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| New pitatic Warhammay nasigimes.

Old World rejoice!

t’s the best it

As summer draws to a close, the campaigning season in the
Warhammer World begins afresh. Mighty armies march across
burning landscapes to lay waste to their foes, the air crackles with
magic, and great beasts soar into the skies! Ah, there is precious
little in this world more pleasing to my eyes than seeing two huge,
brilliantly painted armies of Citadel Miniatures slugging it out.

Old hands will find Warhammer largely unaltered, bar a few
crucial tweaks. These changes make for a smoother, faster yet more tactically satisfying
experience without meaning you have to scrap your favourite force — your existing armies
remain compatible with the rules set. Of course, we labour night and day to create new
army books and models, and the first of these comes out only next month. Don't forget
also the amazing collectors’ and gamers’ editions of the rules. These are available in
strictly limited numbers, so get them now if you want them for your treasure hoard.

Whether you're a veteran of a million campaigns or a Warhammer novice, then | also
heartily recommend The Battle for Skull Pass. Among the box’s 100+ miniatures there are
plenty of Dwarfs, and they are best army in the world. So speaks Grombindal!

51011921190757 1ll>

Product Code: 60249995321
ISSN: 0265-8712 09

Grombrindal, The White Dwarf

SUBMISSEONS

COPVRIGHTS Copytight © Gatnes Wotkshop Limitied
all als pertaining to W

www.games-workshop.com
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X WARHAMMER! .....

e The latest Citadel Miniatures, and more.
25 DESIGNER'S NOTES

: ; 7 20 NEWS
Find out from the men behind the magic how the best fantasy More info on the Eldar release
wargame in the world just got even better. ;
T CITADEL TOOLBOK

Tips on army painting.
12 STANDARD BEARER
Jervis tackles FAQ's.
76 THE KAPPA MORTIS INCIDENT

Recreating an historic confrontation
between Space Marines and Tau.

82 'ERVY METAL: THE BALROG
Painting tips for Durin’s Bane.

86 MODELLING WORKSHOP: ORK TOWN
A look at an Orky city of death.

92 'EAVY METAL: THE INQUISITION

The Emperor has many servants.

98 GAMES DAY SURVIVAL GUIDE
You won't get lost on the big day.

102 WRATH OF THE ASRAI

Wood Elf tournament commentary.

108 WAR BEGINS INSTORE

A guide to the Warhammer launch day.

115 FRONTLINE

UK specific news and events.

124 ORDERING DIRECT

All the latest advanced orders.
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98 THE SIEGE OF HELM'S DEEP

We recreate the assault on the Hornburg with over 170 miniatures!
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WARHAMMER RULE BOOK

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

A TR TL TR R
RN TLS 1."“%}1.\

Games Workshop's original tabletop wargame is
back with a new edition. This book contains all the
rules, hobby information, scenarios, and background
that you need to play the game of fantasy battles.

OUT SEPTEMBER 9TH

288-page hardback rule hook.

WARHAMMER RULE BOOK _£30
Sweden  Kr400 Denmark  Kr350
MNorway Kr400 Euro. €50
Product code: 60040299026

Written by Alessio Covatore
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Plcturas for (ilustrative purposes only. Product contents may vary, Products sold unpainted and unassembled. Certaln Citadal products may be dangerous if used .'rlcclr.xez.'.','. Prices correct af ima of gaing to press, please contact us for current
avallability and prices. Prices quoted are for producls sold by Gamas Workshop through ifs own stores, catalogue or website, Indepandant retaiiars are responsi

bia for determining their own pricas.




s o NEUNGEIERRES
WARHAMMER COLLECTORS' E[IITIIIN STRICTLY

The ultimate Warhammer rule

a— —
book for collectors, availableina & ' 9 lIMITEn

strictly limited run of 4000

individually numbered copies. 53 A 4 | ““Mninsl

 Textured tapestry hard cover.

* Heavy-weight parchment coloured pages.

» Copper-blocked edges.

» Warhammer-embossed presentation box
with magnetic catches.

* Coloured cloth headband.

Warhammer collectors’ edition
rule book in presentation box

WARHAMMER COLLECTORS' EDITION £60

Product code: 60040299029
Whitten by Alessio Cavatare

ON SALE SEPTEMBER 9th

Released 12/08/06 in Northern Europe.

DIRECT ONLY

WARHAMMER GAMERS' EDITION Availahle while stocks last!

This special edition set has all
the hobby essentials the
discerning gamer needs for
their games of Warhammer,
all contained in an exclusive
Warhammer satchel.

This set contains a hardback
rule book, pocket-sizei rule
book, dice pouch, plastic
gaming and spell effect

“““m-lun |
Wy I!ER I

counters, special edition
Warhammer templates and
ilice, and an exclusive
shoulder bag with
emhroidered lono

WARHAMMER GAMERS® EDITION  £60

Product code; 40020299006
Written by Alessio Cavotore

DIRECT ONLY

Plctures .‘D( Hlustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrctly, Prices
correct at time of going to press, please comtact us for current availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, cataiogue or
wabsile. retallers are ible for ining their pwn prices.
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BATTLE FOR SKULL PASS

Re-enact the infamous battle for Skull
Pass, where resolute Dwarfs and sneaky
Night Goblins clash for the possession
of ancient mines.

This boxed game contains two complete armies —
Goblins and Dwarfs — and several introductory
scenarios, allowing you to start playing straight away.

e e T Y SV r =
et 1.

BATIZF £OR SKULL PASS

Pictures for Wustrative pirposes only. Product contents may vary. Prodiets sold unpatmted and unassembled, Cartaln Citadel produets may be dangerous if used incorrectly. Prices correct af tima of going to prass, please confact us for current
availability and prices. Prices quoted are for products soid by Games Workshop throdgh its own stores, catalague or website. Independent retaiiers ars responsible for detsrmining their owin prices,
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BATTLE FOR SKULL PASS

VAT T A |
Wy ol 'h y‘t‘u‘-! ER |
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Starter booklet

The starter booklet
provides an excellent
entry-point into the
world of fantasy battles.
New players will find
easy-to-follow examples
for all the main parts of
the Warhammer game,
as well as profiles for all
the models in the box.

Condensed
Rulebook

The 144-page pocket-
sized rulebook is a
useful resource for all
hobbyists. All the
information you need
to play the game is
right here.

CONTAINS
OVER 100

CITADEL
MINIATURES

This boxed game contains iwo
complete armies, a pocket-

sized rulebook, starter hooklet,
dice, templates and scenery

BATTLE FOR SKULL PASS £40
Sweden Krd00 Denmark  Kr350
Marway Krd00 Euro €50

Product code: 60010299002

ON SALE SEPTEMBER 9th

50%

Pictures for Mustrative purposes anly. Product contents may vary, Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly, Prices correct af time af gaing ta press, pleass contact us for current

availabiiity and prices. Prices quoted are for products sofd by Games Workshap throuph is owin stores, or website, retailars are

for ining their own prices.
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NERY RELEASES

ORCS AND GOBLINS

ORC AND GOBLIN ARMY

Orcs and Goblins are the scourge of the
Warhammer world, an unending tide of ferocious
raiders. They are brutal green-skinned warriors
whose only goals are to rampage and slaughter.

Get the new models 2 weeks early!
Available while stocks last!
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ORC SHAMAN
ONLY AVAILABLE

CONTRINS
MORE THAN 80
PLASTIC AND
METAL CITADEL
MINIATURES!

