druchii strike first and are
better at it, thus, the rats fall quickly. If the
Clanrats and Dark Elves have three ranks, a
banner, and equal unit size, then the two
units start even in combat resolution.
Combat will be decided on Wounds — so the
Skaven are sure to lose.

: How does the number of units you have in

your army change that?

: | might lose an even battle with Dark EIf

Spearmen, but | rarely have to endure such a
fight. Most non-horde armies will have at
most three or four ranked units. With the 12
ranked units | usually field, | have an
acdvantage, outnumbering the enemy, 3 to 1.
Looking back at the fight with the Dark Elves
with this idea in mind, it all looks a lot
different (Figure 1a). Outnumbering 3 to 1, |
control the fight.

: How do you figure?

I have all the options. | can use one unit to
hold his front while manoeuvring another for
a flank charge (Figure 1b). Or, [ could send
in a unit as bait to pull the Spearmen out of
position, which will enable me to get in a
flank charge on a subsequent turn (Figure
1c). My opponent can’t cover his flanks.
When | charge the flank, | win combat
resolution without having to cause any
wounds. In either situation, the Dark Elves
lose. With one unit fighting in front and
another attacking the flank, the results are
decisive. | start with a huge combat
resolution edge — 6 to 1 (The Skaven would
have three ranks, a banner, outnumbering
and a flank bonus, the Dark Elves only have
a banner) — so I'm not likely to lose.

What about bigger, stronger enemies?

Same thing — having lots of units lets me
sacrifice some as bait. For example, when [
fought Bretonnians, | used my Slaves to get

Q:

A:

the Knights where [ wanted them (Figure 2a).
Since the Slaves are at the front of my army,
the Knights had to engage them to get to
more valuable units, By realigning the Slaves
(Figure 2b), | redirected the Knights into the
position | wanted them. The advance of the
Slaves gave the Knights little choice but
charge, and superior numbers ensured that |
was able to charge his flank. You can see
(Figure 2c), they never had a chance.
Charging the Slaves, their flank was exposed
to a Clanrat unit. If the Slaves held, they
would make quick work of the Knights. If the
Slaves broke, a second unit of Clanrats was
waiting — again with a flank charge. You
don’t have to outfight them, just have out-
think them.

: Makes sense. Multiple units help you

manoeuvre to ensure your combat
resolution. So how does total number of
troops play into the equation?

: It's about numbers. Numbers of units let me

outnumber my opponent and get favourable
combat resolution, but it's the numbers of
troops that really make it happen. With low
Leadership, Panic tests can really ruin a
Horde army’s day. By having a large enough
unit, | can cut down on the chances of those
rats running off when I need them. A unit has
to take 25% of its starting size in casualties
to take a Panic test. [ try to get my unit sizes
up to 25, meaning that it will take seven
casualties to cause a Panic test — not likely. |
usually field 12 units of 25 each.

How else do you minimise Panic tests?
Panic isn't caused by casualties alone. It's
also a problem when one of your units
breaks from combat. Many horde armies
have units like Clanrat Slaves and Goblins
that can be sacrificed without other units
taking panic tests. Interspersing my Slaves in
the battle line (Figure 3), can limit the effects
of Panic. | put the Slaves forward to make
sure they are the first units engaged. Once
they decide to flee, the Clanrats can mop up,
not caring what happens to the Slaves.

®™Leading the Rabble

Q:

A:

Q:

Al

Can you expand the issues with Leadership?
The Warlord ensures troops have the
backbone to stay and fight using his
Leadership. The line tends to hold wherever
he is — Slaves will hold with Leadership 10.
On the wings of the army even the Clanrats
tend to run at the first sign of trouble though
as, outside of the General’s Leadership, they
test on Leadership 8. We're talking about
Skaven, but the principle applies to other
hordes — especially the Goblins in an Ore
army.

So keep the General in the middle of things?
Definitely. The General should be closest to
where his Leadeship is needed the most.
Running back and forth is the way the

66 Panic isn’t caused by casualties alone. It’s also a
problem when one of your units breaks from combat 99
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High EIf
Ellyrian Reavers !;pgavmcn
)

4a

Skaven Flank

Skaven units
protect ong 4b
another and
give Reavers
no room ko
maneuyer.

A: The General is the key to the horde army.
There are many units on the board, and they
tend to take a lot of Break tests and Panic
tests. Combine with the usual Fear and Terror
tests and the battle can be lost quickly. If the
horde cannot rely on enhanced Leadership,

battle’s won. These troops are rarely good
enough to stand on their own for long.

. ®\Speed through Numbers

T Q: How can you outmanoeuvre a faster enemy?
A: Sometimes units may not be faster than the

Hero
enhances
this unit’s
Leadership,

Skaven ————o™
‘General

20" Flight
From Steed of
Shadows

8" March ——e

Move

opposition, but they can still outmanoeuvre
them. With so many units on the board they
won't have any place to go. For example,
High Elves are fast, but they can only go
where there’s ro hordes don't leave much
room on most battlefields. Ellyrian Reavers —
Fast Cavalry — can come around the flank in
an attempt to set up a charge into the side of
the battle line (Figure 4a). | could use four of
my units to keep his two units of Fast Cavalry
occupied. | am then able to cover my flanks,
leaving no place for him to go (Figure 4b).
Without the threat of a flanking force, you
can concentrate on the main part of the
enemy army.

Q: Impressive. What other tricks do you know?
A: In addition to sheer mass, you shouldn’t

forget shooting. For Skaven there are
contraptions like the Ratling Gun, Warpfire
Thrower, and Jezzail, which are effective in
controlling enemy movement. Like a lot of
horde armies, you can use shooters to funnel
enemy units to a desired position (Figure 5)

it’s d

enemy unit long enough for help to arrive.
The General should always be in the

right place at the right time. Fot example, if

they lose combat by 1, Clanrats are 2!

more likely to pass a Break test with the

General’s Leadership than without it (they

Leadership 7 without). Slave
likely to pass that test in the same situation
(Leadership 9 with vs Leadership 4)!

When facing another horde, my first
priority is to lower the Leadership of the
enemy army. Target number one is the
opposing General. Once he’s gone, | start
looking at other characters who are
enhancing the Leadership of critical units —
often Hero-level characters. A Hero nestled
in the front rank of a lesser unit could easily
extend the “Leadership Bubble” from the
General (Figure 6). His Leadership isn't quite
as high, but even an extra point or two can
make all the difference. Once the Leadership
of the army is lowered, | can start reducing

Enemy

Charactor key enemy units which are easier to deal

®Take out the Leader with.

Infantry

Skaven Units
Bottlenecked

Dark Riders
OvVein
Prevent Enemy:

/-M.n-clms:

do horde armies suffer when their
it hoe? IR )

Q: So how do you go about killing a well-
i ; ?

prote: .
@( -

s - A -

The full might of the Empire is brought to bear on
the greenskin menace.




A: That depends on the army. Targeting the

General in close combat takes too long to
execute, as you can't engage him for a few
turns. Targeting him with shooting and magic
can be effective. Given the number of troops
and units he commands, the horde General
is rarely on his own. Although you can't pick
him out with shooting, you might be able to
do enough damage to Panic his unit, and
cause him to flee. War machines like the
Mortar, with its large blast template, can
often do enough damage to cause a Panic
test — even massed bow fire can be sufficient
at times. Given that the General has the best
Leadership in the army, his unit is the least
likely to Panic. However, the reward of
having the General flee merits this tactic.
Magic, has quite a few nasty
combinations for taking an enemy General
out. You can take the direct damage route
(2D6 hits spells come to mind) but they
won't normally cause a test. Skaven
Warlocks can be effective, Warp Lighting is
nasty (D6 or 2D6 S5 hits, depending on
casting value). When Warlocks work together
and concentrate their firepower, not much
can stand up to it.
Knowing what they can do, | am always
concerned when facing an opponent with a
similar list of spells. What really worries me
are spells like Soul Stealer (Dark EIf Dark
Magic). It hits everyone in the unit and can
easily cause a Panic test. Fortunately, such
spells are short ranged. Of far more concern
are spells that cause an automatic Panic test
or affect Leadership, Black Horror (Dark EIf
Dark Magic) for example. The General’s unit
still has a good chance of passing the
required test, but the battle can turn if he
fails. Perhaps most effective in taking out the
horde’s General is movement magic. Steed of
Shadows (Lore of Shadow) is a favourite,
allowing a magical charge. Take a combat
character and use this spell to turn him into a
guided missile. The movement this spell
affords, combined with a regular turn of
movement in the movement phase, means
that the enemy can be 28" away or more at
the start of his turn and still get to me (Figure
7). The attacking character can then contact
me but not my unit champion and thus can
allocate all his Attacks on me without fear of
a challenge by the champion. It won't
always work, but using a character with a lot
of Attacks, combined with a weapon that
does multiple Wounds, definitely increases
your chances. A quick caution is in order
here. Do not challenge with your “guided
missile” character, The challenge would let
the General decline the challenge and retire
to the rear of his unit. You won't get another
chance to kill the General.

®They are more, you are better

Q: You mentioned that hordes have problems

with one-on-one combats. Can you
elaborate on that?

: Hordes depend on multiple units taking on
enemy formations to ensure favourable
combat resolution. When [ can’t get enough
units into the fight, that can spell trouble.

There are a few things here that drive me
nuts: armies that hug terrain, armies with
multiple fast hard-hitters, and units that just
won't break (Stubborn or Unbreakable
troops).

Q: How do people use terrain against you?

A

To cover their flanks and reduce my ability to
get around them. | remember fighting Dark
Elves, when their General used the terrain to
cut off the majority of my forces from his
battle line (Figure 8a). By advancing
between the trees and the board edge, he
ensured that | had to break one of his units
straight-up before | would be able to get a
flank on any others. The Dark Elves held the
back door closed with a combination of
march blocking (keeping the Dark Riders
within 8" of the lead Skaven units to ensure
that they cannot march) and a small ranked
unit (Figure 8b), which kept me from getting
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_around the forest in time to influence the

~fight on the other side. By limiting access to
his troops, the enemy ended up
outnumbering me in that area of the
battlefield. | was finally able to pull the Elves
out of their careful battle line, but it was

M ¢ close:

7
E, /Q: What do multiple hard-hitting units do to
F_-e-- your army?
w Az The General can be in only one place at a
. time, so | can’t provide my Leadership to the
L entire battlefield at the same time. An army
that can hit my battle line hard enough in
two distant points forces me to choose which
one to support with my Leadership. Against
this Chaos army (Figure 9), [ face three very
real threats: a Giant and Marauder cavalry
on the right flank, a Marauder unit and
Chariots in the centre, and the Chosen
Knights on the left flank. At best, | could
hope to provide Leadership to two of these
] ; points, but never all three. Once the Chaos
i { General saw where | deployed, he redirected
his attack to ensure that it hit outside of my
Leadership range. | supported the left flank
against the Chosen Knights, and it held. The
right flank dicn‘t fare well. | barely won.

!
e

\ Ratling

/ Guns

el

Back, Clanrats S0

R

: Spreading out the attack does seem a rather

. effective tactic against the horde. So | can
see how Stubborn and Unbreakable troops

- are a problem.

\: Stubborn troops don't care about combat

" resolution. They can be a real nightmare to a

horde. | can make sure they lose combat

 every time, but it doesn’t mean they will

break. I'll either wear them down or they
will fail their Break test, often it's too [ate.
Unbreakable troops are even worse, as |

. have to kill them to a man. A crafty

opponent will essentially use an

" Unbreakable unit as mobile terrain,

" advancing to cover the flanks of more

" vulnerable units.

% ®Don't fall into the trap
Q: What about opponents who don't take the
bait and fall into your traps?

8 Groy Seer Thanquols horde prepares to meet
8 the charge of the Empire cavalry. :

designed to outnumber the enemy and, by
doing so, charge the flank or rear of enemy
units. Maost of the time it is able to make
these charges by sucking target units into
position. My army typically deploys in a
checkerboard pattern (Figure 10). This
deployment lets me use my forward units of
Slaves as bait to catch opposing units. The
enemy has to fight the Slaves first and will
eventually get through them. | can use that to
my advantage. | can position the Slaves
making sure the enemy pursues them right
into range of a flank charge from my Clanrats
(Figure 2). [ have enough spare units to win
this fight. The trick is to think ahead. Where
will my opponent’s units be after they have
charged and broken a unit of Slaves? Where
will they be if they fail a charge or don’t
pursue? Knowing these answers can lead to
success.

Q: Should your opponents not pursue your
units?

A: Sometimes they should. Often, | can get in a
flank charge whether they pursue or not,
particularly if the Slaves hold long enough.
However, sometimes units shouldn’t pursue.
Some people don't think about it and always
pursue a broken foe, others (Frenzied units
for instance) have no choice. Always keep
the final position of a units’ flanks in mind,
before deciding whether to pursue.

®~Hordes = more to kill

Matthew has provided great insight into

strengths and weaknesses of horde armies. So

let's summarise the most relevant points:

» Numbers give the horde its strength.

e Leadership and combat ability are its main
weakness.

s Take out the enemy General early on, without
him the units won't benefit from his
Leadership.

» Strive for one-to-one match ups in combat.

e Use terrain and Stubborn or Unbreakable
troops to limit the units you have to fight.

» Always watch out for flank charges; they're
what the horde lives on.

Good luck as you march to meet the hordes of

the Warhammer world &%
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241'i125tn June 2006,
. Warhammer World,
Nottingllam.

Two players join their forces to create a larger
Warhammer allied army.

Mixed race alliances are encouraged, which
offers a totally different Warhammer gaming
experience!

You will need the following to take part:

® Each player will require a 750 points
Warhammer force.

&* The combined forces will total no more than
1,500 points.

&/ Specific details are supplied in the
Warhammer Doubles Rules pack,
available online.

Tickets cost £65 each and will be released on
1st Apri[ 2006 - call 0115 91 40000.

Tickets entitle TWO players to entry, including:
&/ 7 rounds of Warhammer Doubles gaming.

& Lunch on both days, an evening meal on
Satu rday, tea and cuffee both mornings, and

Access tu‘@ Al
itadel Miniature
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for this
summer’s massive campaign. We showcase their
personal armies, discuss how they’ll be adapting

to Cities of Death and how they

for war on Medusa V!
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Tahnelian

Preferred Weapons

* Heavy holter
» Grenade launcher

Doctrines
¢ Drop Troops
e Storm Troopers
* Special Weapon Squads
= Iron Discipline

i nd plé Iron Discipline): ic Senior Officer, Captai ade
> HEEWY Weapon Platoon I(,umma platoon, Command squad (Iron _mpl:_n.al He.lo c Senior O ptain Brade
(power weapon, carapace armeur and Medallion Crimson), Medic, standard bearer, vox-caster, plasma gun ..
» Commissar Praeven: bolt pistol, power weapon, melta bombs, trademark item and carapace armour ..,
» Geronimo {Nork} Dedog: carapace armour and FPPEE UM e

» Chimera Transport: heavy flamer, heavy bolter, extra armour and smoke launchers

137 pts

wen: My Tahnelian

374th is a veteran

Drop Troop Imperial
Guard regiment. They are
similar to Vostroyan
regiments in being,
unusually, reinforced in
the field. The Firebolts
are part of a millennia-
old brotherhood of
hundreds of other
Tahnelian regiments, all
hailing from the island
world of Tahnel located
in Segmentum Solar,
close to the forge world
of Phaeton.

Unlike the elite
Elysian Drop Troops, the
Tahnel way of war is true
to classic Imperial Guard
stratagems: overwhelm
the enemy through sheer
brute force and numbers.
The entire regiment will
often be deployed in one
drop, thousands of troops
and equipment
indiscriminately landed
in a deployment zone
behind enemy lines.
There they will remain as
an army deployed until
the battle is won or they
are all dead. It's dirty
work and those that
survive more than five
drops earn the right to
wear the beret of a
veteran and join the
Valkyrie-borne Special
Companies.

Sentinels (3): lascannons, improved comms,
1 with hunter-Killee missiles .. s 235 pts

Storm Trooper squad (10): Veteran Sergeant (power weapon,
meltagun, grenade launcher and Deep Strike .139 pts
¥ Valkyrie “Snake”: Lascannon 150 pts

Storm Trooper squad (10): meltagun, grenade launcher
and Deep Sl i st e A AR s 126 pis
» Valkyrie “Shark”: Lascannon .. ... 150 pts

Veteran Squad (10): Veteran Sergeant,
meltagun, 2 plasma guns ... 115 pts
¥ Chimera: autocannon, heavy bolter, improved comms.... 110 pts

continued on page 88
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IMPERIAL &

COLLECTORS

15T PLATOON
Command squad (Iron Discipline): Lisutenant Tarkin (bolt pistal and chainsword); medic, vox-caster and missile launcher
»C i L e T B 7T o B oy ] e e e s e S e
¥ 1st squad (10): grenade launcher and heavy bolter ...
¥ 2nd squad (10): grenade launcher and heavy BOIEr ... s
¥ 3rd squad (5): flamer

Vulture “Deyil”: twin-linked lascannons,
2 missile racks (3 missiles per rack) 205 pts

2ND PLATOON
Command squad (Iron Discipline): Lieutenant Branton (plasma pistol and powerfistl; medic, vox-caster, plasma gun and meltagun..... 112 pts

» Commissar Krutt: storm bolter, power weapon and carapace armour 55 pis
» 1st squad (10); grenade launcher and heavy bolter ... 78 pts
¥ 2nd squad (10): grenade launcher and heavy BOIEr i i i s oemds bassFaass a4 oot bbb i 78 pts
P:3rd squad (505 fIAMEE et 36 pts

3RD PLATOON | Tarantula Sentry Guns (2):
Command squad (Iron Discipline): Lisutenant Ahsridge (plasma pistol and power weapon); rrk adlic, vox-caster and missile launcher ......91 pts ong with [ascannons
» Commissar Hackeron: boltgun, close combat weapon and carapace armour 46 pts one with heavy bolters......... 40 pts
¥ 1st squad (10): grenace launcher and heavy bolter ..o ! ............................................................... 78 pis
|
)

» 2nd squad (10): grenade launcher and heavy bolter | .78 pts

» 3rd squad (5): flamer, 36 pts

TOTAL: 3248pts

HEAVY WEAPONS PLATOON

Command squad (Iron Discipline): Major Munro (power fist and close combat weapon)

Lrl= sttt s e s B o o o e o e e A P T O O 08 e O oy o T P 101 pts
¥ Chimera: iwin-linked heavy haolters, heavy bolter and improved comms

.. b Anti-Tank Support squad (6): three lascannons -
it LT ST g e T TN B [Ty VAT = o i sy oy s O SN SN 0 SO S D SSRGSt
¥ Mortar Support squad (6): three mortars
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PAINTING TAHNELIANS

Armour and Webbing

@ Scorched Brown

@ Bestial Brown
@ Vermin Brown

Glothing

@ Catachan Green
Catachan Green &

Camo Green
@ Camo Green
Skin
@ Dark Flesh
@ Tanned Flesh

) Dwarf Flesh
Elf Flesh

Weapons
© Boltgun Metal
@ Black Ink
Chainmail

Weapon Gasings
@ Chaos Black
@ Codex Grey

Bases
@ Dark Flesh
@ Snakebite Leather

Snakebite Leather &
Skull White

O Skull White

Owen’s used some of the
battlefield rubble on his

stratagem markers

L]

Archive fotage; Bal'yth Prime... H?

cantinued from page 34

Arming for Gities of Death
Owen: Cityfighting changes the dynamics of
Warhammer 40,000. My advice to those
who are used to maxing out on AP2 power
armour busters and lascannons is to leave
them in your army case. In a cityfight, the
4+ cover save equalises such tactics; what
you need is numbers. The more dice | get an
opponent to roll for his armour saves, the
more likely he is to fail his armour save.
Multiple shot weapons-like the Eldar scatter
laser, Space Marine assault cannon and the
Imperial Guard heavy bolter-will be king in
Cities of Death.

Oddly enough my Imperial Guard force
is already quite suited to fighting Cities of
Death games. | themed my army quite
strongly when | designed it originally (the
maxim being ‘will it fall out of plane?’),
having a preponderance of heavy bolters,
flamers, grenade launchers and mortars.
That gives me the ‘dakka’ that | need to get
past the cover saves. | use really powerful
weapons (plasma and power weapons) to
counter-attack with. Finally, Medics are great
as you nearly always get a save and demo
charges are great fun (as Mr Hutson recently
found out-hehe)!

One change | have made is to try pure
infantry armies. Infantry aren’t immobilised
by terrain and they gain a fantastic 4+ cover
save. While a little slow thanks to difficult
terrain, this does make them very tenacious,
as they remain a scoring unit at 25% unit
strength and above. With five out of the six
regular missions being about possession of
buildings by scoring units alone, the more
infantry you have, the better.

Medic Combat Engineer
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Storm trooper Sergeant

As for stratagems, | tend to leave the
Deep Strike one at home and concentrate on
hugging the buildings with prepared fire
lanes. My preferred doctrines are Power
Generator and Tank Traps. With the
generator | place it in a key building and
deploy a platoon in that building — lasguns
suddenly become tastier with a wound re-
roll! Tank traps allow me to stop my
opponents tanks and help equalise the game
to just infantry, which | will inevitably have
more of,

MEDUSA V: reinforcements for the campaign

The beginning of the Medusa campaign

approaches and the Tahnelian's have been

redeployed to the sector. What more of an

excuse is there to put the finishing touches

to my army? When complete, it'll form an

entire company of Imperial Guard. Here's

what I've got in the pipeline:

e Armoured Fist squad (representing trainee
veterans for the Special Company)

e Stratagem markers (pictured)

e A fifth Commissar (enough for one in each
Command squad)

e Kill Team squad (or as | call them Special
Ops Executive — | know, sad).

e Maybe a stripped-down sawn-off Basilisk
(called Big Bertha).

Loads of games of 40k in our own

campaign, the perfect excuse to finish my

army and loads of gorgeous terrain to build

~ sounds like the perfect summer! Sybilla

Tertius hive here we come...

