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7] LEGIONS OF MIDDLE-EARTH

29  THE GREAT BATTLE OF OUR TIME

Muster an army and join the War of The Ring with Alessio Cavatore and Graham McNeill fight for Osgiliath
the Legions of Middle-earth expansion. in this Legions of Middle-earth battle report.
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Green and mean — the Orcs are back!
49 CITADEL TOOLBOX

Getting the most out of Water Effects.
62 STANDARD BERRER

Jervis talks about the new Warhammer!
66 LIZARDMEN

The denizens of Lustria march to war.
T DEATH STALKS MACHAVIUS

A battle report for Fall of Medusa V.
82 'EAVY METAL: HIGH ELVES

A selection of High EIf lords.
86 DOK BUTCHA

The Dok examines a High EIf Merwyrm.
88 INDEX XKENDS: ELDAR RANGERS

Delving into the history of these deadly

Eldar snipers.
96 WARHAMMER: THE ART OF GAMES WORKSHOP

John Blanche on the new exhibition.
99 ARMING FOR MEDUSA PART 3

Speed Freeks from GW Manchester.

104 DEATH FROM ABOVE
Flying Tyranid GT Best Painted Army.
108 GAMES DAY 2006 PREVIEW
91 THETWO TOWERS What's happening at this years event.
The latest Journey for The Lord of the Rings strategy battle game. 112 FRONTLINE AND DIRECT

The Lord of the Rings components,
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UNLEASH THE LEGIONS!

ORDRiNGS Legions of Middle-earth is a new 128-page expansion for
LEGIONS OF The Lord of the Rings strategy battle game. Collect an army

MIDDLE-EARTH and take your batties to a whole new level!

| Legions of Middle-earth is a
128-page expansion for

‘ The Lord of the Rings

|

LEGIONS OF MIDDLE-EARTH £12
Sweden Kr180 Denmork  Kr150
Norway  Kr180 Euro €20

Product code: 60041499019
Written by Mat Ward

‘ ON SALE AUGUST STH

Released 12/08/06 in Northern Europe.

| Pictures for iliush




NEW RELEASES

oro - THETWO
NG5 TOWERS

Relive the events of The Two Towers hook and film with this
96-page journey supplement. Packed with new scenarios,
character profiles, painting guides and scenery projects.

. TERRAN

ROHAN BUILDINGS

NARID 4

HE WRATH

)

ssauATaveTERANS 2

PRYILSHENG
ARMOLR

VETERANS

ARMEILR

The Two Towers is a 96-page

journey supplement for
The Lord of the Rings

THE TWO TOWERS £12
Sweden Kr180 Denmark  Kr150
Norway  Kr180 Euro €20
Product code: 60041499018

Written by Graham McNeill & Adam Troke

ON SALE AUGUST 5TH
Released 12/08/06 in Northern Europe.

Ficturas for iiustrative 5es only. Prot

V and prices. Prices quole
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This hox set contains:
Easterlings Kataphrakts
Easterlings with bows

Easterlings with spears
Easterlings with swords
Easterling Banner Bearer
Easterling Captain

EASTERN INVADERS £50
Sweden Kr750 Denmark Kré50
Norway Kr750 Euro €80

Product code: 99111499070

ON SALE AUGUST 5TH

Released 12/08/06 in Northern Europe.

EASTERN
INVADERS

The Easterlings are a hard people, armed and armoured
to rival the best warriors found anywhere in Middle-
earth. These warriors of the mysterious Rhinish lands
are dedicated to the Dark Lord’s cause.

This box set contains 48 metal and plastic Citadel
miniatures, creating the basis of an Easterling army of
over 400 points.
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A selection of the models included in this box set y
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MUSTER
OF ROHAN

Rohan is a comparatively new kingdom of Men, gifted
to Eorl and his folk in recognition of the great service
they had done Gondor in times of peril. Famed
horsemen and bold warriors, Rohan has ever stood
firm against the shadow of Sauron.

This box set contains 55 metal and plastic Citadel
miniatures, creating the basis of a Rohan army of
over 450 points.

This box set contains:

36 Warriors of Rohan

12 Riders of Rohan

3 Royal Guard on foot
3 Royal Guard on horse
1 Captain of Rohan

MUSTER OF ROHAN £50
Sweden Kr750 Denmark Kr650
Norway Kr750 Euro €80

Product code: 99111499068

Released 12/08/06 in Northern Europe.
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A selection of the models included in this box set

NEW!
Rohan Captain
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Cirith Ungol is also called Spider Pass, for its tunnels
 JORL - . harbor Shelob, the great Spider and spawn of
R ‘IfJ“GLS e d Ungoliant. The tower of Cirith Ungol was built by

= ' Gondor, but is now a bulwark of Mordor, infested by
a legion of vile Orcs and Uruk-hai.

This box set contains 51 metal and plastic Citadel
miniatures, creating the basis of a Cirith Ungol army
of over 500 points.

This box set contains:

36 Orc Warriors

6 Warg Riders
Mordor Troll

1

6 Mordor Uruk-hai

1

1 Mordor Orc Banner Bearer

HOST OF CIRITH UNGOL £50
Sweden Kr750 Denmark Kr650
Norway  Kr750 Euro €80

Product code: 99111499067

ON SALE AUGUST STH

Released 12/08/06 in Northern Europe.
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A selection of the models included in this box set
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DEFENDERS OF
MINAS TIRITH

Minas Tirith is the chief stronghold of Gondor, and the
most frequently tested of all the enemies of Mordor. At
its heart is the Tower of Ecthelion, where the Stewards
of Gondor have long held court. The proud warriors of
Minas Tirith are superbly equipped and well-trained,
always ready to heed the call to war!

This box set contains 40 metal and plastic Citadel
miniatures, enough to create the basis of a Gondor
army of over 400 points.

This box set contains:

9 Knights of Minas Tirith
21 Warriors of Minas Tirith
3 Citadel Guard with spear
3 Citadel Guard with how

1 Banner Bearer

1 Captain of Minas Tirith

DEFENDERS OF MINAS TIRITH £50
Sweden Kr750 Denmark Kr650
Norway Kr750 Euro €80
Product code: 99111499066

ON SALE AUGUST 5TH

Released 12/08/06 in Northern Europe.
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A selection of the models included in this hox set

¢ Products sold unpainfed and unassemblad. Cartain Citadel produ

—il
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Isengard is a mighty fortress, with Orthanc - the tower
of Saruman - at its heart. The ferocious legions of
Isengard are truly a force to be feared. Disciplined
ranks of Uruk-hai warriors, reinforced by the
technology of Saruman.

This box set contains 65 metal and plastic Citadel
miniatures, creating the basis of an Isengard army of
over 600 points.

This box set contains:
30 Uruk-hai Warriors
24 Uruk-hai Scouts

3 Uruk-hai Berserkers

6 Uruk-hai with crosshows
1 Uruk-hai Captain
1 Uruk-hai Banner Bearer

LEGION OF THE WHITE HAND £50
Sweden Kr750 Denmark Kr650
Norway Kr750 Euro €80

Product code: 99111499069

ON SALE AUGUST 5TH

Released 12/08/06 in Northern Europe.
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A selection of the models included in this hox set
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URUK-HAI SCOUTS

This box set contains
24 piastic Uruk-hai Scouts

URUK-HAI 5COUTS £15
Sweden Kr180 Denmark  Kr150
Norway  Kr180 Euro €20

Product code: $9121499079
Sculpted by: Alan Perry and Michael Perry

ON SALE AUGUST 5TH

Bolesad 12/08/08 In Novthern Farape. Contents of one sprue illustrated below. Box set contains two sprues.
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THEODRED ERKENBRAND

This blister pack contains a This blister pack contains a
metal Théodred model, both on metal Erkenbrand model, hoth
foot and mounted on foot and mounted
THEODRED £12 ERKENBRAND £12
Sweden Kr150 Denmark  Krl25 Sweden Kr150 Denmark  Kr125
MNorway Kr150 Euro €17.50 Norwoy  Kr150 Euro €17.50
Product code: 99061464104 Product code: 99061464105
Sculpted by: Alan Perry & Aly Morrison Sculpted by: Michael Perry
ON SALE AUGUST STH
Released 15/08/06 in Northern Europe.

This blister pack contains
one Rohan Outrider on foot,

ROHAN OUTRIDER £10
Sweden Kr140 Denmark  Kr115
Norway Kri40 Eura €15

Product code: 99061464106
Sculpted by: Alan Perry & Michael Perry

ON SALE AUGUST 5TH

Released 13/08/06 in Northern Eurone.

One random mounted model and
one random foot model supplied




_ NEW RELEASES
FERAL URUK-HAI

This blister pack contains
three metal Feral Uruk-hal

FERAL URUK-HAI £6
Sweden Kr100 Denmork Kr85
Norway  Kr100 Euro €11.50

Product code: 99061462038
Sculpted by: Alan Perry

ON SALE AUGUST 5TH

Released 12/08/06 in Northern Europe.

UGLUK & VRASKU

This hlister pack contains a
metal Uglik and a metal

UGLUK and VRASKU £10
Sweden Kri40 Denmark  Kr115
Norwoy  Kr140 Euro €15

Product code: 99061462037
Sculpted by: Aly Morrison & Alan Perry

ON SALE AUGUST 5TH

Released 12/08/06 in Northern Europe.
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DUNLENDING
WARRIORS

This hox set contains nine
metal Warriors of Duniand and
one Duniending Captain

DUNLENDING WARRIORS £20
Sweden Kr270 Denmark  Kr225
Morway Kr270 Euro £30

Product code: 991114641171
Sculpted by: Alan Perry & Michoel Perry

ON SALE AUGUST 5TH

Released 12/08/06 in Northern Europe.

This blister pack contains a

This blistor packcontains TR — 0 metal Duniending Captain and
three random metal | a Dunlending Banner Bearer

Duniending Warriors

anvwwod snianainne SYNIANTINNG

DUNLENDING COMMAND £6
Sweden Kr100 Denmark Kr85
DUNLENDING WARRIORS £6 Morway  Kr100 Euro £€11.50
Sweden Kr100 Danmark Kr85
Norway  Kr100 i €11.50 Product code: 92061464107

Seulpted by: Alon Perry & Michael Perry

ON SALE AUGUST S5TH

Released 12/08/06 in Northern Europe.

Product code: 99061464108
Sculpted by: Alan Perry & Michael Perry

ON SALE AUGUST 5TH

Released 12/08/06 in Northern Europe.
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THE BALROG

This box set contains one
piastic Balrog kit

THE BALROG £35
Sweden Krd00 Denmark  Kr350
MNorway Kr400 Euro €50

Product code; 99121499016

Sculpted by: Steve Saleh, Michael Perry,
Alex Hedstrém and James Mason

ON SALE AUGUST 5TH

Released 17/08/06 in Northern Europe.

s confact us for clirrent
5
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The Balrog is a
mighty creature of
great age and power
— a monster of a
rare and horrific
kind. Of all the evil
powers in the world
it is amongst the
most potent and
formidable.

BEN

only. Product contents may vary, Products sofd unpainted and unassemiied. Cartain Citadel prody
T prices. Prices quoted are for products sold by Games Worksho, igh its o fEs,
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BLACK LIBRARY

HORUS HERESY VOL IV: VISIONS OF DEATH

Set 10,000 years before the current Warhammer 40,000 timeline,
this book details the massive and catastrophic civil war that
engulfed humanity. Packed with high quality artwork from
Sabertooth Games’ collectible card game and lavish background
information from Games Workshop guru Alan Merrett, the Horus
Heresy series builds up into an invaluable and definitive guide to
the darkest period in the history of mankind.

HORUS HERESY VOL IV £15.00 ON SALE JULY 29th
by Alan Merrett, edited by Nick Kyme 5

Sweden Kr250 Denmark Kr200
Norway Kr250 Euro €25

ISBN: 1-84416-340-7

A i
promer=SSll DOMINION ESweNNN  ROGUE STAR

Bk Twir 18 T Vo Carstia TGy
Lucian Gerrit is a rogue trader - a
starship captain granted ancient trading
rights along the Eastern Fringe. But his
family's fortunes have been steadily
declining. In a final gamble to restore his
ancestral glory, Gerrit commits his
family's assets to aid a planetary
agovernor in a long-standing war - in the
escalating conflict, he may lose more
than his livelihood!

The Vampire Counts have ravaged the
Old World for many generations and
those of the von Carstein bloodline are
= the most feared, Dominion tells aof the
- epic rise and fall of the infamous

- 0,”']1”10” vampire konrad von Carstein, As mighty

T STEVEN SAVILE armies are raised and swept away, the

legions of the undead continue 1o grow,
the von Carsteins at their head,

DOMINION £6.99 e ; ROGUE STAR £6.99
by Steven Savile by Andy Hoare

Sweden Kr120 Denmark  Kr100 ROG lI€ STAR Sweden Kr120 Denmark  Kr100
Norway Kr120 Eurc €13 MNorway Kr120 Eura €13

ANDY HOARE

ISBN: 1-84416-292-3 ! it ke Wi Tt ISBN: 1-844716-375-X

BACK FROM THE DEAD

Once the Proctor-Ceneral of
Necromunda Hive City, Erik Bane's life
has fallen apart at the seams. When a
desperate girl enters the settlement,
fleeing from a deadly gang, Bane steps
up to regain his former glory. As a deadly
plague sweeps through the underhive
[ransforming citizens into zombies, Bane

Black Library publishes a range of
novels and sourcebooks that delve deep
into the worlds of Warhammer and
Warhammer 40,000. These are available
in many of our stores world-wide, as
well as in bookshops in certain countries.
However, if you are finding it difficult to
get hold of any of their publications,
then go to their website, where their
books may be purchased directly.

MIEK KYME

realises that he may have to give up
more than he ever bargained for.

BACK FROM THE DEAD £6.99
by Nick Kyme

Sweden Kr120 Denmark  Kr100
Norway Kr120 Euro €13

ISBN: 1-84416-376-8

www.blacklibrary.com




FORGE WORLD

TAU TX-24 PIRANHA UPGRADE KIT

This new conversion kit contains resin components to

upgrade the standard plastic Piranha model into the TX-24. T, ’
With new weaponry and features, this version of the o HE e F .
Piranha is a valuable addition to any Tau army. = » '

Model designed by Darren Parrwood.

Rear detail, illustrating new jet
engines and side fairings.

New enclosed crew
compartment offers greater

protection for your warriors.,

BLACK TEMPLARS
VENERABLE DREADNOUGHT

This new Venerable Dreadnought kit for
the Black Templars Space Marines is a
multi-part resin model. A selection of resin
Dreadnought arms are available separately.

Motdlel designed by Simon Egan.
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Forge World makes a huge range of resin kits and accessories,

ﬂEn SGUHFII]HS Bﬂnss ETBI‘I including super-heavy Baneblade battle tanks, upgrades for Games

The new brass etch sprue for the Red Workshop’s plastic kits, scenery pieces and busts of some of our
Scorpions Space Marines features more most popular characters. These products are aimed at experienced
than 60 symbols of various sizes to modellers and may be bought directly from Forge World or
customize your Red Scorpions army. Warhammer World.

WWW._[_OI‘!IBWII"[I.GO.IIK

Pictures far iustrative purposes only Preduct comlents may vary, Products said anpainted do unassemblzd. Centain Citade! products may be dangerous I used incortgctly. Prices correct at fime
avaiabifity amd prices. Prices quoted are for products sold by Games Workshop Hrough its dwn Stores, calalpgue or websie,

NEW RELEASES
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IMPERIAL INQUISITION
Collector’s Guide

We will he watching you

The Inquisition, is a secretive body
founded in the earliest days of the
Imperium.The Inquisition stands ready to
defend Humanity against the myriad of
dangers posed by the witch, deamons
and aliens. Such is the power wielded by
an Inquisitor that they can call upon
every branch of the armed forces of the
Imperium and none can refuse his call.
Even the Space Marines may be called
upon to aid an Inquisitor should the
threat be geater than he and any locally
requisitional forces are able to counter.
The Forces of the Imperial Ingisition

- Collectors’ Guide is the most

F“HGES 0F T"E comprehensive resource ever compiled

for anyone who has an interest in Forces

of the Imperial Ingisition models.

This full colour, 72-page book is packed

full of:

*Complete components lists, including
pictures and codes.

eForces of the Imperial Ingisition; Colour

. schemes of known Inquisitors and their

GIII.I.EBTIIIIS GUIDE forces.

eImperial Ingisition themed Golden
Demon winning entries from around
the world.

*The best Imperial Ingisition dioramas
and conversions.

s Awesome Imperial Ingisition armies.

The complete range of components!

FORCES OF THE IMPERIAL
INQUISITION
Collectors Guide
Collectors Guide £6
Sweden  Kr100 Denmark Kr85
Norway  Kr100 Euro €11.50

Product code: 99040107001

ON SALE AUGUST 12TH

see page 125 for a list of all the
Collectors guides available,
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REDEMPTIONISTS

REDEMPTIONIST GANG

This boxed set contains
eight metal Redemptionist

models on fooL.

REDEMPTIONIST GANG £20

Product code: 99110599159
Sculpfed by: Adam Clarke

ON SALE AUGUST 12TH _

Brethren Brethren

Brethren Brethren

You can find all these products online by logging on to: www.games-workshop.co.uk/store

Fictures for ilusirative purposes




__NEWS

he Orcs are back, and they’re
Tmeaner than ever! In White

Dwarf 322, we will unveil the
latest edition of the Orcs and Goblins
army book, along with a whole raft of
new models to support it.

Orcs and Goblins players will
find all of their favourite parts of the
army represented with shiny new
rules, as well as some new additions,
such as the Forest Goblin Spider
Riders. Some notable heroes also
make a welcome return, such as the
infamous Warlord Skarsnik and his
faithful Squig Gobbla.

The army has a whole host of
new special rules, magic items and
spells, which really characterise the
savage nature of the greenskin horde,
and make them more of a force to be
reckoned with than ever before.

White Dwarf 322 will bring you
notes from the author of the book,
Mat Ward, along with a massive
inaugural battle report, so you can
see the new army in action for
yourselves, with all their shiny new
rules and tricks on display.

New Miniatures

Accompanying the new rules is a veritable
host of new models, from new versions of
old favourites to brand new troop types.

P Two of the
; fantasiic new
¥ Night Goblin
Bosses to leadl

VOUr army.,

M

AW This new plastic box
sel provides more options

1or vour Spider riders
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Ores & Goblins Army Book

The new Orcs and Goblins army book is the place to start for all
greenskins players, featuring background, rules, the army list and
hobby information. Tool up your Bosses with deadly new weapons,
and choose an army worthy of the Waaagh!

P This Orc standard
hearer is part of a
multi-part Orc Boss
plastic sprue, designed
by Alex Hedstram. this
kit will allow vout to
create foot and
mounted Heroes and

Lords tor vour army!
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This year’s Games Day will feature our models and games from start to
the Design Studio like never finish.
before. An increased contingent There are even lales of a giant
will be present on Games game of Warhammer involving the
Workshop's biggest and best day of ‘three-ups’ from the brand new
the year — Games Day! Warhammer boxed game - Battle
Rumours abound that the for Skull Pass!
Studio will be bringing special For more on this year's Games
treats (showing off what's coming Day, a glimpse at the new limited
out in the future) and showing edition model, and a full report on
hobbyists how we go about making last year's event turn to page 108.

prr ——— h ﬁ.\_
Bt

Grand Tournament & exclusive new offer!

Here's a treat for all you Warhammer Grand Tournament players! Buy your
ticket and get exclusive access to the new Warhammer Rulebook and
Warhammer boxed set, Battle for Skull Pass. Better still, you can also buy
the strictly limited edition Ultimate Warhammer Rulebook (with a leather
case and tapestry style cover), and the Warhammer Special Gamers’ Edition
specially designed for those attending events! Turn to page 64 and 80 to
find out more about these great products.

All three of this year’s Warhammer Grand Tournament Heats will use
the new edition, so get a copy of the rules on September 9th (launch day)
and make sure you have enough time to read them and formulate
devastating new strategies!

Tickets for all three heats are now available from Direct. If you already
have your ticket, you can still give the guys a ring about this promotion.

Call now to order:

0115 91 40000

Offer lasts from 1/6/06 to 8/9/06

Don't forget, buy the boxed set now and get the new rulebook FREE when it’s released.

ADVANCE NEWS — PRICE CHANGES

—

- As of the 2nd October Games Workshop UK will be changing the pm:es on a selection of our pruducts. To
- much notice as possible, so you can get your products at the current price, we've listed the major changes

-~ o All blisters priced £3 to £7 will increase by £1

— « Paint brushes will increase by 50p.

—

You still have several weeks to get these products at the old prices, so you can take full advantage

— Visit our website for a full list of the changes at www.games-workhop.co.uk/news.
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Our Covent Garden Hobhy Centre is holdmg an Ofﬁcral Openmg Party on the
5th August to celebrate the new store opening in the heart of London’s
pedestrianised piazza! (There might even be tea and cake — Grombrindal)

SPECIAL GUESTS!

The Design Studio special guests will be at the Opening Party from
10:00am to 1:00pm.

Alan & Michael Perry

Two of Games Workshop's most prolific, talented and longest serving
(25 years) Citadel Miniatures sculptors are going to be at Covent
Garden. Alan and Michael sculpted all of the new models (check out
the examples below) for The Two Towers Journey.

Michael Perry

SPECIAL EVENTS!

The Lord of The Rings painting competition

Win signed copies of WD3: ’U Legions of Middle-earth Expansion and The Two Towers
Journey for The Lord of The Rings Strategy Battle Game! Simply bring along a single
miniature for The Lord of The Rings. There will be two categories, under 16 and over, and
they'll be judged by our special guests.

Question and Answer

Quiz our guests on the new The Lord of The Rings Expansion, Journey

and miniatures.

Signings

Get your new Expansion and Journey signed on the day it's released, and feel free to bring
along any other Games Workshop books our guests have been involved in.

www.games-workshop.co.uk/coventgarden

OPENING TIMES:
Monday - Saturday:
10.00am to 7.30pm
Sunday:

11:00am to 5.00pm

ADDRESS:

Unit 33, The Market,
Covent Garden
London,

WC2E 8RF

Tel: 0207 240 5106

The store is already
open if you cannot make
it on the Official
Opening Party and want
to go before.

Ii_ ORD RN ,q
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oolGAEMRESCHEOWIE
COMING NEXT MONTH

Legions of Middle-earth 05/08/06 £12.00

Legion of the White Hand 05/08/06 £50.00

The Host of Cirith Ungol 05/08/06 £50.00 %ﬁm E
Defenders of Minas Tirith 05/08/06 £50.00

Eastern Invaders 05/08/06 £50.00

The Muster of Rohan 05/08/06 £50.00 Warhammer rulebook
The Two Towers 05/08/06 £12.00

Theodred (foot & mounted) 05/08/06 £12.00

Erkenbrand (foot & mounted) 05/08/06 £12.00

Uruk-hai Scouts 05/08/06 £15.00

Balrog (Plastic) 05/08/06 £35.00

Dunlending Warriors box set 05/08/06 £20.00

Dunlending Warrior command 05/08/06 £6.00

Dunlending Warriors blister pack 05/08/06 £6.00

Uglik & Vraski 05/08/06 £10.00

Feral Uruk-hai 05/08/06 £6.00

Rohan Outrider 05/08/06 £10.00

Ent 26/08/06 £20.00

Haldir’s Elves Command 26/08/06 £6.00

Morgul Stalkers 26/08/06 £6.00

Dead Marsh Spectres 26/08/06 £6.00

Isenguard Troll 26/08/06 £15.00

Osgiliath Veterans 26/08/06 £6.00 :

Defenders of Rohan 26/08/06 £25.00 L R |
Rohan Captain (foot & mounted) 26/08/06  £10.00 _ he Game of Fantasy Wattles
Rohan Banner Bearer (foot & mounted) 26/08/06 £9.00

WARHAMMER 40,000 NEXT MONTH

Space Marine Megaforce 02/09/06 £100.00

Tau Empire Megaforce 23/09/06  £100.00 i ==
ORDSHINGS

WARHAMMER NEXT MONTH WIRNIALS S N B A ‘J\
el A Y BATT AME W

Battle for Skull Pass 09/09/06 £40.00

Battle for Skull Pass paint set 09/09/06 £12.00

Warhammer rulebook 09/09/06 £30.00

Warhammer Collectors Edition (Direct Only) 09/09/06 £60.00

Warhammer Gamers Edition (Direct Only) 09/09/06 £60.00

Warhammer Dice Tin 09/09/06 £6.00

Warhammer Special Edition Fanatics 09/09/06 £7.00

Orcs & Goblins Army 23/09/06 £145.00

OTHER RELEASES

Necromunda Redemptionists 12/07/06 £20.00
Forces of the Imperial Inquisition Collectors’ Guide 12/07/06  £6.00
Horus Heresy vol. 1V: Visions of Death 29/07/06  £15.00
Dominion 29/07/06 £6.99
Rogue Star 29/07/06 £6.99
Back from the Dead 29/07/06 £6.99

You can buy our products from
.= the following sources
<&

]

* Games Workshop stores  Page 116
¢ Independent trade stockists Page 116
* GW Online store Page 092

www.games-workshop.co.uk/store

* Games Workshop Direct Page 122
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*’ Designer’s Notes
Jervis Johnson reveals
what the publication of
Legions of Middle-earth
means for the game.

aﬂggions of

THE

ORD#ERINGS

STRATEGY BATTLE GAME

EXPANSION

‘*' Sample Armies

We take a look at a few
sample armies, based
on the new lists from
the expansion.

&

Battle Report

Alessio Cavatore and
Graham McNeill
commit to battle over
the ruins of Osgiliath.
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LEGIONS OF
MIDDLE-EARTH

EXPANSION

Let slip the Wargs of war! With 49 army lists, the new Legions
of Middle-earth expansion gives you all the information you
need to fight battles with themed armies.

7 egions of Middle-earth is
big news here at Games
Workshop HQ. Drums roll
out everywhere, from the pits
of Isengard to the halls of the Dwarves, as
armies of freshly painted miniatures march
forth to do battle. Yet no doubt some of
you are thinking “Battles? | thought the
game allowed you to re-enact scenes from
The Lord of the Rings?” Well, you'd be
right. The fact is, it's both! We got Jervis
Johnson, veteran Games Designer and the
brains behind the project, to explain just
what in Middle-earth is going on.
“We'd just finished the latest version of
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the rules manual,” he says, “and'l began
thinking about how people were actually
playing The Lord of The Rings strategy
battle game. We've always had a good
idea of how people play our other games,
but | can’t say we were as confident with
how gamers played The Lord of the Rings.
It's skirmishy, yet there is a strong narrative
element to it. | wanted to know how this
worked out there.”

See, Jervis’ job is to cogitate on such
matters. So he set out on a road trip,
visiting numerous clubs and stores in
search of the answers, sort of like a friendly
Nazgil seeking The One Ring.
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“| went out to loads of clubs and stores.
One thing that was immediately apparent
was that gamers loved the game. They
loved the miniatures range and they loved
the background. As | expected, a lot of
people were playing the scenarios that you
get in the supplements and the rules
manual, but there was this other group of
people who were collecting themed armies
and fighting pitched battles. And these
gamers said that although the rules manual
tells you how to play battles, they felt it
was a little unstructured. The battle
scenario in the rules manual lets you have
all sorts of models on either side, just as
long as they are either all Good or all Evil;
there wasn't much direction in it to help
players with theming armies. So this
expansion was designed to address the
needs of those people who like to play
battles between two matched forces, those

of Our F Ime...

who enjoy the satisfaction of going ‘Ha ha!
I won! | am the best general!”” And who
doesn’t enjoy that?

Jervis is keen to point out that this is
not the only way to play the game, and nor
is it all about tournament style games.

“We are not being dictatorial. This is
just one way of exploring the hobby; |
actually discovered that a lot of gamers
switch between the different kinds of The
Lord of the Rings game, playing a battle
one week and then saying ‘Okay, next
week we'll do the Weathertop scenario’.
All these forms of gaming are equally valid,
and we are going to continue releasing
supplements like The Fellowship of The
Ring and Shadow in the East. But while the
other supplements focus on a specific
journey through parts of the The Lord of
the Rings story, here we try to give you a
game that gives you even more options.

IN THE BOOK

49 Army lists
12 Points match
battle scenarios
13 Answers to FAQs
7 Region-specific
terrain generators

ALSO!

Sneaky peek - as we
don’t want to make our
nice new army
expansion obsolete as
soon as it is released,
some of the army lists
include the names of
miniatures we haven't
made yet...

i o .-'g'amfes.woi-ksho -cg,ukﬂegiunfﬂ;idd-leeadb
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49 Army lists!

GOOD

The Fellowship

of The Ring

Arnor

The Grey Company
The Shire

Rivendell

The Grey Havens
Eregion

Lothlérien

Thranduil’s Halls
Fangorn

The Riders of Eorl

The Host of the
Hammerhand
Théoden’s Host

The Tower of Ecthelion
Minas Tirith

The Fiefdoms

The Army of the High King
The Rangers of Ithilien
The Dead of Dunharrow
Durin's Folk
Khazad-Dim

Erebor

CHAMPIONS OF GOOD
The Wild Men of
Druadan Forest

The Wanderers

in the Wild

The Wizards

The Eagles of the

Misty Mountains
Guardians of

the Carrock

EVIL

Moria

Angmar

The Dwellers Below
Isengard Raiders
The Legions of the
White Hand
Dunland

Sharkey’s Rogues
Cirith Ungol

The Black Gate

Dol Guldur

Minas Morgul
Barad-dar

The Easterlings
Variags of Khand
Khandish Mercenaries
The Serpent Horde
Harad

Far Harad

The Corsair Fleets
Umbar

CHAMPIONS OF EVIL
Monsters of Middle-earth
The Nazgal

move.