ORC WARBOSS

This box set contains
1 mounted Orc Warlord,
10rc Army Standard Bearer,
10rc Shaman, 1 Nioht Gohlin Big

Boss, 20 Orc Warriors , 10 Black
Ores, 10re Chariot, 10 Goblin
Woliriders and 40 Night Goblins

'ORC AND GOBLIN ARMY. _£145
Sweden  Kr1900  Denmark Kr1600
Norway  Kr1900 Euro. €220

Product code: 60110209150
ON SALE SEPTEMBER 23RD

Pictures for llustrative purposes only. Product contants may vary, Products sold unpainted and unassembiled. Cartain Citadel products may be dangerous if used incorrectly, Prices correct at time of going to prass, plaase contact us far corrant
availability and prices. Prices quated are for products sold by Games Workshop through ifs awn sfores, or websife. retallers are for iming their own prices.




__NEWY RELERSES

BATTLE FOR SKULL PASS PRINT SET

This paint set contains six 4ml
acrylic paints,

NIGHT GOBLINS
Special Edition

starter brush and 10
Night Goblins

BATTLE FOR SKULL PASS PAINT 5ET £12
Sweden  Kr150 Denmark  Kr125
MNorway Krl150 Euro €17.50

Product code: 991700299005

ON SALE SEPTEMBER 9TH

This hlister pack contains 1
Night Goblin diorama on a
20x40mm base

WARHAMMER FANATIC £7
Sweden  Krl15 Denmaork  Kr100
Meorway  Krl25 Euro. £12.50

Product code: 99060209165
Sculpted by Mike Anderson

ON SALE SEPTEMBER 9TH

Availahle while stocks last
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AVAILABLE IN
SIK DIFFERENT
COLLECTABLE
TIN DESIGNS

QALES
WORISHOP

%Bllﬂhml.-ii.u
..utfuu u\n\‘hh—h&.

BAUES
WORESHOP

ATATDILEA R
NV mu.u AMME]L

This tin contains 8 six-sided
dice, 1scatier dice and 1
artillery dice

WARHAMMER DICE £6
Sweden  Kr100 Denmork  Kr85
Norway  Kr100 Euro €11.50

Product code: 99220299020

ON SALE SEPTEMBER 9TH

GANES
WORNSHOP

GIMES
WORESHOP

Pictures for ifustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Ceriain Citadel products may be dangerous if used incorrectly, Prices correct at lime of going lo press, please contact us for current
avaiiability and prices. Prices quotad ara for products sold by Gamaes Workshop through its own stores, catalogue or wehsite, Independent retailers are responsibie for determining their own prices.




NEW RELEASES

THE TWO TOWERS |OrD

OF TH
TS
DEFENDERS OF ROHAN INGD

BATTLE GAME

This box set contains metal
Aragorn, Legolas, Théoaden,
Gimii, Eomer, Hdma and
Gamling miniatures

DEFENDERS OF ROHAN £25

Sweden  Kr300 Denmark  Kr250 ARAGORN LEGOLAS
Norway  Kr300 Euro €35

Product code: 92111464109
Sculpted by Alan Perry and Michael Perry

ON SALE AUGUST 26TH

Released 26/08/06 in Northern Europe.

HAMA GAMLING

>>> SEE THESE MODELS IN ACTION IN
OUR BATTLE REPORT ON PAGE 58

Pictures for Musirative purposes only. Prodect confents may vary. Products soid unpainted and unassembled. Certai Citadel proeducts may be n'dngerol.s if userl incorrectly, Pricas t‘a.rrr-‘u alt lime of going fo press, please comtact us for curment

availabifity and prices. Prices guoted are for products soid by Games Workshop through its own storas, catalogue or website, | refailars are resp for inivig thelr owr mrices,



GHERERERSES . o
ROHAN BANNER BEARER

This blister pack contains

1Rohan Banner Bearer
on foot and mounted
ROHAN BANNER BEARER - £9
Swedsn  Kr140 Denmark  Krl15
Norway  Kr140 Euro €15

Product code: 99061464113
Sculpted by Alan Perry and Michael Parry

ON SALE AUGUST 26TH

Released 26/08/06 In Northern Europe.

This blister pack contains

1Rohan Captain
on foot and mounted
'ROHAN CAPTAIN - £10
Sweden  Kr140 Denmark  Kr115
Norway  Kri40 Eura €15
Product code: 99061464112

Sculpted by Alon Perry and Michael Perry

ON SALE AUGUST 26TH

Released 26/08/06 in Northern Europe.

This blister pack contains

2 Haldir's Elves Captains
miniatures

HALDIRS ELVES COMMAND £6
Sweden  Kr100 Denmork  KrB5
Norway  Kr100 Eure £11.50

Product code: 99061463030
Sculpted by Alan Perry and Michael Perry

ON SALE AUGUST 26TH

Released 26/08/06 in Northern Europe.

Plctures for ilustrative purposes only, Product contents may vary. Products soid unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, pleasa contact us for current
availability and prices. Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Indapendent retaiiers are responsible for determining their awrr prices.
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KIT MAKES
MULTIPLE
VARIANTS

This hox set contains one
multi-part metal Ent kit

ENT £20
Sweden Kr300 Denmark  Kr250
Morwoy  Kr300 Euro €35

Product code: 99111499065
Sculpted by Trish Morrison

ON SALE AUGUST 26

Released 26/08/06 in Northern Europe.

OSGILIATH VETERANS

This biister pack contains

three metal Osgiliath Veterans

OSGILIATH VETERANS £6
Sweden Kr100 Denmark Kr85
;= Morway  Kr100 Euro €11.50

Product code: 99061464110
Sculpted by Alon Perry and Mlchnsl' Perry

ON SALE AUGUST 26TH

Released 26/08/06 in Northern Europe.

Pictures for ilustrative purposes onty. Product contents may vary. Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices correct at fime of going to press, please contact us for currant
retailars are for ining their own prices.

availability and prices. Prices quoted are for products sold by Games Workshop through ifs own stores, catalogue or website,
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CONTAINS
OPTIONAL WEAPON

This box set contains one
multi-part metal Isengard Troll

ISENGARD TROLL £15
Sweden  Kr250 Denmark  Kr200
Narway Kr250 ) Euro €27.50

Product code: 99111466025
Sculpted by Alon Perry ond Michoel Perry

ON SALE AUGUST 26TH

Released 26/08/06 in Northern Eurape.

This blister pack contains 3
metal Dead Marsh Specires

DEAD MARSH SPECTRES £6
Sweden  Kr100 Denmark  KrB5
Norway — Krl00 Euro €11.50

Product code: 99061466027
Sculpted by Alan Perry and Michael Perry

ON SALE AUGUST 26TH

Released 26/08/06 in Northern Europe.

This blister pack contains
3 metal Morgul Stalkers

MORGUL STALKERS £6
Sweden  Krl100 Denmark  KrB5
Morway  Kr10O Euro €11.50

Product code: 99061466026
Sculpted by Alan Perry and Michael Perry

ON SALE AUGUST 26TH

Released 26/08/06 in Northern Europe.

Pictures for (lustrative purposes only, Product contents may vary, Products sold unpainted and unassembled. Certaln Citadal products may be dangerous If used Incorrectly. Prices correct at Hime of gaing to press, please contact us for currant
avaliability and prices. Frices guated are for products sold by Games Warkshop through its own stores, catalogue or website, Independent retailers gre responsible for determining their own prices.
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BLACK LIBRARY

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.

el TEMPEST

17900

Battling to save the Blood Ravens'

— - precious gene-seed, Librarian Rhamah is
DAWN}\WAR sucked into the warp and crashes down

= = onto an ancient Eldar world hidden in

the Eye of Terror. When a detachment of
strangely familiar Space Marines lands
on the planet to plunder its forbidden
knowledge, Rhamah finds himself
embroiled in their confrontation with the
planet’s mysterious puardians. As the rest
of the Blood Ravens begin their search
for him, Rhamah struggles to discover
his true identity, as his allegiance could
tip the balance in deciding the fate of
this world and its secrets.

TEMPEST £6.99
by C 5 Gota

Sweden Kri20 Denmork  Krl00
Norway Kri20 Euro €13

ISBN; 1-84416-399-7

ON SALE SEPTEMBER 2nd

Released 26/08/06 in Northern Europe.