Veteran Sergeant




I get a lot of questions about my armoured
cars, so | thought I'd share the secret of
how to build them. The inspiration comes
from the old Citadel Journal (issue 16),
which feature Ewen Little’s conversions in
Dok Butcha.

Take the bottom hull and front of a
Chimera and combine them with the top
hull of a Leman Russ. A little cutting is
required on the Chimera’s front hull to get
them to meet.

Use a pencil to trace round the side of
the hull onto 3mm plasticard. Cut it out
with a metal ruler and hobby knife (watch
your fingers), then glue it onto the hull.

B\
LINIR TTVYYEYOOYY
i

1o
.'uum“““ DOK BUTCHA'S KL

2 i

ARMOURED CARS — How to make one!

Next were the details, starting with the
wheels. I couldn’t find any Citadel
miniatures wheels that were big enough.
However, | did some old tyres from a army
truck kit lying around, which were perfect.
The mudguards were quite easy, they are
from the track guards off the Imperial
Guard Vehicle Accessory sprue. Finally, the
doors on the side are from the Chimera
back door, the frame surrounding the door
being clipped to size.

For the turret | used a Forge World
Chimera variant, however, a normal plastic
Chimera turret will do just fine. A few
more bits and bobs and it was all done!
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The Gitade! Journal featured

the original incarnation of
Dok Buteha's Klinic
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Trait Advantages:

* See But Don't Be Seen
Tactical and Devastator sguads
without a transport may take the
Infiltrate skill at +3 points per
model. Any squad who takes this
can have Acute Senses at +1 points
per model.

Trust Your Battle Brothers
Command, Veteran, Tactical,
Assault and Devastator squads can
take the skills Counter-attack and
True Grit at +3 points per model,

Major Drawhacks

s Flesh Over Steel
May only take 0-1, in total of the
following: Land Raider, Predator
Destructor, Whirlwind and
Vindicator. They may not use
Land Raider Crusaders or Predator
Annihilators. Each transport
option selected uses up a Fast
Attack choice

ik: Fresh from their

engagements with the

Eldar on the worlds
of Tartarus and Rahe's
Paradise, my Blood
Ravens, under the
command of Captain
Gabriel Angelos, have
been summoned to
another world touched by
the ancient race —
Medusa V.

Following the recent
discovery of what would
appear to be a structure
of Eldritch design in the
valleys lying west of
Sybilla Tertius, the Holy
Inquisition has acted and
declared the area a
quarantined zone.

Having engaged the
Elcdar on numerous prior
occasions, the Blood
Ravens arrive at Medusa
V, at the behest of
Inquisitor Sorcobas, to try
to unravel the mystery of
the Eldar artefact, and
deliver the Emperor’s
swift justice to the
interfering xenos.

Chapter Librarian (Epistolary): Storm of the Emperor’s Wrath, force weapon, psychic hood, Terminator armous, storm k
Terminators Command Squad (4): powerfists and 2 assault cannons.............
» 1 Veteran Sergeant: power weapon and stormbolter ... i

4 Terminators: powerfists and 2 assault cannons ...
} 1 Veteran Sergeant: power weapon and stormbolte

Dreadnought:
assault cannon, powerfist....... 105pts

5 Tactical Space Marines: frag grenades, flAMer i
» 1 Veteran Sergeant: Terminator Honours, power weapon and baolt pistal..

¥

. 41 pts

Venerable Dreadnought:
assault cannon, POWerfist. .. .. 125pts

* 5 Tactical Space Marines: frag grenades, flamer
¥ 1 Veleran Sergeant: Terminator Honours, power weapon and

5 Scouts: close combat weapans and bolt pistols
¥ 1 Sergeant: close combat weapons and bolt pistals

5 Scouls: sniper rifles and 1 missile launcher
—‘ b1 Sergeant: sniper ffle oo
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SPACE MARIES
5" GUIDE # ;

COLLECTR,

Jassault cannons ...

Whirlwind:
N RBBANCE MISEIIES 20 1iensi ssesissrssiasaseransssenssarsnn snsns onnass B85 pts

2 Space Marines Bikes: frag prenades, 2 melta guns

¥ 1 Veteran Serg pewertist
¥ 1 Attack Bike: multi-melta

5 Devastator Space Marines: 4 missile launchers 155 pts 5 Devastator Space Marines: 4 missile launchers .
¥ 1 Sergeant: boligun 15 pts » 1 Sergeant: boltgun
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PAINTING BLOOD RAVENS

Armour
@ Scab Red
@ Red Gore
@ Blood Red

Shoulder Pads & Robes
@ Snakebite Leather
@ Bubonic Brown

Bleached Bone

Eyes & Wan Seals

@ Dark Angels Green
@ Snot Green

@ Scorpion Green

Weapons
@ Scorched Brown
@ Graveyard Earth

Bases

@ Scorched Brown
@ Bestial Brown

@ Snakebite Leather
@ Bubonic Brown

Bleached Bone

Blood Ravens Space Marines

gontinied from page 86

Arming for Gities of Death

Rik: As laid out in Codex: Space Marines,
Blood Ravens are masters of infiltration and
excel at close quarters fighting. However, in
order to use these trait abilities, | would
have to think carefully about the stratagems |
select for my games of Cities of Death.

Option 1

» Take Infiltration stratagem, allowing me to
infiltrate as normal

e Maximum of 2 further stratagems to
opponent’s 3

Option 2

e Drop the Infiltration stratagem

o Lose the Infiltrate ability

e Freedom to select other stratagems
e Trait skills become compromised

Option 3

» Drop the Trait rules and benefits altogether
e Total freedom of stratagems

* Total freedom of Codex unit choices

| finally elected to bite the bullet and
select the Infiltration stratagem as my first
stratagem. Any further choices generated by
the mission level would be an added
benefit, but not something I'd count on. In
doing this, | wouldn’t have to think about
collecting and painting too many new
miniatures to fulfil new battlefield roles.

That said, | do plan to tweak a few
entries here and there. First, | plan to
increase my two Terminator units from five
to six-man units.

Blessings before
battle, Rik has
put a lot of detail
into the Land
Raiders’ interior

Sergeant

A third six-man Terminator unit will most
likely find its way into the roster, armed with
terrain-ignoring heavy flamers.

My two Devastator units continue to do
me proud. Armed with missile launchers,
they are able to take out troops and vehicles
alike, though the 4+ invulnerable save
afforded by the city terrain could prove to
hamper their performance a little.

Finally, | plan to flood the battlefield
with as many bolter-wielding Tactical squads
as possible. With their trait rules, these guys
are more effective at close quarters fighting
than your average Space Marine, and have
the added benefit of being able to litter the
city alleyways with lethal rapid firing bolter
shells. With a flamer in each unit for added
building clearance potential, | should be all
set to wage war in the streets of the 41st
millennium!

This summer’s global campaign

As well as Cities of Death, 2006 will be
remembered as the year we ran the
Warhammer 40,000 global campaign: The
Fall of Medusa V.

Never really needing an excuse to
acquire more units for my army, Medusa V
does present me with the opportunity to
build up a few bits and pieces that | might
not normally take in my army, including my
first ever Kill-team — armed with as much
plasma weaponry as | can get my hands on
— and a proliferation of vehicles, including a
Land Raider conversion based upon Forge
World’s pre-Heresy pattern.

THERE IS MORE INSTORE

' Like Owen and Rik’s armies?
We’ve put both complete

. armies and their Cities of

' Death army selections as
bundles on the Online Store.

www.games-workshop.co.uk/
store/medusaarmies
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“Rassmmgan,

SYBILLA TERTIUS HIVE

THIS SUMMER YOU CAN HELP DECIDE
HOW A WORLD WILL DIE.

Games Workshop Hobby Centres across the UK
will be battling in the depths of the Sybilla Tertius
hive, the primary hive of the Edethor region.

Each store will be running its own campaigns and
activities, so don’t miss out.

Sign up in-store now and be a part of history.
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THE 41ST MILLENNIUM

IS A SCARY PLACE,

Glory in Death is a new turn-based
set in the war-torn future of the W;

missions, b

in Death is avﬁﬁﬁg
A

CLOAWInh e
oundaniyour,
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LION'EL JONSON
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PLEASE SEND YOUR ANSWERS TO!
GLORY IN DEATH COMPETITION,
UK WHITE DWARF,
GAMES WORKSHOP, WILLOW ROAD, LENTON,
NOTTINGHAM, NG7 2WS

(PLEASE SEND POSTAL ENTRIES IN ON THE BACK OF A POSTCARD).

Warhammer 40,000; Glary in Death copyright £ Games Workshop Limited 2006, Glory in Death, the Glary i Death logo, GW, Games
Workshop, Space Maring, 40K, Warhamener, Warhammer 40,000 Davica and all associaled races, race or Gnil insinia, marks. plices,
characters, illusirations and images from lhe Glary in Death game and the Warhammer 40,000 universs are cither 8, ™ andior ©
Garnes Workshop Lid 2000-2006, varably regisierad in the UK and other countries arcurd the warkd, and used under censa. All rights
rasarvod. Developed by F back O and the Razohack logo are of Razorback Developments
Lid. All Rights Reserved, THO, THO Wireless and their respective logos sre trademarks andior registered trademarks of THO ine. All
rights rasarved. All other trademarks, loges and copyrights ane property of their respective ownors.

Copyright & 2106 Nokla, All rights reserved, Nokia, N-Gage, N-Gage 00 and N-Gaga Arana are irademarks or registered tradamarks
of Mokia Corporation. Qther praduct and company nemes mentioned harein may be tradermarks of Irade names of hair respactive
ownars. Soma Teaturas and sarvices are dependenl on the network, suppored digital content formats, the comgpalitdity of olher
devicas and applications, and other factors: Pleasa relér 4o the usar quide for more detailed information

s

' FOR MORE/INFORMATION,
)SCREENSHOTS & MOVIES GO TO:
WWW.GLORYINDEATH.COM

COMPETITION RULES

1, Oy resihants of LK and Eire aged 12 years or aver are efgita for prizes, excliding employees of the Promoter, thes familias,
BgEnis or any xhar parson connecled with the asmmistration of this competition.

2, Entries are | par househoki.

3. Efgible anlries mu ived nat later than June 30th 2006. Send postal enbriey, o Gami larkshop, Glory i Death
Competition, Wilow Road, Lanton, Nolfingham. NGT 2WS. The Promaler cannot accapt responsiaility far lale, los af mssd
anries

4. The winnar will ba chasen on the bas
will be chosen on Ihe basis | in the judges’ sola discretion, of the skil of 1he entrant = providing
queslion,

5. The prize consists of 10 Glory in Dealh NGage games and 10 N-Gage phones . No cash altamatives oferad

&, Thiz Winner will be notified by past or amail on ar befors 12th September. The Winner must confirm receips of the priza nof
and provida all reasonable details requested by the Promater within 1 week of date sbave, failing which Ihe Promotes
fight 10 select an alemative winnar. \

7. By accepling th 26, winnis agree thal the Promater can use ther name and likenass for adverising and aroeatianal purposes.

8, The |udges* decision & final and no comaspondance wik be entéred inlo

4

of correct answers being given 1o the questions asked. In 1he avenl of a be-break the winner
i answers ko the le-break

Enlry e acceptance of the niles 55 fnal and Egally binding.
Promolar GAMES WORKSHOP LTD, Willow Rosd, Lenton, Nn'rmgwaﬂ NGT ZWSE

DATA PROTECTION

Garnes Workshop Lid is registerad a5 a Data Controfar in hg Un ted Kingdom under 1 Data Project
herain will be held and processed under thi terms of the D pection Act and in accordance with auf nolil

45 the faw permils o raguinas o 50
By submitling your parsnnal infarmation you consent fa the procassing rafyuw porsonal dala as sef out above snd you confirm that the
information is accurale and compiele;




The Crowne Plaza Glasgow,
Congress Road,
Glasgow G3 8QT.

Sunday 21" May 2006.
10am-6pm.

Alexandra Palace,
Alexandra Palace Way,
Wood Green, London.

Sunday 18™ June 2006.
10am-6pm.

oS T COMUCT Coe

De Vere Whites Reebok Stadium,
De Havilland Way, Horwich,
Bolton BL6 6SF.

Sunday 4™ June 2006.
1oam-6pm.

|

Tournament ticket — £40
(admits two people)

To become a regional champion, get yourself
and your gaming partner to the battlefield at
one of the locations listed above.

Regional Doubles Tournaments:
The Lord of the Rings

(250 points force of either Good or Evil per player.
Each Doubles pairing must be either Good or Evil.)

Warhammer 40,000
(400 point Combat Patrol force per player.)

Warhammer
(s00 points Border Patrol force per player)

Age restriction 12+

‘Open Pass — £10
. (admits one) -

Each Conflict event offers a wide range
of/hobby activities for Open Pass
(non-tournament) ticket holders:

Confhct Pamtmg Competnt:on

* Painting advnce and tips from experts.

» Terrain-Factory — make scenery and
: take it home.

* Participation Games.

* Army WorkSho’pS and tactical advice on
army composition.

* The Ial_ntesi: releases and hobby supplies.

Games Workshop reserve the right to alter or vary the event due to circumstances or events beyond our control without being obliged to refund monies or exchange tickets, This does not affect your statutory rights.

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

HARFRAER L@

RD#EIT

STRATEGY BATTLE GAME

WARHAMMER

/40,000,

{]S

Copyright © Games Workshop Limisd cts mpl nqalm'eral Ferunlng 1o s Maw Lina thassrical ||rn:1|"'cm npr st e ||||pn g TIP'IN Toeers; and T Rlaturn of The King wiikch ars £ MAIVI New Line Productions, Ing, Al nrg'nsl aservad. The Lot of e
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Golden Demon 2004

Silver, The Lord of The Rings
Single Miniature. This
amazingly painted miniature
was Joe’s first foray into the
world of the Golden Demon
painting competition.

FRONTLINE

PAINTING DEMON

Showcasing Golden Demon winner Joe Tomaszewski

At the tender age of 18, Joe Tomaszewski has a bright future ahead of him. He’s
already won his first Golden Demon trophy, a Silver in 2004, and came mightily
close to adding to it in 2005. He’s got a master plan for this year’s competition
and while all that is hush-hush, we can show you some of his beautiful work.

oe describes himself as a painter, rather

than a gamer — it's often the case for a

lot of Golden Demon winning painters
Z but it wasn't always so...

“First of all | just started playing the
games,” says Joe. “I was 10 years old and the
first game | played was Gorkamorka (this is a
classic game we no longer produce that
involved trukk-based Orky mayhem!).”

And while the enjoyment of gaming was
great; it was in painting that Joe found his
true calling.

“| entered a Bretonnian Pegasus at a
National Painting Competition at Games
Workshop Leicester,” Joe tells us. It won the
Warhammer category and the competition
overall. “I saw the trophy next to it and said
to myself, ‘This is what it’s all about.”” This
self-same model won the regional
competition too, boosting Joe's confidence

and affirming that he had a lot of talent, and
Joe’s course was set.

“After this, | decided to push the limits
and go for a Golden Demon,” says Joe. “I
saw the entries in White Dwarf and they're
amazing — | always hoped one day I'd get a
Golden Demon.”

Joe’s dream came true when he won with
his Warrior of the Dead, its crisp and clean
style winning the judges over. Now Joe had
his sights firmly set on more accolades and
only narrowly missed out in 2005.

“| was too ambitious,” he reveals, “and
needed more time planning. | think | had too
many entries, and the categories and scale |
chose were bad moves,” he admits. “This
year I'm going to go for something more
manageable, so | can spend the time and
effort getting the smallest thing perfect, rather
than get something huge just painted.”
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SQUIGGOTH »

“The idea behind this diorama is a skirmish
patrol set up by a river that are ambushed by
Orks and caught off guard.” It's a highly
intricate piece with scratch-built tents, complete
with wire frames and string for guy-ropes. It was
a tough challenge and time-consuming with Joe
working right up to Golden Demon Sunday.
“That weekend | slept about four hours.”

“| spent a long time on conversions,” Joe

s, “You can spend a long time looking at the

|, picking them out.” There’s a guardsmen

smoking, one cowering beneath a
tent, another with a grenade pin
in his mouth.

‘BONTLIN
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Painting Demon continued....

MARNEUS CALGAR and Honour Guard »

One of the standout models
in the excellent Space
Marine range, the
inspiration for this piece 3
came from Marneus Calgar.
“] wanted to make a display
piece,” says Joe. “I pushed
my limits to try to make
.everﬁhmg as good as

i fwas urged by so
of his peers to enter
Marneus Calgar alone in {
the single miniature
egory but he felt lt wasn

' "e eye' é wanted them
~ to look like they could take
care of business.”

' Again, Joe went for a
non-metallic metal style
‘with these miniatures and
the effects are stunning,
though it was Marneus's
cloak, based on Celtic
designs, that took the most
time to paint. “I spent about
eight hours on it — it was
very difficult as I'd already
assembled the model.”

It wasn't just painting
where Joe stretched himself,
either, especially where the
converted Honour Guard
were concerned. “Sculpting
is a whole different thing to
painting = much more time
consuming.” Joe worked for
two months, intermittently
on the conversions, inspired
by the aesthetic of the
models. “It's some of my
best work, that I'm really
proud of.”

Work in progress »

106 WHITE DWARF FRONTLINE



s e e IR

Bretonnian Pegasus Knight v

Look closely at this model and you'll see it's been painted with non-metallic metals ie grey’s for silvers, yellows for golds, etc. “I painted the barding first
and the non-metallic metal style fitted in with it,” Joe explains. It's a variant approach to painting metal but can be a lengthy process, “It was six hours
just on that,” says Joe. Joe used a plastic Pegasus Rider but painted the barding and tunic in a regal and ornate design. “I went for this because it was
intended to be a Royal Pegasus.”

Goldberry »

This model was entered in the 2005 The Lord of The
Rings single miniature category. “It's an exercise in
object source lighting,” says Joe, a popular technigue
that’s emulated by a lot of painters. “The colour
scheme is based closely on Tolkien's description in
The Fellowship of The Ring” Joe tells us. “I had the
idea that she was approaching the river at dawn or
dusk.”
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, Located in Lenton Nottingham, Warhammer World is the place to come for
Bugman S| agreat Games Workshop experience. Within its castle courtyard you will
find a wide array of awesome gaming tables built by Warhammer World’s
bugmans@games-  scenery team. All of Games Workshop’s current game systems are

workshop.co.uk 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!

e Feature tables in the Warhammer, Warhammer 40,000, The Lord of The
Rings and Specialist Games zones.

e A variety of standard gaming tables that can be used for all systems.
e Gaming nights to cater for all levels of gaming knowledge and experience.
e Staff on hand to help you with your hobby activities and gaming.

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

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

e Citadel Miniatures Hall.

Che Citadel

Miniatures Hall

e Sample the legendary hospitality of the Dwarfs at Bugman's Bar!

* RING 0115 9168410 for more details
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RELATED ARTICLES

All the magazine-related articles...

A Guide to
Building a City
With the release of
Cities of Death and
the awesome new
Ruined City
Boxed Sets, we
thought we'd
show you a
few ideas and
tips for
building your
own city.

Vostroyan Colour
Schemes

Veterans of a
thousand
battles across
hundreds of
worlds, the
Vostroyans
have
defended the
Imperium for
10,000 years, Take
a look at some of
the alternative
colour schemes
for this new regiment
of the Imperial Guard.

Modelling Spell Effects

Wizards are powerful
individuals, able to
create and destroy
with their
mysterious
powers. Find out
how to model
your own spell
effects for use in
your games of
The Lord of

The Rings.

" Gods from the Red

The highlights this month...

HOBBY ARTICLES

...and everything else to fuel your hobby.

Medusa V Campaign
Weekend Review

May saw Warhammer World play host to the
Medusa V Campaign Weekend — the opening
phase of this summer’s Global Campaign.
Find out the results of the event, and read
about the beginning of the campaign.

Medusa V Regional
Background - Edethor

To support this summer’s global campaign,
we'll be posting the entire background for the
region of Edethor (the UK section of Medusa
V) on the UK website and in this month's
issues of White Dwarf Online.

Converting
the Engine
of the Gods

Returning to the
jungles of Lustria,
we revisit the
Lizardmen and
look at different
ways to construct
the Engine of the

Host of Tenehuini
army list.

www.games-workshop.co.uk/wdonline
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Al
.

BRSSO N R - || | .

tis
WD Online?

White Dwarf Online is
our free weekly online
newsletter by the UK
White Dwarf team.,
Every issue is packed
with exciting articles
and features that keep
you up-to-date with
what's going on in the
hobby.

Why subscribe?
¢ Read forthcoming
hobby articles first!

e See the latest new
releases and
advanced orders!

e Sneak peeks
delivered direct
early, to your inbox!

e Exclusive editorial
content and articles!

» Absolutely Free!

Subscribe now,

IT'S FREE!
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THE EVENTS DIARY

.

All the latest from the UK and Northern Europe events scene.

L JUNE

Upcoming Events

Are you a Hobby Centre,
Independent Stockist, GCN or
WPS club that's running an
event? If you want to advertise it
for free in this fine publication
simply drop us an e-mail at:

whitedwarf@games-workshop.co.uk

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

® st June.WD321 (September)
o 1st July...... WD322 (October)
* 1st August.WD323 (November)

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

Events diary abbreviation guide

WEl GG i Warhammer
A0S Warhammer 40,000
BRI~ Blood Bowl!