Legions of Middle-earth is all about letting
gamers choose how they want to play. You
can decide who fights who.”

Some of these new options are
embodied in the scenarios, of which there
are 12. These are all balanced game set-
ups which make it easy for you to create a
battle where you can pit your tactical
abilities against an opponent and get a
clear winner.

“They are all based on what [ call
mirroring, which means that the same
victory conditions and set-up rules apply to
both sides,” Jervis explains. “They're also
designed to work with whatever terrain
people have. Players pointed out that if
they wanted to play the journey-style
scenarios that they'd often have to make a
specific piece of scenery. Some people
love that — | met one guy whose whole
hobby was pretty much making beautiful

LEGIONS OF MIDDLE-EARTH

— The Return of the King

terrain for his club mates, but then not
everyone has the time to do that, and then
there is also the issue of what models you
have painted up. It is a lot of fun getting
scenery and models ready for a specific
game, but sometimes you just want to turn
up with an army and play.”

Although players have themed their
armies for a while anyway, this expansion
gives clear guidelines on who and what
can fight together. It is a pure gaming
supplement. The characteristic profiles for
all the models can be found elsewhere,
and this has given us the chance to cram
Legions of Middle-earth with loads of
interesting army variants.

“The book is divided into Good and
Evil forces, which are further broken down
into several different sections based on
specific regions or races,” says Jervis, “for
example, the Woodland Realms. For each




might want a Wood Elf
do you want a Thranduil's Halls host or a
Lothlérien army?”

Furthermore, certain Heroes are also
restricted — Denethor can’t be in an army
with Aragorn, King Elessar, for example.
This lets you pick up on themes within
themes, and give your army a strong sense
of time and place.

“Mat Ward, who wrote the book, can
be thanked for that,” says Jervis. “It needed

Mat, who has such a depth
of knowledge about Middle-earth’s
round, to bring it all to life, and
create variant armies that were interesting
yet true to JRR Tolkien's work.
uthr |mportant aquLt of the

earth’s wars
of creatures.

e often v u,ecl by coalitions

“We wanted to giv

opportunity to recreate that, so half
points can be spent on allies from different
army lists. The cool ri1ir1;" is that you can
concentrate
then expand that olic‘cnun I

5 to it if you fancy something diff
Of course, mo%t galn ers \xlll Tlr‘ld

until th
mlnl.llur

not a nev
a |Ppiawmenl for lhe est ah |5hed ways of
i Legions of
ening of The
Battle Game
nt proof of that, check out
s feature elsewhere in this
issue. Surely this is a good month to raise
your flag over Middle-earth.

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

Pl |
)’ FI

i

182

O

fo su

&
=
—
?
®
3
-




Erkenbrand with Horse -3
75 points
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Captain of Rohan
with shield and
heavy armour
55 points

Riders of Rohan
104 points

Riders of Rohan
with throwing spears
60 points

Rohan Royal Guard
with horses and
throwing spears

54 points

Warriors of Rohan
with shields
56 points

Warriors of Rohan
with shields and
throwing spears

72 points

Rohan Royal Guard
with throwing spears
24 points

www.games-workshop.co.uk

/store/westfoldguard

o
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don’t know about you, but for me, the

best scene in the entire The Lord of the
Rings trilogy was the Ride of the Rohirrim.
The sight of thousands of charging
horsemen smashing into the Orcs outside
Minas Tirith has to be one of the most
spectacular pieces of cinema ever
committed to celluloid. | defy anyone not
to feel their heartbeat quicken as the music
swells and King Théoden of Rohan rides
along the line of warriors with his sword
clattering against their spears. From that
moment on, | knew that if | were to collect
a force for The Lord of the Rings, it would
have to be Rohan,

A good portion of my army was always
going to be based around Riders of Rohan,
so | started out with 12 of these guys.
Cavalry are the best value for points in the
game as far as I'm concerned; they're fast
moving, can quickly react to enemy threats

LEGIONS OF MIDDLE-EARTH

Ry 500

points

and anyone on foot has to walk warily
when there’s cavalry around that can
knock them to the ground before trampling
all over them! | chose Erkenbrand to lead
the Riders of Rohan, since he’s one tough
customer and is loaded up with Might, Will
and Fate. Since Heroes can often gel
ganged up on by lots of cheaper troops, |
chose three Rohan Royal Guard on
horseback to fight alongside him.

| also wanted a solid core of infantry,
so chose 16 Warriors of Rohan with a
Captain of Rohan to lead them. | then
picked three Rohan Royal Guard on foot,
since their Fight Value of 4 could make all
the difference between winning and losing
a fight if the dice results in a tie. Working
together, there’s not much this army can't
handle and it has the speed and durability
to succeed in almost any mission. Forth
Eorlingas! Graham McNeill
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With Uruk-hai, the trick is one of
quantity, rather than quality —
Saruman's finest are so expensive that the
cost of elite troops quickly mounts up.
Numbers really do count in The Lord of the
Rings, and it's worth packing as many
models into your army as you can.
Therefore Uruk-hai Scouts are my main
troops, mainly because they're cheaper
than their comrades. Fortunately there is no
such thing a weak Uruk-hai. With Fight
and Strength 4, these chaps can happily
clobber their way through anything other
than Elves and, as the Firstborn are even
more expensive than Uruk-hai, you can
use superior numbers to deliver a beating.
I'll be aiming to win the fights — to
increase my chances of this, I'll have the
Uruk-hai Banner Bearer stay close to this
group. The bow-armed Scouts will advance
more slowly and give supporting fire to my
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main attack wave. However, they're just as
effective in close combat as my other
warriors — if possible they'll pitch in!

The crosshow troops need to find a hill
and start picking off dangerous-looking
foes. The Warriors with shield stand at the
front of my attack wave, using their
Defence of 6 to shelter the more lightly
armoured troops behind.

The Berserkers will be kept in the heart
of my formation, safe from archery, until
I've closed with the enemy. When the
battle lines meet, they’ll be unleashed on
the biggest target | can find.

The Captain (I used the new Vrask(
model to represent him) is best employed
where the attack is stalling, but I'll choose
my combats carefully. His Fight and
Strength of 5 allow him to carve his way
through Warriors and Captains, but
Aragorn could ruin my day... Mat Ward
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Hrashtak's
Raiding Party
Uruk-hai Captain with

heavy armour and
crosshow

60 points

1 Uruk-hai Warrior
with banner
39 points

13 Uruk-hai Warriors
with shields

130 points
8 Uruk Hai Scouts
with bows
72 points
11 Uruk Hai Scouts
with shields
99 points

3 Uruk-hai Berserkers
45 points

5 Uruk-hai Warriors
with crossbows
55 points

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



The Army of
Lhanzaghad

2 Easterling Captains
with Easterling
halberds

110 points

2 Easterling Warriors
with banners
64 points

6 Easterling Warriors
with shields and spears
60 points

12 Easterling Warriors
with shields
96 points

12 Easterling Warriors
with bows
96 points
5 Easterling Kataphrakts
70 points

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

asterlings are a durable army. With good

Courage and Defence values, they can
take a beating that would break an Orc
army to fragments. The weapon and troop
options available to the Easterlings make
their overall tactics simple yet effective:
hold the foe with your infantry, pepper
them with arrows and then unleash your
gleaming Kataphrakts into the fray.

Easterling Warriors with shield and
Easterling Warriors with shield and spear
are reliable and solid troops, Defence 6
with a shield and a match for almost any
Good troops. Divided into two groups of
12 (6 with shield and 6 with spear and
shield) they create two small formations
that can join together if necessary.

To prevent the enemy from flanking or
disrupting your main infantry formations,
direct the fire of your Easterling Warriors
with bow carefully, targeting enemy
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cavalry or Heroes. They are competent,
rather than exceptional, archers, so they
must concentrate their fire.

The Kataphrakts are shock troops,
designed to break apart an enemy
formation once it has been stopped by
Warrior phalanxes. Whilst it is possible to
perform a pre-emptive cavalry charge with
these Kataphrakts, they are too few in
number in this army to make a stand
without support from infantry, instead they
should crush the foe against a wall of
unyielding shields and spears.

Lastly, one each of the Easterling
Captains and Warriors with banner join
each of the groups of Warriors. The fighting
power of the group, augmented by the
presence of a banner, whilst the Captain
increases not only the hitting power of the
unit but also the tactical flexibility, thanks
to Heroic actions. Mat Ward
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Beregond of Gondor

he noble Men of Gondor have had a

tough time of it, with their constant
battles against the Dark Lord. However,
their might of arms makes them a great
choice for Good players.

Taking most of the box set contents as
the core of my force, | flicked through the
pages of Legions of Middle-earth and
decided on a Tower of Ecthelion army.
There was really only one reason for this,
and that reason is Boromir. In full armour
and packing an astonishing 6 points of
Might, Gondor’s favourite son was the
obvious choice for my general. Looking
down the list for another Hero to swell my
army, | made sure | could accommodate
Beregond too. The inclusion of this Citadel
Guard Hero makes the force historically
viable as well as hard-hitting — Beregond
was assigned to Boromir's personal guard,
after all.

The basic Warriors of Minas Tirith are
no pushovers, with their heavy armour
providing protection against bowfire. A
healthy smattering of spears and a banner
bearer will ensure that the soldiery have
some staying power in a prolonged fight.
The Knights are among my favourite
models, and with five of them in the box it
seemed churlish not to take the lot.

In battle | use large blocks of infantry to
hold vital areas of the board. In this case,
the swordsmen and spearmen, led by
Beregond. | keep Boromir nearby, but | like
to keep powerful Heroes like this on their
own, ready to nip in and help out where
they're needed most. The archers move up
slowly in support of the infantry block,
loosing off some speculative volley fire
shots early on. That leaves the Knights,
who I'll use as a flanking force, threatening
enemy infantry. Mark Latham
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25 points

Warrior of Minas Tirith
Banner Bearer
32 points

Knights of Minas Tirith
65 points

Warriors of Minas
Tirith with spears and
shields

72 points

Warriors of Minas
Tirith with swords
and shields

64 points

Warriors of Minas
Tirith with bows
64 points

www.games-workshop.co.uk

/store/thetowerguard

\
|
The Tower Guard
Boromir, Captain of the
White Tower
175 points



Gorbag

Orc Captain with shield
45 points

1 OrcBanner Bearer
30 points

8 Orcs with spears
48 points

8 Orcs with shields
48 points

4 Orcs with bows
24 points

3 Orcs with two-handed

weapons

18 points

4 Warg Riders with
spears and shields

60 points

2 Warg Riders with bows
26 points

2 Mordor Uruk-hai

16 points

4 Mordor Uruk-hai with
two-handed weapons
36 points

1 Mordor Troll

100 points

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

he new Host of Cirith Ungol box set

contains so much stuff that it makes
picking a 500 point list very easy indeed.

| really wanted Gorbag to lead the
army, because having a named character
from the book or the film at the head of
your force makes it immediately more
atmospheric. Once | added Gorbag to the
box contents, my force was already ‘over-
pointed’, so | was left to strip it down to
accommodate this deadly Hero.

The army has a good solid core of
infantry, being nearly 40 models strong
altogether. Although these are mostly Orcs,
who are, let's admit it, hardly the best
fighters in Middle-earth, the sheer weight
of bodies on the field should mean that
they will nearly always outnumber the
opposition; very handy for trapping lone
Heroes in fights. Six Warg Riders are
nothing to be sniffed at either - these fast
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troops are great for getting round behind
the enemy or isolating small pockets of the
opposing force.

Although Orcs are a cowardly rabble,
this army does have a hard centre to it -
six Mordor Uruk-hai and a Mordor Troll.
The Uruk-hai are easily the match of most
other races’ troops, while the Troll is just
awesome. These monsters are so powerful
that they can easily deal with the warriors
of an opposing army, and will even give
many of the less mighty Heroes pause for
thought before engaging them.

A force of Cirith Ungol is a fantastic
shock force for the budding Evil player. |
think that, to expand this army in the
future, I'd look to the allied lists — perhaps
the Black Gate or Barad-dir. However, I'd
confidently state that this force would give
any 500 points worth of Good guys a run
for their money. Alessio Cavatore
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Legions of Middle-earth Battle Report

Amidst the ruins of Osgiliath, something wicked stirs... the
forces of Cirith Ungol have arrived across the Anduin, eager
to feast on Man-flesh!

Scenario

The battlefield is dominated by four
objectives — in this case a militia barracks,
ruined manor house, granary and
blacksmith’s forge. Each of these buildings
contains either vital supplies for the
ongoing struggle for Osgiliath, or are
strategically important positions.

Winning the Game

The game may end as soon as one force
has been broken. At the end of each turn
after this condition has been met, roll a

dice. On the score of a 1 or 2, the game
ends. At this point, the player who has the
most models within each objective
building has claimed it.

Major Victory
You have captured all four buildings.

Minor Victory
You have captured three buildings.

Draw
You have captured two buildings or less.

T, ﬁ ¥
lachksmiths
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Game Statistics

Scenario
Domination

Forces
Cirith Ungol and
The Black Gate

The Tower of Ecthelion
and Rangers of Ithilien

Players
Graham McNeill
Alessio Cavatore

Points
750

Location
Osgiliath

Timeline
The War of The Ring
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Alessio Cavatore

Alessio Cavatore has written
several books for Warhammer
and The Lord of the Rings
strategy battle game. He is
responsible for the rules
content of Games Workshop'’s
three main game systems.
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(™I Faramir with heavy armour
’ 85 points

and horse

Beren, Captain of Minas

Tirith with shield 55 points

. Madril

6 Rangers of Gondor

48 points

13 Knights of Minas Tirith

169 points

1 Knight of Minas Tirith
with banner

3 Citadel Guard with
longbows

3 Citadel Guard with
spears

8 Warriors of Minas Tirith
with shields and spears
72 points

8 Warriors of Minas Tirith
with shields 64 points

8 Warriors of Minas Tirith
with bows 64 points

1 Warrior of Minas Tirith
with banner 32 points

55 points

38 points

30 points

27 points

Alessio: | wanted my force to represent the
defenders of Osgiliath. In particular | was
thinking of the tragic scene when Faramir
rides out at the head of the knights of
Minas Tirith to try and re-capture the lost
city. Using the contents of the Host box, |
formed the core of my army from a solid
group of Warriors of Minas Tirith and
Citadel Guard, always very difficult to kill
on account of their heavy armour. The box
also contains a Captain and Banner Bearer
— perfect to lead my infantry.

Since | already had some knights in my
basic force, | expanded their numbers
considerably (and gave them a banner as
welll) and then bought Faramir in his
knightly garb to lead them. Together they
form a mighty strike force, though | hoped
they’d do better than getting themselves
shot to pieces like in the film!

40 WHITE DWARF LEGIONS OF MIDDLE-EARTH

| completed my force by buying a
group of Rangers of Gondor to offer me
some nice extra firepower. As Faramir was
riding out with his knights, | put Madril in
charge of these brave bowmen.

My force was picked from two different
army lists. The first was chosen from the
Tower of Ecthelion list, and included
Faramir, the knights and the bow-armed
Warriors of Minas Tirith, plus the Citadel
Guard and a couple of warriors to make
sure | kept to the army’s bow-limit.

The second (allied) contingent was
picked from the Defenders of Osgiliath list
and was led by Madril. It included the
Rangers and enough Warriors of Minas
Tirith without bows to make this allied
contingent legal as well.

We were ready to do battle with the
forces of Mordor.
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Graham: I've got 750 points of Evil to casualties became heavy (and you never
storm the ruins of Osgiliath and capture it know, | thought | might roll a few sixes to
for the Dark Lord. No problem, right? | save the odd Orc here and there).
decided to use the Host of Cirith Ungol My Warriors were a much simpler N
largely because | wanted to use Shelob to choice; | took the Mordor Troll because
psyche out Alessio. My opponent has an there’s not much that stands a chance of 3
amusing (well, to me at least) phobia of killing one of these monsters. | surrounded
spiders and, since the model of Shelob is him with a collection of Orcs armed with a 8
so gruesomely icky, | hoped it might keep variety of weapons. | planned to throw the
him a little off balance. Well, it could Uruk-hai and the Orcs with two-handed 6
work. | started by choosing a solid cadre of weapons in first, with the Orcs armed with g f;-q/
Heroes, since | didn’t want to be ‘out- spears behind them to give them an extra . ®
Mighted’ in this scenario. I've always liked aftack. The Warg Riders would provide a Graham McNeill %o
the Mouth of Sauron and hoped to use his mobile force that could strike at any enemy By day, Graham McNeill =)
Transfix power in conjunction with Shelob Warriors on foot that strayed too far from works as a mild mannered E
to give her a better chance of killing any the protection of the Knights of Minas Games Developer. By night,
heroes that went up against her. An Orc Tirith. Though my force wasn't as he doesn'’t fight crime, nor !E,,’
Captain and Shagrat gave me more Might numerous as I'd like, it had more than does he stalk the streets as
to play with and the Orc Shaman'’s Fury enough hard-hitting nasties to crush all an avenging superhero. g
power would keep me in the game when before me. The time of Men is over! Honest. He doesn't. 5_
&
P |
SR N
m !
The Mouth of Sauron with 8
armoured horse 75 points ;
. YN
Shelob 90 points ;
Shagrat 55 points iy
Gharukh, Orc Captain
with shield 45 points
Uldhaur, Orc Shaman
50 points
8 Orcs with spears
48 points
11 Orcs with shields
66 points
4  Orcs with two-handed N
- weapons 24 points
4 Orcs with bows I
24 points

1 Orc with banner
30 points

4 Warg Riders with shields
and throwing spears
60 points

2 Warg Riders with bows
26 points

1 MordorTroll 100 points

6 Mordor Uruk-hai with
two-handed weapons
54 points
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As dawn breaks over the desolate ruins of Osgiliath, Faramir’s loyal warriors
are filled with dread — Orcs of Cirith Ungol infest this once-proud city.

n the opening phases of the game,

-\ J Graham's forces scurried forwards
L towards the objectives. A lone Orc
archer clambered into the granary that lay
nearest the Evil deployment zone, taking
up a firing position by a window and
claiming the building in the name of the
Dark Lord. Meanwhile the bulk of the
army, including the Mouth of Sauron,
Shagrat and the Mordor Troll, headed south
to claim the blacksmith's forge. Shelob
scuttled westwards with the Warg Riders in
tow, hoping to reach the militia barracks.

In contrast, there was little movement
from the forces of Good. Faramir and his
knights cantered north, intent on instigating
a cavalry battle with the loathsome Wolves
of Cirith Ungol. As Graham stood puzzled
at Alessio’s lack of movement, it wasn't
long before all became clear. Having
bunched up all of his bow-armed warriors
behind the ruined manor house, Alessio
had no fewer than 18 shots per turn in
volley fire barrages! One arrow found its
mark on Shelob, forcing the monstrous
Spider to spend a Will point in order to
pass her Courage test.

Volley Fire!

Alessio’s force contains the absolute maximum number of bow-armed
troops available to an army in The Lord of the Rings. By bunching
them together as he did in the early turns of the game, he was able to
make great use of volley fire. While it’s not the most accurate way to
take down the enemy, Alessio rolled an inordinate amount of sixes to
hit, making Graham think twice about breaking cover with many of
his more valuable models.

/I will not yield the river and Pelennor
unfought. Osgiliath must be retaken.’’

— Denethor, The Return of the King




Concerned by the amount of missile fire
that his forces were already attracting,
Graham began Turn 3 by casting Fury with
his Orc Shaman. The large force he was
accompanying moved up to the ruins of
the forge, consolidating their position. The
Wargs began to take pot-shots at the
Knights of Minas Tirith — neither set of
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for another wound on Shelob. This time
the Spider passed her Courage test without
the aid of a Will point. In the fifth turn, the
volley fire continued, with the Rangers
claiming a Warg. The Warriors of Minas
Tirith began to lend supporting fire to
Beren and his warriors, who were bearing
down on the forge, but could not yet find

Keeping in
Formation

When Alessio’s
spearmen and sword-
armed warriors
reached the tower near

: : ; the forge, he arranged
mounted warriors seemed keen to get into their range. -
a charging position, as Graham was wary Seeing the threat of a mass of Warriors dafemsively soniid

of Alessio’s numbers, while Alessio in turn
feared Shelob’s monstrous charge!

Alessio split up his mass of archers,
moving the Rangers and bow-armed
Warriors of Minas Tirith into the ruins of
the manor house, with the remainder
skirting around the edge to get into a
more direct shooting position. This
group contained 3 Citadel Guard, -
whose pinpoint accuracy accounted £

of Minas Tirith advancing towards his
forces, Graham sent a detachment to
intercept them. With Shagrat, an Orc
Shaman and a Banner Bearer amongst
them, Graham felt confident they could
hold their own. Finally, he sent his Troll
storming off to the north of the board to
join the Warg Riders in the hope of
breaking the deadlock between the two
cavalry forces.

formation. Using the
tower to shield his
flank, Alessio placed
the Citadel Guard and
the Warriors of Minas
Tirith with swords to
the front of his lines,
with a row of spearmen
in support. With a
Banner Bearer and a
Captain nearby, this
phalanx was to prove
near impregnable...
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A Faramir @ Citadel Guard with bow @ Mouth of Sauron @ Orc Banner Bearer
} Madiril @ Citade! Guard with spear 6 Shelob 0 Mardor Troll

Captain of Minas Tiith @ Ranger ® Shagrat © Mordor Uruk-hai

ﬂ = e EEI Ore Caplain @ Orc with shield
c@ Warrior Banner Bearer (@) Warrior with shield © Ore Shaman & Orc vt sggar
) . Warg Ricler with spear @ Orc with bow

) Knight Banner Searer @ Warrior with spear
i @ Warrior with bow @ Wag Rider with bow @ Orc with two-handed weapon
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Orcish

n turn 6, the tense stand-off
between the cavalry continued,
C while‘Graham’s Orcs clattered into
the carefully arranged phalanx of
Gondorian warriors next to the tower. The
rest of the turn proved largely uneventful,
with Alessio’s shooting proving highly
inaccurate. However, this was merely the
calm before the storm.

In the seventh turn, Shagrat called a
Heroic Move to ensure that the Orc horde
could bring their numbers to bear against
the Gondorian phalanx. To the north,
Alessio decided that the

cavalry stalemate had gone

on long enough and sped
his knights away, hoping
they could prove mare
decisive elsewhere. The
bow-armed Gondorians
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Rangers of Gondor

Throughout the game
the Rangers

of Gondor and their
Captain, Madril, had
continued to impress.
Their impressive
shooting values
started to come into
their own in turn 7,
with the Troll falling
victim to their deadly
arrows. Graham had
left them to their own
devices for much of
the game, and was
already starting to
regret that decision.
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The bold Men of Gondor advance warily towards the Orc horde, as
Shagrat’s brutish forces prepare to smash them asunder!
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in the manor house sought out better G
shooting positions, which was just as well, H==
as Graham decided that he was tired of
Alessio trying to turn his warriors into pin-
cushions, and so redeployed his Troll to
take care of the Rangers.

In the Shoot phase the Warg Riders,
buoyed by the perceived cowardice of the
Knights of Gondor, sent a volley towards
their cavalry foes and felled one of them.
Madril and the rest of Alessio’s missile
troops turned their attentions to the hulking
Troll, wounding the beast twice. Graham
hadn’t expected that...

As the vigious melee by the bell tower
got underway, the Gondorians gained the
upper hand. However, the Fury spell that
was earlier cast by the Shaman proved
pivotal, saving the Orc Captain from — —
certain death.

While the cavalry battle was
turning into a waiting game,
the Warg Riders had some
success with their bows, taking
down a Knight of Minas Tirith.
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Graham gained priority in turn 8, and
charged all of his models back into combat
to the south. The Troll sped towards the
Rangers, while the Warg Riders separated
into two groups — the main bulk of them
staying put, ready to shoot at the knights
again, while four broke away to join up
with the Mouth of Sauron. Alessio,
meanwhile, had other ideas for Faramir’s
Knights, moving further away from the
Wargs and Shelob, leaving Graham’s
cavalry out on a limb.

In the Shoot phase the Warriors of
Minas Tirith with bows opened fire at the
advancing Troll, and Graham could only
look on in horror as the brute was shot
down! In the Fight phase, the Evil side cut
into the wall of spears that lay before them
and began to gain the upper hand.

By the start of turn 9 both players
realised that they had been far too cautious
so far, and made a serious play to get into
close combat. The Mouth of Sauron called
a Heroic Move and cast Terrifying Aura on
himself. Graham’s Warg Riders made their
move, hurtling into the Knights of Minas
Tirith, throwing spears into the mass of
horsemen as they charged. One Knight fell
before the battle lines met in a frenzy of
tooth against steel! Shooting became a
risky business, with few archers being able
to pick out a distinct target.

. Fury!
' The Orc Shaman had so far performed quite poorly, both in
the fighting and spell-casting stakes. However, Graham’s early
success in casting the Fury spell turned out to be priceless -
Graham seemed to have an uncanny ability to make crucial

Fury saves, keeping his Orcs in the fight when by rights they
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The Fight phase heralded a real turn of
luck for Graham, as Shagrat cut down
Beren, while his own Captain, Garukh,
survived the combat only due to the
Shaman’s Fury power. Meanwhile Faramir
fought two Warg Riders to a standstill, but
Shelob was bearing down on him...

¢ Graham looked on in horror
as the Troll was shot down. 7/
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hree of Faramir’s Knights charged
f into the main combat by the bell
tower, while the rest battled on
relentlessly against the Warg Riders.
Faramir took a Courage test, passed it, and
crashed into Shelob. The'young Captain of
Gondor was determined to defeat the beast
that dared defile his city! Alessio realised
that he was neglecting the objectives, and
sent a lone Minas Tirith swordsman narth
to the barracks to claim it.
Things began to get messy, especially
when Graham tried some risky shots into
the midst of the combat. Four Orcs
unleashed a volley, only to kill the Mouth
of Sauron’s horse, forcing him to face a
charging Knight at a major disadvantage.
Alessio’s archers stayed in a tight
formation, waiting for their chance.

In the large combat carnage ensued —
the Knights of Minas Tirith cleaved three
Orcs, while the Evil Heroes claimed the
Minas Tirith Banner Bearer, a spearman
and a Knight in reply. Yet again, Graham
passed a Fury save, this time sparing an
Uruk-hai its fate. As the turn drew to a
close, both generals surveyed the
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Saddened at the death of Beren, yet buoyed by the felling of the Troll, the
Gondorians steeled themselves to reclaim Osgiliath, building by building...

battlefield. With two buildings apiece
under their control, and both forces
looking rather depleted, there was still all
to play for.

Turn 11 began with Heroic Moves
being called by both Faramir and the
Mouth of Sauron. Crucially, Faramir won
the roll-off and charged into Shelob yet
again, although he had to expend 2 points
of Will to do so. Faramir’s Knights
intercepted the Mouth of Sauron and the
remaining Warg Riders, not only nullifying
the Evil Heroic Mave, but also ensuring
that Faramir and Shelob would fight on
equal terms.'Einally, Alessio sent the last
two knights galloping off towards the
tower, where they could either help out in
the main fight, or try to take the forge
themselves.

The Shoot phase saw Madril and one
of his Rangers kill the Orc in the granary,
bringing the Good side closer to victory.
In some brutal close-quarter fighting, the
Good side escaped without taking any
wounds. Graham had so far had it mostly
his own way, but Alessio seemed to be
staging a dramatic comeback.

‘{Graham had so far had it mostly
his own way, but Alessio seemed to

" 46 WHITE DWARF - LEGIONS OF MIDDLE-EARTH -

be staging a dramatic comeback. ”’

Faramir and the Mouth of Sauron
are two very different kinds of
Hero, yet both used their Heroic
actions to keep their men in the
game when the going got tough.




At the start of turn 12, Evil took priority,
although Faramir called a Heroic Move to
usurp the order. Both players had one thing
on their minds at this point — throw bodies
into the fight. Faramir again charged
Shelob, but this time the Spider was aided
by two Orcs with two-handed weapons.
Graham'’s bow-armed Orcs also joined the
fray, charging into the nearby Knights.
Realising the large combat that had raged
for most of the game in the centre would
probably decide the battle’s outcome,
Alessio charged Madril and two Rangers
into the mass of Orcs, while the two
Knights who had previously headed south
decided to make for the forge.

In the fighting in the north of the board,
it was the Good side that suffered. Faramir
took a wound and was forced to expend 2
Fate points to resist it. By the tower the
Warriors of Minas Tirith were falling
beneath the Orc onslaught, with Madril
failing to tip the balance.

Turn 13 saw nearly every model getting
into the fight, with the Orc Shaman being
forced to call a Heroic Move to keep the
advantage with the Evil side, while keeping
himself out of harm’s way. However, the
tenacity of the Men of Gondor finally
shone through, with enough Uruk-hai
falling to the lances of Faramir's Knights to
signal the breaking of the Evil force. Over
at the forge, the two Knights of Minas Tirith
dismounted and burst into the building,
ready to face the two Orcs within. Graham
was ready to concede the draw, but Alessio

End Game

Alessio managed to
sneak two Knights of
Minas Tirith straight
past the whirling
melee that had gone
on for so long near
the bell tower.
Graham simply did
not pay these
models heed, and as
a result they walked
into an undefended [
objective.The moral
of the tale is to never
underestimate the
Knights of Minas
Tirith - when the
glory of Gondor is at
-~ stake, they won'tlet

- you down!
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prayed for another turn. The dice was
rolled and came up a 4 — play would
continue on.