THE CORRUPTED

The dark nature of the Warhammer
warld's wizards is explored in Robert
Earl's latest action-packed novel. When
rogue sorceror Grendel flees the Empire,
a disgraced wizard and a fanatical team
of witch hunters is sent to track him
down. But as hunters and hunted pass
through Praag, and stray into the
Northern Wastes, all bets are off as the
corrupting touch of Chaos starts to affect

them all.

THE CORRUPTED £6.99
by Robert Earl

Swaden Kr120 Denmark  Kr100
Norway Krl120 Euro £13

ISBN: 1-84416-397-0

ON SALE SEPTEMBER 2nd

Released 26/08/06 in Northern Europe.

availability and prices. Prices quoted are for products soid by Games Workshop through its own stores, catalogus or website,

Packed with some of the very best artwork from
Games Workshop, the 2007 Calendar is a must for
all hobbyists. In its 28 pages, you'll find a host of
full-page iconic images from both Warhammer and

Warhammer 40,000, It's the perfect tool for planning
your year,

2007 CALENDAR £12
Sweden Kr150 Denmark  Kr125
Morway Kr150 Euro €17.50

ISBN; 1-84416-421-7

ON SALE SEPTEMBER 2nd

Released 26/08/06 in Northern Europe.

www_blacklibrary.com

Fictures for ilustrative purposes only. Product contents may vary, Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorectl. Prices correct at time of going 1o press, please copfact us for currant

refailers are ibile for ifig their own prices.
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_NEW RELEASES

W \Rﬁj“z\:: MER s Pnc E Mnn I N E

Genetically altered to be humanity’s ultimate
warriors, the Space Marines stand resolute
against the myriad horrors of a hostile galaxy.

SPACT MERINE SPRLE MLATN

ML ARCE SERLSTHITMALNY

WARHAMMER s e
EPICE MARINE o6 =
———,

40000, A s

This box set contains enough plastic Citadel miniatures to make
a Space Marine army of over 1,000 points.

’} ,JHISSHFEIII-yIl.ESINfIIE’IlAT. MORT

mt:,n[uie{mm .SEE PAGE

Pigtures for lustrative purposes only, Product comtents may vary, Products sold unpainted and unassembled. Certain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, please contact us for current

avaiiability and prices. Prices quated ara for products sold by Games Warkshop through its own stores, catalogue or website. Independent retailers are responsitle for delermining their own prices.
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if This box set contains 15pace
! : Marine Commander,
5 commant squad
SPACE MARINE SPACE MARINE TACTICAL Space Marines, 15 Tactical

STANDARD BEARER APOTHECARY SPACE MARINE Space Marines, 5 Assault
Space Marines, 5 Space Marine

Scouts with sniper rifles,
18nace Marine Razorback,
1Space Marine Dreadnought
and 1Space Marine Preidator

SPACE MARINE MEGAFORCE £100
Sweden  Kr1500 Denmark Kr1250
MNorway  Kr1500 Euro €160

Product code: 99120101046

ON SALE SEPTEMBER 2nd

Released 26/08/06 in Northern Europe.

*On equivalant models bought separately.

Pictures for ustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Cifade! products may be dangerous if used incorrectly. Prices correct at fime af going fo press, please contact us for current

availability and prices. Prices quoted are for products sold by Games Workshop through s own stores, catalogue or website. relailars are itife for iniftg their ow prices.
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The Tau are an ambitious race who seek to
bring unity and enlightenment to all who will
join them. Those who resist are swept aside, for
the Greater Good can overcome any obstacle.

This box set contains enough plastic Citadel miniatures to make
a Tau Empire army of over 1,000 points.

>>> THIS! 3?.J' '=_UU :
' ING! Ttl':' iTI‘TJﬂ%

poses amly. Produet contents may vary, Products sold unpatnted and unassembled. Cartaln Citadel products may be dangerous if ussd inco
ability and prices. Frices quoled are for products sofd by Games Workshop Brrough ils own storgs, or wabsite. re

iy: ?n..-== correct at time of gs ng fo prass, please contact us for currant
far ¢ 7 their own prices.
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TAU PIRANHA .
This box set contains

3 Tau KU25 Stealth Battlesuits,
20 Tau Fire Warriors,
1Tau Devilfish, 1Tan

Hammerhead, 3 Tau Piranhas,
2 Tau NVB Crisis Battlesnits
and 6 Tau Gun Drones

TAU EMPIRE MEGAFORCE £100
Sweden Kr1500 Denmark  Kr1250
Morway  Kr]500 Euro €160

Product code; 99120713014

ON SALE SEPTEMBER 23rd

Released 26/08/06 in Northern Europe.

*On equivalant models bought separately.

Picturas for ilfustrative purposes only: Product contents may vary, Products sold unpaiited and unassembled. Certaln Citade! products may be dangarous If usad incorractly. Prices correct at tims of gaing fo press, please comtact us for current
avajiability and prices, Prives quoled are for products sold by Games Workshop through its own stores, gue or websits, relailers arg la for dafe ing their own prices,
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__NEUW RELEASES

FORGE WORLD .

TYRANID WINGED RIPPERS
Bnnnv Tnnl’s Winged rippers soar over their scuttling

This set contains 6 counterparts, stripping worlds bare for the
resin booby traps. Tyranid hive-mind.

CADIAN COMMAND SQUAD

A kit of resin parts which makes a
distinctive Cadian command squad,
complete with master-vox pack and
tactical display unit.

Forge World makes a huge range of resin kits and accessories. These include
super-heavy Baneblade battle tanks, titans, upgrades for Games Workshop's
plastic kits, scenery pieces and busts of some of our most popular characters.
These products are intended for experienced modellers and are only available
directly from Forge World or Warhammer World. For the full range of !
Forgeworld kits, go to:

Pictures for ilustrative purposes only, Frodust contents may vary, Products sold unpainted and unassembled, Certain Citade! products-may be dangerous if used incorreclly. Prices correct at fime of going to press, please contact us for currént
availability and prices. Prices quoted ara for products sefd by Games Workshap through its own stores, or website. retailers are ibla for ining their own prices.
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The Art of Games \Y/Vkshop

Nottingham Castle, 15th July - 24th September 2006

This summer, from July to September, Nottingham Castle will be mounting
a major exhibition on the art and creativity of Games Workshop.

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

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

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

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

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

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

For further information please call Nottingham Castle on 0115 915 3700

GAMES WORKSHOP

8 NOTTINGHAM
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hough they are the last
Tmembers of a dying race, the

Eldar are fighting back with a
brand new codex and a craftworld’s
worth of reinforcement models, both
metal and plastic.

Those tempted to follow the Eldar
path can now look forward to new
War Walkers, new versions of many
of the Aspect Warriors as well as a
brilliant new plastic set of Dire
Avengers. These releases join our
already extensive range of Eldar
miniatures to allow you to put
together an even deadlier army of
swift, enigmatic alien warriors.

And to lead them we have new
heroes. A fantastic range of new
Farseers are joined by the brilliant
Autarchs - an HQ choice for Eldar
players who favour an aggressive
style of play. There is also a new
special character — for the first time
Yriel, corsair and saviour of lyanden,
gets a model. Sculpted by Jes
Goodwin, it is one of the best Eldar
pieces we have ever made. Sadly, we
can’t show you him just yet, as he’s
off sailing the stars... As soon as he's
back, we'll get his picture.

- = ¥ Fire Dragon Exarch W The Eldar Autarchs tread

"ew M““a“l res with Firepike. the path of the leader, and
have access to all manner

Created by the best miniature sculptors in the of wargear.
world under the watchful eye of Jes “Farseer of
Games Workshop” Goodwin, the Eldar
miniatures coming soon are the finest model
aliens you are ever likely to see.