WAB ... Warhammer Ancient Battles
WPS....Warhammer Players’ Society
WECW Warhammer English Civil War

EpiGa i Epic Armageddon
LOTR ......The Lord of The Rings
G Games Workshop
Gl ety Grand Tournament

WARHAMMER 4

40,000

GRAND TOURNAMENT

« 14th-15th October 2006

¢11th-12th November 2006

»25th-26th November 2006

WWw.games-workshop.co.uk/events

presents:

[ {]
MORDHEIM The Curse

Date: June 10th, 2006
Venue: Portbury Knights, Portbury Village Hall,
Portbury, Bristol. Just off Junction 19 of M5.
Details: 500 points starting warbands. Painting
standards — minimum of three colours and
based. Tickets are £5 in advance.
Contact: alanvowles@msn.com for details.

presents:
WARHAMMER Doubles Tournament

Date: 24th — 25th June, 2006

Venue: Warhammer World

Details: You and a partner join your forces to
create a Warhammer allied army. Mixed
alliances are encouraged, offering a different
gaming experience! You will need a 750 points
Warhammer force per player. Specific details
are available from the Warhammer Doubles
rules pack. Tickets cost £65 per team and
entitle TWO players to 7 rounds of
Warhammer Doubles gaming, lunch an both
days, an evening meal on Saturday, tea and
coffee both mornings, and doughnuts on
Saturday to get you started.

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

presents:
Dutch Grand Tournament:

Date: Saturday 25th June and Sunday 26th
June, 2006

Venue: Sporthal UvT, Tilburg

Age: 16+

Details: The annual Dutch Warhammer Grand
Tournament returns for the sixth year. Tickets
will go on sale through Northern Europe Mail
Order two months in advance of the Grand
Tournament.

Details: NEGT@games-workshop.co.uk
Website: ne.games-workshop.com

EMTFIOEETER presents:

MORDHEIM -
Revenge of the Shadowlord

Date: Sundy 25th June, 2006
Venue: Gaming Centre Sheffield

discovered and many warbands are forming
mistrustful alliances in order to reach this most
dangerous, yet profitable, of places in the
whole of the city. Will you be strong enough to
capture the riches your rivals desire and escape
the wrath of the Shadowlord? You will need a
500 gold crown starting warband to take part.
Tickets cost £15 including lunch on the day.
Contact: 0114 243 4633 for more details.
Website: www.games-workshop.co.uk/events

presents:
FORGES OF DEATH

Date: Sunday 23rd July, 2006

Venue: Gaming Centre Sheffield

Details: The forge world of Severictus Secundus
is open to attack. Will the loyalists be able to
hold out, or will the raiders pillage and
plunder, before the Imperial fleet arrives? You
will need a 1,500 points force and a 500 point
Combat Patrol to take part. Tickets cost £15
including lunch on the day.

Contact: 0114 243 4633

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

presents:
CALLTO ARMS

Date: 8th — 9th July, 2006

Venue: Warhammer World

Details: Come and celebrate Warmaster, Epic
Armageddon, Battlefleet Gothic, Necromunda
or Mordheim! You will need a painted army,
fleet, gang or warband to take part in the event
of your choice across the weekend. More
information can be found in the Call to Arms
rule pack. We'll guarantee you as many games
as we can squeeze into the weekend, lunch on

both days, an evening meal on Saturday, tea
and coffee both mornings, and doughnuts on
Saturday to get you started — all for just £50!
Website: www.games-workshop.co.uk/events

AUGUST

presents:

WARHAMMER CAMPAIGN

Date: Sunday 6th August, 2006
Venue: Gaming Centre Sheffield
Details: The thawing snows in the Black

110 WHITE DWARF FRONTLINE
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Mountains have opened the passes and the
trade routes to the East. Can you protect the
passes from the hordes of Orcs, Skaven and
Ogres that live high in the mountains? You will
need a 2,000 points army and a 500 points
Combat Patrol force to take part.

Tickets cost £15 including lunch on the day.
Contact: 0114 243 4633

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

(GAMWES WORKSHOPIR TN EH

FALL OF THE NECROMANCER

Date: Sunday 20th August, 2006

Venue: Gaming Centre Sheffield

Details: Deep Mirkwood lies the stronghold of
the Necromancer. His shadow is growing over
the Elven Realm. Can the forces of Good rid
the woods of this evil menace or will the
Necromancer’s power continue to expand? To
take part in this The Lord of The Rings
campaign you will need a 500 point force.
Tickets cost £15 including lunch on the day.
Contact: 0114 243 4633

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

@UFTRTERENER presents:
The Lord of The Rings

DOUBLES TOURNAMENT

Date: Sunday 17th September, 2006

Venue: Gaming Centre Sheffield

Details: Pair up with a friend to battle against others
in this competition of deadly duos. To play you will
need two warbands of 300 points and a friend to
play with. Full details sent with the event pack.
Tickets cost £20, including lunch.

Contact: 0114 243 4633

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

presents:

Date: Sunday 24th September 2006

Venue: Birmingham NEC

Details: Tickets cost £25,

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

Slayer Day: FROM THE ASHES

Date: Sunday 1st October, 2006

Venue: The Pemberton Centre, H.E Bates Way,
Rushden, Northamptonshire.

Details: 4-a-side team tournament; 2 x 1,500
points Warhammer singles and 2 x 1,500
points 40K singles. Prizes for the winners. Trade
stands, participation and open play tables, plus

the ‘Slayer Day Axe’ painting competition.
Tickets cost £40.00 per team.

Contact: Carl King on 07979 281 350 or
Darrell Lee on 01933 411559

@ATFIEEET? presents:

Heat One: GRAND TOURNAMENT

Date: 7th — 8th October, 2006

Venue: Warhammer World

Details: This is the first heat in the new
Warhammer Grand Tournament season. You
will require a 2000 point force designed
around the restrictions listed in the tournament
pack. Tickets cost £50 and include lunches on
both days and an evening meal on Saturday.
Qualifiers from this heat will receive free entry
into the Grand Final in February 2007,
Website: www.games-workshop.co.uk/events

presents:
Dutch Grand Tournament:

WARHAMMER 40,000

Date: 14th - 15th October 2006

Venue: Sporthal UvT, Tilburg

Age: 16+

Details: The annual Dutch Warhammer 40,000
Grand Tournament returns for the sixth year.
Tickets go on sale through Northern Europe
Mail Order about two months before the event.
Contact: NEGT@games-workshop.co.uk
Website: hitp:/ne.games-workshop.com

presents:
Heat One: GRAND TOURNAMENT

WARHAMMER 40,000

Date: 14th — 15th October, 2006

Venue: Warhammer World

Details: This is the first heat in the new
Warhammer 40,000 Grand Tournament season.
You will require a 1500 point force designed
around the restrictions listed in the tournament
pack. Tickets cost £50 and include lunches on
both days and an evening meal on Saturday.
Qualifiers from this heat will receive free entry
into the Grand Final in March 2007.

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

presents:
WARHAMMER Doubles Tournament

Date: Sunday 15th October, 2006

Venue: Gaming Centre Sheffield

Details: Pair up with a friend to battle 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
sent with the event pack. Tickets cost £20
including lunch on the day.

Contact: 0114 243 4633

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

SLAYER DAY
FROM THE ASHES

L R Ao r;
Sunday 1st October
The Pemberton Centre, H.E Bales
Way, Rushden, Northamptonshire.

ONFLIC”
REGIONAL

EVENTS 2006

' GALL: 0115 9140000 |

| Www.games-workshop.co.uk/events/diary |

| See page 103 for details.%

BRISTOL CARNAGE

¢ Warhammer, Warhammer 40,000
and The Lord of The Rings
Tournament

s available as of Saturday
2006, from GW Bristol

* Event tickets £25.

» Held at the British
Commonwealth Museum, Bristol.

11th June 2006
Gall : 0117 925 1533

/

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

www.games-workshop.co.uk/events 111
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STORE & CLUB FINDER

All the Games Workshop stores, independent stockists and GCN clubs, at your fingertips

L

ONENERET)? Hobby Gentres

Monday - Friday: 12pm - 6pm
Saturday: 10am - 6pm
Sunday: 11am - 5pm

Except for:

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

» Some stores are not open every day,
such as the Gaming and Events
Centre in Sheffield. Please ring the
relevant store for details.

. s i
P == e » FREE PAINTING & MODELLING ADVICE
Our Gaming Club No matter what your level of painting or

allows you to find
independent clubs
that are a part of
the Gaming Club
Network. The clubs
listed on page 119
all have:

e A committee of at
least three members
to run their affairs
openly.

Public liability
insurance to protect
the members against
accident.

A good standard of
club rules and a club
constitution.

» A child protection
policy.

A policy of
submitting the
committee for CRB
Disclosure.,

As part of our
commitment to
customer service and
safety we do not
promote any club
outside of the Gaming
Club Network.

look it up online at:
www.gcnm.org.uk

modelling skill, if you spend 30 minutes
with one of our members of staff you will
see those skills improved and might find out
something you never knew!

FREE GAMING & TACTICS ADVICE

All our staff are experienced gamers (after
all it's what they do for a living!). They can
give you sound tactical advice, help you
build battle-winning armies and clear up
most of your rules queries.

FREE BEGINNERS PROGRAMME

Our special Beginners’ programme teaches
you how to play and helps you take your
first steps into the Games Workshop hobby.
The programme runs on Sundays, but there
is also one night during the week when you
can indulge in more gaming too. All you
need to do is come along!

GAMING ROOMS

Like regular Hobby Centres, all Gaming
Rooms provide the full range of Games
Waorkshop services, However they are larger
than a normal Hobby Centre and have
many tables, which makes them perfect for
meeting fellow hobbyists.

&

* FULL RANGE OF PRODUCTS
All our centres stock a full range of
Warhammer 40,000, Warhammer and
The Lord of The Rings games and
models as well as all the hobby
materials you need to collect, build and
paint your armies.

IN-STORE ORDER POINT

All of our stores have a Direct in-store
order point which you can use to get
your hands on all of our Specialist
Games products, plus many exclusive
miniatures, components and classic
models with which to customise your
Warhammer, Warhammer 40,000 and
The Lord of The Rings forces.

L]
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Locating stores & independent stockists »»

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

You can find a full list of our UK retail outlets on our website:
www.games-workshop.co.uk/storefinder.

If you're unsure where your nearest stockist is located, then call GW Direct on:

0115 91 40000

L e oo BREE . FRURTRINE
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Shack e’ colhe Gamed

New Store opening.

ALTRINCHAM, The Gaming Crypls
A4 Greenwood Steet, WATS TRZ
Vel; 016t 929 9915

*To be exactly sure they have what you want in stock, we recommend

calling the stare first,

wn
-
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~
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o
Z
O
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=l
-
rm
-

atore directory

/ BRISTOL (CENTRAI
13 Broadweir. Te
LW BRISTOL (CRIBES
i 1T

The Mal

T 7 0244655
PORTISHEAD, Makit:
Tel: 01275 &
YATE, Hoggosau
Tel: 0145473

F20001
LUTON, Dttake
Ted: 07582 $ih
BERKSHIRE

* GW MAIDENHEAD:

f Tel 0162 863 1747

I, Tel: (110 959 8693
re Merchants:

Tol: 01344 488124

BRACKMELL, Toy Planet:

Tel) 01344 426262

SANDHURST, Toyworld:

Tett D1252 B73350

WINDSOR, Oitaker's Bookshops Windsor:
1753 50456

WINDSOR, W] Daniels:

Tel: 01753 BAZ106

* GW SUTTON COLDFIEL!
47 Birmirgham Re T
GW WOLVERHAMPTON;
L3 T RINVITTY

21 354 3174

GW W,

are Shapping C

BIRMINGHAM, Consale Games:
1159 Brissol Rood Sauth, Neathileld, B31 251
Tel: 0121 477 D022

GREAT BARR, Gaming Crypt:

Teli D121 360 5080

RUBERY, Roy's Hobbies & Tays:

Tel: 0121 433 3280

SUTTON COLDFIELD, Digital Dragons:

T 1 ]

7041 6
BUCKINGHAMSHIRE

GW HIGH WYCOMBE:

The Octagua Conire: Tel: 0149 453

GW MILTON KIE\‘NE
Boulcsar, oy
AYLESBURY, Bear Necessitles:
{1 The: Clolstars, Ceoat Wastom Stroat, HI20 2R
Toli (1205 421098
BUCKINGHAM, Abacus Tays:

15

Ted: 0

GERARDS CROSS, Howard Marshall:
i

Tedi 0 (i1

PRINCES RISBOROLIGH, Troats:

01844 14435

431 3350

d Tl 41723 Ju 052
y Cyele Centre:

Yol 07353 663131

HUNTINGDON, Sports & Fashlons:

Fol) 01400 354541

PETERBOROUGH, Wesigate Departnsent Store:

Tal: 01733 563151
5T WEQTS, Frst Compaiter Ganes:
al: (1400 386628

ST NEOTS, Westgale Department Sore:
Toli 01480 473242

WISBECH, Westgate Department Store:
Tel: 01536 203515

CHANNEL ISLANDS
[ERSEY, 5T. HELIER, The Litile Shap:

Tel 3 B

GUERNSEY, ST. PETERS PORT, Carousel:
Tel; D481 71740

ST. HELIER, Bambala Lid:
Teli D604 29828
CHESHIRE

GW ALTRINCHAM:
1 1 1 Sireat, Teb 0161

I8

* GW CHESTER:
11

2 i Tel 4 431 1967
* GW MACCLESFIELD:
Link 38, Chestengate Mall, Grosvenne Confro,
1201 61902
W STOCKPORT:
M Square. Tel: (61 474 1427

GW WARRINGTON,
Linit 20, Time Seytiare.
ALTRINCHAM, The Gaming Crypt:

44 Greenwond Strees, WATL 1R

Tel 0161 529 9919

ALTRINCHAM, Altrincham Gaming Lid:
Tel: 0161 529470
CHEADLE, Fantasia:

Tel: 0161 491 1130

CONGLETON, Deans Tays & Cycles:
Tel: 0126 77

CREWE, ABC Model Sport:

Tel: 01270 505 D48

CREWE, Palters Madel World;

Tal: 0127

NANTWICH, Funfayre:
Tel: 01270 626

D151 336 621
NORTHWICH, Level 11
Tel: (1 66 45053

NORTHWICH, The Model Shop:
X 346

STALYBRIDGE, Hardcastles;
Tel 0161 3034528
STALYBRIDGE, KMV Models:

Ted 0161 304 B700

STOCKPORT, Goshings Toymaster:
Ted: 0161 4 it

CLEVELAND
« GW MIDDLESEROUGH:
Uit 33, 39 Dun Street

3!
HARTLEPOOL, Hlusiors:

Tol: 01420 233

HARTLEPOOL, Wesigate Department Store:
Teli 01420 144 337

o, Niw Bridge Sifrct

BODMIN, Bricknells:

Tel: 012048 i

BUDE, Nitro RC:

Tol: 01288 353 363

BUDE, More Value:

3 2

FALMOUTH, Wonderland Falmouth:
TaliH 326 312 571

HAYLE, Bhewetts of Hayle:

1736 7RI M2

HELSTON, Eddy & Son:

Tal: 01 326
NEWQUAY, Manet Habhywood:
Tal: { 9 549

ST AUSTELL, Adeba Toys:

Tal: 1726 73
ST AUISTELL, Mad for Mindatures:
{1726 72259

ST IVES, Dragon's Hoard:
Tal: 01716
TRURO, Toymaster:
Tel! ;

* GW DURHAM:
it Mot Road, Tal: 0191 474 1062
GW DARLINGTO!
78 Skinnergate, Tol: 137 538 2463
BISHOP AUCKLANID, Windsock Madels:
Ted; 01388 B09
CONSETT, Kwikpart:
Consett, Tol; 01 7 1028
DARLINGTON, Lamh's:

TEESDIALE, Toy Shop:

Tok 3 AT i

* GW CARLISLE:

Unit 2, Eards Lane, Ted: 0122 859 8216
KEMDAL, Morth West Warriors:

10 Kent Street, Tel: 01539 731465
BARROW.IN-FLIRNESS, Heaths:

Te 25 B20 435
BOWNESS-ON-WINDERMERE,

Ernast
Ted: (1

Tee 0 29 250
COCKERMOUTH, The Toy Shap:

900 825 855
KENDAL, O'laughling';
Tel: 1204
KESWICK, | B Dixon Lid:
Tel 772 381

KESWICK, Lakeland Toys and Hobbies:
Teli 0768 775 2
PEMRITH, Harpers Cycles:

Tel: 01768 B+ 475

ULVERSTOMN, Sawdust ‘n Stitches:
Toli (1 1

20 54T 284

WIGTON, Jacksons Diecast Models:

Tel: (1697
WORKINGTON, KSA Models and Hobbles:
Tel: 01906 873 338

DERBYSHIRE
GW DERBY:

42 Sadler Gate. Tel,
BELPER, Frearsam
Tel: 01773 82] 244

BUXTON, DEE Knowles & Sons:

0129 824 203

CHESTERFIELD, Chesterfield Department Store:
Tal: D1246 224
CHESTERFIELD, Model Trader:
Teli 07951 947736
CHESTERFIELD, Peak Bookstore:
Tal: 01244 224 b6

GLOSSOP, Glossop Crait and Model Centre:
01457 1

GLOSSOP, Waln Services:

Tol: 01457 053 548

ILKESTON, Hkeston Co-ap:

Tol: 01159 327 777

MATLOCK, Shawes

Tel: 011629 5i 2

DEVON

* LW EXETER:
Ma Sidwell §
GW PLYMO
4 Cornwall
GW TORGLAY:

12 Market Street. Tel: 0180 320 1036
BARMSTAPLE, The Battlezone:

Tel; 01271 321 344

DARTMOUTH, WG Pillar & Co:
Ve D113 B3 1 3%

EXMOLUTH, Gamezone Models:

Tel; 07395 267 733

HONITON, Honlton Tay Shop:
Tol: 4 43741

1237 Vb5

225 4121

KINGSBRIDGE, The Trading Past:
Ted, 01548 B4z 523

HEWTON ABBOT, Austins:

Toli 01626 333 443
PLYMOLTH, Maodel Shop:
Tel: 61752 221 851

TAVISTOCK, Kaleidoscope:
0

TEIGNMOUTH, Jackmans Toyhax T/A:
Tel: 07626 778 2640

TIVERTON, Wings ‘N’ Wheels:

Tel: 01884 E
TORRINGTON, Angling Pastimes:
Tal: D405 625 884

DORSET
GW BOURNEMOLT
24 Post Office Road
« GW FOOL
L

120 231 9292

fatsl Centre, Tel 26 564
BOURNEMOLUTH, Battle-Scar:

Tal: 01202 258 194

BOURNEMOLTH, Roherts Toys & Ganes;

Tal: 01202 482 031

BRIDPORT, Frosts Toymastor:

Tol: 01 300 422 296

DORCHESTER, Dorchester Tays:

Tel: 01305 251 152

EASTBOLIRNE, Phantasiaz

Tel- 01323 723 388

SHAFTESBURY, Hardings:

Tel- 01747 852 156

SHERBOURNE, The Comner House:

Tel- 01935 815 6

WEYMOUTH, Razesmalar:
Teed: 01 3045 780 6011

ESSEN
GW CHELMSFOR
i 4C, Tha M

13, Lakiosice Shopping Centre

Tol: 0170886 7133

SAFFRON WALDE!

M High Strect, Tel

BRENTWOOD, BAM Cycles:
4

| Gia

Tel:( 7 214
CHADWELL HEATH, Atomic Comics:
Tel: D08 537 547

CHELMSFORD - The Meadaws Shopping Cenre,
Toymaster Kingdom:
Tal: 01245 453 355

Clacton Art & Crait Cenlre:

HARLOW, Marques Models:

Tel: 01279423 134

HOCKLEY, Hab
702

Tel:

LEIGH-ON-SEA, Caliver Bpaks:
Tel 2 473 986
MALDON, Colin Bliss Madels:
Tel: 61621 851 327
RAYLEIGH, Toys N Tuck:

Tel: 11268 775 501

GLOUCESTERSHIRE
GW CHELTENHAS
(] ille Street. Ted: 0124 2
GW GLOUCESTER:

35 Clagence Street. Tel: 0145
CHELTENNAM, Toywizz:
Uniit 1 Resgeent’s Arcid,

pls 01 2

BOURTON ON THE WATER,
Baurton Mode! Railway:
LK 6

STROUD, Psisoft Games:
Ted; D87 12 7428
TEWKESBURY, Toy Zane:

GW PORTSMOUTH:
s

14 Ariril

ALDERSHOT, The Game Shop:
ol 01252 317 443
ALTON, Allan Model Centre:
4

Tel: D142

CHOVER, Hopgosaurus Taymaster:
Tul, 01264 152 263

Tel: 0125 261 3949
GOSPORT, |C Books:
Tal: (023492 5 331
MILFORD ON SEA, Milford Models and Hobbies:
Tel: 01590 642 112
NEW MILTON, Toys of New Milton:
Tol: (3 7 o3
PETERSFIELD, Fally Models:
Tel: 01730 267 952
PETERSFIELD, Fun for All:
Tel: 01730 267 271
PORTCHESTER, Wicor Models;
Te 2351 160
RINGWOOD, Tays of Ringwood:
Tel: 11425 479 444
ROMSEY, Roundabuout:
| 45

SOUTHHAMPTON, Hidden Fortress Lid:
T 7105

SOLTHSES, Southsea Models:

To 192 745 200
WATERLOOVILLE, Forever Toys Lid:
Tei 392 266 253
WATERLOOVILLE, Paul's Hobby Shop:
Ted: 01705 259 186

HEREFORDSHIRE

HEREFORD, Hereford Model Shop:

Tel: 01432352 &0

LEOMINSTER, Martin's Models & Crafts:
Tel: D560 013 7
ROSS ON WYE, Revolutions:
Tol: o ERUPREL]

HERTFORDSHIRE

GW HEMEL HEMPSTEAD:
16 Bride Stneet
GW ST ALBAN!