With the Evil force broken, several Orcs
fled the field, including the two who were
holding the forge. The Shaman spent his :
remaining Will points to stay in the game,
while Shagrat called a Heroic Move to try
" to keep hold of the objective, but there was
no Evil model quite within range of the-
forge to contest it. With theirway =
unopposed, the two Knights of Minas Tirith
consolidated within the building, securing
the fate of Osgiliath. L

Erm’ (Result

Good
Yictory
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For the glory of Gondor!

Alessio: At the start of this game, | was
really worried that Graham was going to
overrun me. He had a whole lot of Ores
and two big, scary monsters on his side.
However, my plan seemed to work, and |
think | proved that there is indeed strength
left in Men. The game was very close —
much closer than the final score would
suggest. However, in retrospect | think |
could have broken the deadlock much
earlier by being bolder with the Knights. |
was far too wary of that Spider...

Luckily | managed to break the Orc
army before Shelob could make too much
of a mess of Faramir and his Knights. As
usual, when an Orc army breaks they tend
to dissolve rather quickly, especially if you
manage to get rid of those vital Shamans
and their Fury. The only real mistake | can
find in Graham'’s tactics was that he
needlessly exposed the Orcs guarding one
of his buildings to my bowfire, allowing
me to clear this particular objective
relatively easily. Other than that | think he
did rather well and he was unlucky,
because if the game lasted one more turn
his Orcs, led by the unstoppable Shagrat,
would have probably made it inside one of
my buildings, and then the result would
have been very different.

Orcs of the Match

My Orc Heroes and Shaman get my nomination for best fighters. They
did sterling work in holding the combat around the bell tower
together with their combination of Heroic moves and the Fury power.

‘‘The mean old Spider didn’t have
much luck against Faramir. )’
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Men of the Match

1 don’t think | can pinpoint a single model as the best of the game, as v
none of them shone particularly during the battle. | will therefore :
assign this title collectively to my bowmen and rangers, because I'm

quite convinced that taking out the Troll before it could make it into =
combat was an absolutely decisive moment. And they made it just in

the nick of time, with their very last arrow!

([ could have broken the deadlock
much earlier by being bolder with
the Knights. )/

Think of the Trolls

Graham: Well that didn’t work out too
well, did it? Though the critters of Cirith
Ungol were booted back to the mountains
from whence they came, they gave a good
account of themselves before they went.
Or at least until the |ast few turns they did.
I think my biggest mistake was wavering
on what | wanted the Troll to do. With
hindsight | should have stuck to my plan of
having him trudge forward with the Orcs in
support, but | ended up reacting to Alessio
and moved him off on his own. And even
then | didn't stay on target and ended up
moving the Troll in a different direction
again! This meant that he got shot to pieces
before he had a chance to have an effect
on the game.

Alessio played cagily with his force
until the right time to strike arrived,
unleashing the Knights of Minas Tirith upon
my depleted Orcs and Shelob. The mean
old spider didn’t have much luck against
Faramir, though when the Orcs finally
managed to help her, she almost accounted
for the Hero. I'd also hoped | could break
through Alessio’s army to reach his
objective buildings, so only left a token
force behind to guard mine. What a
mistake that turned out to be...

.




E- IJ Water Effects
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‘{7 Recently we’ve been experimenting with Water Effects fluid. Here

:7,-~ we take a look at mixing this useful liquid with Citadel paints and
~ inks, to achieve some unusual and realistic aquatic effects.

"
Base painting
The simplest way to add colour to your Water
Effects is to paint the surface you are going to
apply it to. If you graduate the colour from dark
shades in the middle to lighter shades on the
outer edges, you get the impression of varying
depths of water.

S
Coloured Water

When you want a strong pigmentation to your
Water Effects, you can add ink into the fluid
before you pour it. The mix dries translucent and
glossy. When adding ink to your Water Effects
you need to remember that, when wet, the fluid
has a milky appearance but dries clear. Mix the
colour paler than you anticipate, as the colour
will become richer when it dries.

. e N
Swirl effects

Instead of mixing the ink with the Water Effects
before application, apply the fluid and then add
some ink, stirring it with a brush or cocktail stick
but without mixing it completely. When dry, the
swirls of ink give an interesting effect, like some
foreign substance has leaked into the water.

N
Waste pipes

A set of waste pipes is a quick and easy terrain
feature for your games of Warhammer 40,000.
To make the waste-pipes scenery piece shown
here, we first poured Water Effects onto the
base. Next, we mixed some Sunburst Yellow
with more Water Effects fluid, before using a
brush to apply it to the pipe and pool — the mix
dispersed naturally into the pool as it dried.

www.games-workshop.co.uk\store\watereffect
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WATER EFFECTS
EAU ARTIFICIELLE
WASSEREFFEKTE
EFECTO DE AGUA
EFFETTO BAGNATO
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TESTING
METHOD

When mixing Water Effects
with paints and inks for, the
first time, it's well worth
testing the effects to ensure
you get the right ratio of
fluid to pigment. Try
painting the underside of
some slotta bases with
Skull White and use these
as test palettes. One other
benefit of testing is that it
makes you aware of
potentié}.prob{ems, In this

case, we discovered that

_a_dd'lng paint and ink to
Water Effects increases the
drying time — useful to
know when embarking on
a large modelling project.
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ook at a dauh@g array of
n odels, from heroes of Rohan
to the evil minions of Saruman.

- Acfam Troke tékes uson a brand
new journey for The Lord of the
Rings strategy battle game.




SO IT BEGINS...

P i o e

THE JOURNEY

The story of The Two Towers is
recreated through this new N
journey by way of the

scenarios. The key tales are:

® Aragorn Legolas and Gimli’s
journey, including their
adventures in Rohan and the
battle of Helm’s Deep.

@ Frodo and Sam’s journey
to Mordor, including their
meetings with Gollum and
Faramir’s Rangers.

® Merry and Pippin’s escape
from the Uruk-hai, their
encounter with Treebeard in !

of Isengard.

ARAGORN, LEGOLAS & GIMLI .
MERRY & PIPPIN == === e e e
FRODO & SAM === m e e e
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What’s inside...

The Two Towers is the
second journey in this
range. Within its 96
pages, you'll find
everything you need to
recreate the events of the
second book and film in
The Lord of the Rings
trilogy. Inside this tome
you will find:

® 17 scenarios, allowing
you to play through all
the key events from
The Two Towers story.

e Painting guides for the
main characters.

® Nine scenery guides,
detailing a variety of
projects, from
modelling dense
undergrowth to
creating Helm’s Deep!

@ Profiles for the new
Heroes and Warriors.

The latest Journey for The Lord of the Rings Strategy Battle
Game is here, allowing you to recreate the events of the
books and film through a series of new story-driven scenarios.

he Two Towers journey continues
Twhere The Fellowship of The Ring left

off. Through seventeen scenarios, it
allows players to re-enact the middle part
of The Lord of the Rings trilogy, tracing the
story as told in the books with a few nods
to some of the spectacular film moments.
We caught up with Games Developer
Adam Troke, co-author of the new
supplement, to tell us all about it.

“In The Two Towers you see three
stories unravelling together,” Adam says.
“Frodo and Sam are bound for Mordor
with Gollum in tow, and all the dangers
that presents. Aragorn, Legolas and Gimli
start off trying to rescue Merry and Pippin,

as you know — and end up battling for the
fate of Rohan! Then, of course, there’s
Merry and Pippin. They get caught up with
Treebeard and the other Ents and get
involved in the destruction of Isengard.”

Each of the ‘journey supplements was
planned not only to chart the story of The
Lord of the Rings, but also to expand the
breadth of involvement of new gamers in
the hobby. Adam explains.

“In The Fellowship of The Ring journey
supplement, Mat Ward and the team that
helped him work on it started a three-part
journey — collecting, modelling and
gaming. We continue that in this

Hdma, Doorward of Théoden,
is just one of the great releases
to coincide with The Two

supplement by improving on the standard

o,
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Let's Hunt Some Orc

The Two Towers begins with Aragorn, Legolas and Gimli tracking

the Uruk-hai that have imprisoned Merry and Pippin.

Uruk-hai Scouts

The: remnants of The Fellowship track their captured friends.

No release of The Two Towers
would be complete without the
intrepid defenders of Rohan,
such as Eomer.

of the painting and modelling projects.
The hope is that the hobbyists will have
developed their skills with The Fellowship
journey, so The Two Towers will really
begin to stretch them.”

Of course, that doesn’t mean the
journey supplements are aimed purely at
beginners. There's plenty for veteran
gamers to get from the scenarios and rules
within, and the hobby projects let you
have a go at some ambitious pieces, most
notably Helm'’s Deep itself!

It's when talking about the new
characters presented in The Two Towers
that Adam’s enthusiasm boils over.

“This project provided the chance to
make more great models. Some of them
are obvious, and we've wanted to make
them for a while now, like Erkenbrand,
Théodred and Hama. Others are just cool
ideas, that present great opportunities to

!
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““We must follow the
Orecs if there is hope that
any of our Company are
living prisoners.

- Gimli, The Two Towers

add to a force’s theme — like the Isengard
Troll or the Morgul Stalkers — things that
allow us to explore some of the
possibilities in Tolkien’s wonderful world
in a little more depth.”

The forces of the White Hand are also
reinforced by new releases for The Two
Towers. Every army needs leaders, and
there are some new Hero choices for
Saruman’s horde in this supplement.
“Ugldk is one of those characters that we
never covered the first time we visited The
Two Towers,” says Adam. “Yet for me, one
of the most entertaining bits of the whole
film is the scene where the miscreant Orcs,
led by Grishndkh, attempt to snack on the
Hobbits, and Uglutk faces them down. He's
a tough, powerful Uruk-hai, comparable to
Lurtz, | suppose. What's exciting about
Uglik is his special rule, which reflects
a little of the character he displays in the
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The Fords of Isen

There have been two battles at the Fords of Isen, and now
the forces of Saruman are swelled for these scenarios

Vraski, Uruk-hai Captain

Feral Uruk-hai

Old wounds are
stitched together
with crude metal
rings and piercings.

film and books. He's not a nice character,
and he's quite willing to break heads to get
his job done!

"Vraskii is another Uruk-hai character,
who leads a contingent of scouting Uruk-
hai at the Battle of the Fords of Isen. He's a
powerful, dependable Uruk-hai Captain,
and carries a remarkable crossbow that
bears all the hallmarks of Saruman's
mechanical tamperings.

With this project we see the release of
the new plastic Uruk-hai Scouts. “It's about
time we made these,” says Adam. “They’re
not just useful for The Two Towers games,
but also for gamers who want to collect an
Uruk-hai army, or recreate The Fellowship
of The Ring scenarios.”

“The Feral Uruk-hai are another new
addition to Isengard, and they nicely
complement the existing Isengard range.
Embodying the cannibalistic and savage

Vraskii’s crossbow is
an experimental
weapon created by
Saruman the White.

Ugluk, Uruk-hai Captain

Uglik thinks nothing
of brutally enforcing
his command!

‘‘“We were driven
back... over the Isen
with great loss;
many perished... /)

Each Feral Uruk
carries a pair of
brutal blades.

~ The Two Towers

nature of all Orcs, the Feral Uruk-hai are
lethal on the battlefield. They don't fight
with organised precision, ranked up with
pikes and shields like Saruman’s siege
specialists — these brutes hurl themselves
with untamed fury at the enemy.”

The new Isengard models aren’t the
only troops to bolster the armies of Evil in
this journey book.

“Perhaps the thing that most excited
me about this project were the new
Dunlendings,” Adam says. “These warriors
have poorer wargear than the Rohirrim,
but they're still fierce and proud, desperate
to reclaim their ancestral lands. The
models really capture the barbarity and
savagery which Tolkien implies.”

The sculptors have produced a set of
models that really convey this vision of
Dunland, where powerful warriors and
desperate Wild Men live side-by-side.

The Dunlending Captain
wears armour and carries
weapons that are typical of
Dunland'’s elite warriors.
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Forth, Eorlingas! l

The Horse-lords are bolstered by the arrival of some "
truly legendary heroes for The Two Towers.

- Y —a o A

Théodred Erkenbran

Théodred’s armour is
particularly elaborate,
as hefits the son of
the King of Rohan.

The Outriders are
veteran champions of
Rohan, each a hero
in his own right.

this supplement, as you’d expect, since so
much of the action from The Two Towers
takes place in the lands of the Horse-lords.

"Take Erkenbrand for example,” says
Adam, “he’s a stalwart and bold hero of
Rohan. Now, he’s there in all his fearsome
glory. We see him at the battles of Isen,
desperately fighting to hold back a tide of
Orcs. Later, he rides to Helm’s Deep
(though Eomer did this in the movie) and
breaks the back of Saruman’s army.

“Then you’ve got Théodred — the ill-
fated son of Théoden - who is now
represented in miniature form, both on foot
and mounted. He's cut from the same cloth
as his father and cousin, so he’s a good,
solid Hero. Of course, as we know from
the books, he gets slain by Saruman's
armies. Don't worry, though, he won't go
down without a fight!”

I
T =—ww = Rohan is one of the big winners from |
|
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The Ring Goes South

Frodo and Sam now run into even more peril on the
road to Mordor, but thankfully find new allies.

Osgiliath Veterans Morgul Stalkers

Each veteran is a
war-weary, scarred
and experienced
soldier of Gondor.

Morgul Stalkers are
fearsome, gaunt-

looking Orcs with a
vampiric nature.

Tendrils of marsh-

weed still cling to

the corporeal forms

of these long-dead

warriors. |

Another forthcoming release are the
mysterious Morgul Stalkers. Adam spills
the beans on these frightening monsters.

“We thought that some of the Orcs of
Minas Morgul, who serve the Witch-king,
would be more sinister than other Orcs, as
if the dark power of the Witch-king had
corrupted them further. We envisaged them
as almost vampiric in nature.”

The figure designers then created
models of these baleful guardians of the
Witch King’s city. Orcs like no other, they
are deadly agents of Evil.

As if that weren’t enough for Frodo and
Sam to contend with, the new Spectres
make the Dead Marshes a very dangerous
place too.

With so much new stuff accompanying
The Two Towers, you'd be forgiven for
thinking that there was no more to come.
You'd be wrong! Gondor gets a small nod,

thanks to Faramir's part in capturing Frodo
and Sam in Ithilien.

“The new addition for Gondor is the
Osgiliath Veterans,” says Adam. “They
feature in the first fateful defence of
Osgiliath, pushing out the Orcs and

€ 6 Morgul Stalkers are baleful

guardians of Minas Mor

gul and

deadly agents of Evil.9 9

retaking the city, if only for a short time.
They’re hardy, tough, and have absolute
faith in their Captains. The models really
look like soldiers that have been in the
front line for a long time, resonating with
the feel of hardened veterans, weary and
worn, but unbowed and undaunted.”

o1, www.games-workshop.co.uk/ thetwotowers 57
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March of the Ents

With the release of the new Ents box set, Saruman has even
more reason to hide behind the walls of Orthanc...

The Ents of Fangorn

“ f we are not
hewn down... we
could split Isengard
into splinters... 77

— Treebeard

From the two variations and
their components, you can try
lots of combinations to make
an army of different Ents.

“The Ents are one of the key players in
The Two Towers, despite their relatively
short camera time and page space,” says
Adam. “Without their help, Isengard would
have proven a far harder nut to crack, if
Rohan had even possessed the power to do
so. Fortunately Treebeard and his happy
gang decided to level the White Wizard's
fortress, reinforcing why deforestation is a
bad thing.”

In the game, the Ents are lethal. “Only
stuff like Trolls or Sauron have a really
good chance of beating them in a fight,”
Adam explains. “Then there’s the fact that
they are Woodland Creatures — that's a real
advantage, since they can swiftly move
through areas of woodland terrain, while
other creatures, like Orcs and Uruk-hai,
have to halve their movement rate. They
can throw stones, smash fortress walls and,
frankly, do it all.”

g T
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THE TWO TOWERS

A New Power is Rising!

Saruman has one more surprise up his sleeve — one that will
be particularly nasty for the defenders of Helm’s Deep...

Isengard Troll

Not content with
having Trolls in his
service, Saruman
has constructed
heavy armour and
deadly weapons
for them, too!

‘““How shall any tower
withstand such numbers
and such reckless hate? )

- Theoden

An Isengard Troll bolsters the attack on the Deeping Wall.

Adam is clearly excited by one model

in particular... Next Month...

“Troll!” He cries, when asked what he
likes best about Isengard. “At almost every MASSIVE HELM'’S DEEP BATTLE REPORT!
tournament or organised event |'ve ever
attended |'ve seen at least one enterprising
Isengard army with a nicely converted Troll
in it. Sometimes it's simply a regular Cave
Troll painted with white hand prints on it,
while others have been lovingly converted,
with scratch-built Isengard wargear.

“The new Isengard Troll really scratches
that itch. It's somewhere between a Mordor
Troll and a Cave Troll in power, but clad in
the awesome armour of Isengard. In an
army that already specialises in heavy
shock attacks, the Isengard Troll is the
perfect model to launch that spearhead.
One or two of these, backed up by lots of
Uruk-hai, should be able to break their
way through almost any defence.”
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AN INTRODUCTION TO STRATEGQY

Recreate The Fellowship of The Ring’s journey through
Moria with this fantastic boxed set. Bursting with hobby
materials, it includes all you need to get playing The Lord
of the Rings strategy battle game immediately.
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dangerous If usod mcormactly, Prices co
cataloguo or wetbsde.

@

posas ony. Product cariorts m Proicts old assembled, Gertyn Cladol prooh
F\]“!\“?;\l‘l‘?;:l‘ & iop prail avallabity g pces: Prices muoted e fos poBes. sulub. Games Warkshop thiaugh its
) ‘REB del




)

/

BOX CONTENTS

34 Plastic Miniatures Balin’s Tomb Plastic scenery

Many of these models are only available Recreate the Chamber of Mazarbul on the
in this boxed set! tabletop!

* Frodo * Merry * Legolas « Four pillars * Well

* Sam * Boromir * Gimli » Doorway = Balin’s Tomb

* Pippin * Aragorn * 24 Goblins . Tywo trapdoors » Dead Dwarves
= Cave Troll (with two weapon options) « The Book of Mazarbul

The Mines of Moria set is available from Games Workshop Hobby Centres,
Independent Retailers, Games Workshop Direct and Games Workshop Online!

Gaming Essentials

Full version of The Lord of
the Rings strategy battle
game rules!

ELTE]
» Fantastic introductory booklet

= Four dice » Two Rulers
NORTHERM EURDPE PRICES"

|
\
= Small formar l12-page rules
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Veteran games
designer Jervis
Johnson gets to
the core of
Warhammer.

2006

L

AREANMER.

2000

1994

STANDARD
BEARER

Studio at the moment, mainly

because next month sees the release
of the new edition of Warhammer. Lead
developer Alessio Cavatore has worked
himself into a frazzle trying to make sure
it'’s the best edition yet, and is now reduced
to a quivering wreck staring blankly at his
computer screen, occasionally muttering
things like “Four in a rank or five?”, or
“How many models can fit in a building?”,
and similarly arcane things. Meanwhile,
the miniatures designers have been slaving
away in an attempt to get as many Citadel
Miniatures in the new boxed edition of the
game as possible. Every now and then one
will come bounding through the Studio
yelling “Look, we can fit a Troll on the
plastic frame — and a captured Dwarf too!”
It really is all very exciting indeed.

I would love to be able to tell you all
about the new edition of Warhammer right
now, but unfortunately the fearsome
techno-magi that run our marketing
department have said they will do all kinds
of nasty and unpleasant things to me if |
blab too much too soon. So, sadly, most of
the stuff | know about the new edition of
Warhammer will have to remain secret for
a few more weeks yet. However, | have
been given special dispensation to talk a
little bit about why the new edition focuses
pretty much exclusively on what we
consider to be the ‘core’ version of the
Warhammer game. Trust me, you'll find out
more — much more — about the new
edition of Warhammer in next month's
White Dwarf.

T here is fevered activity in the Design

The core Warhammer game
When we started on the new edition of
Warhammer one of the things we talked
endlessly about was the ‘core game’ of
Warhammer. We were worried that we
sometimes spend so much time talking
excitedly about all of the myriad different
things that make up the Warhammer
hobby, that the we don't address properly
the simple question “How do | play the
game?” This means more than just how
to move and fight; in order to play
Warhammer you also need to know how to
set up the gaming table, how to pick an
army, and how to win the game.

62 WHITE DWARF STANDARD BEARER

Because of this, we decided that the
first thing the new Warhammer rulebook
needed to do was to explain, in simple
terms, how a player went about setting up
and fighting a battle. The rulebook then
needed to explain how to go about
collecting an army, and what the different
armies were you could choose from. This,
we decided, is what lies at the centre of
the Warhammer hobby: you collect and
paint an army and then fight battles with it.
I'm happy to say that the Warhammer team
took these ideas on board and set to
achieving them with considerable gusto.

Probably the best example of how this
changed the format of the book is what
happened to the rules for setting up a game
of Warhammer. In the last edition this was
tucked away at the back of the book along
with a selection of different scenarios. In
the new edition, how to set up the
battlefield and your troops is explained first
of all, before we explain how to move and
fisht with your troops. This means that the
rules section explains everything you need
to know in order to fight a Warhammer
battle, right from setting up the table and
deploying your army, through moving,
fighting and magic to how you decide the
winner of the game.

Warhammer in full splendour
By now some you will be saying “Hold on
Johnson, does that mean that there is only
one way to play Warhammer now?”, or
words to that effect anyway. The answer is,
of course, a resounding “no”. There are
still just as many ways to explore the
Warhammer hobby as there ever were. The
difference is that the Warhammer rulebook
now provides the foundation upon which
that larger hobby is built. And while we
know that the majority of players will be
happy just collecting an army and fighting
battles with it, we're going to make sure
that we show the wider aspects of the
hobby here in White Dwarf, on our
website and in future published expansions
to the core Warhammer rules. The
Warhammer hobby is a broad church,
and we want to show all aspects of it!

All in all, then, the new edition of
Warhammer will be the most focussed and
well-balanced version of the game so far.
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“ The new edition is the start of something
really big... There’s never been a better
time to try Warhammer! ”

What's more, we're going to build on the
really solid foundation the new rulebook
provides by making the Army Books
equally strongly focussed, and by bringing
out a range of expansions that will allow
you to explore different ways of playing
Warhammer, but in a way that doesn’t
interfere with or change the ‘core’ game.

Warhammer Day

I think the new edition is going to be

the start of something really big for
Warhammer, and | can say with confidence
that there really was never a better time to
try the game out if you haven’t done so
already. On the other hand, if like me you
already know and love Warhammer, then |
think you’re going to be over the moon
with this edition of our premier game; |
really think it is the best version yet.

And it's not just me that thinks that —
everyone at the Studio and throughout
Games Workshop is just as excited about
the new edition of Warhammer. So excited
in fact that we’ve decided to turn the
release day of 9th September into a
worldwide celebration of the Warhammer
hobby. Games Workshop stores and
stockists across the globe will be running
special events and generally doing
everything they can to ensure that the
launch of the new edition of Warhammer
is a really special and unique occasion.
Trust me, you don’t want to miss out on the
fun, so ask at your local store what they
have planned and how you can join in.

Just think, by the time you are reading
the next edition of this column in a
month’s time, Warhammer will be out -
| can hardly wait!

1984

1983
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WARHAMMER RULEBOOK |
- The Game of Fantasy Battles -

In an age of darkness, of daemons and sorcery,
great armies and mighty heroes clash in a never-
ending struggle for the Warhammer world.

Warhammer is a tabletop game for two or more players. This 288-page
manual contains all the rules you need to play the game of fantasy battles.

A WWW.WARHAMMER.COM £30
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BATTLE FOR SKULL PASS

All you need to This box set contains two complete ;‘
play in one hoxl armies — Goblins and Dwarfs — allowing (
you to start playing straight away. f‘{'
{
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* Pocket-sized
3 rule book
:  Starter booklet
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4 v | * Scenery pieces

CONTAINS MORE
THAN 100 CITADEL
MINIATURES!
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Pictures for ilustrative purposes only. Preduct conlents may vary, Products sold unpaimted and unassembled. Cenain Citadel products may be *’_ I
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The Lizardmen are the servants of long-extinct creatures, whose power still affects
all who dwell in the Warhammer world. With the release of the new edition of
Warhammer looming, we take a look at this ever-popular force.

Saurus Warriors
_ Strongest among the
Old Ones’ soldiery,
the Saurus form a solid
core to any Lizardmen
army. Tough, strong
and brutal, they excel
in both defensive and
attacking roles.




Slann Mage-priests

The Slann are unimaginably old, creatures
of astounding magical power and great
intellect, who served the Old Ones during
their time in the world.

Skinks

Most numerous of the Lizardmen, the
Skinks are skirmishers extraordinaire. They
move with stealth and speed through even
the most difficult terrain, harassing the
enemy with poisoned attacks from their

deadly blowpipes.

Chameleon Skinks
Some Skink spawnings
bear the powers of the
chameleon, allowing them
to blend in with their
surroundings and strike
without warning!

Getting Started

At just £50 the Lizardmen
Battalion box set makes an
excellent starting point for any
aspiring Lustrian general, and a
good source of reinforcements
for veteran scar-leaders. With
24 Saurus Warriors, 24 Skinks
and 8 Saurus Cold One cavalry,
your scaly host has some
serious stopping power right
from the start.

WARHANDER

e




Army

Skink Priest 150 points
Level 2; 2 dispel scrolfs

Skink Priest 135 points
Level 2;: mark of the Old Ones

Skink Priest 100 points
Level 2

Skink Priest 100 points
Level 2

10 Skinks 60 points

10 Skinks 60 points

10 Skinks 60 points

10 Skinks 60 points

10 Skink scouts 70 points

2 Jungle Swarms 120 points

3 Kroxigor 194 points
Kroxigor Ancient

3 Kroxigor 194 points
Kroxigor Ancient

3 Terradons 115 points
Skink Brave

10 Chameleon Skinks 150 points
3 Salamanders 195 points
Stegadon 235 points

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

avy Metal painter and renowned

Lizardmen player Pete Foley put

together this army list, which contains
lots of Skink skirmishers and big, scary
monsters! This type of army can be
incredibly frustrating for an opponent, so
using it frequently in friendly games could
make those decidedly unfriendly!
However, as a tournament army it is
surprisingly effective. The army contains
four Level 2 Skink Shamans, one of whom
has the Mark of the Old Ones to counter
any miscasts he may roll. Though none of
the magic users are individually powerful,
this army is no pushover in the Magic
phase. Also, with 50 Skink skirmishers and
10 Chameleon Skinks, you'll pose some
serious problems to shooty armies — who
simply can’t hit the sprightly lizards — and
to combat armies, who can’t get to grips
with them. In fact, the only solid

opponents the latter foe can usually charge

are the very creatures they want to avoid —
Kroxigors and a Stegadon.

A key feature of this army is its
poisoned attacks, coming from the Skinks
(including the Terradon riders and
Stegadon crew) and Jungle Swarms — a
massive bonus when fighting against high-

68 WHITE DWARF FORCES OF LUSTRIA

Toughness foes.

The most common tactic for this army
is to use the horde of Skinks and the
Terradons, to outflank, outshoot and
generally annoy the enemy. If they're
charged, they can flee merrily away across
the nearest river or swamp where the
opposition cannot follow. Their primary
aim is to pepper the foe with poisoned
attacks, with a potential 60 shots a turn!

A deadly Kroxigor.
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his list was drawn up by Mark

Havener, who's a strong advocate of

hitting the enemy hard. Mark began
his selection with a Fourth Generation
Slann Mage-Priest, and armed this
centrepiece model to the teeth. As he is the
General, best Wizard in the army, and the
Battle Standard Bearer all rolled into one, it
is vital this model is protected. To make the
Slann even safer, Mark put it in a unit of
Temple Guard with a War Banner. These
mighty warriors are going nowhere in a
hurry, cause Fear due to the Totem of
Prophecy, and can take on the best your
opponent can offer.

The Saurus Scar-Veterans provide
serious hitting power. Mark uses the one
with the Charm of the Jaguar Warrior in a
unit of Saurus Warriors, which can be
ferried about the battlefield as long as the
Slann has the Steed of Shadows spell. At a
moment’s notice, the Scar-Veteran can
charge from his unit up to 18", to take out
vulnerable enemy characters or even
chariots! The other Scar-Veteran works very
well in the Temple Guard unit, but this
really does put all your proverbial eggs in
one basket. Still, it's very handy having
such a powerful hero around to accept

L
1
i

challenges and present yet another
deterrent to potential chargers.

The Skinks provide skirmish screens for
the Kroxigors, and work closely with these
big hitters. Kroxigors come with great
weapons, meaning that chariots are swiftly
reduced to so much kindling, while their
Fear-causing presence works well in
tandem with the Temple Guard. The Skink
Priest is there mainly to allow the Slann
Mage-Priest to cast spells remotely —
though his extra casting dice comes in
handy too.