P A new Striking
Scorpion Exarch.
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WARHAMMER
40,000

a fully revised army list. This has a great many pleasant surprises for

Eldar players, and a lot of unpleasant ones for the

The new codex is packed full of background information as well as
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White Dwarf IlIISIEI' at Games Day

Grombrindal’s beardlings have had a fine idea.
Place all the covers for White Dwarf since
issue 1 up to issue 324 onto a gigantic A1
poster! This poster really has to be seen to be
believed. You can find the issue you started
from and progress from there, we have even
included a preview of upcoming covers.

These exclusive posters will be available to
buy from the White Dwarf stand at Games
Day this year. You could even get them signed
at the same time by the magazine’s Editors
(careful, they tend to be a tad smelly -
Grombrindal)! Rumour has it that a special
subscription deal will be on hand along with
the poster...

We've only printed a limited number, so
when they’re gone, they’re gone.

You'll be able to see the next four White Dwarf covers
at Games Day - a greal way to get a sneak preview
ahead of anyone else.

INEHHMHHRII[BPHHMFI
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BLACK LIBRARY AT GAMES DAY

Heading over to Games Day on 24th September 20062 - — i

Make sure you stop by the BL Publishing area and check - e 1

out the amazing range of goodies that will be available.

These include Armour of Contempt — the latest Gaunt's

Ghosts novel and Orcslayer — the latest Gotrek & Felix A <

novel, the amazing Mark of Chaos computer game tie-in Sy s 8 r LAVER

and The Art of Mark of Chaos arthook! r yrelnd ot & BRONT'S BHOSTS NOWEE - ”““mlm
As if that wasn't enough, we've got loads of

merchandise that's only available on the day! Including

the booklet, The Two Crowns: A Gotrek & Felix short story.

As well we have the Warhammer poster and t-shirt (seen

below). Which are Games Day exclusive items!

Ilirect Pllllllﬂ Iine GlIISIII‘B

| On Sunday September 24th our Direct phone lines will
closed. This is because all our Hobby Specialists will be
helping out at Games Day 2006. If you still want to buy

| anything from Direct, the Online Store will be available
for you to place your orders.

| www.games-workshop co.uk/store

= ADVANCE NEWS — PRICE CHANGES
As of the 2nd October Games Workshop UK will be changing the prices on a selection of our products. To give you as
much notice as possible, so you can get your products at the current price, we've listed the major changes below:

= 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 why not take full advantage of this notification!
Visit our website for a full list of the changes at www.games-workhop.co.uk/news.



The highlights this month...
RELATED ARTICLES

l " All the magazine-related articles...

Warhammer Website
Just like the Battle for Macragge and the
Mines of Moria, lhe W‘lrhammer Baftle

own mini-site, Featuring expanded h_

articles, scenarios and gmdesthaﬁi’r‘@ low

on and comphmenr thos ynd Jin th

Medusa Camdpalgn Results

The proverbial dust will settle and the

biggest Warhammer 40,000 global

campaign will come to a close. All the
results will be online by 1st September,
and we'll be making sure you know all
about them with White Dwarf Online.

THE FALL o¢ A

MEDUS

THIS SUMMER'A WORLD WILL DIE

Converting & Painting Ents
There are many different varieties of Ent
in the forest of Fangorn. This article
shows several different ways to convert
and paint them as well as providing
inspiration for how you might go about

HOBBY ARTICLES

...and everything else to fuel your hobby:

The Shrine of Knowledge
Vith official downloads alr dy_a\?a

Games Day 2006
White Dwarf will be
descending on
Games Day 2006 en
masse this year, and
one of the many
things we'll be doing
is reporting on the
event, So if you're
going and fancy a
nostalgia trip or can't
make it and want to
see what you missed,
make sure you
subscribe to White
Dwarf Online for the
low-down!

Last years” Slayer Sword
winner, Kirill Kanaev

Daemon Name Generator

Naming your General or Daemon Prince

is a simple thing you can do to instantly

add some character to your army. To help

you, we've put together the Daemon
Name Generator, as first seen in the old

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 early,
direct to your inbox!

s Exclusive editorial
content and articles!

* Absolutely Free!

Subscribe now,

IT'S FREE!

creating your favourite Ent. Realm of Chaos: Slaves to Darkness book.

www.games-workshop.co.uk/wdonline
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_BEIEASESCHEROIE
COMING NEXT MONTH

THE LORD OF THE RINGS

Battle for Skull Pass 09/09/06
Battle for Skull Pass paint set 09/09/06
Warhammer Rulebook 09/09/06

Warhammer Night Goblins Fanatics (Special Edition) 09/09/06

Warhammer Dice Tin 09/09/06
Orc & Goblin Army 23/09/06
Orcs & Goblins Army Book 07/10/06
Orc Warboss box set 07/10/06
Orc and Goblin Battalion 07/10/06
Orc Shaman (foot & mounted) box set 07/10/06
Forest Goblin Spider Riders box set 07/10/06
Night Goblin Fanatics box set 07/10/06
Night Goblin Regiment 07/10/06
Night Goblin Heroes 07/10/06
Night Goblin Shamans 07/10/06

Ent box set 26/08/06
Haldir’s Elves Captains 26/08/06
Morgul Stalkers 26/08/06
Dead Marsh Spectres 26/08/06
Isengard Troll box set 26/08/06
Osgiliath Veterans 26/08/06
Heroes of Rohan box set 26/08/06
Rohan Captain (foot & mounted) 26/08/06
Rohan Banner Bearer (foot & mounted) 26/08/06
WARHAMMER 40,000

Space Marine Megaforce 02/09/06
Tau Empire Megaforce 23/09/06
Eldar Army 21/10/06

OTHER RELEASES

Dawn of War: Tempest
The Corrupted

2007 Calender

Back from the Dead

‘» Games Workshop stores
* Model and Games shops  Page 118
‘¢ GW Online store Page 125
* www.games-workshop.co.uk/shopping

* Games Workshop Direct Page 124

02/09/06
02/09/06
02/09/06
02/09/06

14/10/06

You can buy our products from

the following sources

i?qge 118

£40.00
£12.00
£30.00
£7.00
£6.00
£145.00

£12.00
£12.00
£50.00
£12.00
£18.00
£8.00
£18.00
£7.00
£7.00

£20.00
£6.00
£6.00
£6.00
£15.00
£6.00
£25.00
£10.00
£9.00

£100.00
£100.00

£145.00

£6.99
£6.99
£12.00
£6.99

£4.00
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Alessio Cavatore
guides us through
the creation of the
latest edition in his
Designer’s Notes.

take alookat
the art and imagery
of Warhammer,
driven by 25 years
of development.

A Alessio Cavatore and
Jervis Johnson duke it
out in the inaugural

battle report of the
new Warhammer.




* With the launch of a new edition of the Warhammer rules,

he new edition of
Warhammer is one of the
most eagerly anticipated
projects to hit the Design
Studio this year. Although it's
a big beast, full of all the different aspects
’ ~ of the hobby, I'm going to talk about the
% . changes to the rules.
: There are no huge differences between
42 the last edition of Warhammer and this
: " one. Let's say that right away. There are
. two reasons for this. First, there was
nothing substantially wrong with
" Warhammer. Sure, there were some areas |
felt needed tightening up and clarifying,

F ——— : Er——— o
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~we turned to games designer and author of the latest rule
~ book, Alessio Cavatore, to talk us through the changes.

but making big, sweeping changes for
change’s sake would have most likely
resulted in making the game system worse.
The second point is that | needed to
make sure that the new edition was going
to be compatible with the army books out
there. In order not to invalidate any of the
books currently in print, | made certain we
did not change rules and terminology that
are used or referenced elsewhere. This will
hopefully save you a few headaches trying
to work out how the rules in the army
books interact with the new rule book. It
was quite a successful effort, as | managed
to invalidate only a single magic item and

t

3

. spells in play.

The affected...