+ 9752

Highy Serset

BISHOP'S STORTFORD, Boardmans:
Te 654 033
BISHOP'S STORTFORD, Play Mode:
Te 74 755 96|
COCKFOSTERS, Murray & Brand:
Tek: 02064 430 827
HARPENDEN, Felicitations:
Tek; w7 Al
HERTFORD, Margues Models:
Tel! 01279 423 134
HITCHIN, Malnly Modsls:
Tol, 01462 422 2
TCHWORTH, Model Images:
Tek 01462 614 859
ROYSTON, Toyshop:
Tol: 01763 243 270
ST ALBANS, E Rider and San:
el 01727 B34 638
STEVENAGE, KS Models:
Tl (1) alh
N GARDEN CITY, Toys Toys Toys:
7 391 319

ISLE OF MAN

DOUGLAS, Toymaster:
Tol: (11624 622 1

COWES, Chivertons Mewsagents:
Tal: 01983 292 013
NEWPORT, Battalko
Tol: (11983 533
NEWPORT, Toy & Modebs:
Tal 01985 5
RYDE, The Sports & Model Shop:
Tel: 01903 Hid 454

RYDE, Fun, Fact anel Fanlasy:

B3 RT7 323

GW BLUEWATER:
D528, Lipjser
Greenhithe, F
CW CANTERBURY:
Unit 5, Iron Sas Lane,

44 Car
ASHFORD, GZ Computers Lid:
28 Couniry Square, Tel: 0121 366 3%
ASHFORD, Wide Eyes:
A Cuboume Roard, Willsshoraugh, TN24 0EF
Tl 01233 636600
BEXLEY HEATH,
Tel: 0208° 208
DROADSTAIRS, Time & Space:
Tel: 11843 866 006
CHATHAM, Maynes:
on
DOVER, Turners Models:
Tel: 01304 203 711
FAVERSHAM, Abacus Toys:
Tel 01795 591 203
GRAVESEND, Steve's Collectables and Models:
Tel; 0147
GRAVESEND), The Stamp Centre:
Tel: 01474 534 104
HERNE BAY, Spearings:

0122 049
MARGATE, Toymaster Kingdom;
Tel: 014843 i
RAMSGATE, The Giggling Goblin,
Games Emporium:
Tel: 01843 594 BE4
SEVENOAKS, IH Lorimer:
Tel: 01732 540
SEVENCMAKS, Manhiows;
Tel: 32 454 952
SITTINGBOURNE, A] Blundell & San:
Tel: 01 24 371
TONBRIDGE, Kids Stuff:

32353 186

WOODCHURCH, The Madel Shap:
Tel: (1233 B} 005

Krazy:

CW BLACKPOOL:

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



o Tel: 0177 382 1855
ASHTON UNDER LYNE, Roundahout Toys:
Tel: 01613 432 344
BLACKEURN, Kl!taw'
Tel: 01254
BLACKEURN, Mtﬂ:‘t‘r & Sans:
Tel: 0125 438 7
BURNLEY, ﬂﬂlulr Benn:
Tei: 01237 422 546
BUE\‘ Conways Taymastes:
7616 209
EHOKLE\‘, A & B Games:
257 261 B34
t,noum Hampsans Tays & Nursery World:
1457 263 (45
CI.'I'IHEWUE. Cowgills of Clitheroe Lid:
Tel: 01200 523 507
KIRKHAM, RE Boye:
T FTih 1
LANCASTER, Lawsons Toymaster:
Tel: 0152 46, ]
LAMCASTER, Micro Markets:

, Toymaster:
Tel: 01942 671 114
MORECAMBE, Micra Markets:
Tel: 01524 416
OLDHAM, Ditakers:

Tol: 01615 205 543

LE FYLDE, Aabas boahstare:
Tel: 01253 851 116

PRESTON, Conways Taymaster:

Tol: 01772 887 799

ROCHDALE, Microshack:

Tel: 01706 715 938

ROSSENDALE, Rosseniale Models:

16 2! o7

THORNTON-CLEVELYS, Tay2save Collectables:
Tel: (1253 855 905

WIGAN, Wigan Model Centre:

Tel: (415942 245 683

LEICESTERSHIRE

GW LEICESTER:

Uit 2,16/20 Silver Strees, Ted
GW LOUGHBOROUGH:

22 Biggein Steee Tol; (150923 K107
ASHBY-DE-LA-ZOUCH, Steve's Models:
Tel: 01330 416 827
COALVILLE, Geafs Toymaster:

16253 D510

Tal: 01530 832 795

HINCKLEY, Punctilic Model Spol:

Teli 01455 230 952
LINCOLNSHIRE AREA

GW GRIMSBY:

44 Tate, Tel: 8147

GW LINCOLN:

Unit SUA, Saltergate lon irke of Waterside

Cantre}, Tel: 0152
BOSTON, Moddels and Compusters:
Tel: 01205 165 102

GRANTHAM, Access Models:

Tel 01636 673 116
GRANTHAM, Arban & Wal
Ted Ba4 855 (30
GRANTHAM, Purtprince Madels and
Huobbies Lid:

qummm MSSlurgm
Tal: 017
SCUNTHORH', S'h(ﬂl\ins Madel Shap:
Tel: 01724 442 439

SKEGNESS, The Model Shop:

Tal: D17 63 429
SPALDING, \dasnn s Model
Tel-DI17:

GW BRENT CROSS:
Fi, Lowes i
op
» GW BROMLEY:

4, The Mall, Bromley, Tel; 0208 466 D67

Ceantre (outsidn the back of
18 BBO 4600

Unit 33, Drism:

the cor Keeley Road, Tel:

GW ENFIELI

35 Genctln Boad, Tol; 0208 363 1234

GW HAMMERSMITH:

161 King Street Tel: 0200 846 97,

GW HARROW:

294 Station Sk, Tel: 0204

GW KENSINGTON,
[

2450

Shap 7, Lancer , Kensirgton Church Street,
Toli (207 37

GW KINGSTON ON THAMES

33 File Ro, (208 549 24

GW LONDON (OXFORD ST
Unit F10, The Plaza Shopaing Centrr, 15t
Floor,116-128 Oford Sirest. Tel: 0207 41
GW RICHMONE

Unit B, Wes
G486
GW HOMFORD:

12 Cuaclrant Arcade: Tal: 01708 F42140
GW STAINES:

B Claronce Sirvet, Tel; 01

0839

p, Ky Road, Tel: 0208

6 D675

sare Shogping Contra, Tel

208 a4!
. GW l.,’!cllklu(..

Tan Pavilians Shapp

Centre 8‘1 525 ‘HI]IJ
(.-W Wn\‘ﬂﬂ!ﬂ
e

l:HlM:mlD, Huliby Stop:

Tel: 0205 520 7377
CHINGFORD; Romls of London:
920
CLAPHAM JU NC[ION. Toystop:
Tel: 0207 228
DULWICH, Thl‘ An Statinners:
Tel: 0204 623 5938
EALING, And 5o 11 Begins:

Tel: 0208 579 2244
FINCHLEY, Lelsure Games:

H.I\MPSI'EAD, Hapw Returns:
i

HERNE HILL, Itui wm-m.

18 Hali Moan Lane, 5224 9HLY,
Tel: (¥ 733 9855
KNIGHTSBRIDGE, Harrods:
207 730

Yeli w207 423 ana0
LONDON, Rlus.
Tel: (020 6319
rumw nmu.p
Tal: 0 )

RUISLIP, M||II Sandors:

l: 1845 b34 B4

WIMBLEDON, Elys:

Tel: 0208 946 9191

WD GREEN SHOPPING CENTRE. Toy City:
Tal: 0208 881 0770

MANCHESTER AREA
GW MANCHESTER (centra
Uit R35, Marsden Way Soe
0161 834 6
GW TRAFFORD CENTRE
A Trd
ECCLES, Amazon Miniatures:
Ted: 0161 788 7650
MANCHESTER, Walerstones:
Tel- 0161 1131 1992

nitre, Rancleigh

ow mUT1ImRT.
Linit K2, Marhle
Tel: 011 012
ST HELENS, Wil‘;alﬂl‘s World:

12 Coope 5 M 744 285 00
SOUTHPORT, Claymnre Games:
Tel: 01704 5453

MIDDLESEX

EAST SHEEN, Play Inside Cut:

Tol: 2088 ]

EAST SHEEN, Pandemnnium:

Tl 02088 7HO B66

ENFIELD, Jennlngs Stores:
208804 1804

N

RFOLK

GW NORWICH:

12-14 Exchange Suest. Tel: 0160 376 7h56
12155, Toymaster:

79 64 3
DEREHAM, smﬂnss Toymaster:
T
EAST DEREHAM, Youngsters Waorkd:
Tel: 01788 562 372
FAKENHAM, Loa Lous Toys and Gifts:
Tel: (1328 853 118
GORLESTON, Tay King:

Tel: 0493 443 (97

HOLT, Slarlmg -Tuvmaslet.

Tel

HUNSTRNTGN Htlml:mhnn Models:
Til: 01485 53

KIMGS LYNN, Empire:

Tel:D1553 765

KINGS L\'NN Wuiua‘r Depariment Slare:
Tol; 0155

NORTH \'\".'\ISHAM. Games N Fun:
ol 07851 31 24

NORWICH, Battlenet:

Tel: 01603 763 595

NORWICH, Kerrisons:
Tolt 01603 494008
NORWICH, Langl.ws Ra:lrhn:lh industrial

estate: Ted: ()

NORWICH, Toys Plus, Nurvdcll akrpart

inchestrial estate: T 1 B3T H39

SHERINGHAM, Starlings-Toymaster:

Ted: (1263 822 368

TAVERHAM, Norvic Models Lid;

Unit 2, Tavervam Gardon Centre, NRES 6HT

Tel: (1601 865213

meﬂIMM, rmm House Toyshap:

T

e Shoppring Cet

325

Tel; 01536 203 52
KEIH—.RNG Battlemaster Games Lu:
Tel: 01536 414 B0
KETTERING, Green Angel Cards & Games:
39 248

K(TI’FI‘(ING Toymaster Kingdom:
Tal: 1536 512 507

Ve EaDRGUCH Samare e
L 01931 420 66|

NORTHUMBERLAND
BERWICK UPON TWEED, Berwick Camputer
Games ani DVDs:

01281 309

HERHM Robbs De[nrtml Store:
Ted: 01434 602 151

MORPFI'H TG Allan:

Tef: D1BT0 315 136

HOTTINGHAMSHIRE

34a Friar Lane

GW WARHAMMER WORLD:

Willow Road, Lenton, Tkt 0115 316 8
MANSFIELD, The Games Emporiul
Tel: 01623 b 122

NEWARK, Access Models:

Tel: MIB36 AT 116

SUTTON-IN-: ASH"ElD Big Boys Toys:
Tel- 01623 55,
WORKSOF, Mulkl Base:
Tel: 01909 501 752

OXFORDSHIRE
GW OXFORD:

1A Bush Houso, New Inn, Hall Streel. Tel: 01865
147 18

ABINGDON, Just Toys:
Tel: 01235 524 333

BANBURY, Tris
Tel: 01295 262 34
BICESTER, Dentons:
Tol; 01869 323 944

CARTERTON, Giles Sports:
Tel: 01993 842 396

OXFORD, Boswells Toymaster:
Tof: OTHAL 247 244

THAME, Pied Pedall
Tel: 01844 260 022

WALLINGFORD, Peﬂll.l af Wallingford:
Tedi (11491 B

\’HTNE\‘ Romtrlsh

Tek P

§ IBFSHIIE

- GW SH!IT:\'\“MUKV

6 Market Strast 0174 534 2007

TELFORD, Sarida GJHI!‘:.

4 Alben Place, Donaingon, Tel; 01951 676 722
BRIDGENCRTH, HnM:y Horses

Teli D174 b 2hi 655

OSWESTRY, Funiayre:

Tel: D16%1 670 646

TELFORD, Qllvﬂmn Knight Games:
Yol 01952 417 747

SOMERSET
* GW BATH:
510 Westgate n. .m.m,v Avin St

Tal 0122 533 4

S‘IIDG[WJ\'IEE, Ganei Marl:

Tel: 0127 8 433 677

BURNHAM ON SEA, GW Hurley:

Ted: 01278 769 281

CHARD, Games Wizard:

Ted; D1460 239 090

CHEDDAR GORGE, Class Creations Lid:
The Lipialt, BS27 S0P, Tol 01934749 246
CLEVEDON, I} Toymaster:

Tel, 01275 341 W19

FROME, The Ellenbray Press:

Tol: Q1373 462 139

FROME, Frome Model Centre:

Teel: (1373 46529

GLASTONBURY, Pedalers Toymaster:

Tel; D1458 #34 562

MINEHEAD, Minehead Toys & Mod.
Tel: 01643 705 350

TAUNTON, Krackers:

Tel: 01823 335 057
WELLS, Wells Models:

Tel: 01749 675 2b2

WESTON SLPER-MARE, Griffins Games:
Tal: 01934 439 794

WESTON SUPER-MARE, || Toys:

Toli (11934 418 151

\"ED\‘IL \‘Lr.w|| Cnlledurscmtre.

STAFFORDSHIRE

* GW BURTON ON TRENT:

a7 peid 54 Ted: 078 220 51
corxmmum The Tay Shap:

0 425 B55

LE[I( Eh.lpll:r L

538 199 605

NEWCASTLE UNDER LYME, Sundownes Models:
Tel: 01782 610 1436

STAFFORD, Staffard Games:

VE Paul Reynolds Centre, Foregab Street,

ST16 20

Tel: 01785 255577
STAFFORD, Too Fat Goblinz:

Tel- 01785 244 499

STOKE-ON-TRENT, Alsager Toys and Modeks:
Tel: 11270 #82 871

STOKE-ON-TRENT, Battlezone Games &
Collectables:

Tel; 01762 B33 633

TAMWORTH, Geofi's Toys:

Tel: 01530 832 795
UTTOXETER, The Toyhox:
Tel: 01459 56

SUFFOLK

* GW IPSWICH:
4% Buttermarket, Tel.
BECCLES, Toy Box:
Tek: (502 712 785
BU!\‘ ST, EDMLINDS, Model Junction:
284 753 456

BUR\' S¥, EDMUNDS, Toymaster Kingdom:
4 7Th1 b6

FELII'JOW[ WinrdsT:.lm_

Tel: 013494 2
HALESM:mTH Haleswarth Tuy Shop:
Tel: Q1986 874 27
HAVERHILL, Baby Connexion:

Tol: (1440 706 292

IPSWIEH, Galm Mndels & Hobhies Ld:
Tel T

5357

IPSWICH, Toymrid Ipswich:
Tel-D1473 726 533
LOWESTORT, meam'r Kingdam:
Tel: 01302

I\FWM-»\R‘[.I. Hunanlvfllnd:
Tel: 01634 hid 147
STOWMABKET, D | Collectables:
Fol: 01449 171 0
STOWMARKET, Simpsan & Sons:
Tol; (1449 12914

SUDBURY, CXG Computers:
Tel: DA70 9221313

SUDBURY, FT Games:

Tel: 01787 466 060

SUDBURY, Toymaster Kingdonm:
Tel: 01767 372 238

SUDBURY, Toy Connexlon:

Tel: 01787 848 002
WOODBRIDGE, Toytawn:

Teli 01394 1031

CW (‘lrILDlDﬂD

Unit1, Tel: D148 3453
CW WOKI

Unit 3 Cleary Cot, Tek (48 377 1675

b Beitegheim Way, Ti
COULSDEN raylors Toys and SPvnsu
y

clu\Nl.El(..H lmad Mann
Tel: 01483 273
DORKING, Dorking Models:
Tel: 01306 831 747
EPSOM, Ottakers:
Tel: 01472 742 535
EPSOM, Treehouse Toys:
Tel: 01932 252 272
FARNHAM, Darkstar:
Tel: 01252 B20 124
OXTED, JH Lorimer Lid:
Tel: D208 636 6625
PLRLEY, |H Lorimer Ld:
Tel: 0181 80 4716
JEDHII.L, Garmers Guild:
Tel 9123
ILEI(‘.'—\T[—, The Toy Shop:
Tal: 01747 245
WALTON ON THAMES, Trechouse Toys:
3 2

avillons, Ted: 0127
GW CRAWLEY:
11 Broadway, T
GW EASTROLIRNE:

Tevmins Road Tel 0132 364 143
BOGNOR REGIS, Trains Models and Hobbies:

29 335 N

BIJRGLSS HILL, Kid's Stuff:

Tel: 01444 257 724

CHICHESTER, Chichester Toys:
Tel: 01243 788 055

EAST GRNSIEAD Readv To Run Models
Tiel: 01342 300 %

!‘H\‘\Yﬂﬂub HEA'I'H AJRIN Led:

Tel: 01444 993

HORSHAM, Gentle Gallery:

Tel: 01403 258 567

HORSHAM, Ottakers:

Tefy (11407 20d 080

SEAFORD, Big Kids Ty Shop:

Ted: (1323 599 (9%

SOUTHWICK, The Br Tears:

52 Highdeawn, BraZ 432

Telr 01273 595414

STEYNING, (.;ﬂ!il? Gallery:

Ted

LICKFIELD, lhll": Slu!r'

Tel: {11825 708 398

WORTHING, KC's Games Shop:

NS0T 217 081

TYNE AND WEAR ARER
+ GW NEWCASTLE (Centeal:

Cientre

oW METRO (METRO CENTRI
2, First Floor, The Arcade inear th

Ilaged. Tol- 01491 -u.

NEWCASTLE, Fenwick Lid:

Tel- 0191 232 5100

NORTH SHIELDS, SR Cladston & San:

Tel: 01912 570 335

SUNDERLAND, Joplings:

Tel: 01915 102 105

WHITLEY BAY, mc‘. Aflan;

Tel; 01912

WIIIHEISIIIIE
GW COVENTRY:

Ui 35, IJpp;-lIu\v.ll e
247

GW Lb&'ﬂl LTTDNI SPA.
TBC

n & Madellers Junction:

KENIIWONH Abacraft Arts & Piclures:
Ted: 01926 511 294

LEAMINGTON SPA, Trinders Toy Town Lid:
Ted: 01426 470 501

MUNEATON, Numn Bookshop:

Ted:

FFU'IFURD—UPO\I\HVON 3 Windsor Place:
Tel: (789 245 A50

WILTSHIRE
GW SALISBURY:
18 Winchester Streel.
GW SWINDON:
U1 Fleet Strael. Tel: 0175 343 6036
CALNE, 5PS Stationary:
Tal: 01249 813 560
DEVIZES, Hoggosaurus Toymaster:
Talz 0] 360 723 B41
MALMESBURY, SPS Statiarary:
Tel: 01666 B24 440
MA!LMDUGH H Duck:
Tol; 01
MELKanM Thu Taylhnp.
Tel: 012
SWINDON, Spnl ﬂn Models:
101793 5 p

TROWBRIDGE, The Toy Shop:
Yok 01225 768 411
IWORCESTERSHIRE

» GW WORCESTER:

23 Lychg:

90 561 0

E\"BHK'H. Bﬁll|e Homurs UK

e
REDDlT:"H Hug,,mumnmm".

Tel: 0152 766,002

STOURPORT ON SEVERN, TF Activity Tays:
Tel: 01209 872 B0

YORKSHIRE
GW BRADFORD:
4 Piccaditly, Bradfond. Tel: 0127 473 9430

Unit 10, = 130232 0535
GW HARROGAT]

53 Statlon h 4310

ab Lanes Shopping

____FRONTLI I—

f‘\'a' lEEDﬂ (WHITE ROSE
Fnlt 280, White Hose Centre, Tel; 0113 272

16 Fitzwilliam Gate. T
Gw SHEFFIELD (MEADOWHALL CENTRE):

¥ Tel: 0190 462 8014
THE GAMING CENTRE:

Usits B3, Muardowhall Road, Amas Road,

Ted 142473 46334

RICHMOND, ﬂnythm? Gaes:

Hr c"\' Darage, Gatherley Rosd, Tel: 01745 810

BE\‘EKLH Mdyﬁlr Toymaster:

mnuucmN Cmppers.
Tel: 01262 677
HALIFAX, Halifax Modefers Waorld:
Tol: (1422 349 157

HALIFAX, Magarine Warld:

Tel: D1422:330 547

HUDDERSFIELD, Games Emparium:
Tel: 01484 532
HUDDERSFIELD, ﬂamnllung Wicked:
Tel: 01484 559 2.

HUILL, Mayfair 'lw'musl.!r.

Tel: 01482 862
KEIGHLEY cmways Toymaster:
Telt 01535 R 045

LEEDS, Royal Armouries Museum:
Tel: 01132 21
LEEDS, Toywarld:
fels 0113 439 600

NORTHALI L[R'IDN T & FM Grover Lid:
Tel: 0160% 773

mmr me\np rn,masler-

PO('I(LINGTDNI Ch\‘lds Pay:
01759306 041

SC.'\EHUIUL iH, Maison Militaire:
Tel: 01723 362 22
SCARBOROUGH, Space, Myth and Magic:
Tel; D8456 441 113

SELBY, A1 Sports and Toys:

Tel: 01757 705 115

SHEFFIELD), Wurw! Emparium:

Tel: 01142 754 8

WN(EH([D. MOW and Craft Cendre:

1 (1924 374 037

WHITAY, John Anderson - Toymaster:
Tel: 01947 BiK 213

WHITBY, Mudels and Movie Props Lid:
Tel; 01947 603 123

WALES

GW CARDIFF:

31 bhigh Streel. Tel: 0292 0F-4 4517
* GW NEWPORT:
25 Skinner Street,
GW SWANSEA:
Way
CAKUIGAN, Helm's Deep:

Reyal Buildings Prion: Steel, Tel: 01239 614 (80
allnG.l\‘ENN\‘ Richards of Abergavenny:

Tal: 851 466

AHERYFI'\’I’VTH. ﬂl‘n‘mu'

Ted 0 617

1 0163 325 6295

A (‘HOR\‘ Baﬂ:lnrr Toy & Gift shop:

BANGD’L ACME Cnmgulen,
Tel: 01248 371 457

BRECON, | Clark Toys & Gifts:
Tol; D874 622 BAS
BRIDGEND, foust for Fun:

Tel: 01656 767 6BO
CARMARTHEN, Gund News:
Tel: 01267 237 7|
CARMARTHEN, HMdJngs:
Tel: 01267 237
CHEPSTOW, Arlists Corner:
Tel: 01291 627 393
DYFED, Clarice Toys:

Tel| 0134 (43 483
GWYNEDD, LT Leisure:
Tel: 01341 287 402
LLANELLE, AM Fn‘ﬂl

Tel: 01 7

LLANDRIN DOD WELLS, Corven Arist
Teli 08700 BA< 204

LLANDUDNG, Dibs Taymaster:

Tel: 01978 758 451

LLANTWIT MAJOR, Rainbow Plaza:
Tel: 01446 704 118

MILFORD HAVEN, Foster Powell Lid:
Ti: QB4 637 111

NEWFORT, Battle Ons

Tedt (983 533 222

PDI'{'IHC.\WL Game It;

Tet: 01

a2
PEMBROKE, Dragon Alley:
46 611 456
RV Lightioot Motels & Toys:
Tel: 01745 31 564
SWANSEA, Comix Shoppe:
el 01792 642 057
SWANSEA, West Coast Games Lid
s High Strisat Arcacle. SAT TLE
Tal: 01792 533 464
WREXHAM, Brile Ideas:

Tel: 01978 738,451

SCOTLAND
. (.:W ABERIIEEN:
|4 L 'r'r‘ . Kirks

10 Asran Mall, Ted: 012
GW IRAEHEAI
115 Brashesd Shopping Contre, Kings Inch Road
el: 0141 885

* GW DUMFRIES:
41 High Streel. Tol: 0138 714 9702

CW DUNDEE:

110 Com vial 10138 220 2382
CW EDINBURCG

134 High Street. Tel: 0131 220 6540

GW FALKIRI

51

o Wynel Tl 0142 4

114 WHITE DWARF FRONTLINE

UK Elite Store



* GW GLASGOW:
LIl Sweet. Tel 01412
ANGUS, Canﬂners.