Skink Priests add some extra
magical zing!

www.games-workshop.co.uk/lizardmen 69

Slann Mage-Priest
dth Generation; Plague of
Tepok. Totem of Prophecy,
Diadem of Power

Scar-Veteran

Scar-Veteran

515 points

137 points
Light Armour, Quetzl,
Enchanted Shield, Burning
Blade of Chotec

148 points
Tepok spawning, Quetzl
spawning, Charm of the

Jaguar Warrior, Great Weapon,
Light Armour, Shield,

Skink Priest 65 points
Magic Level |
14 Temple Guard 315 points

Halberds, Shields, Standard
with War Banner, Musician,
Revered Guardian

Kroxigors 174 points
Great weapon

Kroxigors 174 points
Greal wedpon

Skinks 60 points
Javelins, shields

Skinks 66 points
lavelins, shields

Skink Scouts 70 points
Javelins, shields

Saurus Warriors 258 points

Standlard, Spawning
Champion, Musician
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- 09.09.06 LAUNCH PARTY

GAMES WORKSHOP, WARHAMMER WORLD

». ' Saturday 9th September 2006 is the launch day for And what would a celebration of launching the new
S Warhammer across the world, and do we have some Warhammer be without a big mega bash at the home
' great things lined up for you! of the hobby — Warhammer World?! A whole host of

In every single Hobby Centre across the UK we’ll be  activities will be on offer to get involved in! Bring vour
"% ) celebrating the release of Games Workshop’s oldest and  Warhammer forces and do battle in 500, 1,000 and

I' best loved game — Warhammer! 2,000 point mega battles. With tactic workshops and
! More details next issue, or if you cannot wait, you can special guests, don't miss out on this fantastic event!
. contact your nearest Hobby Centre (details on page 116)  Full details next issue and at:

i to find out what they'll be doing. www.games-workshop.co.uk/warhammerworld
5 WARHAMMER LAUNCH PARTY, 9th September 2006.

. . Atevery Hobby Centre and a special event at Warhammer World.
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Objective:

Necrontyr power hub

Necrons
deployment zone

DEATH STALKS

The ruined settlements on the outskirts of Machavius Hive are desolate
wastes, scarred by the battles between the Necrons and the Ultramarines.
However, in the ruins something stirs — the Necrons rise again!

GAME STATISTICS

Scenario Forces
Urban Assault (Cities
of Death, Gamma-level

scenario)

Location Points
Machavius Minoris 1500

achavius Hive has been hotly
Mcontested since Van Grothe's

Rapidity first stirred the sleeping
Necrons into action. Having seemingly
scoured the surrounding cities of any
Necron presence, the combined force of
Ultramarines and Vostroyans pulled out of
the area, leaving only a skeleton defence
and a series of command posts to continue
surveillance. Now, it seems that the
Necrons have returned, or perhaps never
left. These deathly automata seem
unstoppable — whenever they appear to

Ultramarines
vs. Necrons

Players

Alessio Cavatore
and Matt Hutson

Timeline

The closing years of
the 41st millennium

have been defeated, they return to their
terrifying hali-life, a menace that can never
truly be stopped.

The Necrons have infested several
structures in the subsidiary city of
Machavius Minoris, their dark machinery
generating massive amounts of power for
unknown ends, and are marching upon the
nearest Ultramarines command node. As
the alarms sound, a small strike force of the
Emperor’s finest answers the call to arms,
but can even they put down this ancient,
unkillable evil?

Ultramarines
deployment zone

Obijective:
Adeptus Astartes
command node

+ 493 M5-UG 6795/081 ++
++ENCRYPTION BETA 8 ++

" FROM: Astartes Command

Node Adornus :
T0:  Strike Force Morpheus
++ MACHAVIUS MINORIS

. PERIMETER BREACH ++

SECURITY LEVEL GAMMA ++
MASSIVE POWER SURGE
DETECTED INMORTHERD,
QUADRANT OF CITY ++ THE
RENOS APPERRTOBE
CONSTRUCTING SOME RIND OF
ENERGY BEACON OF UNKNOWN
DESIGRATION ++ REQUEST
URGENT FIRE SUPPORT
IMMEDIATELY + THE -
MECROMTYR XENOS MUST BE
PURGED FROM MACHAVIUS ++

++ end despatch +
++ 493 M5-U6 6796/0%1 +

medusav.games-workshop.com 71



Captain Morpheus
135 points

Land Raider 258 points

with power fist with lascannons, heavy bolter, extra

@ Terminator Squad Quiescor
with storm bolters and 2 assault cannons.

() Terminalor Assault Squad Ohdormior

|
2 with lightning claws, 3 with thunder
hammers and starm shields.

240 paints

200 points

o
B < | and bolt pistal. armour and smoke launchers,
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[ Chaplain Somnus 135 points
with crozius arcannum, rosarjus,
teleport homer and bike

| Landspeeder Tornado *Vexor' 80 points
with assault cannon

| and heavy bolier.

-
Sgt, with Terminatar Honours
and power fist; meltagun and
missile launcher.

@ Tactical Squad Cubilis 155 points

|
‘ Dreadnought ‘Idaeus’ 113 points

with assault cannon, power fist, |
| storm bolter, extra armour and
| smoke launchers,

Maodels 40%, Land Raider 35%

Crush the xenos!
Starting with my Troops and HQ, | first
picked a tactical squad and a Rhino,
together with a Captain. This Rhino-borne
close-attack team contained one meltagun
and two power fists — all weapons that are
perfectly suited to dropping Necrons and to
convince most of them to stay down
(unless, of course, there is a Resurrection
Orb nearby). My other Troops choice was
designed to defend my command node.
They probably wouldn’t need to move
much, so | gave them a missile launcher,
but with a meltagun and power fist for
‘close encounters’.

| then concentrated on the attack. For a
start | bought a Master of Sanctity on bike.
My plan revolved around his teleport
homer, and a Terminator squad. The plan
was for the Chaplain to turbo-boost his
way as far forward as possible, making the

Alessio Cavatore is the

custodian of our rules
systems. The only thing
this tabletop general
likes better than playing
Warhammer 40,000 is
winning games of
Warhammer 40,000!
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Tactical Squad Lectus 233 points
Set. with Terminator Honaurs and
power fist; meltagun; Rhino with
extra armour and smoke launchers.

N

teleportation of the Terminator squad very
precise. A plan fraught with ifs and buts,
[ know, but a very nice one if it worked...

I then wanted something that could
take on the inevitable Monolith, and |
opted for a Land Raider. Once the
Monolith had been disabled, the plan was
for the Land Raider to charge forward and
disgorge my second squad of Terminators
into the objective. The image of a
Terminator Assault squad charging out of a
Land Raider was just too appealing!

| spent what few points | had left on a
Dreadnought sporting an assault cannon
and, more importantly, a Strength 10 close
combat weapon.

Finally, | picked a Tornado to bolster
my anti-personnel firepower and give me a
fast reserve that | could quickly redeploy if
the enemy managed to outflank me with
their dirty teleporting tricks.

J
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|| Monolith 235 poinls

@ The Soulless Ones, Necron Warriors
with gauss flayers.

|| with gauss flux arc.

The Storm Lord,
Necron Lord
195 points
with warscythe, gaze of
flame, phase shifter and
| resurrection orb. [

180 points

@ The Ancients, Necron Warriors
with gauss Havers.

48 The Stalkers, Necron Warriors
The Soul Reaper, with gauss flayers
Necron Lord
135 points
with staff of light, gaze of
| flame and resurrection orb.

| 3 Wraiths
| 123 points

@ The Steel Reavers, Necron Warriors 180 points

with gauss flayers,

. Scarab Swarms 72 points

Maodels 40% Monolith 30%

The flesh is weak With the core force picked, it was time
I've been using a Necron force in the to add some spice! First up was the
Studio Cities of Death campaign, and it's Monolith. This ominous vehicle is a steal at
become apparent to me that large infantry- 235 points — it's near-impervious to all but
based armies that have plenty of point- the most concentrated heavy weapons fire,
scoring units are very effective at taking while it can redeploy a unit of Necrons
objectives in the rubble-strewn streets. that are within 18" of it using its portal. |
This force is based around four units of was sure that Alessio would take a lot of |
10 Necrons, which pack a huge amount of assault troops, so the portal would allow
firepower, perfectly capable of taking down me to pluck a Necron unit out of close Mart basworked
anything from swathes of infantry to Land combat, leaving their opponents stranded Al H" g .GEVFI.:
Raiders thanks to their gauss weapons. while | unleashed those 40 rapid-firing gofe ’.‘:‘;“es e
To increase their survivability I've gauss flayers on them. ;-\ar; ;anany e l
chosen two Necron Lords, each armed Next on the list were three Wraiths. 5 We;{f,r_‘” "’ "'“?Tmc I
with a Resurrection Orb. For me, this piece These flying Necrons move like jetbikes, h.1cf. €5 one OFHE'_M
of kit is a must, allowing Necrons to use ignore all difficult terrain, and are pretty C,Im;er f"““,yg ms’m”fr 3
their ‘We'll be back’ rule, even against nifty in an assault. | also took six Scarab r?r aym;n Skt o il
Instant Death and power weapon attacks. | Swarms to tie up fast moving enemies. sl Lo '
equipped each with the gaze of flame — Lastly, my stratagems — Power Generator
this denies your opponent their attack and Booby Traps — would further help
bonus when assaulting the Necron Lord . intensify my firepower.

medusav.games-workshop.com 73



.__\.. : o _;‘,_ e

.

Rapid Response

The Chaplain’s teleport
homer allowed Alessio to
choose the exact
placement of Terminator
Squad Quiescor. With two
assault cannons amongst
their armament, these elite
warriors were well placed
to open up on the
objective building.

he battle began with the gunning of
TSpace Marine engines as the Chaplain

turbo-boosted forwards, determined
to carry the teleport homer to the best
possible position. The Rhino and Land
Raider also surged ahead — the
Ultramarines were taking the fight to the
enemy! Realising the Chaplain’s intent, the

¢ 6 The Chaplain’s crozius arcanum
cleaved one of the metallic
monstrosities into so much scrap.9 9

Wraiths moved to intercept him, while the
four squads of Necron Warriors took up
firing positions ready to unleash a deadly
fusillade of gauss-fire at the first enemy that
presented itself. The Shooting phase saw
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four Necrons fall to assault-cannon fire,
while the Chaplain took a wound thanks to
the Necrons’ Power Generator stratagem.,
The Wraiths charged into the Chaplain,
wounding him but failing to deliver the
crushing blow, while the Chaplain’s
crozius arcanum cleaved one of the
metallic monstrosities into so much scrap.
In turn 2, four Necrons clambered back
to their feet, but this only increased the
Ultramarines’ resolve. The Chaplain
activated the teleport homer, and five
Terminators stepped forth from the ether
next to the Necrons’ defences. Alessio
disembarked his Captain and Tactical
Squad nearby, and sent the Land Raider
into a position from which the Terminator
Assault squad could charge into combat.
The Space Marines’ shooting phase saw
seven Necron Warriors fall to bolter
rounds, causing The Steel Reavers to fall




back, before the Terminator Assault squad
moved into combat, and the Dreadnought
charged the Wraiths to support the
beleaguered Chaplain. The Assault phase
saw another Wraith fall to the Chaplain’s
crozius, though he was cut down in return,
leaving the Dreadnought to fend for itself.
The Assault Terminators forced The Stalkers
to fall back but, at the start of the Necron
turn, six Warriors reanimated!

Three of The Stalkers who had got back
to their feet joined the nearest squad, as
their own unit had fled, and took up firing
positions against the Land Raider. The
remaining Stalkers promptly rallied and
consolidated into rapid fire range, levelling
their guns at the Ultramarines. The Scarabs
turbo-boosted towards the Space Marine
command node, with Matt hoping that they
could dislodge the Adeptus Astartes
guarding it. The Stalkers, Steel Reavers and

NECRONS

& The Storm Lord
) The Soul Reaper
@ Soulless Ones
@ The Ancients
@ The Stalkers

€ Steel Reavers
A Wraiths

@ Scarabs

ULTRAMARINES

(@) Chaplain Somnus
(@ Captain Morpheus
U Squad Lectus

@ Squad Cuhilis

‘l Squad Quiescor
i) Squad Ohdormior

h Landspreder
{ Dreadnought
B o

‘ Landraider

Monolith wiped out the Terminator Assault
squad in spectacular fashion. The Soulless
Ones and Ancients poured twenty shots
into the Land Raider, blowing off both side-
sponsons and immobilising the vehicle. In
all, Matt fired over forty gauss shots this
turn, sowing destruction amongst the
Ultramarines’ ranks.

Turn 3 opened with Terminator Squad
Quiescor and Tactical Squad Lectus
charging into the objective building, while
the Captain hot-footed it back to help the
Dreadnought. Five Necrons fell, but at the
start of Matt’s turn, four stood up again!
Matt used the Monolith to teleport the
Ancients away from the combat. They
opened fire on the surprised Marines,
supported by the Monolith, felling three of
Squad Cubilis and two Terminators.
However, the Ultramarines stood firm and
the objective was theirs, for now.

Big Moment

Matt: The coolest part
of the opening turns
for me was in turn 2.
The rapid-firing
gauss flayers,
combined with a
devastating six-hit
volley from the
Monolith's flux arc,
dispatched the
Terminator Assault
squad in short order.
Alessio failed four
armour saves, sealing
the fate of the
expensive unit.
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Lord of his domain

The Storm Lord, incensed at the Ultramarines’
trespass in the power hub, took charge of the
matter personally. Though wounded by the
Tactical squad, his Warscythe cleaved effortlessly
through the Space Marines’ power armour,
ensuring that Matt couldn’t lose the game.

=—

G

)

Big Moment

Alessio: With only
one Terminator
remaining from
Squad Quiescor, |
threw caution to the
wind.The bold
veteran cut through
the objective
building and charged
into the Ancients,
power fist swinging!
Though he was
ultimately doomed,
he managed to see
off this squad of
Necron Warriors
single-handed.

J

o

+ --_nnlluqu-:

he last remaining Terminator of Squad
TQuiescor charged into The Ancients

alone. The Tactical Squad pulled
away from the main thrust of the fighting
and ran to the rear of the building - Alessio
realised that with only four models left, he
needed them all to claim the objective, so
running out of range of those gauss guns
seemed like the best plan. In the Assault
phase, the Terminator got the better of the
Necron Warrior squad, while Captain
Morpheus and the Dreadnought finally
wiped out the Wraiths,

In Matt’s turn, the Monolith stirred
again, and the lone Terminator was left
punching thin air as the metal warriors
phased out. The Ancients, plus the
Monolith opened up on the Terminator, yet
his tactical dreadnought armour protected
him and he emerged unscathed. The Storm
Lord ordered his warriors back into the
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Turns 4-6

T} i s
\ 5 "L B TT
Y =

e, &

assault, before personally cutting down the
last member of Terminator Squad Quiescor
and consolidating into the objective
building, determined to take it back from
the Space Marines.

Seeing the Necron Lord alone in the
objective building, Tactical Squad Lectus
charged into him, hoping to take his Orb of
Resurrection out of the equation. Throwing
caution to the wind, the Captain and
Dreadnought each charged a unit of
Necron Warriors, killing one each. The
Squad Lectus caused 2 Wounds on the
Lord, but failed to put him down. In Matt’s
turn 5, the Stalkers, who were fighting
Captain Morpheus, teleported away, before
rapid firing their gauss guns at the Space
Marine leader. With so many shots brought
to bear, the Captain was shot to ribbons! In
the same Shooting phase, the Land Raider
was destroyed by a withering hail of gauss




To the wire... Almost

The Scarabs had done little during the battle,
largely due to Matt's indecisiveness. However, in
the final turn Matt tried a desperate gambit with
these tiny metal constructs. Alessio had rolled
unnaturally poor dice for the entire game - and
he almost failed to score the one wound he
needed to beat the Scarabs, despite being armed
with a power fist. Luckily for him, however, he
caused the wound by the narrowest of margins.
However, the result was irrelevant - Swarms
cannot hold objectives, something Matt forgot!

NECRONS
5 The Storm Lord
€ The Soul Reaver
@ Soulless Ones
@ The Ancients
& The Stalkers
@ Steel Reavers

Monolith

ULTRAMARINES

# Captain Morpheus
U Squad Lectus
@ squad Cubilis

h Landspeeder
‘ Dreadnought

shots. Elsewhere, the Scarabs, who had so crackling with energy, he won the assault

far been out of the game, skimmed into and reduced the squad to below quarter

cover near lo the Ultramarines’ defences, strength — they could no longer contest the

ready for a spiteful last assault on the objective. The Necrons too had held their

Space Marines’ objective. Power Generator, and their nefarious plans
The final turn began with the tide of could progress unhindered...

Necrons advancing grimly towards the
Ultramarines” command node. The Scarabs
swooped into the building and assaulted The result
Tactical Squacd Cubilis, whose missile
launcher had been a constant threat
throughout the battle. The outcome of the
game would be decided by two assaults -
one in each objective building.

Over in the command node, the
Scarabs and Marines fought to a standstill,
the Ultramarines had held their building.
Victory would be decided in the Necron

power hub, the remaining Tactical Marines N ECR : Ns I H PER' I H I

battled bravely, but the Necron Lord was DEFENDED OBJECTIVE DEFENDED OBJECTIVE

simply too powerful. With his Warscythe

By the slimmest of margins, and thanks to some outrageous fortune on
both sides, the game was a draw, with both sides failing to take the
other’s building. For the few remaining Ultramarines looking out at a
city full of Necrons, this was small comfort. The order was given to

fall back, and under heavy fire, the Emperor’s warriors retreated...
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MAN OF
THE MATCH:

I think the last man of

my Terminators
performed admirably.
For a while it looked
like he could single-
handedly hold back the
Necron tide that was

trying to recapture the
objective, but alas! He
eventually fell to the
Necron Lord.

ANCIENT WAR
ENGINE OF
THE MATCH:

Without it | would
never had been able to
hold off the assaulting
Ultramarines and the
game would have been
over on turn 2. My
whole tactic revolved

around it... Maybe next

time I'll take two.

STALEMATE

S ot R

P AT

Fought to a standstill
Alessio: | hate Resurrection Orbs,
especially when combined with a player
like Matt who simply cannot roll bad dice
(seriously, the man consistently rolled
above average for the entire game, making
a mockery of statistics). At the end of
several turns | thought | had done a good
job of killing Necrons, but then so many
simply stood back up again that killing
them always felt like wasted effort!

| have to admit that |
made quite a few mistakes,
and my Ammo Dump and
Fortifications stratagems
played little part. | think |
should have kept the Land

FOES T W e e
SESORE A | L
L IS S S S A, v L

have sheltered behind the building and
then rushed in at the end of the game. Matt
played the Necrons very well, as the
combination of a lot of Warriors with two
(twa!) Resurrection Orbs makes it very
difficult to get the army to phase out.

The Monolith was vital to Matt's tactics,
allowing his Warriors to teleport out of
combat and riddle my squads with gauss
fire. The only weakness | could perceive in
Matt’s army was its lack of mobility, as my

¢ ¢ Their gauss weapons are
great against anything with

Raider back, bombarding the an armour value.99

Monolith, out of range of the

deadly gauss flayers of the Necron Warriors
(or perhaps | should not have taken any
vehicles against Necrons — their gauss
weapons deadly against them, my Land
Speeder, for example, was quickly stripped
of its guns).

I charged the Necrons building too
soon. Being inside the building made me
visible to the entire enemy army, allowing
them to rapid fire at my squads. | should

Victory denied!

Matt: Blimey! Necrons can really take
some punishment. Their high Toughness,
3+ Armour Save and ‘We'll be back’ rule
makes them very hard to kill. This makes
them ideal at winning fire-fights, which is
especially useful in this mission.

Overall I think |
played too defensively. |
concentrated too much
on defending my own
building than attacking
Alessio’s, and wasted my
most mobile units by
getting them killed quite
early in the game. [ should never have
used the Wraiths to attack the Chaplain,
instead using them to threaten Alessio’s
building. | didn’t exploit their ability to
ignore difficult terrain at all. It would have
been far better holding off with them and
attacking in the later stages of the game.
Likewise, | got the Scarabs shot up far too
early, losing their nuisance potential.

What worked well for me was the
tactic of combining the Necrons' vast
amount of firepower with the Monolith’s
ability to teleport units out of close
combat, which came as a shock to Alessio.
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building never felt under serious threat.
What | would have done is omit the
Scarabs and Wraiths, bought more
Warriors, and given one of my Lords a Veil
of Darkness. This would have allowed me
to Deep Strike with the Warriors, giving me
a more aggressive army. Oh, and | would
have kept both Resurrection Orbs, even
though | really, really hate them (did |
mention that already?).

#

The Terminators fell quickly to this tactic,
which stalled his attack. 40 Necrons with
gauss flayers pack a mighty punch!

Overall, Alessio’s plan was sound. His
assault-heavy army and aggressive plan
kept me in my table quarter, making it very
hard for me to achieve my objective.

¢ 6 The Terminators fell very
quickly to my tactics, which
stalled Alessio’s attack.d

Although | eventually managed to
overwhelm his force, it was too late in the
game for me to cover the ground to his
building with anything that could hold it.

If I had been the Ultramarines, I'd have
dropped the Land Raider in favour of a
Devastator squad to take out the Monolith.
If I had lost this awesome vehicle |
wouldn't have been able to deal with
Alessio’s assault, and the outcome of the
game would have been very different.

A draw, but a great game — the Medusa
V setting really helps tell a cool story. Now
it's time to post the result on the website!
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RESEARCH

Register!
1. Log on to the Medusa V website.
2. Register.
3. GET PLAYING!

HOLD

4, Post results.

CORRUPT

5. When the campaign ends, sit back and
await news of your faction’s victory.

WAAAGH!
Website Features

Q@OEH®

* Service record
Tally your triumphs and defeats.

PRESERVE

* Unique battlefields
Battle over spaceports, ruined cities, agri-complexes,
ice wastes and more.

ENSLAVE

* Leader boards
Measure your might against the rest of the world.

* Scenario ideas and objectives
More ways to play.

DEVOUR

= Hobby section
Comprehensive modelling and painting guides.

+++CAMPAIGN ENDS 30/08/06 +++ RESULTS POSTED 01/09/06 +++

HARVEST
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Special Collectors’ Edition

¢ Numbered limited edition of 4,000 copies.

* Textured tapestry hard cover.

* Heavy weight parchment coloured pages.

* Copper blocked edges.

* Warhammer embossed presentation box with magnetic catches.
e Coloured cloth headband and bookmark.
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Special Gamers’ Edition m

e Hardback rulebook.

e Small format rulebook.

e Special edition Warhammer dice (8 D6,
Scatter and artillery dice, plus pouch).

* Special edition Warhammer templates.

e Warhammer counter set — get these game and
spell effect counters two months before
general release.

e Exclusive satchel with three pockets, velcro
release fastenings and shoulder strap,
embroidered with the Warhammer logo.



Tyrion, Defender of Ulthuan
The High EIf prince Tyrion is one of the
greatest warriors in all the world, and it is
said by some that he is Aenarion come
again. Mounted upon the steed
Malhandir, Tyrion makes a fine general
for a High EIf army. Painting such a
magnificent Citadel miniature is a reward
in itself — save him as a treat for when
vou've finished 30 Spearmen!

Tvrion's gold armour Dark red and grey
was painted Shining contrast well with High =
Gold over a basecoat of Elf blues and whites.

Dwarf Branze. Mithril
Silver was added to the
gold for the highlights.

Teclis is the twin of Tyrion, and although
frail in body he is the greatest living
practitioner of the magic arts. Rules for
both brothers can be found in the High
Elf army book.

There is a reference [ist The Teclis model is

of runes, like those covered with fine detail.
above, in the High EIf

armv book.

Eltharion, Warden of Yvresse

Blinded by Malekith the Witch King,
Eltharion is nonetheless still a ferocious
warrior and expert swordsman.

——
WARBANIMER
The ‘Eavy Metal team
is the most talented
group of professional
miniatures painters in

the world. This month,
we look at their work

g Fine lines are a good High Elves tend to be
on H|gh Elves. way of adding extra blond. Start with a light
detail 1o otherwise plain brown and highfight up

areas of cloth. to Skull White.




High Elf Lord

The Lords of the High Elves are noble, if
arrogant, creatures, inheritors of a martial
tradition going back thousands of years.
These are fine models, as each High EIf
Lord is possessed of the best wargear
Elven craft can create. A Citadel Fine
Detail Brush is a must here.

The gold phoenix on
the Shield was shaded
with Chestnut Ink.

Purple is anather good
contrast to the mainly
white robes worn by
muast High Elves.

High EIf Lord |

Many of the metal Lords come in several
parts. Care must be taken when cleaning
them prior to assembly, as the pieces,
such as this Lord’s axe, can be slender.

Our Elves wear Mithril
Silver armour that has
been carefully shaded
with Blue Ink.

The lion pelts worn by
Elves are pale cream.
Snakebite Leather forms
the hasecoal.

Colours of Ulthuan

High Elf models are
decorated with precious
gems and jewels. This is
the painting method that
the ‘Eavy Metal team use.

From a Chaos
Black undercoat
paint 3/4 of the
gem Red Gore,

Paint half the
gemstone
Blood Red

Paint a crescent

moon of Fien

Crange in the

bottom corner of

the gemstone. ‘

Paint a small stripe
of Skull White at the
top of the black
area to create the
illusion af light
catching the gem.

A simple alternative
for painting gems s
to apply several
coats of Red Ink
over a white
basecoal.

Another alternative
is to paint the gem
red and add a white
spot to the tap as a
highlight,

and hair, should be pale tones that complement white.
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The Elves of Ulthuan dress, as a rule, in white and blue. Other colours may be used to offset this (the red below is
given as an example), with strong, darker shades being especially good contrasts. Other details, such as wood, skin
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Imrik, Dragon Prince of Caledor

Imrik is the last of the line of Caledor, the mightiest of the
houses of the Dragon Princes. He is one of the few Elves today
who can rouse the Dragons of Ulthuan to war. He rides the
mightiest of all the Dragons, Minaithnir, with whom he has an
almost fraternal bond.

The light blue patiern
on the cloak makes a
subtle et vivid contrast
with the dark hiue,

Designs like this are
relatively easy to paint
ante cloth if vou use a
Fine Detail Brush.
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Banner Designs

Like High EIf clothes,
banners are usually
white, and can be either
simple (left) or relatively
complicated (right).
Animals and monsters
that the Elves have a
particular affinity with,
such as Unicorns,
Dragons and horses; and
icons from Elven
mythology, such as the
Phoenix, the heart and
sword, the horned moon
and the crossed swords;
feature prominently. For
more examples of Elven
heraldry see Games
Workshop Online and the
High EIf Army book.

Shield Designs

The shields of the High Elves are tall and kite shaped, providing cover to much of a warrior’s body. Their curved steel
surfaces offer plenty of space for Elven artisans (and human Hobbyists) to create bold designs. Despite the long and
bitter enmity between the two races, the common roots of High EIf and Dark EIf culture can be glimpsed in the
similarity in symbols both Elven kindreds apply to their wargear.

@ The star and flames are common motifs, and are often used
to represent Isha and Asuryan respectively,

6 The sword and heart are associated with Khaine.

9 Emblems such as this are used by the horse clans of Ellyrion.
o Sea Dragons feature prominently on the arms of Lothern.

© The Elves of Caledor favour Dragons.

Right: A wide selection of model High EIf shields and
banners, painted by the "Eavy Metal Team.

www.games-workshop.co.uk/highelves 85



DOR BUTCHA’S
CONUERSHUN KI INI!‘

is munf we've got a lizzard for youse lot to look at, all big and bitey. I'd like to get hold of
Da head like dat for some eksperimunts, | could stick it on Giffang’s nech. I bet dat’d make
him dead Killy. Course, I'd "ave to wait unfil he woz asleep — he likes da head he’s got.

HIGH ELF MERWYRM

Contributed by gamer
Eric van den Broek

No model exists for the Merwyrm
from the Elf Sea Patrol list, so | had
the perfect opportunity to make a
cool centerpiece for my army based
on Imrik’s Dragon.

| changed the foot to make it look
like it is grasping the base (1) by
cutting it in half and sticking it to the
rock, filling the gap with Greenstuff.
It's longer than the other now, but
you don't really notice. | also filled
in the gaps between the spikes on the
spine with Greenstuff to create a fin
(2) to make the dragon look aquatic.
Thankfully you can’t see my
fingerprints under the paint!

The other thing | did was to gently
bend the tail (3), and add a fin to it.
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National Exhibition Centre (NEC) Bm:ngn'lgham

Ticket price £25. Tickets on sale for White Dwarf Subscribers May 22™ 2006.
Tickets are on general release from July 1* 2006, order yours by calling 0115 91 40000.

The recommended minimum age for customers is 16 years old, however we will allow entry for persons between 12 and 16
when accompanied by a parent, guardian or other responsible adult.
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n the lectures
f Lord Inquisitor
ius Nomandes,

arance Alpha
007/a2-b8

Su ct:

| 'Eldar’ /Outcastc

++Genctype:

Class 2 proto anthropoid

superior psiocnic
potential; metaphrenic

olegy base

Elhar Rangers

Eldar Rangers are a shadowy sect of covert warriors, outcasts,
pathfinders and expert marksmen. Rarely seen by their
enemies, these Eldar represent a silent and deadly threat.

ife for an Eldar is strict and

disciplined, and the confinement of

their Craftworld homes can become
oppressive. There have been many over the
millennia that have tired of this existence
and left their Craftworld seeking
excitement, but even for these discontented
souls, the Eldar Path offers forms of release.
Some may follow the path of the starfarer
for several human lifetimes, joining the
crews of Craftworld or pirate fleets in
search of adventure. Others are lonely
figures, travellers who leave Eldar society
altogether and wander amongst the worlds
of men, treading the dangerous Path of the
Outcast. A few survive to exorcise their
wanderlust, rejoin their Craftworld and
settle down to gentler ways, but most do
not return. Many are killed, others abandon
the Eldar Path entirely, falling from grace
and becoming consumed by their dark
passions. These tormented beings die far
from home, alone with their secret anguish,
their spirit stones drifting forever in the
darkness of space, or lying buried on far-
flung, forgotten worlds.

Standing Order 2830/x/Wa — for
dissemination to all front line units.