Sacrament of the Lady
This Bretonnian Magic
Item allows the sorceress
to generate four extra

power dice at the

expense of casting spells
— of course, now no-one
else can use them! The
dice, however, can still
| be used to dispel enemy

Raiders
Beastman rank up four
wide even when they
shouldn’t be able to.
Now that ranks need to
be five wide, this makes
them slightly weaker.




one special rule! If you do notice any
more, please let us know and I'll put them
on the website.

Game scenarios
I think this may prove to be the most
controversial of the changes | made to the
Warhammer rule book. Experience told me
that even though the game had in theory a
series of scenarios to choose from, most of
the time people play Pitched Battle. We
had two options with this — we could get
rid of Pitched Battle altogether and force
people to always play scenarios, or
alternatively we could just embrace the
idea that Pitched Battle is the normal way
of playing the game and go along with it.
Both ideas have advantages and
disadvantages, and | weighed the choice
carefully. After many a discussion and
several different versions, in the end |

decided on the simplest solution.
Warhammer already has great variety due
to the many different troop types, spells
and special rules. | thought more
complexity wasn’t needed, and a simple

44 1 made certain we did not
change rules and terminology
that was used or referenced
. |
in the army books. 144

core scenario was enough to provide an

ever-changing and interesting challenge to

players. But though the rules section does

not include any additional scenarios, the
hobby section does.
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Insane courage!

Rolling ‘snake eyes’ for a break test means you pass,
regardless of modifiers and of special rules like Fear.
This little change is something a lot of people already
A used as a house rule (one gamer | spoke to was even
convinced that the rule was already part of the
previous edition!). | really like this rule, as it allows all
units to have a little ray of hope even in the direst of
circumstances and removes some of the certainties
o from the game, making sure that (in a realistic way)
e even the best laid plans may occasionally fail. Watch

out for those Goblins holding out against a rear charge
~~1 from your Chaos Knights!
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Fleeing through other units

T The chance of ensuring the destruction of fleeing age-old tactic of fleeing from a charging enemy and

e enemies by moving a unit in the right position then counter-charging with a fresh unit slightly more
e behind them has made quite a considerable risky. This is because the fleeing may now run
= difference to the way the game plays. We noticed in through the very regiment that is waiting to
| our test games that moving troops around the enemy counterattack and Panic it. This has made

N ¥ has become even more vital, leading to a lot of positioning units that are setting up this popular

S manoeuvring, which is certainly no bad thing! Also, kind of trap very important. An interesting change in

A the changes to the fleeing and Panic rules make the game dynamics.

3 1. i
| ‘:.& Support Units
T

Small units, with a Unit Strength of
less than 5, have more of a support
role. Not only can they not take the

: enemy's rank bonus away with a side
%y or rear charge, but they cannot

PR ~ destroy enemies by getting behind

: them as they flee, making them
definitely ‘light’. They also do not
cause Panic in nearby friends. This
makes them expendable and very
useful to have around to set up the
charge of your main units, or just to
get in the way of an advancing enemy
as you shoot and zap them to pieces!

/28, WHITE DWARF WARHAMMER _ x
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Movement

Movement has seen some simplification,
mostly the demise of some of the more
arcane and often abused rules, like the
snaking formation. The major change has
definitely been the way fleeing units move.
In the previous editions of the game, it was
slightly unclear how to work out the
direction of fleeing units, in particular in
the case of fleeing from multiple enemies,

I decided that units always flee directly
away from the enemy (from the unit with
the highest Unit Strength if there’s more
than one enemy unit), and in successive
turns straight towards the closest table
edge. Nothing too new here, but there is
one big difference — the unit always has to
move in a straight line, no running around
interposing terrain and models. Because of
this, fleeing units might move through
friendly units. If this occurs, and the
fleeing unit has a Unit Strength of 5 or
more, then it causes a Panic test on the
unit it moves through. The payoff for this is
that fleeing units no longer cause panic on
units they flee past, only through.

If a fleeing unit they has to move
through impassable terrain or enemy units
with a Unit Strength of 5 or more, they are
destroyed. Brutal, | know, but also neater
and more decisive!

Magic

I was not happy seeing only high-level
Wizards casting spells in the Magic phase.
In the main, players were using low-level
magic-users as batteries, providing power
dice for the big shots. In the new edition,
Wizards can use only the power dice they
generate themselves and those from the
common pool. That these are still up for
grabs still allows a certain degree of
flexibility to the player. It's really satisfying
to see those apprentice sorcerers finally
getting to cast their own spells, and it has
also toned down the more destructively
extreme aspects of magic.

Finally, | reviewed the Miscast chart
and made it considerably nastier. You
really don’t want to Miscast and then roll a
double one on the chart, trust me!

Shooting

No major changes, but | had a good look
at the rules for war machines, especially at
the way cannons and bolt throwers hit
units and at how war machines and their
crew behave in close combat. The big
difference here is that uncrewed war
machines are automatically destroyed if
attacked by an enemy unit.

Combat

The combat resolution chart is where
you’ll find one of the major changes of this
edition — it's a simple one, but one that has
a profound impact on the game. The
number of models needed for a rank to

N R AR s

confer a ra';nk bonus to the unit has
changed from four to five. There was a
tendency for players to deploy infantry

units in long columns, four men wide and
several ranks deep, which minimised the r
number of troops fighting and maximised

the importance of the rank bonus. | liked |
the idea of more troops fighting, of

actually rolling dice for my models rather

than them waiting in line for their turn to

fight. At first | experimented with more |
radical systems of encouraging people to |
deploy wide, but in the end we found this

little change to the rank bonus was very

simple and achieved the desired result.

Units have a much more pleasant, square

look five wide, and even the most

sceptical player had to admit that an army
arrayed on the field in units like this looks

so much better than one in long narrow

columns! It wasn’t just the aesthetics that

Power Dice
The magic phase has

. been slightly toned

down by the dispersion
of power dice through
your many Wizards.
Overall you will find
there are more low-level
spells being cast, rather
than just a few very nasty
ones. This has changed
the relative value of
Wizards and magic items
that affect casting and
dispelling, so you might
want to review your
magic capability!

44 1 made the Miscast chart

considerably nastier.

You really

don’t want to Miscast and then
roll a double one, trust me... 144

convinced me though, it was also that the
number five was already a strong,
recurrent theme in many of the rules of

Warhammer. The minimum unit size for
almost all units is five or a multiple of five.
The minimum unit strength required for a
unit to achieve a successful flank or rear
attack is 5. Units must now be unit
strength 5 or more to cause panic tests in
friends nearby if they are destroyed... The
list goes on.

Other stuff

| have tidied up the rules for Panic, and
they are now simpler to remember. | made
all ranges 6", and all units with a unit
strength of 4 or less do not cause Panic
any more. Overall we found that armies
tend to Panic less, reducing those
frustrating moments where your entire
army runs off because a tiny unit has been
blown away!

Thanks

This rule book has been my biggest job for
Games Workshop to date, and I'm '
definitely very proud of it. Even though |
had the honour of being in charge of the
rules, the finished product has been the
result of the hard teamwork of many
talented individuals — far too many to
name here. But the biggest thanks goes to .
all of you gamers, whose infectious |
enthusiasm highly motivated me! |
Alessio Cavatore

=

T —

www.games-workshop.co.uk/warhammer

Lone Characters
Characters can now
always be targetted when
they are on their own.
Hiding characters has
become a considerably
more difficult
proposition, as you must
try and keep friendly
units between your
characters and danger,
which proves really
awkward if the enemy
bowmen or wizards are
sitting on a hill, so that
they can see over
intervening troops...
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Warhammer through the years.
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The Warhammer World According to

Rick Priestley

No commentary on Warhammer would be complete without
a word from Rick Priestley — the man who set the ball rolling
with the first ever edition of Warhammer Fantasy Battles. Guy
Haley catches up with the man himself.

here is a place in Games
Workshop where even
Grombrindal treads
reverently. Across the wastes
of Car Park stands a tall,
imposing fortress. Within its uppermost
chambers dwell the Lords of GW. It is a
place we call The Tower of Power.