Tel: 01356
BANCHORY, m and Gift Shop:
Tel: 01330 #25 584
CRIEFF, Pinelree Hobbycraits:
Tal: (1764 633
DINGWALL, Sports and Madel Shap:
Tel: 01349 B62 146
DUNFERMLINE, Abhey Models:

Tel: 01383 731 116

EAST KILBRIDE, DTS Models:

Tul; 01355 230 948

EDINBURGH, Marionville Models:
01313177 M0

ELGIN, Junner' sTu)ma:her.

Tal: 0143

11673

FRASERELIRGH, !mwnfﬁ Toymaster:
Tel: 01358 724059

FIFE [CUPAR), The Nappy Pin:

Tel: 01334 633 160

FORT WILLIAM, The Granite House:

Tel: 01397 703 65}

GALASHIELS, Bowks Plus:

Tel: 01896 752 041

nusnow, ﬁuli: c...mu

H.\DDINGION l:ule Services:
Tel: 07620

INVERMESS, ]umers Toymaster:

Tel: 01463 233 234

ISLE OF LEWIS, A D MacDonald and Son:

Ted: (1851 705 630

KILMARNOCK, Td Toys:

Ted: 01563 520 262

KINROSS, The Hope Chest:

Tel: il

KIRKCALDY, The ann Chest:
Ted: 01592 260 176

NORTH BERWICK, Laws Cycles:
Ted: 01020 B90 643

ommn Melennan-Toymaster:

7aH

£ 01856 B77 7
P.I\ISLE\‘ Paishey Motlel Centre:
Tel: 01416 B34

i 01738 639
H‘IEIHHD, George Danald Lid:

SHHL»\NU Harns Dept Store:
£ 11555 (93 067

2 wivrd FXB1AK,
Tel: 01786 4748 784

STIRLING, Do It ﬂ Your Letsure:
Tok: 01786

THURSD, Durrans:

Tel: 01847 893 169

'lUlﬂI". E IM and Som;
Tok; 01868 562 610

NORTHERN IRELAND

t [Bowards Back of the Centro)

BALLYMENA, Camerons:
z e 5t Co Antrim,
]

7 0708

] ey, Tel: 0126 544 44
M, Lilliput Construction Co:

2 Bramble Wod, Co Ant

ENNISKILLEN, Modellers Comer:

12 Darlizg 5t 8 612 2367

LISBURN, World af Wander

Rivessice Cantra, Tel: 0:H9 266 &

OMAGH, Whites Toymaster

17 Brl:y\_ Tiad i ¥

PORTADOWN, [ Jd’fﬂr:.

B Mandeyiile 51, Tel: 0483 535 068

T 7
ATHLONE, Tay City:
M Centre, Co Wesir
BALLINA, Warld of Wonder:

[iflen Terace, Ci Maye, Tol: 096 76076
BLACKPOOL, Warld of Wonder:

21 Narihpaint Bus Pk, Cock, Tol; 0214 210 445
BRAY, ER Harrls & Sons:

Co Wicklow, Tel: 012 867 585

CARRICK ON SHANNON, Mulvey's:

ain Street, Lestrim, Tel: 071 9622936
CASTLEBAR, MeDermatl

Co Maya, Tol: 096 76676

CORK, Art and Hobby Shop:

Diouglas Shopping Centre, Ca Crirk,

Te 1 580

sath, Tel: 090 647 G051

CORK, Art and Hobhy Shop:
Shoppin e, Co Cork

CORK, \ludrly ] prmu

1314 Carnmarket 5, Ca (rul Ted: 021 427 9508

CORK, Other Realms:

Paul Streot Shappeng Contra, Cork City,

Tel: 021 4222224

CORK, World of Wonder:

Co Cork, Tok 021 4210445

CLONAKILTY, Coughlan Educational Supplies:

11 Rossa &, Co Cork, Ted! (123 130648

CLONMEL, Hogan's Taymaster

31 Parmwell 5, Co Tipperary, Tel

CLONTARF, Furlongs:

4 Varion Avenue, Dhbiling Tal: 01 853 D395

DUBLIN, Banba Toymastor:

48 Mary 81, Tel: 01'872 7100

DUN LAGGHAIRE, Banba Toymastes;

IJul\ Laghaire Shopisng: Cernre, Co Cublin
04 011

23473

UUND&R!. Pick n Save:
Lung Walk SCenlre, Co Lodth, Tel: D42 932 7356
DUNGARVEN, Murphy's Tay and Cyele
specialists:

9 Main 51, To Watertord, Tel: 038 41376

ENNIS, World of Wonder:

Woadgay Car Park, Co Clare, Tel: 065 684 8697
ENNIS, Banba Toymaster:
Clearwvater §Centre, Dublin, T

1 BE4 3910

GALWAY, Games Realm:
BA The Corn Stuee, Co
GALWAY, It's Mag
Eyre Square S
Ted 091 56f 31
GALWAY, Model Warld:

slway, Tel: 091 583 006

“o Calway,

T4G; Linsha Busionss Fark, Toum R, Ca Galwiy,
Tel: 1
GALWAY, Toy City:
Unit 3, Wellpark, Galway, M 763 549
GOREY, John Wehb:
Co Wexlord, Tel 055 21114
xlm:NlW, Michael Crotty’s
5t Co mlLlﬂny Tel: 05631038

Sheas:
l-| Ketry, Tel: 0bb 576 19149
LIMERICK, Haltywaod Emplrr
0 Thamas 5t, Co Limer
LIMERICK, O'Callaghans:
Dack Rel, Co Limerick, Tel: 061 225 86
LIMERICK, The Gathering:
lJIL-rme {,em Id Gl 51, Co Limerick
Tel: 01
LOUGHREA, Hall.l yi

Church 51 Co Galway, Tel: 091 841 403
lOUGHREA, Mary's Toymaster:
2 Main 5, Lo Coo (126 42451
LOUGHREA, Murphy’s Warkd of Wonder:
Main 51, Co Cork, Tel: 022 21197
I\ENAL.H, IKE:
25 Paarse S, Ua Tipperary, Tel: 067 31391
NEW!IIDGE WurH of Wonder:
Pevehiridy 1 Park, Kildare.
SUGO, WA md AF Wosds:
Car 5|g| Tel: 071 974 202 110 478
SIILLORLAN, Nlmble Flngvrs.

M1 313 477

: A C:lmll :Aml S0

'l

§-13 Aridge Stroet, Co K Tel: 066 712 1847
TULLAMORE, Rolsbin:

William 5t, Co Offaly, Tel: 0306 21541

ul:
WATERFORD, The Hably Shop:
38 The Quay, Co Waserfond, Tel: 051 85
WESTPORT, Warld of Wonder:

Brirdge 5 Co Mayn, Tel: 98 25331
THURLES, Toymaster:

Friar 1, Co Tiperary, Tel: O
TIFFERARY, n's lwwu
31 Pamall 5t Co Tipy
TIFPERARY, Whelan's:
465 Main Street, Co Tipperary, Tel; Of,
WATERFORD, Fitzmaurice Toymaster:
Tel: D51 876 566

WEXFORD, Play & Learn:

B Selskar 52, Co Wexdord, Tel: O
WICKLOW, Hopki
Main Street. Co W

INTERNATIONAL
ACCOUNTS

1ag

Jow, Tel: 0404 67225

il 162, BN,
50 38 51 83

AARSCHOT, Conect'r

Gasthulsstraat 47, 3200, Tel 0032 (W0)16 56 8E 30

HASSELT, D-Six
Kuringersteeniwng 4 >-I§ ISDIJ

LEDPDI.DS!UR‘G N\-' Mnﬂll:mmm

LEUVEN, The Dice Pool
fasiraal, 44, I000, Tol: 0032 (0416 29 49-94
MECHEL[H De Spelianaat
Veomnarkt 32, 2800, Tel! 0032 {0015 34 5007
OOSTENDE, King Arthur

aat B

Tel: D032 (H5S
AALST, Hermelijin
Molonstraat 36, 9300, Toli €32 {0) 53 41 44 66
AALST, !mmay- Aalt

ANTWERFEN, Celifc cmas
Zilvorsmich .J
Tol: 413

i 'u-\i.":l 55,
Iz - |||
BlaNlﬁENBHIGE. e Speethnek

OVERIJSE, Intertoys Overijse
Brisspelusieniveny 4024, 1090,

Tel: 0032 (0] 667 42 53

ROESELARE, Black Border

Statinnsdreef G, BRO0, Tel: 051720 82 50
ROESELARE, Willi's Wereld
Hesnri Horestraat 20, 8000,
Torl: (03 3

ST NIKLAAS, HQ
Ankertaal 44, 100, Tel- 00
TOURNAL Intertoys Tournai
149 Rue Royale, 7500, Tel: 0032 (0l 21 42 22

SOFIA, Magle Warlds
1000, Staveikay sgr.t
SOFLA, Maoria

1303, Sredna Gor Sir. 133

CROATIA

CAKOVEC, Hama centar
Roban kuca *Med]imaka®
OSIEK, Land of Magic
31000, Merkatar Centar,
Ted: (0385 31275764
OSIJEK, Zelda,
Tri A Starcevica
RIEKA, Game Master
Krizanicesa I
SPI.I'I Landd of Magic
alja Zvonsmira 15, 21000,
'I 'Jl\365 21462243
SLAYVONSKI BROD, Lesic
Strossmaynrova 7
VARAZDIN, Land of Magic
Kaciceva 5, 42000, Tel
ZAGRER, Llnd of Magic
10000, Frankopansks 22, T
ZAGREB, Land of Magic
10000, Radiceva 13, (038514923977

BRNO-ABOVRESKY, Cermy Rytir
Chladkoa 1, Tel: 00420 A05EE3002
CESKE BUDEJOVICE, Chaotit
Zacharyasovs
HRADEC KRALOVE, xmiﬁlmpmvl Vabhalla
Leteu 1651, Ted: 0042 495523008

LIBEREC, pe
Silkova 23611, Tel: 00420
PRAHA, Cerny Rylir

Za Poricskou Branou 27, Tel; 0040 23231 2461
FRAHA, Ogri nwpu

Mikulandsica Tel
VSETIN, Atlanti
Prikea 42, Tel; 00 42 371411697

DENMARK

GW KEHENHAVN
Frecerikshorggate SKL, 1360, Tel; 33122217
AARHUS €, Dragons Lair

Scr. Knuds Tory 1, 8000, Tel: 0419 0061
ODENSE C, Dragon Lair

Kongensgade 71, &.th, 5000, Tel: 6591 9701
Huskilde

15, 4000, Tel: 4630 3544
SLAGEISE, Fanatic Slagehe

.«nwg\-lo A, 430, Tel: 3854 4080
ESBIERG, Bunkeren
Kongensgade 19, 67001

W5 42200161

0385 14870077

13493 336

Wk 2

24934 811

5181199

Rosenkildeye] 2, 3000
HILLERGD, Halshy & Fritid
Hasbrupre] 4, 3400,
KEBBENHAVN NV, Arena Kabenhawn
Rerdernestarvel B0, 2400, Teli 2833 5700
KOLDING, B.O. Bager Kolding
Fashifing Storcerer 52, 6
NASTVED, Arena Nastved
Ramsherred 17, 4700, Tol
REDOVRE, Mr Games
Racloyre Stationscenter, 1610, Teki 3622 (1255
AALBORG, Aalborg Hobby Service
Naregade 14, 3000, Ted: 9812 1315
AALBORG, Bog & idé Aalbarg
Nytary 5, (M, Ted: 9811 6611
AALBORG SV, RO Boger Aalbirg
Altong St Center 108, 9200, Tel: 9879 1345
AALBORG, EB Games
Hispersgare 10, 8000, Tel: 1811 §
AALBORG, EB Games
Hobeova 452, 9200, Tal: 9815 7520

Langestraat 41, B370, Tel; ON32 MLBORG Guns n' Games
!F.UGGE, el West-Visand o 45, SO0, Tal; #4613 4480
Langestraat 163, 2000, Tel; 0032 {0150 94 MRS. Ting og sager
BRUSSEL, Interiays Laken Sandarzade b, Y60, rr~| -ma. 4552
B0 A MRENM_ Legekarde Tarvestrmde
Tal: {0, Saregade 17, 6200, 'Il'l ?Iﬁl 2405
i 18 AThe i

BRUSSEL. lnleﬂoys —\mierlechl
5, 1070,

75, 0200,
il

DEURNE, The Gamestore

Bisshapgenbaf
Ted, #32°3 325
T, Interbuys Genl
7, 9000, Tel: 0032 4
GENT, Mindatuuraute’s Enchout
Burgstraal 87, 9000, Tel: DO3Z X
GENT, Lood &Spelen
Burgstraat 43, 900 10032 (49 224 47 34
GENT, Red Dragon Games Gent
Crverponstsiraal 116, 9000
HALLE, Mishra's Playground

Ninmafsostoenweg |
k]

an 74,2100

} 224 43 86

417 98

HALLE, Top 1 Iuy.
taslljekstraat o, 1 ‘It‘ nl D032 (042
H»\SSFI.T, Oherann

- ‘lr‘lm-l.l, 17, 3500,
211351 3
lmes Intertoys |ullu
104 Chavssee o Inellos, 11
Tols D032 (42 514 17 03
KORTRIJK, Albion
piksestraat 52, BSOO, Tel: +32 (56) 32 43 07
lUﬂlRlth De Lonmlde
Hrugsestraat 40,
LOKEREN, De Geest
Roomsiraat 27, 9160, Tel: 0032000 3448 49 50
MERKSEM, (.imn (..nlden. The
Brerdaban ] 032 (043 666 17 73
MOL, Intertoys Mul

56 04 00

D032 1956 37 05 65

N{ERPL‘LT t ﬁpellnnhw
Fabeleksirant 10, 3910, Tel: 00320011174 49
DOSTENDE, Thims

arferenstrast 48,
0032 {0)39 80 4

FREDERIKSHAVN, Roses Doghandel
Suniergade 41,5900, Teli 9542 1452
FREDERIKSSLIND, Lml:aeden Frederikssund
Jornhanegarle 4738 1950
FREDERIKSVERK, Jln\'hhy & Legetaj
Moregade 38, 3300, Tel: 4772 1693
FREDDERKSSOOD, Frederikssund Buger & Papis
stergack 1, 3600, Tel; 4741 0245
GILLELEJE, Lillys Legetaj
Vostorbeogade 1, 1350, Tel: 4830 2090
GRENA, Bog & id6 Grend
Torvel 8, B500, Tel: 8632 1933
GREVE, BO Boger Hundige
Hundipe Starcendor, 2670, Tel: 4390 BH0E
HADERSLEY, Legekiden Hadershey
Peregack 20, G100, Tel 0385
HADSTEN, Masguita Cykel Center
ikeve) 1. 8370, Tel: Ba G439
HADSUND, Lorente ‘\llelsen Bop & klé
Stoeogade 14, Tol; 4857 mn
HELSINGE, Schwarz Rog & K

1719, 3300, Tel -|5:u 4001
IIELEINGE Teater
Frederiksbonpve] 10, 3200, Tel: 2002 2991
HELSINGH, B0 Bager Helshgsr
Sturups Plads 1, 3000, T
HEKLE\", Bog & idé Herley
Bymidte, 3730, Tel: 4494 0477
HEKNIM: BO Bager Herning
Bredgacle 6, 7400, Tel: 9712 0747
HERNING, Buddy Legetnj
He trot, Merkune] 17, 7400,
) 055
NG, EB Games
3 ads 7H, 7400, Tek: 97164
H;ltNlm’., Frges Kalder
612, 7400, Fol: 3510 18497
HIII.ERBU L!yﬂmdm Hillerad
Slatsgads 27, 3400, Tel: 4824 6161
HISRRING, Bog & idé Hjerring
Strmmgade 1, 9800, Tel: 9892 9095
HJBRRING, Russels Boghandel
P, Merkgaers plads 4, 9800, Tel; G492
HOLBAEK, Geppels legetaj

i

Smedelundsgade 12 F, 4300, Tel: 5944 1088
HOLBAK, Storkielt Bog & idé
Ahlgade 11, 4300, Tel; 5543 0074

HOLTE, Legetajshutikken
Holte midipunks 23, 1, 2840,
HORNSLET, ABC centret
Skl i, B4, Tel: 8699 5033
HORSENS, Fog & Idé Horsens
. of: 7561

Tul; 4536 17402

Huspitisgade 15, H70, Tel:
HERSHOLM, GAD Harshalm
Howedgaden 55 C, 2970, Tel; 4586 (408
HUMLEBEK, Rodes

Tarpenves 4, 3050, Tel: 4919 1220

KALUNDBORG, Koch's Boger & I’aplr
Kordilpache 9, 4400, Tel: 595
KIELLERUF, ke & Hobb:

ik
Sondergade 12, 8620, Tel: 8684 1326
KBBENHAVN 5, EB Games
Reberbanegade 3, 1300, Tel| 3296 7352

VAR
KBBENHAVN K, EB Games
Nygade 3, 1164 Tel: 3332 0244
KEBENHAVN N, Steenbergs Bog & idé
Nasrrebrogade 163, 2200, Tal: 3585 5277
KEBENHAVN K. Fantask

Skt Pederstrasde 35, 1453, 1303 B534
KEHENHAVN K, Bog & idé Fisketorvet
isketorvet 133 60, Tel: 3395 0700
KOBENHAVN 5, Bug & Idé Amager
Amager Centret. 103, 23040, Tel; 1
KOIGE, Koge Hog & Papihandel
Noeregade 12, 4600, T ha3 0082
KOLDING, EF Gamies

Skewvangen 42, 6000,
KOLDING, Good Games
LAsbygade 13, G000, Tel; 75
LEMVIG, Legekaeden Lemvig

Topwet 13, 7R20, Tel: 9782 1511

LYNGAY, BO Boger Lynghy

Lynghy Swrcenter 54, 2600, Tel: 4387 0445
LYNGHY, EB Games

Lejemdl 2750, 2000, Te
MARIBO, Leg(lueden Maribn

Ostergad 930, Tel: 5478 2521
N/STVED, Gearg Christensen bg & idé
Axaltary 10, 47060, Tel
MNASTVED, Holsted Bag & idé
Wastvad Storcomtor 16, -lif'l} Tol.