+ ACT!ONS TO BE TAKEN WHEN
CONFRONTED BY [ ATR

Upon attack l’rum men.emv sniper of the
xenotype ‘Eldar’, all units are ordered to
perform a Reconnaissance by Fire. No
further actions are sanctioned, by pain of
administrative punishment or death, as Ak
determined by the Commissariat or duly
appointed Regimental Provost.

Orbital bombardment: A single, well-placed
orbit-to-surface munition will destroy any
enemy sniper. In addition, any surviving
xenos will be cowed sufficiently that further
agpressive acts are likely to be forestalled.
Furthermore, much of the cover from which
any further attacks might be launched will
be destroyed.

Superheavy ordnance: Titans and superheavy
tanks make ideal counter-sniping units. Upon

INDEX XENOS: ELDAR RANGERS

3y

These adventurers are the only Eldar
likely to be encountered by men except on
the battlefield. They are haunted figures,
torn between the love of their Craftworld
homes and the glories of the forbidden
universe. Their instincts lead them to lives
of danger, rooting out the hidden threat of
Chaos, and visiting the ancient Exodite
clans on the far rim of the galaxy.

Eldar Rangers are resilient, world-
weary, independent warriors, used to
looking after themselves. When a
Craftworld is threatened, its Rangers may
hear its call, taking up their weapons and
going to war once more.

Though by no means the most overtly
destructive of Eldar units, Rangers are quite
capable of inflicting serious losses on any
force fighting them. They are armed with
powerful sniper rifles, with which they can
pick out weak points in their enemy’s
armour. It has been known for a single
band of Eldar Rangers to hold up an entire
column of Imperial Guard. Standard
Imperial procedure is therefore to fall back
and call for heavy artillery support.

receiving fire, notify the masters of any such
vehicles within range and let them rain the
Emperor's vengeance upon your foes!

Battlecannon: A single round from a Leman
Russ is capable of levelling any cover, and
of destroying most enemies no matter their
skill at l’ielglm’a.ft..

‘Heavy wenpmm" Squad support weapons such
‘a3 heavy bolters and missile launchers, as .
we.ll as higher-level mortars and other
indirect firing weapons are ideal for
cowardly enemy snipers. Use them

engaging
 to direct holy fury at any location in which

the pernicions xenos may lurk.

Small arms: Bquad leaders should identify all
possible locations in which the enemy may

. be hiding, and communicate these to his
- warriors. Upon his word, all troopers should
‘shoot at their designated target, deluging the

enemy with fire and scouring him from his
hide. By the power of the las-gzun might all
foes Le defeated!



) 1

Semor \%ﬂéf‘

Ul d:?vi(_e (Brriad. 5}( man}( (?b.f‘a" J?ﬁ-ﬂger' o
JPeE:ﬂ'k‘m‘. ,?fean- b (onlain soma ks, of

1_ land afs '_fm.:?,'x‘érmj{;a

: jﬁobﬁﬁﬁwﬁ;r the G(ayx “Beiter Qj‘fffen‘: i t’wa& than

@rrvpt in mind |

il

lrj{‘ﬂé’:?f .’"!7!!’1';? r-sa:' mongmg
o bigh veby, md‘ué&-o'éy figh ‘.."m;g»q laser
(@rrar f.-ﬂm. EZPTS J\"O‘:TE fmmfﬁ g
I_E-q'ﬁmﬂi G to fumar oivalent, thic Z
I3 nar.ull.'aﬂr.lr_-d' Y xlrema Ion"era

9.." r':-gﬂ:q *.'-’f-.":rﬂ’f( il?n:(f.

-'-"e(];{nr ammanifion

[
4= and iy L'afaéfé

v

Ordo Xenos

~ Ay Cadliving
Missige Leeryphion S

qcruyy,

i so. thi mearts i fy poreihfo far—
¥

&Ticne in fha wl’a'ni!}: of &

the Eldar 1 i,

= Gur

I. |II Jr:crta: VAR o !ﬂe}r ar\.t wilhin tha neﬁwnf. 7;4
I'I ;'I n‘m’eg:(' mm:f?@ﬁr.m 3,"‘ his e ﬁuﬂv .I‘
-

gldar Ranger

++ Pict-capture of fla Tertius +

genos, Hive Subi

& f ABSTRACT: 7o

aﬂmma(aaf{km and

A omeus

o Fllar carap;
Pretection againgt balliytic and
PR armions ﬁﬂ?{m e protect;

Camelootng cloak

Cranamirrer

Yeno _m‘-{ﬁ;,-a Fllar

nw:fmcqr eviation Whatserer 4
Mghest p sertly. Eldar E)‘"}f" ALY hip lntreaged pencntially i
)?’k«fw;u I’.‘ﬁ'f"‘" i recentd weeds and me»g

-] Mém—zn:; ORE owbs aimy Py,

e suppert Hpotemy,

e patey over Hlevibie Mgk frper fatﬁ; it ]t’;.-n'a(-,‘ lomited

stack ADFPT~5 NOTE: 7%,
en againgt the Hlessed wearony of the A}J‘a&‘zp.

.uk/eldar 89
www.games-workshop.co.uk/



Biel-tan

Thanks to the dazzling array of Aspect
Warriors found in a Biel-tan army, its
Ranger squads are often foolishly
overlooked by ignorant foes. A key
component in a Biel-tn attack force, Eldar
Rangers direct the fury of the Swordwind
against the enemy, silently scouting out
enemy positions in preparation for the
main assault. The Rangers shown here
wear a dark woodland camouflage scheme
of the type described by the survivors of
the Twyfed Gorge Massacre.

Saim-hann

Saim-hann is famed for its mighty Wild
Rider Hosts, composed of scores of sleek
and deadly jetbikes and skimmers. Unlike
the other members of their Craftworld, the
Eldar Rangers of Saim-hann do not ride
headlong into battle, instead utilising
stealth and cunning to approach the enemy
unseen. When a Wild Rider Host goes to
war its Eldar Rangers scout ahead,
ascertaining the lie of the land and
neutralising immediate threats.

. th 1e sha.d0ws of
_thé:kangers.j’

— Inquisitor memldea
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Alaitoc

Of all the Eldar Craftworlds, Alaitoc adheres
most stringently to the Path of the Eldar.
This zealous attitude has caused many of
the Alaitoc Eldar to live the life of outcasts
and become Rangers. As a result of this,
when Alaitoc goes to war it falls to the
Rangers to return to protect their
Craftworld. Currently an Alaitoc Ranger
force of unequalled size operates on
Medusa V, severing enemy communications
and preparing the way for larger Eldar
armies to attack.
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Telennar

The cordial relations between Alaitoc and
Telennar have brought the forces of this
small Craftworld to Medusa V, where its
warriors battle to protect the Webway from
the coming Warp storm. These Rangers
wear the livery of those sited to the north
of Battlezone Tisiphone. Small bands of
Telennar Rangers have staged devastating
ambushes against the Ork buggy gangs
patrolling around Nazdreg's ruined space
hulk, hampering the greenskin scavenging
efforts at every turn.

www.games-workshop.co.uk/eldar



=ONLINE STORE

Fast, secure and direct!

WARHAMMER THELORD OF  SPECIALIST WHITE

STORE WARHAMMER HOBBY WORKSHOP
LHomNe 40,000 THE RINGS GAMES DWARF GMEs

Advance Orders

New Releases Terms and Conditions

Cities of Death
lmperial City (10 Buildings)

The UK Online Store keeps getting better and better. It’s a great place
to get your miniatures, and it’s so easy to use!

® EASY: The Online Store has never been easier to use; with
straightforward navigation categorised by game, you will be able to
find everything that you want.

* SAFE: We use Verisign 128-bit encryption which, put simply, means
that the Online Store is 100% safe to use.

* STRAIGHT TO YOUR DOOR: Your models are delivered wherever
- you want. You won't even have to go out!

» CONVENIENT: It doesn’t get much easier to buy something new than
to log onto the Online Store and place an order — you don’t even
need to get out of your pyjamas to do it!

* CHEAP: When you take a trip into town — paying for your bus fare,
petrol, parking, a coffee and a bite to eat, the costs can rapidly
rack up. By using the Online Store you could be spending a lot
less money and saving time too!

* THE HUMAN TOUCH: If you want help using the Online Store, the
Hobby Specialists are available Mon-Sat 10:00-18:00 and Sunday
11:00-17:30 on 0115 9140000. They will be able to talk you through
any aspect of using the store.

VeriSi e
Securec )/ ™ o ™




Everything in store and a lot more! The Online Store carries
everything a traditional Hobby Centre does, plus a lot more that

you just can’t get anywhere else. We also have huge stock levels
and if an item is out of stock it is probably in the warehouse so we

can get it back for you within a few days.

The Complete Range JERIH

Never tried the Online Store
before - then now is the perfect
time to give it a try!
Every order placed between
- 12pm on Friday 28th of July and
Fanprmm v 10am Monday 31st July over the
—_.;4‘:“-::%:: amount of £18 (that’s the price of
= a regiment box set) through the
UK Online Store will be delivered
straight to your door without
paying a penny in postage costs!

Ofifer only available to orders being
delivered to the United Kingdom and
Northern Ireland and on our standard
‘Royal Mail Express’ postage.

All orders placed after 10am on
Monday the 31st of July will be charged
postage at our usual rate.
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" From the 19th of August every Games Workshop Hobby Centre will be

' each of our Hobby Centres. Be among the first to see what’s inside! Find |
. out what’s new, what’s changed and what'’s remained the same!
' BE AMONG THE FIRST TO...

- & See fantastic miniatures from the new boxed game -Battle for Skull Pass!
' & Field test the new rules!

' Don’t be late! Get in-store to see for yourselves and earn yourself some
* valuable bragging rights!

BE AMONG THE FIRST TO PLAY

running Warhammer introductory games, three weeks before the launch of !

the game! An advanced copy of the rules has been secretly delivered to |

Ly

} To find your nearest Games Workshop Hobby Centre turn to page 116 or
~ go online to:

- www.games-workshop.co.uk/storefinder
"" ne.games-workshop.com/shopping
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PREPARE FOR WAR!
Saturday 26th August

Try the new rules with
your Warhammer army at
this special event! Bring
down a 500 point force on
Saturday 26th August to
any UK Hobby Centre and
have a game against one
of the armies from the
new Warhammer boxed

J' game — Battle for Skull
Pass. Remember, your
existing army book is valid
under the new rules. Call
your nearest UK Hobby

. Centre for details on this
great event!




SPECIAL EVENT

The Art of Games Workshop

Like most great ideas, it all started out with a casual

conversation along the lines of: “Wouldn’t it be great if...”

2, not only Dwarf are aly filled with k and
would it be gr but it IS going to illustrations cre
be fanta is summer from the
15th July to the 24th Septembe freelance :
ill be hosting a unique familiarity fe ple outside of
the Desi udio have n the

same princ

painted models and miniatu
the ‘Eavy Metal team. Hov
with the opening of the atures
Hall w ollection and put
it on public o ap menal
: ' Since
al in e mi ‘es gallery at Lenton
ether to showcase the creative just over a year ve've had more than
s Workshop. ( i
about this event is
s two exceplions, none of in person.
en in its original Inspired by this response, we dered
d to seeing C mething similar
cal images illustrating our game
boxes and books and the of White
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illustration has been scanned, it is
catalogued and then safely stored in plan
chests in our art archive. Sometimes, one
of the artists might ask if they can have a
particular piece to hang on the wall at
home, and on occasion, staff members
have been given a piece of original art, but
on the whole the collection has largely
remained unseen.

Part of the problem lay in the fact that
we simply didn’t have any space at Lenton
where these pieces of art could be put on
display in anything close to a gallery
setting. It was at this point in the story that
Nottingham Castle stepped in. Sharon
Cooke, the woman responsible for
archiving and storing our artwork had a
friend, Jim Waters, who was the Exhibition
Officer at Nottingham Castle. She and Jim
were talking about their respective jobs
and he asked whether we'd ever thought of
mounting an exhibition. Well, one thing
led to another and the idea for
“Warhammer — the Art of Games
Workshop” was born.

One of the remarkable things about this
collection and exhibition is how coherent
the artwork and images are. Although they
represent work by many different artists
drawn from more than twenty years’ worth
of artwork and illustration, there is a
freshness and vitality about these images
that initially makes them appear to be
the work of only one or two painters
and artists.

Early on in the history of the company,
Games Workshop succeeded in
establishing a very strong ‘house’ style, that
has influenced our artwork ever since. In
no small part this style was inspired by the
personal work and approach of
Nottingham painter and illustrator John
Blanche who, for the last fifteen years, has
worked as Games Workshop's Art Director.
Back in 1989, John gave the following list

15th July - 24th September, Nottingham Castle

of influences: “My favourite artists are
many and varied; a full list would fill a
page and | am still discovering more,
but Grunwald, Durer, Albrecht
Altdorfer, Friedrich, the pre-
Raphaelites, Casper, Géricault and
Gerome immediately spring to mind.”

John continued: “I did mv first
illustration job for White Dwarf
magazine in about 1978, | think, which
grew steadily from a part-time position to a
full-time one. We then developed what
became the single most important facet of
Games Workshop's take on fantasy art, the
application of the Northern European art
heritage against the dominant, clean,
classical version of fantasy imagery that
existed at the time. The first big
publication we tackled in this way was
Warhammer 40,000 where nearly all the
art was commissioned by me from
freelance artists. During the next twenty
years, as we built our in-house
illustration department, the art
developed into a body of work that
stands alongside any other, but the
vision never changed.”

It's this focus on Northern European
mediaeval, romantic, neo-classical and
heroic art that has allowed Games
Workshop to develop its own
distinctive style which John now calls
Games Workshop Gothic!

John again: “Gothic means lots of
things. You have the architectural style
from the Early Middle Ages, which was
then re-invented by the Victorians. They
applied it to all sorts of stuff, and we now

ABOVE

. Storm of Chaos: Alex Boyd,

5. Space Marines: Dave Gallagher.
6. Witchhunters: Paul Dainton.

=

€ € John: my favourite artists are many
and varied; a full list would fill a page
and I am still discovering more 99
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The Art of Games Workshop

BELOW

7. Sigmar on his throne:

Karl Kopinski.

8. Emperor versus Horus:

Adrian Smith.

9. Dark Mechanicus Lord:

John Blanche.

¢ € John: we wanted to capture all of the

creative energy of Games Workshop, within

a single exhibition. 99

have modern gothic, which is inspired by
yet is none of these things. Its internal
Games Workshop meaning is typified by
the robust, bellicose, often archaic and
bleak view of the fantasy and science
fiction genres you can see in our artwork
and images.”

What is clear, is that visitors to the
exhibition will be astounded not only by
the range of artwork, imagery and artefacts
on show, but by the juxtaposition of
concept sketches and other preliminary
work with the two and three-dimensional
artworks they finally become.

As John explains: “We wanted to
capture all of the creative energy of Games
Workshop within a single exhibition, from
concepts and sketchbooks through to fully
painted miniatures and models. This was
never really going to happen and selecting

Cityof

NOTTINGHAM

98 WHITE DWARF THE ART OF GAMES WORKSHOP

the individual pieces and models that
would make it into the exhibition was a
difficult task. However, at the end of the
day, we are pretty pleased and we hope
that visitors will leave the exhibition both
excited and inspired.”

In addition to the artworks, throughout
the exhibition, Nottingham Castle will be
hosting a range of special events, from
miniature painting demonstrations by some
of the top ‘Eavy Metal painters, through to
one-oif guided tours of the show by some
of Games Workshop's top artists and
designers. These events will be strictly
limited and places can be booked through
Nottingham Castle on: 07115 915 3651.

The show runs at Nottingham
Castle from the 15th July until the
24th September.
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*Mount Up!
All mtantry in transports,

*Fast Response

Reserves from turn 1.

*Mabbing Up
Squads mob up on transports.

aul: Mad Mek Git Stix

is one of Warlord

Nazdreg's most
notorious Meks. He caught
Nazdreg's eye when, while
working with the teleport
maintenance crews, he
somehow got the
equipment to “beam up”
half an enemy platoon -
the top half. His fixation
for building things, bigger,
shootier, faster or louder,
was evident even then, but
back in these early days his
designs were often
ridiculed by conventional
Mek Boyz. Eventually, he
obtained the rank of Big
Mek, a promotion gained
quickly after the rest of his
crew were accidentally
teleported into the molten
core of a nearby planet.

His first construction
was a massive “Kustom
Job” Cybork Body,
commissioned by one of
Nazdreg's Warbosses.
However, in an unfortunate
case of mistaken identity,
the Mad Dok performing
the operation attached the
Cybork Body to Git Stix
instead, unintentionally
boosting his physical
stature to match that of the
most powerful Warbosses.
Furthermore, before the
mistake could be rectified,
the unlucky Warboss was
tragically sucked out of a
malfunctioning air lock.
Since then Git Stix has
thrived at the head of his
own warband and is never
short of a volunteer or two
for his latest project.
Shortly after their

arrival on Medusa V,
Nazdreg tasked Git Stix
with a mission of his own.
While the Orks gather the
materials they need to

Warboss: Cvbark body, bionik bonce, ‘eavy armour, power claw, attack Squig, kombi weapon: shoota/rokkit launcha,
kustom job: more dakka, shootier, blasta

5 Nobz: Mega armour, kustom job: more dakka, shootier, blasta
Battlewagon: 2x Twin-linked rokkit launcha, zzap gun, armour plates, Grot riggers, armoured top, Krusher ... .eieoened bl0pts

: =W : a5
Big Mek: Cyhaork body, bionik arm, burma, power claw, mekboy's tools w

Mekboy 1: Kustom force field, bionik arm. mekboy’s tools
Mekboy 2; Bionik arm, burma, mekboy's taols, waaaph banner (carried by Grotl
Mekboy 3: Super stikkbomz, burna, bionik arm, mekboy's 1ools

Mekboy 4: Kustom mega-blasta, mekboy's tonls

Battlewagon: 2x Twin-linked rokkit launcha, zzap gun, armour plates, Grot riggers, force field oo, LT 405pls

9 Skarboyz: slugga and choppa, 3 burnas, frag stikkbombz, Nob with power claw
Wartrukk: Grot riggers, armour plates, rokkit launcha, red paint job ..., F e T Y e 211pts

eea and choppa, 3 burnas, frag stikkbombaz, Nob with power claw.
ERENE: armolr plates, Bl on: sHoG i roe BaTAL OB . i it s S s s st 224pis

10 Skarboyz: =
Wartrukk: Cro




@Walhmss: hike, powerclaw, ‘eavy armour, bionic bonce
Nobz Warbike Mob: 3 slugga and choppas, T choppa and power claw . A SR

Warbuggy: Grot riggers, Twin-linked rokkit launcha
Warbugey: Grot rigpers, Twin-linked rokkit launcha
Warbuggy: Grot riggers, Twin-linked rokkit launcha

e
« oy

WARMAS iy

10 Trukk Boyz: shootas, 1 burna, Nob with power claw,
Wartrukk: Grot figgers, big shoota, bolt on big Shoota, Armour pIAES G e L s

Ork Bomma: 2 Grot bombs, 2 rokkits 2 bombs,
3 twin-linked big shootas ..

Deth Kopta Squadron: Mek with burna ...
Deth Kopta Squadron: Mek with burna ...
Deth Koptas Squadran: 2 boyz, Mek with bur:

4

COLLECTORS' gyjpg

...228pts

2531 pts

medusav.games-workshop.com 101




PAINTING SPEED FREEKS

) Tin Bitz

o

) Boltgun Metal

. Blue Ink
Chestnut Ink

Chainmail

@ Dark Angels Green
Dwarf Flesh

@ Chestnut Ink
Rotting Flesh

Red Armour Plates
@® Dark Flesh
@ Blood Red

Yellow Armour Plates

@ Desert Yellow
Bubonic Brown
Sunburst Yellow

Milifary Greens and Greys

Catachan Green
Shadow Grey
Chaos Black

Kommando Khaki

Booby trap
stratagem markers

Paul uses the new Ork Kommandos as Skarboyz

continued from page 100

rebuild their Hulk, Git Stix must secure a
energy source large enough to power it.
His plan is a typically ambitious one
that involves breaching the Hives defences,
placing teleport beacons around the
primary reactor, launching “Da Killa-Tun
Mega-Rokkit” at the Greater Sybilla Gate
and destroying a Warlord Titan to boot.

Arming for Cities of Death

As | thought about the best way to use my
Speed Freek army in Cities of Death, it was
apparent that | had a bit of a problem. A
round peg (my current army) and a square
hole (the Cityfighting missions).

My thoughts turned towards the idea of
building a Footslogging Ork army, it would
allow me to replace my fast vehicles with
walkers and take the more tactically sound
units without the need for all of the
vehicles. So armed with my trusty Codex
Orks, | began to plan the foundations for
my new army. | started to write but began
to notice that the niggling uneasy feeling
that had originated in the pit of my
stomach, was now climbing it's way up my
spine and wrestling for my attention. It
resolved itself as a mental picture of an
Ork Warboss, faced with the challenge of a
round peg and a square hole. Would an
Ork Warboss look around for a more
suitable peg? No, | didn't think so either.
The Ork would make the peg fit, regardless
of it's size or shape, and the only thing the
Ork would look for is something big and
heavy to whack it in with! So Speed Freeks
it was. Though that did leave me with just
one last little dilemma, as Speed Freeks
can’l take Kommandos, what was | going
to use these fantastic new models as?

THERE IS MORE IN-STORE

For those who like converting miniatures, we’ve got Paul’s Speed Freeks as bundles on

the Online Store.

Now, if like me, you feel the need to
drive your Ork army, full throttle, into an
urban war zone, there are one or two
pearls, (or at least, shiny trinkets) of
wisdom | can pass on.

First: Deth Koptas

The compact terrain doesn’t slow them
down and when armed with a Burna, they
make the perfect weapon for incinerating
enemy sniper teams, melting through the
rear armour of an unsuspecting tank or
performing that last minute Turbo boost
onto the mission objective. Next on my list
of must-haves is the looted Demolisher.
With its strength 10 Ordnance weapon, the
tank was designed for this style of warfare
and any general passing up the opportunity
to field one needs his “‘ead lookin” at”.
Other recent additions to my army include
the Mega Armoured Nobz and a second
unit of Skarboyz, for which | am using the
new Kommando models.

Second: tank and trap

Just two, small, innocent looking words,
harmless really. Do not be fooled! If your
opponent is switched on enough to choose
the Tank Traps Stratagem, (which of course,
after reading this article, all of mine now
will bel) you will come to hate them. But
do not despair, you may not be able to gel
rid of the Tank Traps, but arm your
Demolisher with the specialist Siege shells
and you can just blast a path through the
buildings instead! Use in conjunction with
the Demolition Stratagem, both to
minimise the effectiveness of the Tank
Traps and make the biggest bang!

www.games-workshop.co.uk/store/medusaarmies
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Medusa U at Manchester
Hobby Centre

This summer the M: anc hexler Store's

t SYBILLA TERTIUS HIVE

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

Saturday 19th August 10am start —

Ly iyl _' ) Games Workshop Hobby Centres across the
gyttt el UK will be battling in the depths of the Sybilla

assault against the

Saturday 26th August 10am start - Tertius hi\le, the primary hive of the region.
“The Battle for Norden’s Bunker” y < : a ’
Will the Ork t their reactor? This is Each store W[“ be I‘unnlng its own Campalgns

the one were we find out!

Call: 0161 834 6871
to get involved!

and activities, so don’t miss out.
Sign up in-store now and be a part of history.
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Winner of Best Painted Army at Heat Three of the Warhammer 40,000 Grand
Tournament, Nicola Taylor’s Tyranid army, Hive Fleet Apophis, gets the White Dwarf
treatment, for all those who didn’t get to see it at the event.

his isn’t the first time Nicola has “The models are so interesting and
I collected Tyranids, in fact her first there are so many ways that | could
army was the gribblies from outer personalise them.” With all the conversions
space, so she’s no stranger to all those and winged beasties in the army, Nicola
mandibles and scything talons. - has certainly achieved that. It's a good =
“I'm a big fan of non-Human armies  lesson for anyone who has aspirations to
and these guys aren’t even Humanoid,” she ~ win a similar award — well-painted,
says of her motivation for the creatures of strongly themed and disli_rictjyg@ies tend.~
the Great Devourer. to get the prizes. e T |

R,

3
11 .

; : : Buy this army from the Online Store:
HEE Ky e - ¢ ww.gamsaommp.m@wmmmﬁnmabm
T A Y, ; !

www.games-workshop.co.uk/tournaments 105
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Fast and Deadly

Nicola’s army is one meant for a
tournament and as such it’s an effective
gaming force as well as an aesthetic treat.

“My force is very fast and heavily
close combat based — once it hits
the enemy front line it’s very difficult
to dislodge.”

Her tactics revolve around the
outnumbering potential inherent in the
army, “The sheer weight of numbers
means | can distract dangerous enemy
units with the little guys, until the slightly
slower big-hitters can get there.” This is
made possible by Nicola’s stringent
policy of ‘no upgrades’ for most of the
army, “l use the points to get more
bodies on the table, as I find that
upgraded, expensive Gaunts die just as
easily to a boltgun as cheaper ones!”

Another feature of the Hive Fleet
| Apophis is its disdain for armoured elites,
“l have so much rending capability in my
army that power armour isn't really a
problem." And in summary, “My force

I is a hybrid of speed, close combat
| | power and numbers - so it’s flexible
{1 and adaptive.”

' Alien Markings
| With this heftily sized army to paint,
| Nicola, like all good army painters, had a

AN S \ o
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Brood blocks, seeing one through to
completion and then starting over with
the next one.”

As for the scheme she used, it harked
back to her original Tyranid army, “It's an
evolution of the older force, which had
red carapace and purple skin.” Though
for this incarnation, Nicola has gone for
a slightly darker scheme to make it
more ‘sinister’. “| also added hive 5

- fleet markings: Yellow and black are
nature’s danger colours, so it seemed a
fitting choice.”

The Invasion deepens.

Now she’s played some games with the
force, Nicola has plans to iron.out the last
few rough edges and make Hive Fleet
Apophis even deadlier... “I'll drop the
Lictor — he is rarely effective in this army
—and add a couple of Raveners, instead,”
she says, “A Zoanthrope could provide
some valuable anti-tank'shooting power
(Nicola struggles against armoured
companies) but I've discovered these tend
to catch the attention of too many heavy
weapons and are rather slow. Most of my ;
army can move over 6" a turn, and a o
floating brain just doesn't fit! That said, a
Carnifex with the ability to actually shoot
something, other than spinebanks, might
be useful...”

‘ strategy to completlng, |t “I palnted itin

5 “

| \ WARHAMMER

- LRAND TOURNATTIENT 2006

40.000\,_

/

HEAT ONE 14th~—15th October e HEAT TWD 11th—12th November © HEAT THREE 25th—26th November

FINAL 3rd—A4th March 2006



fitting with t
they are deadly

‘The dreaded Ca'r_'nifex tooled up for maximﬁm.des&i(c(iot:‘l;w

Requirements ' |
* 1,500 point Warhammer 40,000 force using the standard force organisation chart.
e There will be six games across the weekend.

e Qualifiers from the heats will receive free entry into the Grand Final in March 2007. ¥
e Event includes two lunches, and evening meal on the Saturday. ’ N\
* Tea & coffee available both mornings with doughnuts on Saturday morning. : b@ X
* Ticket price £50. > ‘z{}
e Ticket on sale for all heats, 8th July 2006, by calling 07715 91 40000. ('}\ ‘é’

>

www.games-workshop.co.uk/tournaments f‘\z &



a preview of all the day’s action.

whisperings of Games Day 2006 started

to filter around the office and slowly the
ideas started coming together that will
culminate in Games Day 2006 at the
Birmingham NEC on September 24th. Most
of you will have your tickets by now, and
will be anticipating the activities,
personalities and cool stuff you'll see
within the three halls at the NEC this year.

THE FORUM

Pre-release Miniatures
The sales stands will be here for you to get

I t was over six months ago that the first

September is around the corner and that means Games Day will
once again take over the Birmingham NEC, so we decided to have

your hands on a variety of pre-release
miniatures from the new Orcs & Goblins
(you can see the fantastic cover art for the
new army book on the next page). There
will also be miniatures from our current
ranges for you to add to your armies.

Hobby Area

Want to win the coveted Scrap Demon in
the conversion competition by trying your
hand at making a plastic conversion? Want
to see just how easy it is to make a piece
of scatter scenery? Or maybe you just want
to put together your new miniatures bought

10am to 4pm on Sunday 24th September 2006.

Birmingham National Exhibition Centre (NEC).

Ticket price £25.

Tickets on sale for White Dwarf subscribers from 22nd May 2006,
and general release from 1st July 2006. Order yours by calling
0115 91 40000 (Golden Demon entry forms also available).
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For tickets and information call: 0115 9140000

from the sales stands? All of this is possible
in the Hobby Area at Games Day.

Art Competition

Also in the Forum will be the Artwork
competition. Budding artists are challenged
to bring along a piece of A4 drawn or
painted art to put on display and be judged
by one of our Studio artists. Entries will be
sorted into two age categories with
category winners receiving an award at the
end of the day.

Bring & Battle

This area was introduced last year and
became a resounding success. Not wanting
to disappoint, it returns again this year
providing the perfect opportunity to meet
and play against other gamers from all over
the UK. Bring dice and a tape measure,
along with a small force of Border Patrol,
Combat Patrol or War Party size, and you
can get gaming. Once again, there will be
tables for Warhammer, Warhammer 40,000
and The Lord of The Rings, so no matter
what you play, you should get a game.