It is also where the creator of
Warhammer sits in his Thinkatorium, his
gargantuan mind churning like the sea,
tossing ideas forth which crawl, gasping,
into life as games. Although his true name
is, in all probability, too terrible for human
lips to utter, we call him Rick Priestley.

44 Who would have thought that
Warhammer would become the
basis for an international company

employing thousands of people? /4

SRS VN
8 There are influences from many
places in the game, but all have
been made uniquely Warhammer.
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Rick has been with Games Workshop
since most of us were knee-high to a
Snotling, and it is something of a surprise
to him that his part-time, beer-money job
sculpting miniatures has lasted so long.

“I am completely amazed,” says Rick.
“Who would have thought that

Warhammer would become the basis for
an international company employing
thousands of people? You know, providing
folk with a living and paying mortgages.”

It was in 1983 that the game hit the
shops, transforming the future for GW.
Seven editions later, the rest is history.

“The game came about because we
wanted to give people a use for all these
figures they'd collected. At the time we
were making models for roleplaying
games, but there are only so many Orcs
and Dragons you can stuff into a dungeon,
so we decided to make a wargame.”

The game proved immensely popular,
and soon outripped RPGs in popularity.
Modestly Rick puts this down to luck.

“It was the right game at the right
time,” Rick says. “There was a strong
tradition of fantasy gaming, so it seemed a
natural fit. But it was accessible; simple,
easy to understand but with a depth of play
that comes with experience and quantity of
models. It encourages you to paint, collect
and play, which can’t be bad can it?”

Undoubtedly one of the biggest
strengths of the game is the setting. The
Warhammer world began as a simple cod
medieval world, one amongst many, but
has become so much more.

“There are ideas from everywhere in
Warhammer, but it was primarily driven by
the miniatures, it evolved as more and
more were added to our range. The

" creation’s been shared from the start. The

figure designers were allowed to do almost
anything they liked in the early days, so
they’d make this thing, you'd have to put it
in the world, and then twenty years later
we're still selling Goblin Fanatics. A lot of
things that are emblematic of Warhammer
randomly turned up like this. We were a
historical wargames company too, and if
the Perry Twins got interested in a period
then they'd make a model range, which
we'd sell in quite a cheerful manner
alongside our fantasy stuff. That's what
makes it great — the game’s been unafraid
in the way that it grabbed ideas and mixed
them together. Sometimes you get an
overly serious attitude towards fantasy, but
part of the joy about Warhammer is that it
is not pure, it can be both light-hearted

_and serious, and it is all the better for it.”



In The Book

So, you’ve learned about the rules and the evolution of the
game... what else is in store for you in the mammoth tome T
- +_’ )

that is the Warhammer rule book?

“One of the things we’ve done with the new
Warhammer rule book is to put the information

about how you set up the table and deploy your army
right at the start of the book. 1 think this makes a great

| Maduaiy

e
!

deal of sense — when all is said the first thing you need to -
know when playing a game is how to set it up!” = ; i
Jervis Johnson B S
,q a7 .

Rules

“The rules have been reviewed and tidied up, and
the most common grey areas have been clarified.
We resisted the temptation to make vast, sweeping
changes, so that all the existing army books are still
perfectly valid. However, the new book makes game-

S =

KR
O T S play different enough to challenge all your certainties!”
y e et Alessio Cavatore
“It was our main aim to present a complete source 3

of background information, both as an introduction
to new players and as a single point of reference for
existing gamers. Although our army books add a lot
more detail, the broad sweep given in the Warhammer

book gives gamers an understanding of the world.”
Gav Thorpe

PAGE 12

Warhammer Hobby R

“The Hobby Section contains an overview of o
collecting an army. Everything from assembling 't
metal and plastic models to painting and basing. We A
really wanted to give players everything they needed to ,:Fé

play the game, and that includes letting them know how
to get their forces together.”

PAGE 204

Jeremy Vetock

28 @g Gaming

\ “Additional gaming information can be found in
the Hobby Section. There are three scenarios here,
| to help you diversify your games, as well as a few ideas
o
| on taking your games further. There’s also information
g on different ways to play your games, as well as details
B

of where you can play, such as at gaming clubs.”
Jeremy Vetock

———
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Part of the magic of Warhammer is the amazing artwork that
fills all our books, bringing the Warhammer world to life.

Games Workshop's artists labour long and
hard creating visceral representations of
our worlds. From sweeping vistas to
detailed vignettes of troops, each piece
adds to the rich tapestry of Warhammer.
The Warhammer world is unique.
Unlike a lot of fantasy creations, most of
which appear in novels and are the work
of one author, it is the result of
collabarative work between dozens of
people over more than 20 years. As Rick
Priestley points out on page 26, the
miniatures and the games influence each

other, yet the art also has big a role to play.

By creating illustrative representations of
our games, our artists add ever more layers
of realism to the Warhammer world,

WHITE DWARF WARHAMMER

‘ wps—

bringing the tabletop to life. The pictures
like Black Library novels, fill in the details
round the armies, showing you the cities,
the landscapes and the other inhabitants of
the world, making it seem that little more
real. The pictures also affect the models
too, and the two art mediums — 3D and 2D
— feed off one another.

Under the auspices of ‘Father Art’, John
Blanche, Games Workshop has developed
a unique artistic style. Our world is made
up from multiple inspirations drawn from
all over history, folklore and various mad
‘uns heads. Our pictures, a few of which
are shown here, help bring all those
elements together and meld them into
something truly fresh and original.

{.

one is by Paul D:
rather aptly sums up wh:
Warhammer is all about!
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attle for Skull Pass

The Battle for Skull Pass box contains loads of miniatures, allowing you to get
playing right away. When we asked Jervis Johnson and Alessio Cavatore to show off
the new rules, they decided to add to these contents to create a big battle...

he new edition of We decided both that a large We were aided and abetted in
Warhammer comes in Goblin army had been ordered by our plan by the some hard-working
ey A several formats, but Skarnsnik to drive their way through chaps here in the Studio, who made
AR probably the most eye- Skull Pass as part of the Warlord's this lovely, fully modelled wargames
¥ - catching is the Battle plan to remove the Dwarfs from the table which represents Skull Pass
5 : For Skull Pass boxed edition. This area once and for all. The Warboss, itself. We were very excited about
ge, lovely set includes two complete Naffgit, hopes to curry favour with playing on the board, little realising
. ' Warhammer armies with over 100 Skarsnik by carrying out his orders. at the time just how important some
© ' %" Citadel Miniatures between them, as The Dwarfs, on the other are of the terrain features on it would
- well as the full game rules and a required to hold their ground and become. But more of that later on;
" scenario book. When Alessio and | drive the Goblins back in disarray, for the moment the stage was set.
discussed the battle we were going protecting the valuable mines further The Night Goblins were on the
to fight in this report, we quickly up the pass. We also decided to use march, and at Skull Pass the Dwarf
.came to the conclusion that we’d be the new Orc & Goblin army list army waited resolutely for them.
crazy (well, crazier than we are (which will be out next month) but Who will be the victor of this deadly
already) not to base it on the not allow the Goblins to have any contest?
contents of Battle for Skull Pass. Orcs in their army. Jervis Johnson
E ' Goblins l E H
Trolls with spears Squig Hoppers Spider Riders Walf Riders
. A Squig Herd .\ = L_._
Goblins
with spears .\\
Gablins with ] \
hand weapons
\ Snotlings 5 R
: Goblins
o with Bows 9
* Shama
Spear
& 5 T, Chukka
&

This hoard was huilt especially
et for this hattie report. To find out
e how it was constructed, go to
G K. www.games-workshop.co.uk/warhammer
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Scenario

As Alessio mentioned earlier, the standard way to play Warhammer is the
pitched battle scenario, which is exactly what we used here.