W J66E

7550 1079

734241
N&sr\'m, J..mgu Bog &

Tel: ".f_nu 1
NAKSKOV, ‘hmml ting.
2, 4500, Tal

: Bog

Stationstoreot L, 2620, Tel; 4354 8477
ALLERD, Bog & Idé Allerad

M. madsonsve 8, 3450, Tel: 4017 27N
AARHLS C, ER Gamus

M.P. Bruur 25, B0, Tel: 8748 (060
AARHUS C, EB Games.
Frederiksgade 26, 8000, Tel;
AARHUS C, Goblin Gate
Kystyegen 27, ROO, Tel: 8619 4311
AARHUS C, Hobby Hoase
Marregade 51, 0000, Tel: 8612
AARHLS C, EB Games
Westenpade 58, BOOD, Tel; 8013 1788
ASNAES, Bug & Ide Asnies

s Coniret 2, 4550, Tol: 5965 (K14
BALLERUP, E8 Games

Bakleng Center 1, 2750, Tel; 4497 4422
BJERRINGERO, Bog & idé Bjerringhra
Starepacke 4, BES0, Tel: 8568 1077
nlﬂNSHGL Charlattes Legeto]
urikssindsve] 148, , Tel: 3860 3626
CHARLOTIENI.IJN D, Bug & idé Charlatienbund
Imgrsbarg Al 20, Tel: 3904 3840
EBELTOFT, Eheltoft boghandel

Adeigade 48, BI00, Tel: 8634 3844

ESHJERG, 10 Bager Eshj

Kenpensgade 33, 6700, Tel: 7512 1177
ESPERGAERDE, BO Boger Espergarde
Fsporgavre Coniret, Vaster Tary

4913 1946

FAKSE, Bog & ié Fakse

Torvegade 14, 4640, Tel: 5671 3013
FARLM, Bog & idé Farum

Farum Bylory 64, 3520, Tel: 4495 1
FREDERICIA, Bog & ldé Fredericla
Grthersgare 37, 7000, Tel: 7624 969
FREDERIKSBERC, EB Games

Falkoper 46, 2000,

8741 6913

¥

36 8099

Cioelth i 4 36, JO0H, Ted; 3819 705
FREDERIKSHAVN, Hog & ki Frederikshavn
Sandensade 4, 9000, Tel: 943 2584

NYKEING F, Bog & Idé Nykshing Fi
lermbanegade B, 4800, Tel; 5485 2373
NYKEIBING M, Morsa Boghandel
Algade 1, 7900, Tel: 8772 0700
NYKBBING S, Bog & |di§ Nyhnhlm s,
Algae 32, 4500 0006
NYK@BING F, lllmdl:lwﬂ:l
Jernbranepade 33, 4500, T
ODDER, Legekeden Odder
Rosens Cade 32, 8300, Tel: 8654 4274
ODENSE C, EB Games
Kan |¢|-m|-.1d|. 43, 5000, Tel: 6612 9929
ODENSE C, BO Bager Odense C
Vestorgack 5961, 5000, Tol: G611 4033
ODENSE 543, BO r Rosengdrdscenteet
ngdrdscentret 53 Gul Gdgade, 5220,
28

5486 D846

ODENSE 5@, EB Games

rhadkove] 73, 5220, 6395 DOTD
HANDERS, Bog & idé Randers
Uradregadn b, 4300, Tol: 1643 DA10
RANDERS, Byrge Sarensen Habhy
Hisdhustorvet 4, 8900, Tel: 8642 5814
RAMDERS, Randers Hobby Impart
Adalgad 13, 8900, Tal: Bidd 1923
RINGE, Hmdi Bog & idé

2. 5750, Tel: 6263 1125
RINGKOBING, Buddy Legetuj
Algade 4, 64950, Tel) 97
RINGSTED, Buddy Legeta]

s
IISSKDI\-'. Bng & ithé Veilby-Risskoy
Verl Centrel Frijsenborgve] 5, 8240,
B621 5329
REDOVRE, B.0. Bager Redovre

Rodoyre Contriem 116, 2610, Yol; 3621 (485
REODOVRE, F8 Games

Radovre Centroen 6, 2610, Tel: 3672 1227
RENNE, Dorthe's Hobbyslue

Lifletary 14, 3700, Tal: 55595 5441

RﬂN ME, Willlam Dam Bog & idd

ark M, 3700, Ted: 5695 D167

ROSKILDE, EB Games
Stafloncentenet 2, HIH

1, Tol: 4637 1516

ROSKILDE, Henshorg Bog & ié

Starnclertorvet 4, 40400, T,

ROSKILDE, Gnskeleg
Algacks 2EC, 4000 1e.

Ly

ABJ2 3463

SABY, Danger & Pagiir Saby

o il 22, D300

SILKKHUEG. Gunzane

MG 1644

s:lzm, Hog & idé Skiern

banegade 14, 6900, Tol: 9735 1hbh
sumom Bog & idé Silkeborg
Vestergace 31-33, 8400, Tel: 664
lLkmollq, Byens Hobby & Fritid
6600, Tel: BOHT 5815

2 0287

AEERERRT G G TR s |

Frederikebargnade 1, B600, Toli 0045 8761 1112
SKAGEN, Legehaden Skagen

Set. Lanirerding

ALY, 9990, Te

SKANDERBORG, Sd|m|d[ Bog & klé

Adnlgade 12,
SKIBEY,
Bymidien 2, 405

e 19, 7800, T

2 (027

Bog & idé sluhm
Tel:
ik Boghandel

47512502

el: 9751 2599

SLAGELSE, Bog & Idé Slagelse
Ciry 3 Jerrhancyadle 7, 4200, Tel: 5852 0015

SLAGELSE, EB Games
Vestsjallandscentrat 4,
SLAGELSE, Uldratten

Nipadle 2, 4

AZDKN, Tel: 5

10, Tel: 5853 5035

SORE, Legekaden Sora
Holberg arkacden 17, 4184, Tel: 5783 4705
SBNDERBUKG. nog(mlrul

7, 6400

Perlegarks

0, Ted: 7442 2071

SGNDEIIBORG Bog & idé Sonderborg

Perlegads

5, 600, Tel: 7442 1820

ST HEDDINGE, Hobbystalden

STENLESE, Legekaden Stenlose

Sonlnse contrel 48, 1660, Tal: 4717 3410
STRUER, Hanne Madsen Bay & idé
etergacks 14, 7600, Tel: 9785 (408
SVENDBORG, B.0, Boger Svendborg

Ciertilsgade 18, 570

0, Ted: 6217 2290

SVENDBORG, Farve & Hobby Hjormet

Khssturplads 7, 5700, T

IAmuP, EB Ganes
Hut
m 4199 22

ol 6221 3131

L 341 City 4 Butik, 341,

5
TASTRUP, Genbrugshger

Kinguve] 95, 2630, Tel:

THISTED, Bay & idé Thisted
Vestongate 14, 7700, Tel; 9792
THISTED, Buddy Legeta|

e 4, 7700, Tel: 4752

Wesh
BNDER, ef
Staregade 5, b

FERIRARL

1399

9B44 5465

a0, Ted 5650 4R10

TORSHAVN, WF 'ﬂmmu Dam Wholesale

Boks 214, Far

nids, Tedt 29837 1400

VARDE, Bog & Iﬂf Varde

Vestergade 18, B

), Tel: P22 0040

VARLASE, Hog & h‘h! \mrl’s*

Dymmiclten 45 «
VEDBEK, Bog & ﬂle T
Trared Tory, Ti hinj

Saindirga

\‘180!1(‘.‘ Banlu Hur
Jernbsanegede 19, s

298 311400

s
70, 2930, Tel
VEILE, 1.0, Boger Veilo

el 24-26, 7100,

|. Tel: 8660 1740

VIBORG, L. K. Bog & i

Sct. Mathias M
VIBORG, Schous B
Hiubiooiet 5, #800, <|-|

BY25 7304

VIBY, Rybner Dog & iré

Wiy Centret, 204, Tal

15 BATT S430

A58t 1328

el )u? DAL, Tel: Bhs2 7762

VORDINGRORG, Legekinden Vordinghorg

Algade 61, 4

STAMLEY, Falkdaiwl Col
The General Store, T

FINLAND
GW HELSINKI
Simankatu 5, 00100, T

4760, Tel: 5534 0431

Ilemhle!
174

HELSINKI, Fantaslapelid Helsinki
Tel: #358 9630603

Vithonkatu 48,
LAHTI, Punlenkuun
Rautatiankatu 16
ESPOAD, Pelimesta
Ulappakaby 1, 0320,

JOENSUL, Fanhslap:hk Joensun

Kauppakal

RECURETERIES

IYVASKYLA, lamlaunpclll Jyviiskyli
Tel-+358 14 216629

Kauppakats 2, 40100,
OULU, Fantasiapel

Koulukatu 28, 90100,

it Culu

Tel; 4358 B 374906

TAMPERE, Fartasiapelit Tampsere
Tid; +350 3 2225200
TURKL), Fantasiapelit Turku

Rongankatis 5, 33100

Yhiopistukalu 33A,

10

|: +3585 2

KUOPIO, Fantaskapelil Ky
L%

FORSSA, Fun Stuff & Cards

v.\mrrnli.

Ib\NKCI thby Iobi
Wunrikatu 10, 10950,

Tel: #358 1% 244

HEINOL.I\, Talousmuo fa lels

au 19, 18100, T
|, Fantasiapelit Varasto

PL 129, 00531 HEKL, +358°9 7734750

HSALMI, Talkatalo
Savankat 1.4, 74100,

435017 D263

IMATRA, Kirja- Lahsa Alex Ky

0, Tel:+358 5 4319555

Mansekankaija 2,

JAMINKIPOHIA, v‘uh- Kaarti
ioenile 205A

o

IAMSA, Jankko Saard

Tel +354 3

Valitie 1, 42100, Tel: #1568 14 7497215

JARVENPAA, Askertelutarvik

eliike Taitavil

(HI358 575 154 5

LEREERY]

4

28413

b
kat 9, 70110, Tel: 4358 17 361 1148

Torikoshus, W01, Tal: +358

L

4358 3 7153905

yal Toys
B0, Tel +3508 149 439370

Heliingintee 13, 04400, Tel:+358 50413 47 60

KAJAANI, Leppikeriiu
Kauppakatu 34, B7 100,

Tol +358 8 8133

KERA\‘I\. amiham«ttl Kersa

PL 3, T
muuu tagle Card
inen Karjalantie 7,
2 -'I 218

04200, T

Ir 43589 2!

ABAO0, Tel: +358

KOUVOLA, Munviepo

Valtakatu 3, 45100, Te
KUUSANKOSKL,
Kauppa-aukio 1,

|: +358 5 3717955
Savinen
. Tok 4358

LOH)A, Lohjan Kirjakauppa

Laurinkatu 48, 0100,

#3158 19324150

5
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MAARIEHAMMN, Dillen

Toepaatan 7, i #3158 18 15578
MIKKELL, Muppela
Porrassalmenkata 21, 50100,

+158 15 361611

NUMMELA, Kimmon Peli &Lelli

Tuusantie 1, 3100, +358 5 2226041

PORIL, Porin Pilkis

HerlanTar 2.Kes, 289100, el 43502 633 2680
PORVCAD, AskarteliailtaHolbyboden
nesheiminksi 10, 06100,

195
lb\.kl!l’ Rashen ml.e]u |a Paperi
Lahlekiirventia 52, 371300
RAUMA, Wanhan Rasman POP-peli
Hortamonk, 26100, Tel: +358 2 8214840
ROVANIEMI ner Jissi
Rowvakatu 2

gace
96200, Telt +358 16 35614545
A0, Salon Harraste
Wilharkar 21, 14740, Tel; +358 16 4560
SAVONLINNA, S:nunllmlln Antikvariaatel

kst 31, f 4358 15 534412
SEINAJOKI, faMnlul na
Vagaudentie 51, G100, Tol: #3158 405616138
SEINAJOKI, Pitkikiekko
Verkatehtaan kahu 4, 60100, Tel:4358 6 4177880
TAMPERE, Gamelife
Rautatienkatu, 13100, Tel: 358
]-\MME Infn Knskikeskiss
lokero 28, 33100,

8
\I'A.ﬂl Nirunary

Riuhaiskalu 19, 65100, Tel: 43540 3
VALKEAKOSKI, Valkeakoskenkiria
Kauppakili 3, 37600

GREECE

ATHENS, Fantasy Shap: Pmmu

ATHENS, hnm\r Ehnp. Halandri
Kesbuskotroni & Gind 6, Teli (030 2106097395

ATHENS, Fantasy Shop
3 Seplermwvriou 4%, Ted: 0030 21
ATHENS, Fantasy shi P

Agiou Ioannou 248,

.ﬂHENS. Fantasy Shop: Pelraas
¥psitantou 176, Tl D040 210 410
ATHENS, Fanlasy Shop: Exarchela
Thenistoklaus 43-45, Tol: 0030-210 3828677
ATHENS, Kaissa Amarousios
Kondil] 7, Tel: D030 210 614
ATHENS, Kalusa Chess & Games
& Wppohritous 114 72,
2 ]!.r.-lés
MHEMn Kaisza Glyfadas
Xarikon 4, 130 210 &
J\T}!l‘q‘! Kaissa Halandriou
ik Tal l\' 10 210) GH9B485
ATHENS, Kalsaa Munaker
Tritis Septemyiiou, Te ﬂfJ'ill 210 8813 990
MH!.NS. Kaissa Fagration
Pl Mopsso gn 2.4, Pagsati
3021 e

I\-I a
ATHENS, I(ansa Mrau
Ipsilantau 1741 786,
AIHENS, Kakssa Pigasos

210 5786707

30 210 4296 636

CH.ANI.-\ Kakisa Chanion
P4 100, 109 Kydonias 5t Tel: 0030 2B21083996
(lll.‘r[, Fantasy Shop: Heraklelon
etes 2, Tel: Q030 2810 301312

cllETl-. Waissa Hania

Kydunias 107, n-l r\' 300210 HE9E
HALKIDA, CD Cor
Miaudili 24, Tel: iunu 2221 0B7315
KALLITHEA, l'anl:rr Shop Kallithea

ol N30 29210 2874820

1 537337

M.'\ROI.;SI GMITQ Bunkor
onysou 9, Tel: (030 2102528738
PA'IM Fanl:u'y Shoy P.tll’

ning 43; Keralini, Tel: (3032 108029161

THESSALONKL, Fantasy Shop: Thessalonlki
Navisii 2 & D, G

0030 2310 24001

THESSALONIKI, kalm Thessalonikis

S4% 22, Skra 4, Tel: 00 30 1310 157 307

VOLOS, Fantasy Shop

Glavani 98-100-8 Galk

HUNGARY

BUDAPEST, Sliverland

1034, Lajas u. 40, Tel: 0016 125 04157

BUDAPEST, Trofllarlang

1061, Andrassy u, 33, Te-l 0036 132 13279

GYOR, New Ork

021, Arsiy | w13 1l em,

6 706 012 310

KOLC, Deron

1525, Deryne u. 7, Tel: D036 464 11528

SZOMBATHELY, Surltal\\'lllt
M, Knssath 1, u. 20, Tel: (036 703 168 815

SEEMESFEHERVAR, Lnnendlk Csarnoka

B0 Pityer 1, ol 036 708 RS 26

SZLGED. l:sMIagw\g

L 15,

\"EQZPRLM Salka vhuz

B200, Kossuth ut |||1 Tol: (036 7

REYKJAVIK, Noxus
HVERFISGATA TFD3 125,

ISRAEL
HAIFA, Kitara
Halfa grand mafl, Tel: 00972 40303232
HERZLIA, Freak
Sakolov 2, Tel: 0047 ;-nwuu.-
RAMAT HASHARON, Taqual

in 33, Tol: 0097 JJ5|r.~m\
RAMAT HASHARON, Tapuah Fanlasy
Sokuloy 30
TEL-AVIV, Kitara
salvi Harelacha 124,

s

ul; D0 2

0036 203 371 501

94 130

TEL AVIV, Freak
Even Gevirol 60, Ted: 00972 36961826

HlFNAS 15C in Dlm
s as 11, Tel: 370

MALTA, Forbidden Power

13 Trieg Missah I1-Bareier), Msira,

Tel: 041356 4

MALTA, K Hahbhies Lid

et Fad, Pz
1) LR ]

NETHERLANDS
W AMSTERDAM
Ruokin 36, 1012 KT, Tol; 020 622 3863
GW DEN HAACG
Schookstraat 128,
GW HAARLEM
Glerstraa A1 GA, Tel: 021 551 7677
GW ROTTERDAM

Van sJHu-qu- wyikiplaats 4

1]

5171 AX, Tl 07D 342 78

12 AR,

J\KI\HEM Swl'ikvmmu Amheim
4 ). Tel: 026 370 2028

BREDA, Mmlr!lmuw Hliek
Buschssiaat 43, 441 , Tel: 076 52
BREDA, Modelbauw Blick
Bascharaat 23, 4411 GA, Tel
DEN BOSCH, D Dobbielitem
Hirthamerstradd 90, 5217 885, Tol: 07 614 5530
LEIDEN, Vilepershop
Turimarkt 2. 2312
MAASTRICHT, Vi
Brusselussiraat 70,
IWOLLE, Games-n-5luff

5 plas 38, U011 VK

306

6521 85

Tel: 071513 2783

AMERSFORORT, Spellenwinckel
Scherhierstraal 4-6, 3811 EA, Tel: (433 4700322
ASSEN, Flok
Statioretrant 1, 9401 KV, Tel: 059237 42
BERGEN OF ZOOM Big Boys Toy

TTL . 4611 |l Ic!l llluJ 25 (i4n
DEN HAAG, 5p0|ih|l|ll|i
Zowmansiraat 4, 4]
ENB(.HHJE H]Plll“‘l

L€

070 364 4782

A Tel: 053 430°5727
GRONINL.( , Krikkie's Hobhyshop
Ml Wes 28, 9711 TE, Tel: 050 312 4314
NIMEGEN, Moenen & Marlken

an Waelderenstraat 70, 6511 MP,
Tefi (124 323 8119

LAURG, l:h)nnlh Tilburg/Breda

Langasirin D36 54, Tel: 013 544 3700
ALMELD, 5 oo
Gros 1136, 7EOT CW, '-I 0154 Gis1 2981

ALPHEN AAN Dl-N RN, Top 1

Tays Arie vd Pann,

Hooftstraat 66-68, ..'-'m. GE, Tels 0172 4;

AMSTELVEEN, Hel Ganzenbord

Pastevinker 55, 1186 ZH, Tel (K20 641

AMSTELVEEN, D Groot Tay Special Store

Rembrandiby ViB1 2L, Tel) 020 347 5344

APELDOORN, Tog 1 Tays - e Kinderdroom

Oranjorie 156, 73T1WG, Tel: 055-576 1098

BERGEVK, Wauters Technohobby

Pankanstraal 11, 5571 CP, Tel: 040 755 0248

BUSSUM, Baky Modelireinen

Laardorwes &, 1402 BA, Tel: 035 691 B410

DELFT, Top 1 Toys Spebdarad

Hippolytuthuurt 11-25, 2611 Hi,

Tel; 013 213 45

DEN BOSCH, Gamdom

Wughterstraat 6 D! |: 7375

DEN HAAG, Intertoys Theresiasiraat

Theresfastrast 1au-254, 2533 AK,

Tel; 070 347 3120

DEVENTER, Knibbel Comics

Nieuwstraat 38, 7411 LM, Tal: 057 (61 6879

DORDRECHT, Hobby Madelbouw Dardrecht

380, 3311 CX, Tel; 076 631 2711

EDE, Tinnen Soldast

\Weerdesicn 24, 6714 05, Tel \Illéi

FINEHOVEN, Gameforee Eindhav

Vissetsteaat 162, 5612 BT, Tol- 040 zu?mu

Spirithoes

Derksarant 154, 7811 AL Teli

Gllt,EN Tactica

siraat 3, 6163 CL T

G(JES. Fantus Fantasy Store.

0 16, 4461 W, Tel- 011 325 B174

GORINCHEM, Netten Modelbouw

Kwehelstrmat 30, 4201 |V, Tel: 018 3563 6000

GOUDA, Intertoys v/id Wal

Nieuwa Markt 710, 2001 GP, Tol: (18 251 3525
CIUD.I\. The Movie Store

\I 114, 2801 LV,

5 3296

91 BALTET

6

e

E..llONIN('EN Mrwar
Oude Kijk aat #5712 EL, Tel: 050 114 8424
HENGELO, Top 1 '0}'5 Mldﬂﬂ‘ van Wezel

Burg, Jansengloi 7551 EC

Tol: 074 291 22040

HOORN, Het Gele Teken

oot Oost 35, 1621 BR, Tel: 022 521 8623
LEELIWARDEN, Brattinga Speelgoed

St Jacobsstraal 4, 8917 HT, Tefi 058112 5602
LEIDEN, Tolkienwinkel

Haoge Rigndijk 195, 2114 AD, Tel: 071 541 2324
LELYSTARD, Treinenhoek

alter A4-15, 6243 §E, Tel: 032
MAASTRICHT, Hounfet
AurgemeestorCarionstr 18, 6226 GV,

Tol: (43 363 6778

MIDDELELRG, De Burchi

Lotsdeneekianl 19, 4330 )G, Tedl 0k 2030 3605
NEUNEN, Schellens Speclgoed

Parkstraat 24, 5671 GG, Ted: 044
o:('smm‘r De Tombe Tuys for Boy:

25 3160

4

77,2341 GS

oun-| U"IIRU\ND Mourits Mudel-Hobly
Croanenbungh 32, 3261 K, Teb (186 621931
PANNINGEN, Top 1 Toys Marc Janssen

Markt 18, 4981 AN, Tel: 077 4634566
ROERMOND, Blacmboetick Hermien
Massausteant i, G043 B, Tel: 047 1321710
ROOSENDAAL, Jadin

xcln Markt 58, 4701 PM, T
SCHIEDAM, BTS
Groenelaan 49, 3114 CH, Tal (.‘III 473 0755
SCHIINDEL, Top 1 Toys A

Hooddstraat 15F, 5461 AD; T:i 0735477758
SLLAS, Top 1 Toys . wid Vijver

¥1B5 55 7964

Dutde Karkal L4524 CT, Tol: 011 74
SOEST, Tap 1 Toys Soest
V Weedestraut 16, 3761 CE Tel 0.

SPINENISSE, Lard af Magic

Spuistraal 7, 3201 AR, Tal; OFHT 619061
TIEL, Goblincave
Zonnehl at 12,4001, DZ,
Tel: D34 {8
UDEN, Gohlin
Hrabaniplein 16, 5401 G, Tol; 041 127 0662
UTRECHT, EN Fantasy Shap
Ouade gracht 207, 31511 NH, Tel: 030 2817157
UTHECHT, Whongs
Springweg 1, 3511, Tel: 030 230 4123
UTllI:CHT Never Never Land r\‘\leder n'it KAI;AI!I)

Grachs 202, 3511 NR, Tel:
\llSFkBIIUEK, Mal Plastic M.mlelhnuw
Fadelmakersiraat 64, 1991 [E, Vel; D23 537 610
VENLD, Modelbauw Luthart

7 straat 103, BOTE D,

I.m,\n.u . 51T 041

wouw:uv:r.n. .ulnl-wum]m

1521 AT, Val: 075 640h 1617

WINTERSWIIK, Top 1 Toys Whll:mq

cadt b0, 7101 EX, Tel.