THE ARENA

Participation Games and Mega Battles
The whole Arena floor will be covered
with participation games this year. Games
Workshop Hobby Centres and Independent
Clubs from across the UK have made some
excellent themed tables and painted
miniatures. You could join massed forces of
Dwarfs to fight off an Orc & Gablin horde,
or deal with the machine menace of the
Necrons using the armies of the Imperium;
all you need to do is turn up & play.

Stage & Screen

Once again the stage and screen will be in
the Arena Hall giving us a grandstand
finish to the event with the awards
ceremony. Make sure you take your seats

in plenty of time to see the big screen
display images of the winning Golden
Demon entries as the awards are declared.

THE PAVILION

Golden Demon

Golden Demon entrants can register here.
The Pavilion is also where all the entries
for the painting competition will be
displayed. As well as viewing the
miniatures ‘in the flesh’ you can admire
some of the best entries close up with the
help of the plasma screens at each end of
the Golden Demon stand. Good luck to all
the competitors vying for the coveted

Golden Demon Slayer Sword! o
Y A The Scrap Demon, prize for

the best conversion.

The Gaming Club Network (GCN)
This network of independent gaming clubs
grows from strength to strength with
members all across the UK. They are
supporting Games Day this year with a
number of participation games in the
Arena Hall. In addition they have an
assembly area in the Pavilion where they
are on hand to discuss the benefits of
starting a club in your area and joining
the GCN. They have also thrown down
a challenge to anyone who wants to
bring an army along for a game.

¥ The cover art from the Orcs &
Goblins Army book, the unique
prize for the art competition.

Design Studio

This year the Design Studio is pulling
out all the stops to provide you with a
snapshot of the design process. This
will include the presence of around
40 members of the Design Studio as
well as representatives from our Pre-
production Studio and GW Tooling. If
you ever wondered how we get from
concept art sketches to ‘Eavy Metal
painted miniatures to boxed sets in
our stores, now's your chance to

find out. You'll also have the

chance to meet artists, games



Dwarf Editors to make an appearance to
autograph your favourite issues.

NOT TO BE MISSED...

Games Day is the showcase event in our
event calendar. It encompasses painting,
gaming and modelling in a vast, one-day
event. However, the day would be nothing
without the participation of the thousands
of hobbyists who come to share in the
enjoyment of the hobby. So join us to
make this year's Games Day special.

If you like the sound of all the activities
going on at this year's Games Day, then get
yourself a ticket. Most Games Workshop
Hobby Centres will be providing a coach
for the day, (make enquiries at your local
Hobby Centre for details of this) but there
is on-site parking and access from the
station and airport as well.

Tickets are available right now. Make
sure you don’t miss out.

developers, miniatures sculptors, ‘Eavy
Metal painters and scenery makers, so if
there's any question about our games and
miniatures that you want to ask, this is
where to do it!

The Archive

Each year we like to remind you about
some of the bygone products that Games
Workshop has developed. Come and see
how the Warhammer Fantasy Battle game
has developed over the years.

White Dwarf

White Dwarf will be around again this
year, taking pictures, conducting interviews
and generally wandering about the event.
In addition, we have given them their own
area so you can approach them to ask
questions about past articles, future issues
or anything White Dwarf related. We're
also hoping to persuade previous White

A The Hobby Area is a flurry
of conversions.

4 Only available at Games Day or
through buying a ticket, the Troll
Slayer on Golden Demon head is a
truly unique and amazing model. The
Troll Slayer is detachable so can be
put an a 25mm base for use in vour
Warhammer armies.

Suntiay 21"
September 2006
National Fxhibition
Centre (NEC)
Birmingham

Sunday 24" September 2006
 National Exhibition Centre (NEC)
3R Birmingham
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www.blacklibrary.com

Black Library Merchandise

Earlier this year Warp Artefacts came
to an end, but only to be replaced by
Black Library Merchandise! Black
Library Merchandise is the place you
will now find all your iconic
jewellery and clothing from the
worlds of Warhammer and
Warhammer 40K plus lots more!

Games Day 2006 for BL
merchandise will be big! Exclusively
this year you will find badges, t-shirts
and posters complimenting the re-
release of Warhammer! Remember
you'll not find these particular items
anywhere else!

Along with these exclusive items
you'll find all the classic, high quality
merchandise items ranging from
Black Templars to High Elves!

Black Library
The return of Gotrek & Felix! The

E | :
Old World’s most notorious duo are

s gaasts Rovtl

back in the action-packed novel Orcslayer, and what's
more, author Nathan Long will be there signing copies!

Galaxy in Flames is the third book in the Black
Library’s hot new Horus Heresy series. Ben Counter takes
up the reigns and turns the action dial up to 100!

Dan Abnett will be on hand to sign copies of the
latest Gaunt’s Ghosts novel The Armour of Contempt. It's
high-octane adventure all the way as Gaunt and his men
attempt to liberate a Chaos held planet!

Warhammer Historical

Warhammer. Historical ‘will have participation games
including Legends of the Old West and Warhammer
Ancient Battles. There's sure to be some Warmaster
Ancients gaming going on too, showcasing the
forthcoming Warmaster Ancient Armies supplement
release.

Make sure you head over to the Warhammer
Historical retail stand and check out the full range of
games and dioramas. You can pick up the latest releases
including the new Warhammer Ancient Battles
supplement “The Art of War” which lets you bring the
mighty Terracotta army to the table top as you strive to
match the feats of the First Emperor of China.




strawberries and cream make their appearance once

again, the playing fields of England echo to the sounds
of leather on willow, and it once again falls to me to take a
nostalgic look at last year’s Games Day.

Anyone who has had the misfortune to read one of my
previous reviews of Games Day (your mug shot alone is
scary — Grombrindal) will know that | am on a 15 year
quest to obtain a little statue, the Golden Demon. Last
year's event wasn't the first time | had tried to get my
hands on one of these (but | won't bore you with that
again). However, it was the first time | had helped White
Dwarf as a volunteer photographer and, more importantly,
a first for Games Day itself. To everyone's delight, the event
got a whole lot bigger and a whole ot easier to get to —
just off the M42!

The larger venue meant that the participation games
could be expanded, with the different Hobby Centres from
around the country and the Gaming Club Network
producing some great tables to play on. Games Warkshop
also expanded the gaming element of the event by
beginning the ‘Bring and Battle’ games (I feel a Blue Peter
badge coming on). These were warmly welcomed as it
allowed players to play against other hobbyists from
around the country, which added to the spirit of the event.
Inevitably though, just like there weren't enough hours in
the day for Dan Abnett to sign all the books thrust in front
of him, so there weren't enough tables to go round for all
the eager players!

If you tired of all the gaming stuff, you could take a
break and survey the latest in Games Workshop inspired
games in the computer area. Although playing the newly
revealed Dawn of War expansion, Winter Assault, is still
‘gaming’, it could be argued it's a totally different
experience to the tabletop version. Alas, it's not how my
wife views it

The Golden Demons were easier to access owing to
the fact that they were located in the centre of a large hall
called the Pavilion. This allowed everyone a better view of
the models and ended the long queues that were plagued
previous years.

More space meant more room for new models to buy,
which included loads of pre-release Wood Elves and Close
Combat Terminators — seems like old news now, doesn't it!
Forge World brought their designers and were showing off
their massive Tau Manta which certainly turned a few

]Dnathan: As another English summer approaches,

E il _ _
4 Jon will need his cat to stop drinking his paint water if he has
any hope of completing his models for Golden Demon 2006.

- Gl —

LAST YEAR'S GAMES DAY

Wondering what you missed out at last year’s Games Day?
WD asked Jonathan Carter to tell us all about it...

» Jon's Space Wolves &
Dreacdnought is one of
his entries this year. i
Find out how he made
it on page 113.

heads! They also managed to bring along the Anphelion
Base from the then-unreleased Imperial Armour 4,
including a custom-built board which was later
photographed for the book.

For the Black Library, all this extra space to spread out
was quickly taken up with people trying to get their hands
on the special pre-release books, such as His Last
Command, and then to join the ever-growing line of
people patiently waiting to get their new purchases signed
by the author. This year these queues will be much greater,
| am sure; with the release of the great new Horus Heresy
series, Dan Abnett, Graham McNeill and Ben Counter’s
pens will definitely be smoking after signing all of the
requested autographs!

One of the parts of the weekend which is of interest to
all hobbyists is the chance to have a sneak-peak at the
plans and proposed new release models. Last year it was
Black Templars and Dwarfs, two and three months before
release. It is always interesting to meet the designers and
have a chat with them about their designs.

I'll leave you now, as | skulk off to my painting room
and contemplate trying to produce a model to enter this
year. |'ve already been busy and have managed to finish
one entry, a Venerable Dreadnought. | do have lots of other
ideas but I'm afraid they're not publishable at the moment.
| can't have anyone pinching my ideas now can 17 It is
16th time lucky after all! If | can stop the cat drinking my
paint water | might actually have a chance; if not, perhaps
it might be time for me to have a crack at winning one of
the Scrap Demons in the Hobby Area - these are awarded
to the best converted model produced at the competition
on one of the special tables neatly (!) arranged with a
plethora of parts, materials and tools for us all to play with.
For anyone attending next year's event, I'll probably see
you around and about — look for me under a pile of sprues
in the construction area.

But, make sure you grab your tickets fast or you won't
be seeing anything at Games Day 2006!

Want to know more?

You can read about Jon's Golden Demon experiences at
Games Day 2005 online, at:

www.games-workshop.co.uk/gamesday

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



Store and Community news

LT UK

| NEW! G
Independent Stockists

Wargames Workshop
7 Mill Road
Cranfield

Bedford

MK43 OJG

01234 757878

 NEW! G

Five new clubs
join the GEN

Royal Guild of Minted
Boards (Cheshire)
Contact: Christopher Fry
Phone: 07976 878732
E-mail:Chris_Fry@Fryup
Films.com

York Garrison (York)
Contact: Robey Jenkins
Phone: 07967 277994
E-mail:
garrison_wargaming@
vahoo.com

BRBBA (Bognor Regis)
Contact: Mr Frank Hill
Phone: 07896 319 683
E-mail:
mrfrankhill@yahoo.com

Mitcham Marauders
(Mitcham)

Contact: Jason Fowler
Phone: 07766 340 3472
E-mail: Mitcham-
marauders@yahoo.co.uk

Hammer N Ales
(Southsea)

Contact: Daniel Few
Phone: 0781 688 9028
E-mail:
sonofsmy@hotmail.com
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— @OCEINIIETTT=7 ) o1d Faithiul Southhampton gets a Makeover —

One of Games Workshop's oldest stores, Southampton, had the Techpriests down
recently to give it a refit. The Hobby Centre will be ready for war this summer, as the
forces of order and disorder battle it out in the Edethor region of Medusa V.

COPENHAGEN BATTLE BUNKER

The clash of dice upon flocked gaming
board is heard night after night, as armies
battle for supremacy in the Battle Bunker
located in Partnership store Faraos Cigarer
in central Copenhagen. Play when it suits
you, as the Battle Bunker gaming room is
open Monday through Saturday, with
Monday nights reserved especially for
veterans. With 10 gaming tables, fantastic
terrain, outstanding artwork on the walls it
all adds to a fantastic atmosphere!

The Battle Bunker is having lots of exciting
events, including campaigns, leagues and
weekend tournaments. Logon to the
Northern Europe website for more
information on upcoming events!
http.//ne.games-workshop.com/events/diary

Opening hours:

Mon = Tie! wuowansarngiy 11.00 — 23.00
Wed - Thur:........... 11.00 - 17.30
Friday: .ooocoovevviriereeieersnnennnn 11,00 = 18.00
Saturday: ..cocvviviiiieiiiienn. 10.00 = 19:00

COPENHAGEN BATTLE BUNKER
Faraos Cigarer

Skindergade 27

1159 Copenhagen

Telephone: 33 32 22 11

GAN

SANIES DAY
: *@@ﬁ DEN RN

TICKETS AVAILABLE ONLINE NOW AT:
www.games-workshop.co.uk/goldendemon

23 East Street,
Southampton, Hampshire, $O14 THG =
Tel: 02380 331962

RECYCLE YOUR PLASTIC SPRUES

Wondering what to do with all those
plastic sprues you have left over after
assembling your latest game winning
unit? Now’s your chance to do your bit
for the environment and recycle them!
All events run at Warhammer World
and also Games Day will have
recycling points. Just pop all your
unwanted plastic bits (no painted,
metal or glued models please) in a
carrier bag and bring them with you.

GOBSTYKS CORRECTION

Apologies to Gobstyks for a few
incorrect details in WD317 on their
club. Their Bloodbowl trophy is called
the Gobstykup not the Gobstyka, gold
membership is awarded after five years
not three, and the Presidents are Mike
Purvis and Tony Burgess not Will Platten.
Summary execution of the reading
Gnoblars has been performed.




The highlights this month...
RELATED ARTICLES

All the magazine-related articles...

Two Towers Masterclass

Find out expert ways
to paint some of the
key characters from g 8
the Two Towers e
journey who were at
Helm'’s Deep, including
the defenders of the
fortress and the some of
the key Uruk-hai
characters attacking
them.

Uruk-hai Army Building

With the new plastic Uruk-hai Scouts,
Legion of the White Host battlehost, Feral
Uruk-hai and Legions of the White Hand
army list in the Legions of Middle-earth
expansion, we thought it would be a
great chance to look at collecting,
modelling, painting and a splash of
gaming with a force of Uruk-hai.

Space Wolves Venerable
Dreadnought

In this month’s Games Day article,
volunteer reporter Jonathan Carter shows
us his latest entry for Golden Demon - a
Space Wolves Venerable Dreadnought.
We show you how he painted and
modelled his mighty miniature, from
concept to varnish, online.

See the model on page 111.

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

_ his Tau Cadre and give us a few pointers

HOBBY ARTICLES

...and everything else to fuel your hobby.

Eastern Empire

The Eastern Fringe is home to the
emerging Tau Empire. Australian hobbyist
Sebastian Stuart has collected a unique
Tau army over the last few years. Here
we ask Sebastian to take us on a tour of

on how he painted them.

Ollie Gray’s Dark Elves

You'd think Ollie Gray was preparing an
invasion of Ulthuan, such is the size of
his Dark Elf army. He regularly takes to
the field with it at Games Warkshop
Lincoln, where he is the manager,
although in smaller, more game-sized,
chunks. He also has many interesting
conversions which this

article takes a

look at.

Pursued By Wolves

Based upon the scenario of Arwen’s
perilous flight to the Bruinen Ford, this
scenario by Adam Troke features Sam
Gamgee's beloved pack-animal. Can Bill
escape the ravening pack of Wargs, or
will he find himself a feast for the hounds
of Sauron?

.. ¢ .ql \

=3 =i

What is

at 1
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!

* See the latest new
releases and
advanced orders!

* 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.

.

Upcoming Events

Are vou a Hobby Centre,
Independent Stockist, GCN or
WPS club that's running an event?
If vou 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:

* 1st August ............ WD323 (Nov)
= 15t September...WD324 (Dec)
¢ st October ........ WD325 (Jan)

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

Events diary abbreviation guide

presents:

Date: Saturday 5th August, 2006

Venue: Manchester Hobby Centre

Details: The “Fighta-Tunullas” are deployed to
place Tellyporta beacons onto the Hive's
Reactor. This summer the Manchester Store's
Gaming events will follow the trail of Git Stix
as he attempts to steal the fusion reactor that
currently supplies power to the Sybilla Tertius
Hive. 10am start.

Contact: 0161 834 6871

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

presents:
WARHAMMER CAMPAIGN

steal the fusion reactor that currently supplies
power to the Sybilla Tertius Hive. 10am start.
Contact: 0161 834 6871

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

OMIFTEIELED presents:

THE BATTLE FOR
NORDEN'S BUNKER

Date: Saturday 26th August, 2006

Venue: Manchester Hobby Centre

Details: Will the Orks get their reactor? This is
the one were we find out!This summer the
Manchester Store's Gaming events will follow
the trail of Git Stix as he attempts to steal the
fusion reactor that currently supplies power to
the Sybilla Tertius Hive. Starts 10am.

Contact: 0161 834 6871

Website:

Wiklssnansaogad Warhammer
40K .. Warhammer 40,000 Date: Sunday 6th August, 2006 www.games-workshop.co.uk/events
1] e ——. Blood Bowl Venue: Gaming Workshop Wakefield

WAB ... Warhammer Ancient Battles
WPS...Warhammer Players’ Society
WECW Warhammer English Civil War
Bpi s Epic Armageddon
.The Lord of The Rings
faemasns Games Workshop
................ Grand Tournament

HEAT 1
»7th-8th October 2006

HEAT 2
*4th-5th November 2006

HEAT 3
»18th-19th November 2006

www.games-workshop.co.uk/events

Details: The thawing snows in the Black
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

presents:
The Battle for Epsylion Gate

Date: Saturday 12th August, 2006

Venue: Manchester Hobby Centre

Details: Your chance to be a part of this
250,000 point Mega Battle! This summer the
Manchester Store's Gaming events will follow
the trail of Git Stix as he attempts 1o steal the
fusion reactor that currently supplies power to
the Sybilla Tertius Hive. Starts 8pm.

Contact: 0161 834 6871

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

presents:
DEUSCIDE

Date: Saturday 19th August, 2006

Venue: Manchester Hobby Centre

Details: Da Stelf-Bommas” spearhead an
assault against the Warlord Titan. This summer
the Manchester Store's Gaming events will
follow the trail of Git Stix as he attempts to

presents:
FALL OF THE NECROMANCER

Date: Sunday 20th August, 2006

Venue: Gaming Workshop Wakefield
Details: Deep in 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

presents:

MEDUSA V- END GAME
GCN Balllllaigll Weekend

Date: 19th - 20th August 2006

Venue: Warhammer World, Nottingham
Ticket Price: £45. This covers seven games
across two days, lunch on both days, and an
evening meal on Saturday. There will only be
14 tickets available for each race (Chaos,
Orks, Necrons, Tyranids, Tau, Eldar or Dark
Eldar) and 28 Imperial tickets, so book early
to avoid disappointment!

Details: see attached advert

Contact: Steve Nolan on 07793 198516
Website: events@gcnm.org.uk

114 WHITE DWARF FRONTLINE
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presents:
The Lord of The Rings

DOUBLES TOURNAMENT

Date: Sunday 17th September, 2006

Venue: Gaming Workshop Wakefield

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:

f

f' ANES DAY
iDENlDFn oM

Date: Sunday 24th September 2006
Venue: Birmingham NEC

Details: Tickets cost £25.

Website: www.games-workshop.co.uk
fgamesday

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

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 2,000 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

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:

http:/ne.games-workshop.com

presents:
Heat One: GRAND TOURNAMENT

WARHAMMER 40,000

Date: 14th — 15th October, 2006

Venue: Warhammer World

Details: First heat in the new Warhammer
40,000 Grand Tournament season. You will
require a 1,500 point force designed around
the restrictions listed in the tournament pack.
Tickets cost £50 and includes lunch 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

(QAKES WORKSHOP I {1 1N

WARHAMMER
Doubles Tournament

Date: Sunday 15th October, 2006

Venue: Gaming Workshop Wakefield

Details: Pair up with a friend to battle others
in this competition of deadly duos. To play
vou will need two Border Patrol rorces of 500
points and a friend to play with. Full details
sent with the event pack.

Tickets cost £20 including lunch on t
Contact: 0114 243 4633

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

presents:

WARHAMMER 40,000
Doubles Tournament

Date: Sunday 22nd October, 2006

Venue: Gaming Workshop Wakefield

Details: To play you will need two Combat
Patrol forces of 500 points and a friend to
play with. Full details of the rules will be sent
with the event pack.

Tickets cost £20 including lunch on the day.
Contact: 0114 243 4633

Website:

www.games-workshop.co.uk/events

WPS Grand Tournament
WARHAMMER 40,000

Date: 21st — 22nd October, 2006

Venue: Warhammer World

Details: The WPS Warhammer 40,000 Grand
Tournament. Tickets cost £35 including lunch
on both days.

Website:
conrad.gonsalves@players-society.com

he day.

*25th-26th November 2006

WWw.games-warkshop.co.uk/events

SLAYER DAY

FROM THE ASHES

Sunday 1st October

The Pemberton Centre, H.E Bales
Way, Rushden, Northamptonshire.

MEDUSA
END GAME

GCN CAMPAIGN WEEKEND

19th & 20th August 2006,
Warhammer World

The end is nigh...the Tau
must extract their forces
from the planet, having
gathered valuable
intelligence. Imperial, Ork
and heretic forces seek to

.prevent them from escaping.

Meanwhile, in the Sybilla
Quarantine Zone, all hell has
broken loose! Eldar forces
must keep the Imperials,
Tyranids and Necrons at bay
long enough to complete
their mission on Medusa V.

gcnm.org.uk

ISR | 00

S

venl information correct at time of going to press. Games ¥

Narkshop is not ré

spansible tor events not run by Games Workshep

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



.

R R SR 1

STORE & CLUB FINDER

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

GAMES WORKSHOP M 11111 I:entres

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.
Please ring the relevant store for
details.

™
wy
w
=
&)
Z
Z
&
o

FREE PAINTING & MODELLING ADVICE

No matter what vour level of painting o

modelling skill, if you spend 30 minutes
with one of our members of staff vou will
see those skills improved and might find out

Our Gaming Club
allows you to find
independent clubs
that are a part of
the Gaming Club
Network. The clubs
listed on page 121
all have:

something yvou never knew!

FREE GAMING & TACTICS ADVICE

All our stalf are experienced gamers (afte
all it's what they do for a living!). They can
give vou sound tactical advice, help you
builel battle-winning armies and clear up

most of your rules quenes.

* FULL RANGE OF PRODUCTS FREE BEGINNERS PROGRAMME

A our centres stock a full ranze of Our special Beginners programme teaches

s A committee of at
least three members

to run their affairs Warhammer 40,000, Warhammer and vou how to play and helps vou take your

The Lord of The Rings games and first steps into the Games Workshop hobby
openly. i | s : St
I maodels as well as all the habhy The programme runs on Sundays, but there
e Public liability materials vou need to collect, build and is also one night « |l||| 12 the week when you
paint your armies can indulge in more gaming too. All vou

insurance to protect
the members against
accident.

need 1o do is come ||rll_',!

IN-STORE ORDER POINT
All of our stores have a Direct in-store
order point which you can use to gel

GAMING ROOMS
Like regular Hobby Centres, all Gaming

A good standard of

Room "||| viull range of G
club rules and a club e SIS Ly TS, Gl AT

vour hands on all of our Specialist

Games products, plus many exclusive Workshop services. However they are larger

constitution. miniatures, components and classic than a normal Hobby Centre and have
e A child protection models with which to customise your many |-I|l!!"|~. '\‘-'!IIII .ll makes them perfect for
policy. Warhammer, Warhammer 40,000 ancd meeling fellow hobbyists
' The Lord of The Rings forces
e A policy of

submitting the
committee for CRB
Disclosure.

As part of our
commitment to
customer service and
safety we do nol
promote any club
outside of the Gaming
Club Network.

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

116 WHITE DWARF FRONTLINE



\ \ \
eSSy, 09

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 local 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

GW Store

NE Partner Store

ALTRINCHAM, The Gaming Crypl:
d '

o WALE TR

(*) Indicates Gaming
Room facilities.

Stocks an extensive
range products,

Stocks the complete
Games Workshop range.
Stocks most of the Games
Waorkshop range.*

New Store opening.

*Tey he pxactly sure they have what vaw wanian siock. we recommenrd

callimg the shore first

wn
|
©
~
m
-
V4
=)
m
=~
~
m
=

Store directory

“'u“ ST HELIER, Bambuola Lid:
CW DRISTOL iCENTRALL RENTFAL Ssarth Wt ¥ armor

GW BRISTOL (CRIBBS CAUSEWAY G ALTRING 1AM,

BARROW AN -FLURNESS, Heaths

ROOWNESS-ON-WINDERMERD

Ernest Atkinson & Sans

NNISTOI.. -Mr.:I“: o GW CHESTER:

PORTISHEALL Makit:

o W MACCLESFIELD COCKERMONITH, Plastimes

GW HEDFORD

y COCKERMOLITH, The Tin Shop
W STOCKPORT

LT, Final Fantasy
IILET(\N_IUIIJll'n.

CRANFIELD, Wargarmes Workshafi
1 [ 234 2T

BEAKSHIRE

* G MAIDENHEAD

LW REALHNG —

NEWBLRY, Wi

ARACKNELL, Dtakers:

IIHMEKNEI[. Terw Planwt
iM\DIIlIRS.l. Taywaorkd:
WINDSOR, (itaker's Boakshops Windsar:
WINDSOR, “:’.I)ﬂllh'h:

W HIRAINGHAM:

LW LDLEY

GW SDILHLLL

* GW SUTTON COLDHELD:
GW WOLVERHAMPTON.

G WALSALL

(LA

SHAM. Consnle Ganies:

GREAT HARR, Caming Crypt:
RURERY, Roy's Habhies & Toys:
SUTTON COLDHELD, Digital Dragons:

GW HIGH WY OMBE
G MILTON REYSES
AYLESHURY, Brar Nevesilies

BUCKINGHAM, Alarus Tovs:
GERARDS CROSS, Moward Marshall:
PRINCES RISBOROUGH, Treats:
CAMBRIDGESHIRE

© W CAMBRIDGE

ow rrnuauucn.l.n

ELY, City Cyele (.l'nln'.'

HUSTISGENY, Sparts & Fashinns:

PETERBOROUGH, Westgate Department Store;

ST NEOTS, First Compirer Garmes:

ST NEOTS, Weslgate Departaient Share;
WISBECH, Westzale Depariment Stiee:
CHANNEL ISLANDS

JERSEY. ST. HELIER. The Litile Shop:

GLUERNSEY, 5T, PETERS PORT, Carousel:

LW WARRINGTON

ALTRINCHAM, The Gaming Crypt;

..\LTIIJI‘:CIH;M..Mlnmhnm Caming Luf:
CHEADLE, [)ll.l.l\iﬂ'.

CIJN('.‘LE'IIDN. I'h‘ulv\ Toys & Cycles:
CREWE, AE:C Ml Spuri:

CREWE, Patlers \Ilmkl Warli:
\‘A{'(.I.E_NHIH 0, Jac in a o
MANTWICH, Funiayee:

MESTON, Cariesel:

WOH TIHWIE H, Leved 1:
N()IHII\\.‘IEIH.. The Model Shop:
\;J\I.V!:lll.nﬁl., H:'nn‘lulklm:
STALYHRIDGE, I;M\‘ Models:

STOCKPORT, Coslings Toymaster:

WARRINGTON, Steve Webh Models & Hubbles:

WIDNES, The Hobby Shop:

CLEVELAND

* GW MIDDUSEROUGH:

HARTLEPOOL, Hluséums.

HARTLEPOOL, Westgate Dupartment Store:

CORNWALL

W TRURD,

BODMIN, E.ruL.m.-Ih:

HUDE, Nitro RC:

HUDE, More .\'alur:

FALMOUTH, Waonderdand Fabmauth:
HAYLE, Blewetts of Hayle:
H(l.\Tll\.. Fidy & San:

SEWLAY, Planel Habhywiad:

5T AUSTELL, J\Im-ln Tos!
STAUSTELL, Mad for Miniatures:

ST IVES, Dragan’s Huanl;

TRURD, Toymaster:

COUNTY DURKAM

* GW URHAM

GW DARLINGTON

BISHOM AUCKLAND, i\inrlnuk‘.\ludrh:
CONSETT, Kwikpart:

DARLING

N, Lamb's:

SEAHAM, Cames of War:

TEESDIALE, Tay Ship:

CUMBRIA

* W CARLISLE

KENDIAL, O laughlin:

RESWILK, | B Divon L

KESWICK, Lakeland Tovs and Hobbies
PENKITH, Harpers Cycles
F!l\'ERHILJ'\ Sawdust 'n Stiches

WEGTON, Jacksnns Diecas Models

WORKINGTON, K54 Mudel and
DERBYSHIRE

W DERHY

HELPER, Frearsoms:

BUXTON, DAE hnowbes &

CHESTERFIELDY, Chesterfield Degia
CHESTERFIELD, Model Trader

CHESTERFIELD, Peak Hooksts

GLOSSOP, Glossap Cradt amil Madel Centre
GLOSSOP, Wain Servaces

ILKESTO, [Tkeston ©

MATLOCK, Shawes,

+ GW EXETER
GW PLYMODUTH
GW TDRGLAY

HARNSTAPLE, The Battlr,

DARTMOLUTH, WE Pillar & Tn
EXMOUTH, Gamezone Misdeb

HOLSWORTHY, Bazaar:

HONITON, §

niton Ty Shog

KINGSBRIDGE. The Trad Prist

AEWTON ARBOT, Austing
PLYMOUTH, Model Shap
TAVISTOUK, Kaleiduse e
THESMOUTH, Jackmans Tovbes T/4

TIVERTOH, Wings “~ Wheels

TORRINGTON, Angling Past
DORSET

GW BCILRS ML T8

« W POULE
HOURNEMOUTH, Bantle-Scar:
HOLRNEMOUTH, Roberss Toys & Games:
HRIDPORT, Frosts Toymaster:
DORCHESTER, Dorchester Toys:
t,\sli.luL'll-_\[. Ihanlasiaz

SIMn[SIEL'R\’. Hardings:

\'IlFRBﬂ.I.i RNE, The Corner Howse:

SWANAGE, Leanards:

WEVMOLTH, Rarramalas:

ESSEX

W CHELAMSFORE;

C COLEHESTER

LW SOLITHEND:
FiM THLIRREE K
APERTRS W ALDEN, Came On

ERESTWOHIDN, BAM Cycles:
CHALDWELL HEATH, Atnemac Comics:

CHELMSFORD Meailiws Shipging Conlee,

astes Kingdns

CLACTENS D% SEA, Claclon Art & Craft Centre

HARLTW, Marquee Models:
HOCkLEY, Habshitan: .
3
LEIGH-O-SEA, Caliver Books:
MALDHI. Calin Bliss Modebs:

BAVLFICH, Tovs N Tuek:

GLOUCESTERSHIRE
LW CHEL TENTIAM:,
LW CLCHOCESTER

CHELTENSAM, Toywire

BOLETON 0N THE WATER
Beurton Maodel Railway:

STROLIDY, Andics:
STRUILDY, Peisnald Garmes:

TEWKESHURY, Tov Zone:

HAMPSHIRE

LW BASINGSTORE
L PORTEMOUTH

GV ST THAMPTON

W OWINCHESTER.
ALDERSHOT, The Garme 5I\.n‘|. 1
ALTON, Allan .\ll;dl-l Centre!
ANDOVER, ||.._=u;.;..un.. Tovmaster:
FAREHAM, Fareham Tays and Habhies:

FLEET, Fleet Toys:

GOSPORT, |C Nooks:

MILFORD ON SEA, Milinrd Models and Hobbies:

SEW MELTON, Tays of Sew Ml

PETERSFIELD, Filly Madel:
PETERSFIELD, Fun for All:
I‘(JRII'_}IH!II-I(. Wicns Madels
RINGWOOD, Tiys of Ringwoad;
ROMSEY, Htlund‘ahwl'.

sou TIIH'\WFT(J"\. Hidlden Fartress Lid:
SOUTHSEA, Suuthsea Musiles:
WATERLOIOVILLE, Foreves Toys Lid:
i\J\IFEl(Jﬂ;II LE, Paul's Hobby Shap:
HEREFORDSHIRE

MEREFORD, Hercfond Model Shap:

LECIMINGTER, Martin's Atndels & Craits:

RIS 0N WYE, Revolutions:

HERTFORDSHIRE

TV HEMEL HEMPSTEAD:

G ST ALBANS

HERTHCHY, Came (O

HERKHAMSTED, Hamlins:

HISHOIP S STORTFORD, Baardmarns:
RISHOP'S STORTFORD, Play Made:
COCKFOSTERS, Murray & Brand:

HARPENDHEN, Felicitatians:

HERTEORD, Marquee Models

HITCHIN, \u.‘.u. Muddels:

LETE H\\.Olﬂll. el Images:
HONSTON, h;‘w,h..‘.