Game Length
The game lasts for 6 turns.

Deployment

Armies cannot be deployed within 12"
of the centre line — as this board was 4'
wide, the deployment zones here
extend 12" from the table edge.

Obijectives

At the end of Turn 6, players calculate
how many Victory Points they have

® Both players roll a dice to see who scored. The side with most points wins.

gets to choose the table edge.

» The other player places a unit in his
deployment zone. Players then take it
in turns to set up their units.

ﬁ
Spear

o ol Chukka
]

Chariot

Giant

I

q Thunderers

Warriors with
hand weapons

g

Warriors with
hand weapons

Flame cannon

i

Cannon

P

uarrellers
Gyrocopter Q
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Board Set up
The rules for terrain have |
been expanded, creating
a terrain-set-up pre-game
phase, though in this
game the battlefield was |
determined by the

board’s great modelled-

on terrain.

Slayers

"
Warriors with .
great hand 5
weapons t‘;!

b o

Who goes first? B
The player winning the |
roll-off at the beginning |
of the game gets to |

choose the table side but |

also has to start I
deploying, balancing out g
the importance of the
initial roll. [
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-Aféssm takes command of
“-the Dwarf army. He’s added
“plenty of extra warriors to
the contents of the Battle For
Skull Pass box set, so Jervis’s
greenies better watch out!

o, the inaugural Warhammer
battle report is here, and it
has fallen to me to defend the
honour of Clan Byrnik against
the Night Goblin horde of
Jervis Johnson. Now, given Jervis’ track
record in battle reports, 1 was quietly
‘confident, but a veteran opponent like the
- Big ] should never be underestimated.
| tried to pick a Dwarf army that was
representative of the race and that would
show off how the new rules would affect
the various troop types. | wanted to pick a
force with a reasonable amount of
firepower, but one that could still fight hard
in close combat. However, against a
Goblin army there are a couple of Dwarf
units that are must-haves. The first one is a
Gyrocopter, to pull the Fanatics out of the
Night Goblin units and slow down the
enemy’s advance by stopping them
marching — and of course the steam
cannon also works neatly against big units
of Goblins! A flame cannon makes a great
choice for the very same reason (large
target units), and on top of that it cuts
through the Trolls’ regeneration and causes
Panic with every wound. This is always a
good tactic against Goblins, as they are not
the bravest of warriors.
| took a cannon as they are good for

shooting up Giants and chariots, especially
with the help of a few Thunderers and

= Quarrellers. As Dwarfs are so solid, there

are few things | truly fear in a Night Goblin

army, but the thought of my doughty

- Clansdwarfs being stuffed down the

* trousers of a Giant makes me shudder...
With the anti-Goblin essentials picked,

it was time to choose a Lord to lead my

"+ mighty Dwarf throng. | wanted him to be

extra mean in combat, so kitted him out
with loads of of runes. A Rune of Cleaving
and Rune of Fury gave him an impressive 5
Strength 5 Attacks in combat. Being a

.~ Dwarf, he obviously wouldn't go to war
., Without some serious armour, so | gave

him a shield bearing the Master Rune of
Adamant and a Rune of Stone, conferring
" +1 Toughness and an armour save of 2+!
_ Let the thrice-cursed Grobi get past that.
Miners are great for reinforcing weak
points in the battleline, so | picked a unit
~ of them next. | gave the Prospector a steam

. drill to ensure that they turned up on time,

too. Slayers are just too characterful to
" miss, especially against an army with Trolls
and Giants, so 20 of them.

P i - -

| needed a scary unit to be my Lord’s
bodyguard — Hammerers. | admit to being

‘cheesy’ with this regiment — two Runes of
Determination for a unit that's already
stubborn guarantees that they're in the fight
for the duration. | toyed with the idea of

/{4 The thought of my doughty
Clansdwarfs being stuffed
down the trousers of a Giant

makes me shudder... 144

taking an Qath Stone for my Lord, but
figured that would just be overkill..
Finally, | rounded off the force with a
Dragon Slayer, a Runesmith and a Master
Engineer to make my artillery even better.
1



Dwarf Army List

Lord Grongi Byrnak 268
Shield, Master Rune of Adamant,

Rune of Stone, Rune of Snorri Spangelhelm,
Rune of Fury, Rune of Cleaving

Runesmith Brondol Grothsson 145
3 Runes of Spellbreaking

Dragon Slayer Borri Graniteskin 50
Master Engineer Grimm Dottosson 74
Great weapon

20 Warriors 205
Shields, standard, musician and Veteran

10 Thunderers 165
Standard, musician and Veteran

10 Quarrellers 110

20 Warriors 225
Great weapons, standard, musician
and Veteran

Cannon 145
Engineer with handgun, Rune of Forging

20 Slayers 253
Giant Slayer, standard and musician

20 Miners 270

Steam drill, standard, musician
and Prospector

20 Hammerers : 310
Two Runes of Determination, standard,
musician and Gate Keeper

A gent of impeccable
taste and the author of the
new Warhammer rules,
Alessio Cavatore is the
man with it all. He also
has a ruthless gaming
streak a mile wide.
Hobbyists want to be
him, and he... well, he
just wants to win!

Flame cannon 140 |
Gyrocopter 140 'i
1
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" “Thé Goblins of Skull Pass are

~spoiling for a scrap, so
they’ve called in some pals.
Jervis takes on the mantle of
Naffgit, an ambitious Gobbo
warboss desperate to show
off to Skarsnik.

efore the battle proper
Alessio and | had a couple of
warm-up games. This did
little for my already rather
battered reputation as a
Warhammer general, as I re-learnt a
number of very hard lessons about how —
‘- - or rather how not — to use an all-Goblin
+ army. In the first game Alessio got the first
“t .4 turn, whizzed forward his Gyrocopter to a
. position where it pulled all of the Goblin
“+  Fanatics out of my units (Fanatics must be
.. released when an enemy comes within 8"),
3 and then proceeded to calmly watch as
my own Fanatics, with just the tiniest bit
of help from the Gyrocopter and the
Dwarf artillery, pulverised the entire
Goblin army.

In our second game | did rather better,
even though that dratted Gyrocopter
managed to lure all of my Fanatics out
once again. However, | was slightly more
ready for it this time, and so managed to at
least get some of my units in contact with
the Dwarfs. Unfortunately | had spread
myself a bit too thin, with the result that
my attacks didn’t have enough troops to
defeat the Dwarfs facing them. With my
own attacks blunted and the centre of my
army beset once again by my own Fanatics
and the dratted Dwarf artillery | conceded
the game.

So, as we came into this game, it was
2-0 to the Dwarfs. Nonetheless, the army
1'm using hasn’t changed all that much to
. the ones | took in my first two games (after

* all, a poor workman shouldn’t blame his
tools...). The main changes |'ve made are
to increase the size of the Goblin units in
"~ the army from 20 to 30 models each, in
order to make them more resilient and to
try and get the useful +1 combat resolution
bonus for outnumbering the enemy. I've
reduced the number of Fanatics, as | didn’t
_# want too many of the darned things
. spinning around in front of my own army
and spoiling my battle plan. And finally
I've increased the number of Shamans in
~ the army from one to two, in the hope that
they may be able to blast that Gyrocopter
out of the sky with magic before it does too
.~ . much damage.

[ . These changes aside, the army is pretty
. much what | used before, and my main
o ~ change is in the way | plan to use it. In my
= " last game | tried to attack hard on both
v+ flanks. This didn’t work, so this time round

e—, -
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44 As my Goblins can rarely win
a straight head-to-head fight
with the Dwarfs, I will try to
use things like my Giant and
Squigs to do the fighting... 7y

I've decided to try and smash one flank
with all the fast-moving units in my army,
while my big Goblin units advance slowly
in the centre. Once the flank attack has
destroyed one Dwarf wing it will swing
round behind the Dwarfs so that | can
crush the centre of the Dwarf army
between them and my Goblins.