Pitstog
AJ okt 079 316 0560

ZUTPHEN, Vreenle Zaak

Groone marks 2, 7201 HX, Tel: D57 551 1566

IWOLLE, Boekenhalle

arsiraat 1003, 8012 DI,

k
12827

74, Tel: 22532%90
BERGEN, Here Be Games.
Jonsyolisgats 7, 5011, Tel: 447
KRISTIANSAND, Hobby Huset

t 2h-36, W46,

32 B7 90

RENDAL, Habby Huset Arendal
Tarvgaten 1, N4836, 17404565
ARENDAL, Morli Arenasenter
Tarvet 10, R-4800, 37025454
BARUM, Ringo Baerums Verk Leker
Wiprtshus veien 2. N7, Tel: 067133
BERGEN, YES Vi Leker Qasen Leker
Cuasen Siorsantor, Tok: 035161 200
BERGEN, Outland Be
Fortunen 4, 5013, Tel: 35061142
BERGEN, Ringo Lekekosson
Ostre Mesttunvei | L
BIERKLANGEN, FX Habh-r
HH.JI‘w A5, B e

DDKKA, \‘us wi leker Uokha
Berioss tenterel MIDF0, Teli 61112090
l.GEI'ISUND, B:Io l.'.la snet Exgroy

D, Tel: 51461900

I'ALISKE ngu Smarl
Storgl, 72, N-DLI
FLISA, Imuu nmr.r
Hliss Stormarked 270, Tel! 629502
FREDRIKSTAD, LEMOI’M
Brock Gt 7-11, Ted: 69315630
FORDE Emp,u I.eulmhme
X, Tel: 57620102
GIB\'IK Rm.;n Leke-Olsen

10, N:2815, Tel- 61106210

1 75646022

Hn\M.n\TL I.el:ehmel Maxi

Aslak Botts gt 48, N.2316, Tel: 62533808
HARSTAD, St og Rl

Straned Gata; NS400, Tel: T7005774
HITRA, Ringo Hitra

Hitratorgel 7240, Tel: 72441125
[ESSHEIM, Brin Jessheim
Inssheim Steesenter, N-2050, Tel: 63973770
KONGSBERG, Ringe Roli Liane AS
Kirkegaten &, M-3616, Tel 32731161
KONGSVINGER, ll'lw Gigata Leker
lerribsan 3 Tel: B2 7R
KR&ClRﬂ, Bllo N:m Hnbh\r

t, N el 35940484
KEIS'II.QNSANU Dutland Kristiansand

24, N4R11, Tel: 16699420

IEDI{ST:\DEI.\-'I\. Helmax Leber,
Buskerad Storsenter Sandstranda
Tel: 32879910
LANGESUND, Ringo Tarangers Eftd, Per
Torvet 4 34970, Tel: 35073661
LARVIK, Ringo Sokrates
Tilling Veien 38, 3.

i, N

4, N-3054,

Tel: 33185437
Lekehjornel Mo
622, Tel: TRI5171F

Tormet 1 N6<13, Tel: 71214363
MU@HN—N, Hahbysentrot
s

1. 18, N-B651, Tal: 75170070

N, Brlo Saker o Ting
nbiane gaen 13, N-1850, Tel: ORI 94
SARVIK, Brlo Lek Center Narvik
Dokagsgata | Ami 8514, Tel: 76063472
NARVIK, Ringo Barnas Werden
Kanfensgr, 66710, N-A514, Tel: 74
NESARLI, Ringo Eventyrland

ogelind Velen 6 N1, Tol:
DSLO, Yes Nesodden Bokhandel
Tanjen Cenlrum, Mesodden, Tel: BaF1 1RSS5
5L, Brio Nolabmo Lambartseter
150 32

Langhol ' 22280551
D5LO, CMI.md Ju«ham:n
Iernbanetarget |, N4 354, Tel: 22177010
O5L0, Olﬂhmd I’a‘ee

Karl johans G 17-4%; Ted: 22330410
DSEO Bria CC Vest
vioien 16, NA3E;
RNNDA![IIE Ringo Sita
waien 373 NAOFO, Tel: 534291
SANDNES, O Sacland
Lanpaten 4, M-A031, Tol: 51601509
SANDVIKA, Hihby Larsen
Sandvika Storseriter, N-1300, Tel; 67540107
5KI, Brin Titt-inn
leniluanesvingen b, N-1401, Teb: 64057777

N, Ringo Bjarms
Lismonet N3Z17, Tel: 35525209
SKIEN, Sokratis Hobby Garden
Skivtrodot 7, N-3707, 35518764
SOLA, Ringo Sola Gaver og Leker
Salakmssen, N 50]0 Tel: 51651763

GDAL, B dal Glasmagasin
5>|xu.--||e| NHEST, Tel: 57A7 160

SORTLAND, Ringo Bamse Leke
Skibrsgdrdon, M40 1z 7611 !'Ir-l
STAVANGER, Veslefrikk
Skagen 12, N-400h, Tel: 516
STAVANGER, Outland Stavanger
Kirkie gt 2, P-4006, 51938000
ST
Markedsgr, 12,
SYKKLYVEN, Ringo Blindheim
Kyrkevedon, 6239, Sykkdyven, Tel; 70,
TOMNSBERG, Gledeshusel
@, Langgate 47, N-3110, Tel: 02251707
TROMSE, Tromsa Bruktbokhandel
Kirkasgt, b, P-8006, |'<-| Y6097
'I‘HONN'IHM. Gatha

Kofyzens flabe 21, )‘011 Tiandheim,
Tl 7457 2808
FRONDHEIM, Outland Trondhein

ppaten 54, 7011, Trondbein, Tel: 73520545

2%

5t Olavs G111 &

TYNSET, Riﬂpﬂ Tynset Enkhandel
5 Tel: 62480058
W\DSB Bnu Vadse
W, Anlersensgt. 4, N-9811, 78942229

BIALYSTOR, Dqlmamml Gier
ul. Legionaowa 71, luk. 153, C)
Tel: 0048 857 993 364
BIELSKDY BIALA, Graim
43300, Sekedng 15, Telt 0048 338 124 66
GDANSK, Spiter Games

i 0J|||." 80462,

o

GDANSKI, Fﬁlhﬂi
ana 1, 83 000 Prusecz
0||I 600 980 005
GOYNIA, Fulures
B1.572, Waleriana Saeiki
Ted: GO48 587 817 180
GANSEK, Iskra
)239, Miseewskiego 16, Tell 0048 585 101 952
GLIWICE Ganme Slathon
arsrawskiogn 12, 44100,

194

IEK‘NM GORA, Avalon Gaberia Karkonoska
Ul 1 Maja 38!

KATOWICE, Bard lemm Gier
D49, Kostciuszki 8, Toli G040 100 571 817
KIELCE, Skiep RPG Gracz

M.

KRAKOW, Bard Centrum Gler
31-135, Batorepo 20017, Tel:
LODZ, "Ajk' Firma Ksiegarska

0103, Pirtrkovyska 90, Tel: 0048 426 398 301
LOD? Gamelord

Pioarkowska 101, Tel: (048 631 1161

048 126 320 735

e
eyrska 6, Ted: 0048
NOWY SACZ, Hubbit

33-100. Jauiedlonska Stia; Tel: (048 604 133 612
GFOLE, HMS 1| Computers

45018, Krakowska 41a, Tel: D048 774 547 413
POZNAN, Bard Centrum Gier

61006, Sw, Marcina 41, Te
POZNAN, Sklep Wilczek
ul, Zivlona 1, Tel: D048 615 036 5
SWIEBODZIN, Czemphon|

O, Pofudniowo 39, 66-200,

Tel; (048 B
TORUN, Sklep Papiernicey

B7-100, Seeruka 46, Tel: (044 56b 5

A2 98

0B 618 538 277

WARSZAWA, Arkana Kslazki
P Wilsona 4, Tel: 0048 228 399 417
WARSZAWA, Eyﬂdela

.« K -z|| mu.rp Narodowwe 4,

Tel: D040 "2II 61
WARSZAWA, Faber Faber 5]

02-515, Pulawska 11, Tel ‘IIJ!l 228 491 265
WARSZAWA, Ksiegarnia Saska CENTALR
(-850 Brazyhijska 9, Tel: 0048 226 175 746
mﬂmm Skiep Marian SC

Pewstaricone Staskich 122 P, 155,

T Jl5 B02276 N9

wnmaw.-\ www Mﬂdvl Centre

WARSZAWA, Warmw Mudel Cenlre
ul, Ostrabra c, Tl 040 226 113 796
WROCLAW, Skavenblade Centrum Gier
ul. Latina |50, 50353, Tal: (048 600 426 971
WROCLAW, Banl | Centrum Gier

. {Pasaz),

WROCLAW, Ogryn

G052 Srowska 1 OB4E 717 851 057
ﬂELONA GORA, Avalon

O Centrin, ul. Ham v Westorplattn 214,
65051

CLUJ-NAPOCA, Otala
Reegelde Ferdinand 7, A00429,
720696

RUSSIA

KRASNODAR, Alegrls-Jug (South)

Krasnaya st, h43, Tol: 008612 730311

MINSK, Valahanovich ent

Jahn ¥alas o1, Exhibition center OLYMP,

Tol: DOEO29 35212

MINSK, Valahanovich enl
b4 a.\- af Sports; second floar

| 00 T2

MDS(W; Alegris
an f\heuieu-mm.- Prospehkt Mg
6#120

Miasnickaya 51 2001

ok shosse

bﬂ"-ﬂ'ﬂ\ Df’ls'kl

i b3, D LL.\. Mir, secand flaor, gallory,
Tel: 64 5840
ST PFI'ERBURGH, Art-Miniatures
Spckova 1, third floos, rache cx
Tol: NII!I 31321628

____FRONTLIA I—

TAMBOV, Habby and Igrushki
tesmalsionalnaya &, b, Targowiy Mir,
Tel: 0075 2728411

SERBIA-MONTENEGRD
BELGRADE, Exit Habhy Store
Cika Ljuibina 1, Tel: 00387 II 6278 27
BELGRADE, ANET Hohbyst

Visegraclska 6, 11000, Iul '0 531 11 3612
BELGRADE, ANET Hobbystol

11000, Zvecanska 14 Iol (Iujall F120522 30
BELGRADE, While Dragon

110 ‘o Mil I|'nk'| a4,

Tel: 00 381 638
NOVI SAD, Valhala

Z3000,Masarikova 18, Tel: 00 361 11315538
NOWVI SAD, Dragon

21000, Kradja sandra 4,

Teeli 00 381 b36 24038

PODGORICA, Neutron Podgorica

Tris Republike, Telt 00 361 69 (60 569
ZRENJANIN, Takeda

23000, Sarajfijma 5, Tel: 00 181 234

LIUBLIANA, Crma Lusknja

1A, Poljansks 19, Tel: DO3B6 012802220
LJUBLJANA, Pri Goblinu

1000, Dokersiska Cesta 11, Tol: 1106 40833230

SOUTH AFRICA

BLOEMFONTEIN, The Dungean

13 Shart Street, 9 Tel: 27 51 447 2034

CAPETOWN, The Bays and Mens Hobby Shop

Ship 1323, Tigar Valley Snapping Centre

Tel: D027 21 914 B6d8

CAFETOWN, Wizards

Sheg G319, Stadium an the Main Rrat,

Tk 0027 21 hBI036T

DORINGKLOOF, Batile Planet

N, 4WRH Centre, |77 Cecile Streat,

Tel: D027 8245 93933

Immn The Hubby Spﬂ.]uhsh
Shapping Cenre,

L New rcm{cnnr l ml:rg.

e,
Tel- D027 031 54 3
DURBAN, Wizards Warehouse
Shap L18, Windermere Centre, 115

danmen: Road, Momingside, -IGOI T:I:un37

3145 fan
Tl 127

IOH&NNESIU)IG. Wizards Warchouse

Lower [yl Eden Vale, Tol: D07 21 683 D360
LINMEYER, Drap,ena Den

203 Peter Avenar, Tel: 27 082 #2
PRETORIA, The Smelly Inull

7 Lynnweod Road, Tel: 0027 0833 079107
HANDBLIIIE Otherland
ater, Rebpuiblic Rl

RUSTBEKG Quantum Books & Games
Boschdalstand 30910, Helenloseph Drivie, 0300,
Tel: DO27 &3 292 9373

SOUTH-AFRICA, Batile Planet

Mo A WHH Contr 7 Cecile Street, Tel: 00
A24593933

oW ct‘niaum
Kii 8, #1118, Tel- (046 311 33 958

510(: HOLM
ringegatan 30, 111 53, Tal: 0046 0213 &4
GAVLE, Hobbyshopen
Drotininggatan 25, BO31 1, Tel: (26186299
UMEA, Fantasia
Storgatan 44, 903 26, Tel: 080770360
ESKILSTL: \IA, Lasses Lebsaker

2 12 ,1=| 0|£||3nb1
KARLSTAD, Spll och Fan
Kungastan &, B5234; Tel |\<4 151070

Drottnings 148, HO2 2.
Nmu()vlm:: Lruuu:

gatan 21, (4 L T

Nmmiu: Fanm,hmun

Biiariomsvigen 8, 761 42, Tali 0176 57400
STOCKHOLM, Sclence Flﬂiﬂn Bokhandeln
Vastorldng Gatan 48, 11127, Tel: 08213052
SUNDSVALL, Orionspel och biicker
Kapmangatnn 23, 852 32, Tel: D501 35947
UPPSALA, Prisfyndet

Kungspatan 39, 33
VASTERAS, Zetterhunds
seagatan 33, 712 |:. Tel: (21,10 44 81
vmo Helggs

7] ‘n. el 0713 25 01
ANGELHOI.H, Leksaksmagasinet
Framtitsgatan 1,262 &4, Tel: 0431 BOSZ7
ARVIKA, Perry Data
Kiipmangatan 4, 67131, Tel- 0
ASARUM, Lek & Fritid

T BBRGT

Granvagen 2, 174 52, Tel: 015432
AVESTA, Vega Video

Kurgsgatan 16, 774 30, Tel: 022080078
BORAS, Hobbox

Skirabiirgsy G264, 506 30, Tel: 033418380
DEGERFORS, Buskul

3034

Agerigatan 2, 693 30, Tel) 00 46 586
ESKILSTUMA, Barnens Hus
Falkestaleden 40, 635 10, Tol: 016361 136
FALKOPING, MysPys

Storgatan 22-26 42, Tel: 051581150
FALKENHERC, Brin Falke

Storgatan 35, 311 31, Teli +45 () 346 807 60
FALLIN, Tw-spelshérsen

Falugazan 2, 791 71, Tol: 02327775
FINSPANG, Alltilck

A »;.-.Ikugmu.mu 1, 612 30,

FARJESTADEN, lmhmmmzt
CHands Kéipatad, 306 37, Ted: (HB534570

GISLAVED, Albe Leksaker
St Stargatin 10, 337 33, Tl 037110733
GALLIVARE, Lek

la
Netall Viigen 14, 982 30, Tol: 097066502
GUSTAVSBERG, Lilla Guls Barmsligheter
Gustavshrg Centrin, 134 A0, Tel: 0857036600
HALMSTAD, Brin-Halmstad
Ssrmpatart B, 302 60, Tel: 035158175
UDIKSVALL, Albins Leksaker
pratan 24, 524 30, Tal:
JARFALLA, Hobhex
Flygaviarten, 17538, Tel: 0858018091

950A2
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MONKOPING, Play Planet

St Giras oy, 55454, Tel: 036
KALMAR, Ojtay

Skeppsbirog, 12, 392 31, Tel; (480220¢
KALMAR, Kalmar Lek & Hobby

Stelra L dnggatan 32, 192 32, Tel; 411024717
AMN, Leksakshuset

7. 37435, Tel
KARLSKDGA, ﬁl:|§|.|ar|
B H91 31
KARLSKRONA, Fact & Fict
Morra Kiny 7, 37133, Tel: 0435167
KARLSKRONA, Lekul.slmrel
Lallentedisge.
KATRINEHOLM, ld:ukslmdm

o Tel: piaoiom

l.\‘. lel& Hl:bl‘l\‘
CA42 31, Tel: 30313040

fsgatan 14, 31223, Tel: 043010068

MA.LMCI.Lekl Spel pa Djiknegatan
Dijaknegatan 2a, 211 35, Tel040 120410
MOR-\. Lek & Hohby

w. 3 Naret Kiipcentru

OREBRO, Lekcente
MNygatan 32, JO21
GREORD, Mol AB

ORMINGE, Hap,.m
Ch am, 132 00

GSTERSUND, Hulrllvbuden
Ktipmangatan 31, #3140, Tel: 063513310
PITEA, Barnens Hus
Hickey

RIMBOY, Fantasybutiken

045529959

stLLEnE.\ ld:s Habllr
NyRatan 49, 931 31, Tel; 09
smmmw«. Barnens Huss
Hollstar i

Enpedbrokssgatan 30, 702 12, Tel 0196111534
CMNSKOLDSVIK, Sound & Vision
Skolgatan 11, 491 33, Tel: 066019924

Tel: 091719910

Tel: DBA2EI240

r
221, Tel: 0 654 6 50

'[ROLRHMT&N. Partaj

SAFFLE, liorgers Lek & Bosittning
a1, 681 30, Tel: 053310343

adugdrrisviigen 12, 461 70, Tel
'ILIMI'M lel(ﬂl:slungm

—HI]EHII E-

\.- Mﬂun Brlo Vimmerhy

VASTRA FROLUNDA, Toys

Markonigatan, 421 1, Tel: 031

v,\xjo Helge Hﬁh

352 30, Tel: 087

vsT.\u. Tv Spelshirnan
shaksgatan 16, 271 41, Tel: 041166600

TURKEY

I!i TANBLIL, Sihi

235, Tel: DIOD 212 227

IS'IJ\NBUL. Geredi Sl:yler
slici 5k 117, Tal

ahcesatay Sk, BAL Tel, 0090 212

IZMIR, Excalibur
Alsancak; 1447 5k 4. Ta

KIEY, Charge
(

“mmlrentnry More information on page 112

1st Company Veterans

(Warhammer World)

Contact: Chris and Scott

E-mail: info@@] stcompanyveterans.net

Aftermath (East Anglia)

Contact: Lee Lowe

Phone; 07921 859 581

E-mail: leelowe@btopenworld.com

Armageddon Inc. (Bucks)
Contact: lames Schiield
Phone: 01494 865 905

Battlenet (East Anglia)

Contagt: Kevin Smith

Phone; 0772 9814 035

E-mail: Ksmith136@gold.esinetorg.uk

Battlenet (Norwich)

Contact: Richard Miller

Phone: 07710 702297

E-mail: Richard@battlenet.co.uk

Battlescar {Poole)

Contact: Paul Cleveland
Phone: 01202 385 632
E-mail: paul@battlescar.co.uk

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

Bracknell Forest Gamers
Contact; Daniel Currey
Phone; 079517 816 613
E-mail: d.currey@talk21.com

Bridgend YMCA Games Club
Contact: Matt Churchill

Phone: 01656 668298

E-miail: velvetfiend@yahoo.couk

Brighton Warlords

Contact: Peter Cooke

Phore: 0797 409 4240

E-mail: Peter.cooked23@ntworld.com

Buckenham Bone Crushers

Contact: Paul Girling
Ernail:wwabanhamandthebucks. co.ukfwargam
s

Chelmsford Bunker
Contact: David Chilvers
E-mail: bunkersecretary@yvahoo.co.uk

Clapham Wargames Guild (London)
Contact: Thomas Petit
Phone: 07966 969 30%

Cross Swords Gaming Club
Contact; Anthony Cross
E-mail:antandshell@cross247,
wanadoo.co.uk

Phone: 01752 837 133

Dice and Dagger (Bude)
Contact: Kurt Baker
E-mail: celtotkernow@aol.com

Dudley Darklords
Contact: Paul Sheldon
Phone: 01384 288 360
Dursley Games Club
Contact: Dan Bishop
Phone; 01453 549 377

Edinburgh Pub Bowl League
Contact: Dave Avery

Fhone: 07837 380713

E-mail: daveryedin@hotmail.com

Gambit Games UK
Contact: Gareth Wynn
E-mail: Garoth.wynnB0E@ntlworld.com

Gatekeepers Wargames Club (Shrewshury)
Contact: James Sherry

Phore; 01743 369605 or 07792 469648
E-mail; n:sherry@btopenworld.com

Gobstyks (Lincoln)
Contact: Will Platten
Phone: 01522 803310
E-mail: info@gobstyks.co.uk

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

Jersey Privateers Gaming Club
Contact: Richard Mallet

Phone: 07797 725481

E-mail: director@black-helicopters,.com

K.LA (Midlands)
Contact: Che Webster
E-mail:Blackfalcon@bruxx net

Kirriemuir Wargames Club

Contact: Michael Anderson

Phone: 01382 454068

E-mail:www kirriemuirwargamesclubico.uk

Leeds Night Owls
Contact: Steve Nolan
Phone: 0113 225 0461

Macc (Macelesfield)

E-mail: info@clapl 1ers.org.uk

Clayton Warlords(Hampshire)
Contact: Roger Smith

Phone: 07711 556 296

F-mail: Roger_gs_smith@hotmail.com

Colchester Games Club
Contact: David Freeman
E-mail:
info@calchestergamesclub.co.uk
Phone; 07854 775 5712

Cantact: Duncan Harradine
Phone: 01625 612 579
E-mail: Harradine2002@yahoo.co.uk

Madgamers (Maidenhead)

Contact: Denis Jackman

Phone: 01628 540934

E-mail: DENIS JACKMAN@hotmail.com

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

Newmarket Dwarf

Wargames Society

Contact: Chris Peachey
Phone; 07967951289

E-mail: nkidwarf@hotrmail.com

North West Warriors (Kendal)
Contact: Adam Turner

Phone! 07905 410 067
E-mail: Oreb9@hotmail.com

Northumbrian

Adventurer's Guild

Contact; Mark Anderson Coulter
Fhone: 07906 193711

E-mail: nagonline@hotmail.co.uk

Nuneaton Model and
Gaming Club

Contact: Brian MeCormack
Phane: 07976 884 558

Oxford Gaming Club

Contact: Mike Sharp

Phone: 07802 764143

E-mail: Mikesharpd@btopenworld.com

Phoenix Gaming Club (Rushden)
Contact: Darrel| Lee
Phone: 07951 728142

Plymouth Association of Wargamers
Contact: Orlando Murrish
Phone: 0175 251 1402

Porthury Knights

Contact: Alan Vowles

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

Rainhill Wargames Club
Contact: Paul Tennant
E-mail: paultennant@hotmail.com

Redear lronbeards
Contact: lan Widdowson
Phone: 01642 503207

Sad Muppets Saciety
(Basingstoke)

Contact: David Offen-lames
E-mail: david@sadmuppets.org

The Spiky Club (Reading)

Contact: Sean Curtis

Phone: 07798 825696

E-mail: ookthelibrarian@hotmail.com

South Oxfordshire Wargamers
Confact: Darren Basset
Phaone: 0199 370 0226

St Aidans Warriors Club

Contact: Paul Fletcher

Phone: 01415 770196

E-mail: paulmegregorfietcher@hotmail.com

Stirling Wargamers

Contact: Paul Brooks

Phone: 07879 612 033

E-mail: paul@tresandleaf.plus.com

Stortford Stormers

Contact: Richard Bower
Phone: 01279 465 574
E-mail: rhiiabbyy.co.uk

Suffolk and Essex Gamers
Contact: Mark Aldhouse
Phone: 01440 785589~

Swarmm Wargames Club

Contact: Matt Holden

Phone: 01473 827 208

E-mail: matt@holdenhouse. freeserve.co.uk

Swindon and District Wargamers
Contact: Faul Nettle

Phone: 01793 700609

E-mail: nettle tribe@ntlworld.com

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

TGC (Tamworth)

Contact; Phil Hannigan

Phone: 01827 287446

E-mail: philhannigan2002@yahoo.co.uk

The Royal Guild of Minted Boards
(North West)

Contact: Christapher Fry

Phone: 0797 68 78732

E=mail: Chris_Fry@FryupFilms.com

That Dam Gaming Club (Newmillerdam)
Contact: lain Dalton

Phone: 07863 311481

E-mail; votemoose@hetmail.com

Tolworth 1st Founding
Contact: Peter Corps
Phone: 07788 790136

Tunbridge Wells Wargame Society
Contact: Colin Stone

Phone: 0175 340 0217

E-mail: colin@castone.freesenve.co.uk

Walburton Wargamers

Contact: Mike Roddham

E-mail: walbertonwargamers@vahon.co.uk
Phone: 01245 5541685

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

Warlords of Walsall

Contact: lohn Davis

Phone: (1922 724278

E-mail: warlords_of_walsall@hotmail.com

Woking 1st Founding
Contact: Peter Corps
Phone: 07788 790136

Yeovil Games
Contact: Chris Lowe
Phone: 07811 B43747

=

NE Elite Store

NE Partner Store

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



GROMBRINDAL'S Pick of the Month!