ST AUNANS, E Riler and San

STEVENAGE, KS Moifels:

WELWYN GARDEN CITY, Tays Tays Toys:

ISLE OF MAN

DHILUGLAS, Taymaster:

COWES, Chiverions Newsagenls:
NEWPORT, Hatlalion:
NEWPORT, Tay & Mudels:
RYDE, The Sports & Madel Shop:
RYDE, Fur, Fact anel Fanlasy:
W HLLUEWATIR

G CANTERILRY

CW MALDSTONE:

LW TUSBRIDGE WELLS
ASHECRIY, G2 Camperters Lid:

ASHFCRD, Wide Eyes:

HENLEY IIL-\T;I. kit Krary:

!.lll{}i\ll"l.i\lllh. Time & Space:

CHATHAM, Maynes:

1IVER, I.ul:nrr\ Madels:

r.\\'m\u..\.;l. Abacus Tavs

[} J\\'Lh[‘!\l’). Stewe's Collectalibes and Mode

GRAVESEND, The

mp Centre:
HERNE HAY, Sprarings:
MARGATE, Taymasier Kingdam:

HAMSGATE, The Giggling Gohlin,

Games Empariin
SEVENOAKS, [H Lusimer

SEVENDIAKS, Mankbows;

SITTINGEOURNE, A Blundefl & San:

TONHRIDGE,

5 Studf:

WOIDCHURCH, Thi Mudel Shop:

www.games-workshop.co.uk/storefinder
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LANCASHIRE DULWICH. The Art Statianers: WORKSOP, Mudel Base: SUDBURY, Toy Comerion GW HARROGATE:
EALING m-ds..u Sesine OXFORDSHIRE WOODIRIDGE, Toyton:
"N 129 IREIATET 230 857
rr\cmu leluurrr..m-—s GW OXFORD: EHIIIE\"
A TR ke Te 14
HAMPS mn, ||=prn Returns: ) 183 e C——— .
REHTON LSDER LYSE Roundabon Toys: ABINGDON, Just Toys: woik el 1
unw[ mlL st wl.lll.wm A ety —
BLACREL &% Haicawe T rary Coun. Ta (\‘h 1| FEIELD |<nnula

SE2 L BANHURY, Trinder Bros:

It ) Tol 111205 200t 46

ACKBLRN. Mercer & Sons: kNIG]ITSBRII)(‘! lemdi' MICESTER; Dpeistiyes
I A 121 COULSDEN, Taylon Toys and 5pum.

[ \\labﬂln Mist ;~|u

SURSLEY Arthur Benms I

'RA\IHGH David Mann:

LONDON, [|||l Cames; C'\E'IEE'IDN G||H Sports:

BY . Conwans Tovmaster:

CD’% LE\’ Dentons:

CHORLEY, A & B Games:

CHORLEY, Hampsons Tovs & Nursery World: 7
DIFDRH Hoswells Toymasier:

tH-\MF.. Pied Peidaller:
¥,

CUITHERDE. Cowgills of Clitheroe Ltd:
- BE\'IRLI\‘ Mavf-ur Toymaster:

nmnu crou Croppers:

RIRKHAM, RK Hoyes:
ST W M LINGFDRD Peltits of Wallinginnd:

WITINEY, Romikrish: }IALIU\X, Hahm Madellers World:
LANCASTER, uluu Markels: MANCHESTER AREA TitE (LA By AT FUIln m lnnmrrlld' M|

ow Ml?\l HESTER (centrall: SHIIUI’SIIIIE T HALIFAX, Magazine World:

LANCASTER, Lawsans Toymaster: |- naoi

et Waw Sauth, Aindile Ot Trl )
- oW snnmsuuny REI)HILK. Gamm Gulld.

LEIGH, Iu}mule

ﬂLI])Uﬂ&F[FIIJ Games Emporium:

MoK (rAns(, Micra Markels: GW TRAFFORD CENTRE:

OLOMHAM, Ditakers: Hfl“ -lmuun Hmulmn-

RE[GAT( !hr Tny Shop:
1

\\MTUN ON THAMES, Trechowse Toys:

HUDD[N&FIELD, Samething Wicked:

HU Ml\ll 'lu\mnl.er.
)

8“3“ lﬂ.ﬂl KEIGHLEY. Conways Toymaster:
e

GW BRIGHTON:

POULTEN LE FYLDE, Aahas baakstore: MANCHESTEE, Wﬂ""""“‘"

PRESTON, Comways Tuymaster: ﬂﬂlsﬂslﬂi ARERA

i * GW LIVERPOOL

ROCHDALE, Microshack:

130 ) e SOMERSET 2 .
ROSSENDALE, Rossendale Models: CW SOLTHPOR: * GW BATH: o \mmnumm\ T & £M Graver Lul:
|1|£:k:u|rm-r:u=\'(n's. 1 Isave Collectables: L HOGNOR REGIS, Trains Madels andt H-uhlm-s- mlLr (¥ umn- Tinymeaster:
#550) nnmﬂwa\nu Lames Marl: 1
WIGAN, Wigan Mede| Cenire: " m_-nmss JiILl kld't St PICKERING, Puﬂm af Pickering:
E kunNHw ON SEX. GW Hurleys 1=l :
SOUTHPORT, Cla Games:
it ils ,;"'""' S lHIEHESlE! ch-:lmlﬂ Toys: POCKLINGTOS rmhl. Flay:
mﬂ!smsmli CHM!D Games Wizard; - i
GW LEICESTER: MIDDLESEX o ) 241 EAST ‘,mumw. Ready To Run Models ~r‘a:aun0|..cn Maisan Mifitaire:
2 Siber Streel Fel (1176 253 0510 EAST SHEEN. Play Inslde Out: (Hmo-\n CORGE, Clisi Crmabins (11 plEOLYS 4
GW LOUGHEOROUGH =l : i e HAYWARDS HEATH, SIRIN L1 srnum:)m.n_ Space, Myth and Magic:
o Tool 111408 455 i Tadt 056 ) 111
I * SHEEN, Pand i cm:no |I rmmw,.-
nHm DELLTOUCH, o o B \ HORSHAM, Gentle Gallery: SELBY, A1 s,nm anid Tays:
BY ENFIELD, fenni : FROME, n.- Ellenhray Press; bl it
COALVILLE, GN"‘ Se—— i yin _'"":“'!“ e 2118 HORSHAM, Ottakers: \mmun Wargames Emporium:
1 =03 mmi Frome Model Certre; Aol anaad
I”‘c““ I"unﬂ-lln Mlel ot NORFOLK b hEAFURl'l. “.l lhnl‘ Ty Shigp: “M‘ﬂ'lﬂU Mrlldrl al Cralt Centre:
d GW NORWICH: » 2 L it
i vl Tl 160 358 7 '.:".WO'T,",”_"_""""'"" T mumm(: The Dragons ears: lahn Andersan - Toymaster:
HIE'“SIIIIIIIIEI ; 4
Diss, 1 o 1 2
itk 3 mmf 1 | “I\EHMI) \llmlmd Tays & Models: THY, Mindels anel Mivle Props Lid:
. i R Lmrhl N(;. Gentle Gallery:
ik Tell| 113+ 212355 DEREHAM, Starlings Toymaster: HL IDN Nn(Lrn ToE tHED 12 0§D
§ 3 ARl 78 UECKFIELD, n'. SHuff:
h e e EAST DEREMAM, Youngsters Warld: WELLS, L\'-Ilq U|u|],1l§. Fr b WL auu(rr
. ol 0VTAR ShE 152 Tal 1] =4 Haph & ‘4
i ; WORTHING, xr.(.amm Shap:
FI?HO_\_- "_‘m{d! and Computers: FAKENHAM, Lou Lous Tays and Gifs WESTON SUPER-MARE, Grifins Games: [CIRTTE RS kil "f“""" T
GRAS PM“_-\rlm Madels; commr:n lo. King: WESTON 5U R-.lru!l. I Toys: m[“’m““
Al ¢ L w1 4] fel D14 2 * GW NEWCASTLE (Cenrali: #1117 236 10
CRAP HN Arban & Watk: uuLt. Statlings-Toymaster: YEOVIL Yeusil € IIrﬂnu Centee! il fih, N Lt Shuy GARLIEZAN Hrl"n D-ﬂl
:EIAM ML ;1. Partprince Mardels and HUNSTANTON, Hunstantan Models: m,\.,l “m“nmm Aum,m i3 m-.m. af Abergavenmy:
hbies Lk ok o Tel: 61075 0132
1 : antnsrmm a!lnlﬂm.
Lou STAFFORDSHIRE
KINGS LYNN, Wes BANCHORY, B:m:hﬂn Toy & Gilt shap:

h e Depariment Sare: = GW DURTON ON TRENT:
.\l-\mnnmp{, Belas Toymaster: {0 Depis ] Sipr il B Ll Coort Lmon S

M.)IITH WALSHAM, Games & Fun: X '.w\.('m'.*c“? c."'“"‘"“‘"
Qw\nuwc Ms Slurghr |0t 12 GW STOKE:

ND]\‘\'ICH Hattlenet:

w0 [ BRECON rcml Toys & Gifts:
WHITLEY BAY, TAG Allan: 1 4
L Mklnrmn Imnl rm Fun:

‘SCLNTIIORPI ﬁhnmm Mol Shigr:

COCKERMOUTH, The Toy S

\aﬂ\\ll H, xmlmm- Y

SKEGNESS, The Model Shop: LEEK, Chapler 1: WARWICNSHIRE c.\lmaltm;n Goad Nows:

bl 149 el NOBWICH, l.muje , Rackheath industrial LNl Ty ECRyRE T G i A
NG, Mason's M, L5 of INI 5 i 13 I oL s " o

’ n 1 \L\\‘{. I.f.l.flllll LYME, Stendiwner Misdels: rAn\lAﬂTHEN Hmsm

LONDON

GW BRENT CROSS:

STAFFORE, Staffurd Games:

CHE I‘S'I [)\\‘ Arkl: Corner;

Dyl FED, E|ar|:e Ttlu

hl-\fFURD Too Fal Gabling:

bty “(NL[ Gw '\Hll) _IT luum-

S'IOKE CONTHENT, Alsagee Toys and Madels: llA\ELLF AM Frast:

(“ IU\FNT
F 43, The A,

CW CHOYDON . "am.n"nusnlni STOKE-ON-TRENT, Balilesmne Games &

4 . OWNE H‘l [HlMI""G

TAMWORTH, Geaff's Toys:

CORBY Wnlp‘qu:nmmlﬁlnrr. Tl Ly 531 A2 2

UTTONETER, Th: Toyhion:
WILTSHIRE i U,’“.] Ha\\_'n\: Foster Powell Lid:

LLANIWII AHIUR Rainbow Plaza:

KETTERING Ean"ﬂmnrr Cames L1d:
i
’ ’ ireen Angel Cards & Gamies: SUFFOLK SO SRR | e NEWPORT, Batle On:
z : ;:w]rmlru q Ted @l '
W KENSINGTON: m'rmwc, Toymaster Kingdam: 211 41
Stjuare. Menilpgsbe Chite HECCLES, Toy fox:
L!LI\[][I O Id 1 News: r'\lVE. SPS sl.ﬂmn:n "
iy mrﬂm\ oN THavs indel News: v wmu\ns ks PEMBROKE, Dragr.m Alley:
L ; u
nusum.\. Dlhnmr Spoets & Toys:

GW HARROW: kllTFRINf,.

.w 5\«|u|}o 2

PU!'IHE-\\\'[. l'.alm i

it Models & Toys:

IJEUI.{E!, Hmmm\ Tuymaster:

LW LONDON |(l\FK]R!I!T-

HURY ‘-T- EDMUNDS, Taymaster Kingdom:
lll\hi‘UEULGH Software Seller: ) Thi f
+411 Ay lfLI!iSTD’WE. Wizards T:

HERWICK UPOIN TWEED, Berwick Compister
Cames and DV

\MLM&&BUI“ SI’S Statlenary: SWANSEA, Comix Shagpe:
L 1 4401 Tz 6al 0

W RIEHMONID

“-‘\"'-99'0“'" H Duck; SWANSEA, West Const Games Lic:

HALESWORTH, Haleswurth Toy Shap: \mxsmu The 'lnnlmp vl 0 00,
fhors =
WRENHAM. Hrite bifeas

LW ROMEORD.

HAVERHILL. Baby Conmeion:
Tadls L1445 L

u,w 5¢m| un Madels:

GV STAINES: _ HHHAM. rairpl.n:

IFSWICH, Galany Misdels & Holsbies Lid: TI!O\\‘BRIDFI- Thl‘ Toy Shap: seumn
I T 2 = GW ABERDIEFN
R

LAY SUTTON M ) :
o "Ex"" fohi Deppariment Sae: IPSWICH, Taywarkd Ipswich:

ViT T 5 "Hﬂm“lm[
+ GW WORCSTE

MORPETH, TG .-\II.m-
= GW LNRRIDGE N lU\\'(\YU" Tmmaﬂ!'

NOTTINGHAMSHIRE NEWMARKET, Mons Tovland;
CW WATHORD: GW NOTTINGHAM (centeal);

DROIT“IYCH Lnlll-mr 1ad 174 Tovwarkd:

[ HTD\\“!KKEI D | Collectabdes:
rv. \A-Mzi!-l\n\l!u WORLLD: !
HLACKHEATH, 2nd Impressizns: i T o STO\\uMM(lFI Slmpon & Som;
L Sans: - f\\ I)ll'\l!!l
W\NSH[[D I'hr Camis Em|mu|m| ; 1435 hld #1d S'(UIJIIFU!' D':.SE\‘HI'\ TRALRRToge 1
SUDBUl oXG Cﬂmpulrn' I W IIHNBl RGH: .
NEWARK, Access Misleh: Ti 12 YORKSHIRE s Higls Seret Tal 01 e
el 67| SULLRY, FT Games: GW HRADFORD: GV FALKIRK:
SUTTON-IN-ASHFIELD, Blg Bovs Tovs: vl (ITET 4 6l atylly, & anil Fal ez 2 v Wind
CLAPHAM JUNCTION, Taystap: ! ud - SUDBLRY, Toymaster Kingdam: W DONCASTER: * GW GLASGOW;

“ESI’M. 3 Blklll: Hrmmlri Uk

CHINGFORD, Mohby Stop;

C

GFORD, Rossds of London
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—HILHII | R

ANGUS, | (.ll'dlnrn-

uncrmn\ Tay md Gt Ship:

Elliﬂ' I‘m:lr!t Habhycrafs:
Tede il

Drm..\\ ALL, Sparts

el Mudlel Shap:

I>uHF(nML: [ M.lbﬁ Motdels:
Ted. 1

EAST KILBI[D[ 015 Madels:

T¢
EDINBURGH, Maifarii{ Modela

He runm 5 Toymaster:

IIU\:IIHI L'!G}

Steven's Taymasier:

l: 1156 724
HH: |CL'PAII T!u. Mappy Pin:
Tel 01334

fDlHl J. \I||F and Sons:
I

FORI' WIIIIAH TI|= Granile House:

GALﬂSHIElS. H.-ols Plus:

GL-\H.-UW hllklr Games:
Tol i

W BELFAST:

HM\GOI E!ph} Games:

High S Cor mran, Tel 2489 145 210

FJ\"{CI’JE Stewart MI||er & Sulla.

HK, Art and I|rﬂ|hn Llwp.

CORK, Art amd Hobby Ehnlp'.
W ¢ "

gl
CORK, Nody's Toyman

+ 5
Warld of Wmdrr
12

ClOM\KII.T\’ Cuuehhn (duullrm.ﬂ Sapplies:

|)I.I\IDALN ’ILIl nSJ\ 3

Iu'umn\ Fn Mmphn’ + Tay and Cycle
Specialsl:

GALWAY, its Magi

\I[\\ MRIDCE l\ nrlrl uf W I'lhn-

‘uL[rO \I\A )nd ’Ql b\uudr
1]

'u'l I LDRC k\ L |m|.l'|r Hl"ll'h

TR \l[E J\ Ca!lal| and u-m

'lUlL-iMle. Kulllnlm'

\\-\IERIUHD 1hr thht Shu

“EHIPOM \\'urld ui “umic

IlUIll LS Tu\m“‘u

IIITEIIHMIIIIIM
ACCOUNTS

132 11708
DEua\E The ummn-

ET\]. IMertays Gent

CENT, Miniatuuraute’s Eeckhout

L.i\T 11|n|| &'Jvl|r'|
LENT, IlNi Deagon Games Gent

HALLE, Mishra s Playground

HALLE, Top 1 Tins Halle

HASSELT, Cierann
INELLES, Inferfoys fxelles

KORTRIK, Allsis
KORTHIK, D Concorde

Gevat

LOKEREN, D
MERKSEM, Game Gasden, The

MO, Intertoys Mol

SEERPELT, 1" Spellenhuis

CHISTENDE Timms
Vlaancrrnitra i 46 A0E

D\r ERIISE, Interioy

hwr.m

HOHESELARE, Black Barder
HOIESELARE,

s Wereld

T Nlll-l»\s. HU

TCIL R\AI Intertioye Yuum.u

SOFIA, Magic Worlds

SOFA, Moria

CAKOVEC, Hama centar
and of Magic

OSIE

DSIER, Lelda

RIEKA, Game Master

SPLIT, Land of Magic

S'LJ\\'ONSKI BROD. Lesic

\.\RJ\ZDIN l.lrn!nl Magic
lA&REE Iil"l of Magic
.’,\Ckl!l, Land af Magic

CIECH REPUBLIC

BRND- -\wwhn Cermy Ratir

CES ! BU lI[JO\ ICE, C‘mulu

IIEAD[C kILv\ID\rE. hmhlu;n v valhalla

LIBEKEC. D_:rl Daoispe

PN'\I’H. Cerny Rytir

\ SFII N, -\ILI nlis.

GW KEIBENHAVN

HIIIIN!I\\\ Ny A

MHIII'\L W B

N l\l\-!ll Arena St

RODOVRE. 3s (10
».\;{m;ur:. Aalburg Hiohby Serice
h.IAL;lORI(i. fag A e Aalborg

J\.;LBOEG §%, RO Bager Aaiborg

»\.QIBUR(.. EB Cames

’\AKIHURE.. EB Games

;J\lﬂ(]ll’.‘. Gum n Games

AARS, ving ug, sager

AABENRA, Legrirden Aabenrd

J‘\L!‘ﬂ”ill D, Bot & mr‘llhn‘rul.mn
ALLERDID, Bog & e Allerad

AARHUS € B Games

AARMLS C £8 Cames

AARNLS C. Coblin Gate

AARHLS C. Hobb Houe

AARHLS C. EB Cames

ASNES. Hog & ide Asnas

N-\ll‘[ll P, BB Cames

BIERRINGBRD, Bog & idé ﬁ:r‘rr‘:llulr-:
BRONSHOY, Chariottes Legete|
['H-\lI.L)'I'[[\-LL w0 Bog & ide Charkitenlund
EHELTOFT, Ebeltoi haghandel .
ESHIERC. BO Hoeger Eshierg

fbnu(.-ﬂl:l HO Boger Espergaerde

FARSE, ng A& idé hhr
FARLIM. Hag .',. --Ir Farum
FRH)ERE[ 1A, Mng & u‘lr fn-drnnu

FREDERIKSBERC, EB Games

. Do, & idé Frederiksh
Fel: Wl4§ 158

Fl( DERIKSHAVN, Roses Bu;lumdl'

m:nenmv R, Huhhv . Lrgrlu|

HIHJH!IU&SSOOD llﬂkrlb%lﬂlll Ulger & Papis

HERSING, 00 Boger Herning

HIRNING, Budiy Legetaj ;

HERSESG, EB Garn

HERNING, F.Erpr\ k.zlnrer

HILLEREI qundm Hlllnmrl

HIORRING, Hog & idé Hjlbmng

HIDRRING Huuwl» Bnglundrl

HOLEEK. rupp‘h Imuq

HOH AR, \lllrLIe|[ ﬂug .l -de
HOHTE Jrq-nmlwnu.m
HORNSLET. ABL centrot

HORSESS, B & S Hirsens

MORSESNS, Legesvden Hmwl;n _
HEIESHOLAL CAD Hurshalm
HLMUER R, Kodes Rk
AALL SDBORG, kikh 5 .Hslura & Pagi
MELLERLP, Ide & Hohby
LOBENHALVS & FB Games
ROBENHAYS K, BB Games
ROHESHAYS b BB Games
ROBESHAVN % Steenbergy H‘uk & e
ROBESHAVS & Fantask ; :
ROEESHAVS K. Hog ;.u 3 ;nLl'llmul
WOBENHAVN &, ";Ii & ide Amager
RUHCE, ke Bog & Papithantbel i
KOLOING, BB i e "
ROLDING. t;u-xl Camis
LEMVIE, Legekaeden l‘rm-lg_
LYSEEY, B0 Boger Lyngly
LYNGHEY, BB (nml-\. i
MARIEO, lu,ekn.d\-n \lanlm
SERTVED, (.mm; chm:mm n«; & iile
ESTVED, Hilsted sng A e
X {ST\EI). Iallgt_‘s an;. i.llé )
SAKSKOV, Tum‘:! ting
STRDEING F, iug & ide N'IIIHBE r.

SYROBING M, Mursis Houhaudol

SYROBING 54, Ruz & |||(\ -\\'llllhlnp

NYROHING , Hund l-uul

QDDER. Legekaden Oddur

ODENSE C, (U Li.um
tlllt \\( C. 00 Drpql:r Dduwr C

ODENSE 5O, BO Ihlp.ﬂ ﬂllmpﬂ]uelmrl

ODENSE '\l! i Games

Il-\\|}ll1$ Hnu .\ idl' I:m‘kn

I(-\\[I(fls Il\r“: Sun:n n HllNin
ol i

I'M NDERS, H..lllder\ HM‘lh\' 1II|PN1

RINGE, FlUrlIt N‘Ig& dr

Ilnl:()\ull[ [ X+R Bwqrr Rndum

IUN NE, Dnﬂh‘ 3 Huhln\ln:
T
ll!l\ E, \\‘lllnm Dam Hu.{ & ldi

ROSKILDE, E8 Games

ROSKILDE, ¥ Mhﬂrg Eﬂ! & Idr

RO LIJE Uﬂslldl'g

a..'[n\ ﬂn“rl & l‘apw Sarbry

5|l|§l H(ill('-. unzone
"

ty
ﬁlJ\E[lS[ E! Gamn
SLAGELSE, Ullh&ullﬂ!

=y garly Tel: 5

SORD, lequ:.zdm Sont.

v AFRII!S! ﬂng & bdr \’l‘!hl*

kl EDH{K Bug & ||.|(\ lrrnll| R

kFILl 8.0, Hoger \-c|le

usu!( Hattle Bunker

WLIHIIS
¥

CW HELSINKE

ESPOCY, Pefimesta
lay 1

i| IENSLIL um.n..q»ln |<|w|\u||

J\\-\N'h\l Ay h

4..4||.m hn.Lm

OULL, J.M!an.apflll |h|l;|
K ' W i

uuw—kr Fantasiapelit !.unpm

TUIRKU, Fantasiapelit Turhu

Kano, |‘|||.|‘|4p it kmlpm

IOIES»\. lnn Slul" & Can‘li

me Hahiry ok

H[l\ﬂb\ Ta|uu\muuh’l |J ||r|||

|-\E\«ENF'
Hirhwie
kAIaA\I lrppal.unu

lll!MA nnnhunmlu k:m

N.'\KH L'L! (a]h( Lanl

hUl'\’Ul-ﬂ. 'Wulml'pm

LJL \\m‘-hl ki psawnm

LUHh Lobjan Kirtaugpe
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RS e |

MALTIEHAMS Dillen

li Aleht

ta/Hobhyvhaden

RAAHE &

N b Paeri
RAL 888 Wanhan Rauman POP-gieli
RO ASTESE Lirgacenter Jissi

SALDY, Salan Harrasle

AL LINSA, Savanlinnan Antikvariaat

SEIN AR, Fantasialinna

SEINARCKL, Pitkakivkko
TAMPERE, Gamrlife

TAMPERE, Info Koskikeskus

WAASA, Nirunary

VALKEAKDSK], Valkeakoskenkirja

GREECE

ATHENS, Fantasy Shop: Peristori

ATHENS, Action Mobhies

ATHENS, hnla\\ Shw II)I1n|lrI
\mh.\ l.mm, 5h.m
ATHENS, Fantasy lhn|1. AR, Paraskes]

fisia

ATHENS, Fantasy Shap:

ATHINS, Fantasy Shop: Peiras
ATHENS, Fantasy Shap: Exarchess
ATHENS, Kalssa Amarausion

ATHENS, Kalssa Chess & Games

ATHENS, Kaissa Glyiadas
ATHENS, Kaissa Halandriow
ATHENS, Kaissa Monokerns

ATHENS, Kaissa Pagratiou

ATHENS, Kaissa Peiraia
ATHENS, Kaiva Pigasas

CHANIA, I(.mi.\ Chanion

CRETE, l.m!al) Shigiz Horiklrlull
CRETE, Kaissa Hania

HALKIDA, €0 Camer

KaLL IlH‘ij\. Fantasy Shap hallilhea
LARISA, Kalssa Larisas i
MARCHLSE, Rattle Bunher

FATRA, Fanlasy Sh "alra

PATRAS, Kaissa Patras

PERISTERIOL, Kakssa Perlsteriva

PIRELS. Dragans Eve Sare

THESRALOMKL Fantasy Shop: Thessaluniki
THESSALONIK, Kaissa Thessalanikis

VOO, Fantasy Shop

HUNGARY

BLIDAPEST, §

verkand
BUDAPEST, Teallharlang

GYOR, New Ork

MISKOLE Deran

SZOMBATHELY, \ukamltu: .
STERESFEHERVAR. Legomtlak C\.Jmulm
STEGED, Crillagveg g .
VESTIREM. Sarkanytus

ICELAND

HEYRIAVIR. Seas
ISRAEL

HAIFA, Kitaro

HERTLLA, Freak

RAMAT HASHARO™, Tapuah
RAMAT HASHARON, Tapuah Fanlasy

TEL-AVIY, Kitarn

TEL ANVIV, Froak

LITHUANIA

KALNAS, |SC in Dira

MALTA

MALTA, F

ididen Power

MALTA, K Hobbies Lid

NETHERLANDS

W AMSTERIAM
GW DEN HAAG
(W HAARLEM

CW ROTTIRDAM

ALKMAAR. Bonkers & Sieippers
ALMERE HAVEN, Fantasia

AMERSFOORT, Spellenwinckel

ASSER, Pl

BERGEN DF 200M, Big Bove Tays
DEN HAAG sp.-n.-mm.‘
ENSCHEDE, Piplines

Gl H[J\I\rl N, M:“r i H(||)||)\|Ir||?

'ullw-r'. N, Moenen & Mariken

TILBURG, Lahyrinth Tilbusrg/@seids
ALMELLY, Saimbery Modelbouw

ALPHEN AAN DEN RIN, Top 1
hm Arie \d I‘Mlllz

AMBTELVEEN, Hel Ganzenbord

»\\lb!EL\"EEN De Groot Toy Spﬁ"i.li tore
J\l"lll)ﬂ(ilt'\- I'-lr\ 1 Tlln -De ’ﬂlldl‘rdﬂlllﬂ
BERE; hi( Wisiiters ll'(.hmlhuhh\'

BUSSLIM, Baks Hndrhmlm'n

DELIT, Tug 1 Tun Spchim)dnl

D‘[\ HUSCH,.Ci.mrftmr
DEN IIMA N I.n!cﬂﬂ\«l i'ﬁﬂ{-lid;l}.nr
DEVENTER, Knibbel :’MI-'\'_.

Dt)kl’JN(Hl. Hn;al_n M‘lu_ll'|hww Dardrecht
EDE, T|m|=l| Saldaat ' .
[I\DIID\'[\ (..mm'lmﬂ‘ flnl"lllirl n
[\l“l.‘-. Spirithaoes
l'rl!l\ Iatli(.z )

GOES, Fantus FJIIIJ\\ Slllr(

i l}um HF'H Nellen \\ndelhuuv.
GOUDA, ety v/ Wal

GOUDA, The Movie Store

CRONINGEN, Winwar

HENGELLE, Tip | Tays Mickey van Wezel

IIIOOR!\. Het Gele Teken
LEEUWARDEN, Graltinga Speelgued
LEIDEN, TulLIr\i;wh-.ltl'l .
LELYSTAD, Irdmh.wk. I

M AAST I(IEH'I Huunprl

M Il)[](l MUI!(,. De I'Iur(hf

NEUNEN, summ-m spnlqnm

[IF:,‘-I’(.H\I. De Tambe Tays rur iy
and Men

OUD-BENERLAND, Maurits Mardel-Habhy

PANNINGEN, Top 1 Toys Marc Janssen

ROERMON, Blaembielick Hermicn

ROOSENDAAL

din

SCHIEDAM, BTS
SCHINDEL, Top 1 Toys Anaiek
SLUSS, Tog 1 Tays E. v/el Vijver

SOEST, Top 1 Tays Saest

SPI|KED

£, Lard of Magic

TIEL, Goblincave

llhf!\ l'-nlul-n
UTRECHT, £lf Fantany '||m|1
lIIR[:L'H'I l\|~|up\

IJ'IRLCIIT. Newer Never Land [

er & Kugant
VELSERBROEK, Mol Mastic Modelbiuw

VENLO Mimlelbanw Luthart
WASSENAAR, Top 1 Toys Kimwenhoven
WORMERVEER, ‘\diﬂr-“'ﬂnd’eri

\leu\wl[

Top | Tuys Winters
ZO[I[I’(\IHK RC-Pitstog
ZUTPHEN, Vreemide Zaak y )
IWOLLE, Boekenbalie

IWOLLE, Top 1 Toys - De Wit

NORWAY

W D5L0
BERGEN, Mere e Gamis

KRISTIANSANDY, Hihby Hiser

ALESUNI, Krommerhisel

ARENDAL, Hishby Husel Arertal

ARENDAL, Niveli Arenass

BARLIM,

inga Barums Verk Leker

VES Vi Leker Duasen Leker

BERG

BERGEN, Oulland Bergen

BERGEN, Ringo Likeklassen
BIGHKLANGES, FX Hobby

RO, Umlwhuldlling\mauﬂrlrn

DUI\N\ Yes vi ||'|nrr l]uhh

EGERSL <D, Bnﬂ c.l.mmgmm ngm
TAUSKE, Ringo sm.m
FLISA, Ringo Hamseiar

FREDRIKSTAD, Leketorvet

1_11:4{‘)?. Ringn lrih:huwl
GIOVIK, Ril.'gu.inP-Ul\.{'n
HAMAR, tl‘l‘(h;.ll‘!l .\l‘:!;
HARSTAL, ‘.mi;n g AN
HITRA. n-n‘a« Hitra
H]IR\ Yes Ih-n\

IEHHH M, Bnn Imhﬂm

KONGSBERG, Hingo Rlﬂl Liane AS

KONGSVI®

GER, Ringa Gigata Loker

KRAGERQ, Brin Karis Hobhy

KRISTIANSAND, Outlani Kesstiansanil

KROKSTADELVA, Helmax Leker,

LANGESUND, Ringn Tarangers Etf. Por

LARVIK, Ringo Sokrates

Bt

MO T RANA, Ringo Lebehjnenel Mo

MOLDE. Yes vi Beker Leke fienet

MAOEIEN, Habhiysentret
MOS8, firfo Frisenfeld)

MYSEN, l;rm Saker ay Ting
NARVIK. Hrin Lek Center Narvik

NARVIE, n-nm Barnas \‘en]en

\(smm ﬁmm mmuland
O5LE, Yes '\.mnlm B»\Iunm-l
OSLE, Brin Nlilalnru' lamhﬂnrlrr
0510, Outland |=mlunm
L‘KLD. Outland Palest
OSLO, frla €0 Vet )
N'\!\lJ;\NE;!fi. Hinga Sitn
smm‘Ls. O Saelard

rr 84 W
sn&‘mlam Habhy Larsen

“SI Illm I'|r

MI(\ K|r‘L|| Bmmn Luker
SKIEN, Sokratis Hobly C:m‘kn

SOLA, Ringa Sala Gaver ag Leher

SONGH

AL, nmg_u uugmhl smapasin

SORTLAND, Ringo Bamse Leker

STAVANGER, Veslefrikk

STAVANGER, Outland Savanger

SYKKL \\'}'\. R:tluu N1|h||h'|r'|

m:mu RE, Gledeshusel

TROMSE, Trisms Brukthokhandel

TRONDHEIM, Gotham,

TRONDHEIM, Oulland Tromdhen

TRONDHEIM, Irmld\'rﬁ'im
|\’\‘|EI kll.q lwlhl-r l‘nuundr}

VADSD, !-m Vads

HIALYSTOK, Deparfament Gier

HIELSKO BIALA, Gnam

GDANSE, Spider Games

GDANSKL, Fenric

GDYNIA, Futurey

GO \‘ul\ I.Inu

e Il\\ IFE e Station

|f LEM-\ GORA, Avalan Galeria Karkonoska

khIDW!C( Hard Contrum Gler

wiLce, un-pm- Geacr

Li -\NOI“I, Bard Centrum Gier

10Dz, AiL Firma Ksiegarska

Lonz, r:.lmrlm.ll i

ILB‘IN. E.llm‘g

LUBLIN, Kravs

SOWY SACZ, Hohhin

OPOLE, }-IHAS " Clmmulrn K
Pﬂ)\la\. n.ml Centrism Gier

mz NAN, Skiep Wilceek

SWI Enuzw. rumimml

TORUMN, Skiep Papicenicry

WARSZAWA, Arkana Ksiazki

WARSZAWA, Cytadela
WARSZAWA, Ksirgarnia Bellona

WARSEAWA, Faber Faber 5]
WARSZAWA, Keiegarnia Saska CENTALUR

WARSZAWA, Sklep Monon SC

WARSZAWA, Warsaw “:lllvl Centre
WARSZAWA, Warsaw Mn.:clri Contre
"W J\Rh.}'.i\l\'é\. l\'i;s‘l:n 'ﬂmh" C.w-lr.\'

WROCLAW, Skavenblade Centrm Gier

WROCLAW, Skelp Pracownia Fantastycena

WROCLAW, Bard Cenlrum

WROCLAW, Ohgryn
ZIELONA GORA, Avalon

CLUI-NAPOCA, Otala

RUSSIA

MI QE\UD-\K -\Irqm Jug &mllln
MING k \')Iahamhllh ent
?N:IR:SI\: .\‘alul'.uml\irh enl
ﬂu}(_:;u_‘nl#rl;
\!Q?Cf;\\’,klh;gfl:

MOSCOW, Urfin Juice

NORLISK, Na Sivke Miroy
NOVOSHIRSK, fechammer
SARATOV, Detskiy Mir

ST PETERELIRGH, Art-Miniatures

TAMBOV, Habhy and Igrushki

SERBIR-MONTENEGRO
BELGRADE, Exit Haly Store
BELGRADE, ANET Hublivstare

BELGRADE, ANET Htlhlvplu!v

RELGRADE, \\Iuh- ﬂmgun

NOVISAD, Valhala

NOVI SAD, Dragom
?OD(-{'III( AL Neulron I’ud‘quura

IRE 'vli\ w1 \. Taki

SLOVENIA

LILIHLIANA, Crna Luknja

LILBLIANA, Pei Golilin

BLOEMFONTEIN, The Dungeon

CAPITOWN, The

fivs aniel Mens Holiby Shop
CAPETOWN, Wirards
DORINGKLOOF, Batile Manet

DURBAMN, The Hobhy Specialists

DURBAN, Wizards Warchause

GAUTENG, Wirards Warchowe

ITHHANNESBLRG, Esswes R

CHANNESELRG, Wizards W,

LINMEVER, Draguns Den
PRETORIA, The Sanelly Troll

RANDBURG, Otherland
RUSTBERC, Criantum Roaks & Games

SOUTH-ATRICA, Batthe Planet

GW GOTEBORG

GW STOCKHOLM

hll‘l‘-TI.';A. I.nwl\ Leksaker :
KARLSTAL, Spel -ub; uu;.m .
MALMO. Ltopia. Malmo i
\u‘lum IPING, ;—h:hlnhnn‘ an
NORRKOMNG, Lekhueet
NORRTALE, Faritasybutiken :
STOCKHOLM, S¢

Fiction Bukha ndl'ln

SL NOSVALL, Urmmp«l ach hoscker

L

PRALA, vu--nxulﬂ
VASTERAS. Zetterlunds

vAXI, o Igﬁ Hills
‘\\(-ELHD[“ L!kuhmapimrk
ARVIKA, Ferry IJ-H.\

ASARLM, Lek & Fritid

AVESTA, Vega

BORAS, Huhties
DEGERFORS, Buvkul

ESKILSTUNA, NJrM‘n\ Hus

HlKGI‘l‘hG. MyPys
FALKENHERD, Rrin Faih'lﬂlmt_q
FALLIN, Tvesprlshirsen -
FINSPANG, Allfilek

i -\ulrsnn‘r&. Liksabamaggasinel
C.I"L.l\(lb Alhe Leksaker )
GALLIVARE, lrlnu

('.U.\Tk\ SHERD, l|||.1 Gals Barnsligheter

HALMSTALY, Brio-Halmstal

HUDI KSVALL, Albuh l(—h.llrr

n IUM LA, Hn!-lu
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—HI]IHIIII-

LANDEKRONA, Leksakshuset

lo\lUI‘ING Play I‘|»1!|t'l

KALMAR, Dmu

LioiNG 0, Karena

STROMSTAD, Kinll- Lek & Hohby
OREBRO, Madellex AR
bl sl SVEDIALA, (Ilnlrlm

y i S3tul AR T A
ORMSKOLDSVIK, Sound & Vision !

Hria lllllnplng

\‘IM\\“H\ Tlrlu v ummrh\r

\‘ISN\' li'l:llll!vm

4 lemm' SAFFLE, n-qm Lek & annlnu VASTERYIK ll‘-slunn
KALMAR, ookl & Holiy
LIDKOPING, Game Maniacs ORMINGE, Happies TRA FR( INDA, Tovs
It 4 SODERHAMN, Harnens Hus ABSAN PR i
N, " e -

o T m“L i UAKOING =g g0 OSKARSHAMN, Brio-Oskarshamn VAXIE, Helge Hila

PRIy i lu'\mlui\ Al ekaaher g
KARLSKOGA, lrl!ﬁlhn LNKAFING: Shogsrelie

KARLSKHOINA, Farl & Fnlmn
Ib\llSkRUN& Leksakshaset
KATRINEHOLM, ldi:hlmdm
KIRLINA, Lekhuser

KOFING, 80 Hobby

KHIGIIA'\ STAD, Spel Pa \'allg:lan
KUNGALY, Lek h !IMlb\

KUNGSBACKA, Lek & Hobby

LIUNGEY, Brltl-LI;m:Ip:.
ll:lll.i. .B:un:m. Hus

LUND, Spel b Clemenstirget
LYCKEBY, \r-.mhmu n

M.»\LM.G I.d & spel m anneplan

\dD)H Lek & Hl;llm

NAC K»\. Amisar 50

L vy blen
OSTERSUNDY, Hoblyy bodes TROLLHATTAN, Fartaj

PHIES; DAMENFHIS TUMEA, lcl:s.\hl.lmgm

RIMEBE, Fantasy butiben i Irl

SALA. Eluns Leksaber TaBy, thh) & Prlar

SKELLEFTEA. Harnens Huy LMEA. Barnens Hus
SRBLERIN T

SKELLEFTEA. Lek & Hobln LFLANDS VASEY, Lekia

NTUAA, Barnens Hus LPPSALA, Bamnens Hus

STENUNGSUND, Barnhuset

VETAD, Tu Spelslienar

TURKEY

ISTANBUL, ik
ISTANHUL, Gerekli Seyles
ISTANBUL Ureten

TIMIR, Evcalibun

L VARBERC, Speltisliken
NYKOPING, Laka TV Spel ! Ll

LAHCILA, ulmlmiimn

CHEBRD, Lekoenter

STOCKHOLM, Dragons Lair

VETLANDIA, Leksakslagret

““El“h n“‘entnry More information on page 116

1st Company Veterans

(Warhammer World)

Contact: Chris and Scott

E-mail: info@1stcompanyveterans.net

Aftermath (East Anglia)

Contact: Lee Lowe

Phone: 07921 B59 581

E-mail: leelowe@btopenworld .com

Armageddon Inc. (Bucks)
Contact: James Schofield
Phone: 01494 865 905

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

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

Bracknell Forest Gamers
Contact: Daniel Currey
Phone: 07951 B16 613
E-mail: el.currey@talk21.com

BRBBA (Bognor Regis)
Contact: Frank Hill

Phone: 07896 319683

E-mail: mrirankhill@yahoo.com

Bridgend YMCA Games Club
Contact: Matt Churchill

Phone: 01656 668298

E-mail: velvetiiend@yahoo.co.uk

Brighton Warlords

Contact: Peter Cooke

Phane: 0797 409 4240

E-mail: Peter.cooke42 3@ntlworld.com

Buckenham Bone Crushers
Contact: Paul Girling

Dice and Dagger (Bude)
Contact: Kunl Baker
E-mail: celtofkernow@aol.com

Dudley Darklords
Contact: Paul Sheldon
Phone: 01384 288 360

Dursley Games Club
Contact: Dan Bishop
Phone: 01453 549 377

Dysartes
Contact: Nick lohnson
Phone; 01924 374097

Edinburgh Pub Bowl League
Contact: Dave Avery

Phone: 07837 380713

E-mail: daveryedin@hotmail.com

Gambit Games UK
Contact: Gareth Wynn
E-mail: Gareth.wynnB0B@ntiworld .com

Catel w
Crmtam:']anms Sherry
Phone: 01743 369605 or (77492 469648
E-mail: nsherry@htopenworld.com

Club (5 bury)

Gobstyks (Lincoln)

Contact: Will Platten
Phone: 01522 803310
E-mail: info@gobstyks.co.uk

Hammer N Ales

Contact: Daniel Few

Phone: 07816 889028

E-mail: sonofsmy@hotmail.com

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

Jersey Privateers Gaming Club
Contact: Paul Noel

Phone: 01534 738152

E-mail: noelwarlock@aol.com

K.LA {Midland

Emailiwww banhamandthebucks.co.
es

Chelmsford Bunker
Contact: David Chilvers
E-mail: bunkersecretary@yahoo couk

Clapham Wargames Guild (London)
Contact: Thomas Petit

Phane: 07966 969 309

E-mail: info@claphamwargamers.org.uk

Clayton Warlords(Hampshire)
Contact: Roger Smith

Phone: 07711 556 296

E-mail: Roger_gs_smith@hotmail.com

Coppull & Chorley Knights
Contact: Jonathan Taylor-Yorke
Wiehsite: hitpsfcack-wargamesclub.net

Colchester Games Club

Contact: David Freeman

E-mail: info@colchestergamesclub.org.uk
Phone; 078539 775 572

Cross Swords Gaming Club
Contact: Anthony Cross
E-mail:antandshel|@cross247.
wanadoo.co.uk

Phone: 01752 837 133

Ba

Contact: Che Wehster
E-mail:Blackialcon@hruxx.net

Kirriemuir Wargames Club

Contact: Michael Anderson

Phone: 01382 454068

E-mailwww kirrlemulrwargamesclub.co.uk

Last Stand (East Anglia)

Contact: John White

Phone: 07861 136140

E-mail: whitewaterD034@hoimail.com

Leeds Night Owls
Contact: Steve Nolan
Phone: 0113 225 (0461

Macewargames (Macclesfield)
Contact: Duncan Harradine

Phone: 01625 612 579

E-mail: Harradine2002@vyahoo.co.uk

Madgamers (Maidenhead)

Contact: Denis Jackman

Phone: 01628 540934

E-mail: DENIS_JACKMAN@hotmail.com

Middlesharough Gamers Club
Contact: Shaun Atherton
Phone: (1642 272 021

Mitcham Marauders (Mitcham)

Contact! Jason Fuwler

Phone: 07 7hG 3403472

E-mail. Mitchamemarauders@yahoo.co.uk

Newmarket Dwarf
Wargimes Som‘h'

North West Warriors (Kendal)
Contact: Adam
Phone: 0749035
E-mail: Orch48 n‘n—m com

Northumbrian

Adventurer’s Guild

Contact: Mark dersor Coulver
Phone: 07
E-mail: nagon

.k

Nuneaton Model and
Gammg Club

Contact: Brian McCormack
Phone: 07976 B84 358

Oxford Gaming Club
Contact: Sharp
Fhone: Tha1
E-mail: Mike.

sharpd@htopenworld, com
Phoenix Gaming Club (Rushden)
Contact: Darrel| Lee

Phone: 07951 728142

Plymouth Association of Wargamers
Contact: O sh
Phone: 01

Portbury Knights
Contact: Alan Vowl
Phone: 07771 985

E-mail: alanvow

Rainhill Wargames Club
ct: Paul Tennam
E-mail: paultennanti

otmail.com

Roul Guild of Minted Boards (Cheshire)
Co

Fry@FeyupFilms.com

E-mail; Chis_|

Redcar Ironbeards
Contact: lan Widdowson
Phone: 01642 503207

Sad Muppets Society
(Basingstake)

Contact: David Oifen-lames
E-mail; david@sadmuppets.org

The Spiky Club (Reading)
Contact: David Cole
E-mail: spikyelub@hotmail.com

South Oxfordshire Wargamers
Contact: Darren Basset
Phone: 0199 370 0226

St Aidans Warriors Club

Contact: Paul Fletcher

Phone: 01415 770196

E-mail: paulmegregoniecher@hotmail com

Stirling Wargamers

Contact: Paul Brooks

Phone: D7B79 612 033

E-mail: paul@treeandleaf plus.com

Stortford Stormers

Contact: Richard Bower
Phone: 01279 465 574
E-mail: th@abbyy.co.uk

Sufiolk 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: Paul Nettle

Phone; 01793 700609

E-mail: nettle.ribe@ntiworld.com

Tanelorn Wargames Club
Contact: Martin Tumer
E-mail: Martin, Turner@Hess,com

TGC (Tamworth)

Contact: Phil Hannigan

Phone: 01827 287446

E-mail: philhannigan2002@yahoo co.uk

That Dam Gaming Club (Newmillerdam)
Contact: Kyle Simms
E-mail: koolaworld90@hotmail.com

Tolwarth 1st Founding
Contact: Peter Corps
Phane: 07788 790136

Tunbridge Wells Wargame Society
Contact: Colin Stone

Phone: 0175 340 0211

E-mail: colin@castone.freeserve.co.uk

Walburton Wargamers

Contact: Mike Roddham

Phone: 01245 554185

E-mail: walberonwargamersi@yahoo.couk

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

Warlords of Walsall

Contact: John Davis

Phone: 01922 724278

E-mail: warlords_of_walsall@hotmail com

Waoking 1st Founding
Contact: Peter Corps
Phone: 07788 790136

Yemfll Games
-t: Chris Lowe
7811 B43747

York Garrison (York)

Contact: Robey Jenkins

Phone: 07967 277994

E-mail: garrison_wargaming@yahoo.com

NE Partner Store

www.games-workshop.co.uk/storefinder

121




Components and Advance Order information

URDERING DIRECT

Fast, secure and straight to your door!

Games Workshop Direct
is a fast, accurate and
convenient service that
lets you order your
miniatures and other
hobby products from the
comfort of your home.

* We aim to despatch all orders in
three days, straight to your door.

® You can order ANY Games
Workshop product.

* Our Advance Order service lets
you order models and products
before they are released,
guaranteeing you’ll get them on
the day of release.

* Available now are a range of
models available only through
Direct. Check out what's on offer
this month!

Direct Exclusive: The Lord of The Rings »

+4++DIRECT EXCLUSIVE+++
GWAIHIR
99111499048 £12

HOW YOU CAN ORDER!

* On the internet: Visit our secure Online Store
at: www.games-workshop.co.uk/store

* In-Store: Order from any Games Workshop
Hobby Centre at the in-store order point.

* By Phone: Call the Hobby Specialists on:
07115 91 40000 (UK), opening hours,
Monday-Saturday: 10am-6pm,

Sunday: 11am-5pm.
0115 918 4040 (Northern Europe)

* By FAX: Fax your order on: 0715 916 8002
(UK) or 0044 115 916 8162 (Northern Europe)

* By Post: Or the traditional way: Games
Workshop Direct Sales, Willow Road, Lenton,
Nottingham, NG7 2WS

+4++DIRECT EXCLUSIVE+++
CONVERSION SPRUE
9947149905501 £2
(Uruk-hai, Orc and EIf heads, two
Human heads, EIf bow, Orc and
Human P Uruk-hai ¢




_WIJHIHHH[HI]IH(H.

SHOPPING CART

SHOPPING

] i
[ Beasts of Chaos n I n e
. e e o ks S8 o e
®
. Warhammer Anmies: Beasts nl'.!Eli_l:l_;o;_..k._..“L:- VLT The Games workShop
sz Online Store is open
Bugey 24 hours a day, seven
L R days a week.
[Mome Infoymaton  Add 1o et - : Get exactly What You
i R want, when you want
— * Huge range
B - Secure
*Easytouse
 LIST OF CATEGORIES o nnen 24 hours
 DETAILED PRODUCT DESCRIPTIONS
(HELPFUL AND ESSENTIAL PRODUCTS

h 4
v

This month’s Online Store features:

» Legions of Middle-earth (pages 28-48): www.games-workshop.co.uk/store/legionsofmiddleearth
» The Two Towers (pages 50-59): www.games-workshop.co.uk/store/thetwotowers
» Medusa V (pages 71-78): www.games-workshop.co.uk/store/CoD
» Lizardmen (pages 66-69): www.games-workshop.co.uk/store/lizardmen
» High Elves (pages 82-85): _ www.games-workshop.co.uk/store/highelves

b4

h 4
10) 7.V s 2% Wi {e)4 5 ARMY DEAL

As featured on page 104, Nicola Taylor’s Tyrariid army
has been recreated;as:a bundle on the Qnline Sore. -
Now you too can own this fgst attacking ‘Nid forc

INCLUDES:

* 1 Hive Tyrant _
* 1 Death Leaper Lictor

* 5 Warrior boxes

* 1 Genestealer Brood box
* 2 Gaunt boxes

* 5 Gargoyle blisters

= T Biovore
e 1 Carnifex

+ - .

The following extra parts to make conversions:
* 1 Plastic Dragon"Wings

* 6 Termagant sprues, 6 biomorph sprues

* 9 Dark Pegasus Right and Left wings.

www.games-workshop.co.uk/store 123




_OHOERINGDIRECT
EW! THE LORD OF THE RINGS!

-
L}

VRASKU BODY
9047146203701 E5

VRASKU CROSSBOW
947146203702 E0.60

. i
ROHAN OUTRIDER ON FOOT 1
9947146410601 £4

ROHAN OUTRIDER ON FOOT 2
99471464 10602 £3

DUNLENDING CHIEFTAIN
Q947140410701 £4

DUNLENDING WITH SHIELD 1
9947146410803 £2.50

DUNLENDING WITH SHIELD 2
WAT 146410804 £2.50

DUNLENDING STANDARD
v 9947146410703 £0.60

DUNLENDING STANDARD BODY
47146410702 E3

DUNLENDING WITH TWO-HANDED WEAPON 1
G947 146410807 £2,50

DUNLENDING WITH BOW 1

94746410805 £2.50

DUNLENDING WITH BOW 2
9947146410806 £2,50

DUNLENDING WITH TWO-HANDED WEAPON 2
B947146410802  E2.50

124 WHITE DWARF ORDERING DIRECT
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ERKENBRAND ON FOOT
£5

THEODRED ON FOOT

COLLECTORS’

In-depth catalogues
showing all the
miniatures for each
range.

e Full range

¢ Components

* Direct exclusives

* Golden Demon winners
e Army showcases

» Conversion showcases

R[]JI-\\.{'-\PT-\IT\ 2
§ £4

9947146410401

Available now from Games

ROHAN CAPTAIN 1
9947140471201 £4

Workshop Hobby Centres:

The Lord of The Rings
Collectors’ Guide

Warhammer 40,000

Collectors’ Guides

U Forces of the
Imperial Inquisition

e Imperial Guard

e Eldar & Dark Eldar

® Orks

® Tau & Necrons

* Tyranids

Warhammer
Collectors’ Guides
® Bretonnians

* Chaos

® Dwarfs

* Elven

¢ Lizardmen

ROHAN STANDARD * Monsters & Mercenaries
H9AT1304 = ® Orcs & Goblins

LORIEN ELF CAPTAIN 1
00471 4 4

» Skaven
* Undead

LORIEN ELF CAPTAIN 2
Lk 4

NEW! see page 22

continued on next page...

www.games-workshop.co.uk/store 125




__ORDERING DIREGY  continued from previous page...
Osgiliath Veterans

OSGILIATH VETERAN WITH BOW
9947146471000 E2.50

OSGILIATH VETERAN WITH SPEAR

9947146417002 E£2.50 GU47146417003  E2.50

OSGILIATH VETERAN WITH SWORD

ARAGORN (HORNBURG)
9947146410901 £5

GIMLI (HORNBURG)
9947140501501 E5

EOMER (HORNBURG)

9947146410904 £5

LEGOLAS (HORNBURG)
9947146303101 £5

DEFENDERS OF ROHAN
991711464109 £25

THEODEN (HORNBURG)

H947146470902  £5

GAMLING WITH STANDARD
9947146410903 £5

HAMA (HORNBURG)
9947146410905 £5

ou can find all these products online by logging on to: www.games-worksho
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ADVANCE ORDER!

e S < fffeas - wEh

~ Can’t wait to get your hands
on the latest releases?

s Cet 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.

products not yet released in our Hobby
Centres. 1

s‘ﬁ'&;

AN
SUBATTLE TOR &KUH ASS.:-.w. \

Postage for Advance Orders is only £27%,
so you can afford to get more models

Choose from loads of models and L

4 for your money.
{ Rulebook .
‘ - ey Advance order now: i
REEHIEROS ' 15th July (released 26th August) h
L1851 5| : ..£20
* Haldir's lees Command .................. £6
e lsengard Troll e, £15 °
* Morgul Stalkers ...... £6
v ® Dead Marsh Spectres .. .£6
e Osgiliath Veterans..... £6 1
* Defenders of Rohan ...ocoovvvveviininnns £25 §
* Rohan Captain,
toot and mounted .....oooooviiniieenin £10

Rohan Standard Bearer,

. Advance order now:

foot and mounted ....oevveeeveivnieene £9 i’

22nd July (released 2nd September)

* Space Marine Megaforce.............. £100
* Dawn of War: Tempest .£6.99
o The Corrupted ..vvverveereerennnnnnnn. £6.99
. 2007 Calendar:siuaiwiiinininii 2
Specnal Gamers Edltlon 07 Calendar £
see page 81. Advance order now:
29th July (released 9th September)
* Battle for Skull Pass.......cccccecrvnvnenns £40
¢ \Warhammer Rulebook ..................£30
s \Warhammer Collectors’
s Edition Rulebook.......cciiviviiiniinnn £60
MEN « Warhammer Special Gamers’ Edition £60 1
» Battle for Skull Pass paint set.........£12
» Warhammer Dice (tin)....ococeiveiine £6

o \Warhammer Fanatics

‘COLLECTORS Special Edition model ..ocoiveiviiciiiins £7

EDITION Advance order now: i

12th August (released 23rd September)
* Orcs & Goblins Army Set ... £145
* Tau Empire Megatorce......ooueeen.. £100

]

£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 ]
'.-unl'l.r the last available product is released.

see page 80.



Subscriptions 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/wd1yearsub/

[orRD TWO TowERS B - visit your nearest Games Workshop store

RINGY 73E JOURNEY CONTINUES.. =

* Complete the form below and return to:

GW DIRECT SALES, WILLOW ROAD,
LENTON, NOTTINGHAM, NG7 2WS

SUBSCRIPTION OFFER 1 SUBSCRIPTION

Take out a year’s subscription for just £36 Take out a two year subscription for just _
and saving you a great £12 off the cost of £60 - saving you a massive £36 off' ﬂ'le- B

the cover price - effectively giving you cost of the cover price, effectwely giving AW
three issues free! you nine issues free!

scribe to White Dwarf starting with issue number: WD ][]l

O 2 YEARS 24 issues £60.00 ]
| am an e iber [ | am a new subscriber [T iplease yick o box

Surname

Tel linc STD

METHOD OF PAYMENT

Pastal Order (UK only)/Cheque [] (made payable 1o Games Workshop Ltd)

=o BEo Bow

Valid from: Oodr]
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OUT NEXT MONTH
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