Your Ihigh

If your letter is
chosen you will
win a ticket to...

This month’s
winner is...

Readers’ Minis

| would like to say that
since Fuel for the
Furnace became a
regular feature, it is the
first thing | read and has
become one of my
favourite sections.
However, as much as |
enjoy looking at
miniatures painted by
other readers, it is quite
annoying that every
month there is another
letter saying “it’s my
dream to see my figures
in White Dwarf “or” how
good are my
miniatures?” taking up
valuable space reserved
for readers views. How
about a readers’
miniatures section?

Dave Corden.

Good point Dave. If a
model or army is
amazing we'll probably
want to run a feature on
it, especially if that
person was at an event
when we saw it. Also,
we cannot guarantee
we'll get the quality of
models we need every
month to run a dedicated
section, so adding the
odd picture or two in
Fuel for the Furnace gets
round this —
Grombrindal.

'

L

Rend awa
| just received the latest White Dwarf. Aside
from the great new layout | also noticed
Owen’s Red Scorpions Rhino. | am
responsible for the Tyranid models for
Imperial Armour 4: Anphelion Project. |
hope they show those Space Marines the
business end of a rending claw or two!
Marco.

Rending... always a pleasure, never a chore
— Grombrindal.

Marco’s Tyranid Horde!

Re-adjust your radar

Firstly 1'd like to thank the WD team for the
information concerning the issue | could find
the Mentor Legion in.... now | just have to
find the issue. Secondly | would like to
congratulate the whole team on producing a
better quality magazine over the last several
months.

However, | am concerned that the Specialist
Games are falling off the radar, in 18 issues
you have only published articles on two of
the systems. | realise that there is web
support online, but I'm a paper kind of guy.
I'd love to see more of the speciality games
included in the pages. After all, the GW

missives as read b Grombrindal himself!

universe is more than just the 3 main game
systems,
Ou Hawkins.

We do all of our support for Specialist
Games online, with on average 4 articles
published weekly. Sign up to WD Online to
keep in touch. We also do features in White
Dwarf on the games, albiet irregularly. We’ll
let those players who haven't seen it before
know what it's about and offer something for
those who are already into it. The best time
for this is when we release some new models
or cover a Specialist Games event. In short,
we haven't stopped supporting Specialist
Games — Grombrindal.

A Slap on the Back
Dear Mr Rees and team,
Over the last few months, there has been a
noticeable improvement in the quality of
White Dwarf, in particular its appearence.
Funnily enough, this radical improvement
seems to have occurred from the time Mr
Rees was allowed to sit in the command
chair! Well done, and keep it up.

Emrys Barnes,

Id love to take the credit, but it would be
remiss. White Dwarf is made by two teams,
the UK WD Team (us) and the Studio WD
Team (led by former UK Editor, Guy Haley).
The Studio team make all the articles about
the new models and we back this up with
articles on the stores, the gaming community
and events in the UK. These two combined
make the UK edition. So really it’s a tag team
combo you see. However, it would seem you
think this combo is working, which | agree
with! — Owen.

WHISPERS FROM THE WARP

Tony Hadden... keep up the good work on the boards and let us know when you start
gaming! Jeffrey Macleod and Pippa Cooper... please get in touch, we lost your e-mail
address and want to chat! Joe Gilling... this issue should help! Henry Atkinson... the Dwarf
Army book will not be redundant in the new edition. Marlon Schaefer... Now that’s a heavy
bolter team! Matthew Price... your wish was granted last issue. Cameron MacAskill... | hear

rumours of something in Imperial Armour 4.

‘i’l‘ﬂ 'WHITE DWARF FUEL FOR THE FURNACE

Fuel for the Furnace, White Dwarf UK, Games Workshop, Willow Road, Nottingham, NG7 2WS; e-mail
whitedwarf@games-workshop.co.uk, We reserve the right to edit all letters for space, content and style




rom the Brushes of the Beardlings m

The current hobby exploits of the UK White Dwarf team.

Christian: | have little to
show this month as all my
efforts have gone towards

Owen: | ventured forth to
the Warhammer 40,000
Grand Tournament Final,

and there, with budding 4 finishing my new Black
eyes and rosy cheeks, did | Legion army (you will have
hope that | might attain , seen some in the last few e
everlasting glory. But no, ‘% issues and Cities of Death L
Owen Rees like IrI:arus, | had climbed i Christian Byrne feature’ ,Dn PABS 33) for th.e ﬂl
too high and was cast down z second instalment of Arming :
— far down — on the weekend of my potential = for Medusa. | can, however, show off the o
triumph. Yes, that's right folks, the ‘curse of = unpainted bases of the Chaos Bikers that are
the WD Editor’ hit home and boy was it bad! = still in production, these are made from one .
121st out of 150. You win some, you lose - of the building sprues from the last :
some. | return to finishing off my Witch Warhammer 40,000 boxed set as well as bits \
Hunters/Tahnelians and planning the of slate and razor wire from the new Urban
conquest of Vogen (actually going well) in Basing kit. ik
the Studio’s Cities of Death campaign. | have been working on other models in y
recent months (mainly to sharpen my {
painting skills), the Nurgle champion below

being one such model. | wanted to paint his
armour to look worn and grimy, an effect
achieved by working washes of Bestial
Brown, Dark Angels Green and Scab Red
into the Boltgun Metal basecoat. Right,
enough of my mutterings, | have plenty to
get on with. See you next month.

A Owen’s inquistion continues to spread

Rik: Dwarfs, Space Marines
and Elves. That's all | seem
to paint these days!
However, I'm having great
fun doing it.

Having just managed to
lay my hands on a new
Venerable Dreadnought,
painting has begun in
earnest to get it ready for the May campaign
weekend, not to mention the summer global
campaign — the Fall of Medusa V. Hopefully
I'll be able to show it off next issue. T S

Also, recently completed are two new bases above, the
Elven heroes for my The Lord of The Rings rods are where the
army: Glorfindel (now armoured) and Erestor, models will attach.
both members of the White Council. These
are two awesome new miniatures which,
with the right paint job, look right at home
amongst my army of Elven warriors.

Rik Turner

a Chaos Bikers are to s

¥ Halitosis isn't this
guys only problem,
he also suffers from
bad skin and
chaffing.

P Erestor and Glorfindal join Rik's already large
Elven army.

www.games-workshop.co.uk/whitedwarf 1



Components and Advance Order information

ORDERING DIRECT

Fast, secure and straight to your door!

Games Workshop Direct is

e [ HOUYOU GAN ORDER!
convenient service that lets L -
you order your miniatures e On the internet: Visit our secure Online Store at:

?rldmo;lll:: rclgﬂ]t}l(’));t PJ?333:5 www.games-workshop.co.uk/store

home. e [n-Store: Order from any Games Workshop Hobby
e We aim to despatch all orders in Centre at the in-store order point.
three days, straight to your door. e By Phone: Call the Hobby Specialists on:
e You can order ANY Games 0115 91 40000 (UK), opening hours,
Workshop product. Monday-Saturday: 10am-6pm, Sunday: 11am-5pm.
e Our Advance Order service lets 0115 918 4040 (Northern Europe)
you order models and products
before they are released, » By FAX: Fax your order on: 0115 916 8002 (UK) or
guaranteeing you'll get them on 0044 115 916 8162 (Northern Europe)

{18 day obiciegse e By Post: Or the traditional way: Games Workshop

* Available now are a range of Direct Sales, Willow Road, Lenton, Nottingham,
models available only through NG7 2WS
Direct. Check out what's on offer
this month!

Exclusive stratagems! »

See page 7 for the new Stratagems Building set,
exclusive to Direct. You can also buy these
stratagems separately.

+++DIRECT EXCLUSIVE+++ +++DIRECT EXCLUSIVE+++
POWER GENERATOR OBSERVATION POINT
99500199012 £5.00 99500199011 £2.50

—__CALL THE HOBRY SPECIALISTS: 011 9140000

120 WHITE DWARF ORDERING DIRECT



- URDERING DIREGE

SEARCH FUNCTION,

NAVIGATION BAR SHOPPI NG

SHOPPING CART

WARHAMMER THE LORD OF  SPI ST WHITE
UK ONLINE STORE WARHAMMER HOBBY AHES WORKEHO)
it 40,000 THE RINGS DWARF a 2L P

Agvance Orders HNew Rel 5 Teriins amd Conditions Checkout

it [Shopping Car |

“...For we are the sons of Grugni; alane we are rocks, united we stand with the strength oy 00 Guest (Log Oul)

[ of a mountain" - King Alrik a1 the defence of Karak Him.

' - - ety he G Worksh

= = ; \ _ et I'he Games Workshop
o Click balow for our archived Dwarf Classice and Coleclors models Value: £.00

2 Classics and Colleciors. g Online Store is Open
; 24 hours a day, seven
days a week.

w Advance Order — Dwarf Army Bundle

Price: €112.00 Release: 261 212005

Mem Type: Composite Part Code: WEBD12

Unfarunately the Cwarm Army deal has sold oul, S0 we have
put tngether a suggested Crwarf Ay bundle, Perfact for any
budding Dward general, this bundle gives you 2 DOwar
Baftalions and the Dwarf Arrry book, all réleased on
December the 28th. In fotal this bundle gives you 48 Warrlors

Get exactly what you
want, when you want

it.
Price: £6.00 Retease: 211112008 L] ““ge 'ange
Bem Type: Componant Part Code: 3247020411301
Wi : Pa Calle chors Gl
When battte is joingd f is the Lords and Thanes, wilh thair flisladni gy
finety crafted armoud and mune-inscribed weapons who seak e ec“re
out the enermy's mogt powertul combatants, matching bestial
fury or dark magic with courage, honour and honest steel

- Easy to Use

(LIST OF CATEGORIES * Open 24 hours

(DETAILED PRODUCT DESCRIPTIONS
( HELPFUL AND ESSENTIAL PRODUCTS

O Dwiarfs

(Longbeards or Wagiars), 32 Missile lroops (Quarrelers or
Thunderers) and 2 nong or Grgan Guns.

More Information  Add e Can

Advance Order — Dwarf Lord with Winged Helm (Direct Sales Only)

e Cities of Death (pages 23-47): ‘www.games-workshop.co.uk/store/CoD
* The Fall of the Necromancer (pages 50-56): www.games-workshop.co.uk/store/FotN

e An awesome example of a Horde army :
in our Skaven section (pages 86-90): www.games-workshop.co.uk/store/Hordes

+++DIRECT EXCLUSIVE+++ +++DIRECT EXCLUSIVE+++
SACRED GROUND COMMAND CENTRE
99500199013 £3.00 99500199014 £5.00

www.games-workshop.co.uk/store 121



____ORDERINGOIRREY

imperial building” Basilica Administratum”
This sprue is used in all the buildings.

BASILICA ADMINISTRAT!

SPRUE

IMPERIAL BUILDING SPRUE
99390199011 £6.00

Expand your buildings with these additional
sprues.

You can find all these products online by logging on to: www.games-workshop.co.uk/store

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may

1 22 WH ITE DWARF O RDE RI N G DI R ECT be dangerous if used incorrectly. Prices corroct at time of going to press, please contact us for current availability and prices, Prices quoted
are for products sold by Games Workshop through its own stores, catalogue or website, Independent retailess are responsible for
determining their own prices.



_____ ORUERING DIRECT
Sanctum Imperialis’

SANCTUM IMPERIALIS SPRUE .
99390199014 £6.00

-

Examples of buildings built with these sprues.

*All sprues shown at 40% of actual size.

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel
products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current availability and Www'games-workshop .Co.u k/store 123
peices, Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website, Independent retailers
are responsible for determining their own prices.
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VOSTROYANS

VOSTROYAN COLONEL VOSTROYAN COMM-LINK BODY VOSTROYAN COMM-LINK PACK VOSTROYAN MEDIC
9947010520101 £5 9947010520104 £2.50 9947010520105 £1.25 9947010520106 £3

VOSTROYAN STANDARD VOSTROYAN OFFICER 1 VOSTROYAN OFFICER 2 VOSTROYAN OFFICER 3
9947010520103 £5 9947010519701 £4 9947010519702 £4 9947010519703 £4

VOSTROYAN SERGEANT VOSTROYAN TROOPER 1 VOSTROYAN TROOPER 2 VOSTROYAN TROOPER 3 VDS[ROYAN TROOPER 4
9947010519301 £4 9947010519801 £2.50 9947010519802 £2.50 9947010519803 £2.50 9947010519804 £2.50

VOSTROYAN TROOPER 5 VOSTROYAN TROOPER & VOSTROYAN FLAMER VOSTROYAN PLASMA VOSTROYAN GRENADE LAUNCHER
9947010519805 £2.50 9947010519806 £2.50 9947010519501 £3 9947010519502 £3 9947010519503 £3

You can find all these products online by logging on to: www.games-workshop.co.uk/store

124 WHITE DWARF ORDERING DIRECT



COLLECTORS’

Indepth catalogues
showing the entire
range of miniatures for
each range.

® Direct exclusives

e Golden Demon winners
» Army showcas

e Conversion showcases

Available now from Games
Workshop Hobby Centres:

The Lord of The Rings
Collectors’ Guide

Warhammer 40,000
Collectors’ Guides

1 e |[mperial Guard
VOSTROYAN e Chaos Space Marines
e Eldar & Dark Eldar

® Orks

® Space Marines

e Tau & Necrons

¢ Tyranids

* Elven

VOSTROYAN VOSTROYAN
LASCANNON LOADER  LASCANNON GUNNER :
9947010519401 £3 9947010519403 E3 VOSTROYAN

MORTAR LOADER MORTAR GUNNER
9947010520001 £3 9947010520003 £3

g

LASCANNON
9947010519402 £3

MORTAR
9947010520002  £3.00

IR i o

VOSTROYAN HEAVY VOSTROYAN

BOLTER GUNNER HEAVY BOLTER LOADER
9947010519303 £2.50 9947010519302 €3

HEAVY BOLTER
9947010519304 £4

VOSTROYAN SNIPER GUN 1
9947010520304 £1.25

VOSTROYAN SNIPER BODY 1 VOSTROYAN SNIPER BODY 2 VOSTROYAN SNIPER GUN AND BACKPACK SPRUE
9947010520302 £2 9947010520307 £2 9947010520303  £2.00

www.games-workshop.co.uk/store 125



T
Snace Marine Uenerahle Dreadnought

VENERABLE DREADNOUGHT \-’ENEABLE DREADNOUGHT
RIGHT LEG PLATE LEFT LEG PLATE
9947010132113 £1.25 9947010132114 £1.25

VENERABLE DREADNOUGHT VENERABLE DREADNOUGHT VENERABLE DREADNOUGHT

POWER CLAW POWER CLAW SPRUE ENGINE EXHAUST
9947010132104 £3 9947010132111 £0.60 9947010132102 £3

VENERABLE DREADNOUGHT VENERABLE DREADNOUGHT VENERABLE DREADNOUGHT VENERABLE DREADNOUGHT VENERABLE DREADNOUGHT

LITANIES SHIELD SPRUE ARM PLATE FRONT PLATE ASSAULT CANNON
9947010132112 £0.60 9947010132115  £0.60 9947010132109 £1.25 9947010132104 £1.25 9947010132103 £3

KOMMANDO 2 KOMMANDO 3 KOMMANDO 4
99470010310004 £3 99470010310007 £3 99470010310005 £3

99470010310006 £3

KOMMANDO PACK 1
99470010310008 £1.50

KOMMANDO PACK 2 KOMMANDO NOB BODY KOMMANDO NOB SPRUE KOMMANDO BIG SHOOTA BODY KOMMANDO BURNA SPRUE
99470010310009  £1.50 99470010310001 £3 99470010310002 £2 99470010310301 £3 99470010310202 £3

G | gl
KOMMANDO NOB PACK KOMMANDO BIG SHOOTA SPRUE KOMMANDO BURNA BODY
99470010310003 £2 G99470010310302 £3 99470010310201 E3
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Can’t wait to get your hands
on the latest releases?

e Get the latest products and
models for your armies on the
day of release, delivered to your
door, with our Advance Order
service, via the Online Store, by
calling Direct or by post.

e Choose from loads of models
and products not yet released in
our Hobby Centres.

e Postage for Advance Orders is
only £2*, so you can afford to
get more models for your
money.

~ Advance order now:
27th May (released 8th July)
e Possessed Chaos Space Marines

D OKEBOL st s oo et £18

e Daemon Prince of Nurgle ....£20

e Chaos Terminator Lord .......... £9

Py ® Possessed Chaos Space Marines

st B8 gl Lo s e Blslan.. o it £6
{/ e Lucius the Eternal .................. £9

e Eldar Rangers boxed set........ E5

e FEldar heavy weapons platform ..£10

e Tau XV25 Stealth Armour ....£12

¢ Space Marine Captain
(promotional figure)................ £7

10th June (released 22nd July)
* Wood EIf Lord on Eagle........ £18

e Wood Elf Lord on Stag.......... £15
e Wood Elf Lord with
2 hand weapons ...........cccoeee.. £6

* \Wood Elf Lord with bow ........£6
* \Wood Elf Standard Bearer

(Pitect orlv) e s g £
| * Great Eagle (Direct only) ......£15
= e Gotrek Gurnisson

(special edition)........ccccevvevine £10
e Felix Jaeger

(special edition)................... £10
® Snorri Nosebiter

(special edition) ........ccccvueeennne £9
* Max Schreiber

(special edition) .......ccovevvveennnns £9
e Ulrika Straghov

(special edition) .......cccovvvevernns £9
e Gotrek and Felix resin base

(Ditectionly) i i i wuwiisiss £12

*£2 postage only applies to Advance Order products
being delivered to addresses in the UK or Ireland.
Orders including Advance Order products will be
held until the last available product is released.

ELDAR SUPPORT WEAPON PLATFORM
99 £10




Subcriptions guarantee you will
not miss an issue, and offer savings
over buying individual copies.
There are a number of ways to
subscribe:

* Call Games Workshop direct on
0115 91 40000

* Log on to:
www.games-workshop.co.uk/store/whitedwarf/

e Visit your nearest Games Workshop store
e Complete the form below and return to:

GW DIRECT SALES, WILLOW ROAD,
LENTON, NOTTINGHAM, NG7 2WS$

| would like to su i Nhite Dwarf ing with i number:
onger available we shall start your
I would like to ¢
1 YEAR 12 issues wosusi £36.00 [l 2 YEARS 24 issues wosusz £60.00 []
| am an existing subscriber [ ] | am a new subscriber |:] (please tick a hox)

MY DETAILS

Mr/Mrs/Ms/other: ............ Forename: AN s e s
Postcode:
Country:

Tel (inc STD code):

The subscription is a gift for the person detailed below [:l (ick box if appropriate)
Mr/Mrs/Ms/other:

o ool b e

e e S D OTE) 5ot rorrss st ra e S Y
METHOD OF PAYMENT

Postal Order (UK ley’ )/Cheque El {made payable to Games Workshop Ltd}

322 [ 0 B O Ne: 0000000 0000 0000000
valid from: JCJCIC] Expiry date: CJCICIC] Issue No: [

Eatdholder s N e e Pl e s v s s

tis under 16 yea
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PLUS: GOTREK AND FELIX « WOOD ELF LORDS - CHAOS POSSESSED
FREE: MEDUSA V CAMPAIGN POSTER ﬂ

Find out more at wgames-wnﬂshnp.nn.ul/
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‘The campaign begins
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