Well, that's the plan anyway!

X
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Goblin Army List

Nafigit Ukscragga
Night Goblin Warboss
Shaga’s Sword, Spiteful Shield,

Amulet of Protectynus

Gitgit Snikgit

Night Goblin Bigboss

Sword, Rowdy Grott's Big Red Banner

Firguk da Wierd
Lvl 2 Night Goblin Shaman
Two Magic Mushrooms & Nibbla's Ring

Furgik da Wierder

Lvl 2 Night Goblin Shaman
Three Magic Mushrooms

10 Spider Riders

Standard, musician and Boss
10 Spider Riders

Standard, musician and Boss
4 Snotling Bases

10 Wolf Riders

Spear, shield, standard, musician and Boss

30 Night Goblins 165
Spear, shield, standard, musician, Boss and Fanatic
30 Night Goblins 165
Spear, shield, standard, musician, Boss and Fanatic
30 Night Goblins 165
Spear, shield, standard, musician, Boss and Fanatic
30 Night Goblins 135
Bow, standard, musician, Boss and Fanatic

2 Goblin Spear Chukka 70
10 Goblin Squig Hoppers

2 Squig Herds 80
Goblin Wolf Chariot 60
4 x River Trolls

Giant

=
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Jervis Johnson needs no
introduction. What? Well,
if you insist Grombrindal...
Jervis is among the wisest
of games designers,
whose contribution to the
Hobby is legend. He also
has netorious bad luck
when playing in White
Dwarf battle reports.
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attle is Joined

Turns 1 & 2

The Dwarfs unhitch their axes and deploy to face their foes — the Night Goblins
who are intent on despoiling their mines.

Goblin Animosity
At the start of each of his
turns Jervis had to roll a
D6 for every one of the
Goblin units in his army.
If he rolled a 1, they
squabbled and could not
move that turn, but if he
rolled a 6 the unit would
surge forward D6"
towards the nearest
enemy it could see. This
is a bit different from
the current Animosity
rules, and will be
examined more fully in
next month’s White
Dwarf, when the new
Army Book is released.

itter experience made Jervis
deploy his units to stop
Alessio’s Gyrocopter luring
out the Fanatics straight away.
Alessio got the first turn and,
unable to use his favoured tactic, sent his
Gyrocopter forward to just in front of one
of the Goblin Spear Chukkas. On the other
flank the Slayers gleefully rushed towards
the Trolls and the Giant that faced them
across Skull River. In the Dwarf Shooting
phase Alessio’s cannon attempted to hit
the Goblin Chariot, but the shot fell short,
killing a Spider Rider and a Wolf Rider
instead. The Flame Cannon’s fiery blast
also fell short, but the Gyrocopter’s steam
cannon was just in range of the Spear
hukka and killed all the crew! Finally the

Quarrellers fired at the Snotlings, but only
caused one wound.

Jervis's left flank surged forward, aided
by no more than three rells of 6 on the
animasity table, though the Spider Riders
on the hill rolled a 1, which meant they
spent the turn squabbling. The Gablins in
the centre advanced slowly towards the
Dwarfs. On the right the archers spread
out to get as many shots as possible at the
Gyrocopter, while the Snotlings scurried
forward to attack the Quarrellers,

In the Magic phase the Goblin
Shamans attempted to blast the
Gyrocopter, but the Dwarf Runesmith was
able to dispel their spells. The Shooting
Phase was similarly ineffective, and no
casualties were caused on the Dwarf army.
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The Slayers fanned out to ensure that as
many of them as possible would get to
fight. In the centre, the Hammerers and the
Dwarf Warriors alongside them started to
advance towards the Night Goblin
spearmen. At the back of the battlefield the
Dwarf Miners emerged from their tunnel,
luring a lone Goblin Fanatic from a unit of
Night Goblin spearmen nearby. The Dwarf
Gyrocopter swept along the other end of
the line, luring out two more Fanatics, one
of which hit it and caused a wound.

A long-range shot from the Dwarf
cannon destroyed the wolf chariot. Worse
was to follow, though, when combined fire
from the Gyrocopter’s steam cannon and
the Flame Cannon hit the Night Goblin
general’s unit. When the steam and flames
died down, no fewer than 23 Goblins had
been slain! Further shooting from the
Thunderers and Quarrellers cut down four
models in the Squig herd and wiped out
one of the bases of Snotlings.

R T TR B i

=

Fortunately for Jervis, none of his units
Panicked under this onslaught, and apart
from the Spider Riders squabbling again,
animosity had no great impact either. In
the Movement phase none of the Fanatics
hit anything. One unit of Night Goblin
spearmen turned to face the Miners, while
the rest held their ground or edged slowly
forward. These preliminaries completed,
Jervis hurled his Squig Hoppers, Giant and
Wolf Riders against the Troll Slayers.

In the Magic phase one of the Goblin
Shamans managed to cast Brainbursta on
the Gyrocopter, causing a second wound,
but the rest of the Goblin magic and
shooting had no effect.

However, all this was just a prelude for
the carnage that ensued on the banks of
Skull River. The Gaoblin forces smashed
headlong into the Slayers, and as the Giant
Yelled and Bawled at the enemy
(guaranteeing a win for the Goblins but
not inflicting any casualties), the Squig
Hoppers went on a hate-fuelled rampage,
killing 11 of the unarmoured Dwarfs. The
Wolf Riders killed another four, leaving
only the Giant Slayer to strike back. He
killed two of the Squigs, but things were
starting to look very grim for the Slayers.

Slaught-o-Meter

Dwarf Miners

Dwarf Miners can start a
battle in their underground
tunnels. If they do so, a dice is
rolled at the start of each
Dwarf turn to see if they
arrive. When they do, they
may be placed beside any
table edge, and can move (but
not charge) on the turn that
they arrive.

v
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Ck! Turns 3 & 4

" With much gnashing of pointy teeth, the Night Goblin force crashes into the Dwarf
battle line. Shoddy spear cracks on artisan’s armour, but will the Dwarfs hold?

Combat

The player whose turn it
is picks which combat to
fight first, then the
others in turn. Each
combat is completely
resolved, including
fleeing and pursuing,
before passing onto the
next. This change
clarifies the sequence of
the combat phase. It has
other repercussions,
such as allowing units to
fight twice in a combat
phase if they pursue into
an existing combat that
has not been resolved
yet during that phase,
Units, however, are
limited to one
pursue/overrun per turn.

‘42 | WHITE DWARF ~ WAR

The Gyrocopter

n the Dwarf turn, the
Hammerers and Warriors in
the centre continued their
advance. By Skull River the
Dwarf Warriors with great
weapons moved up to help the Slayers,
and the Dragon Slayer charged the
frothing, loony Squig Hoppers.

Dwarf shooting was less effective than
in the previous turn, but still deadly. The
Flame Cannon missed, but the Cannon
managed to cause two wounds on the
Trolls, and the Gyrocopter’s steam cannon
killed eight of the spearmen that were
facing the Miners. The Quarrellers killed
another base of Snotlings, and the
Thunderers slew three Squigs from the
herd that was advancing towards them.

In the Combat phase the Dwarfs killed
four of the Squig Hoppers for a loss of four
of their own. Casualties had now so
reduced the Slayers’ numbers that there
was no one left for the Giant or the Wolf
Riders to fight, leaving them free to move.

In the Goblin turn, animosity caused
the Squig Herd to squabble, but otherwise

Alessio insisted on taking a
Gyrocopter in this battle report,
_ 'and you can see whyi This
flying machine not only slowed
- the Goblin march and drew out

Fanatics, but it also'did'

ety

good job of decimating the

Night Goblins with its steam _
cannon! Only much
Jervis's partibroug|

e
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had no effect. The Giant and Wolf Riders
charged into the Dwarf Warriors in front of
them, while the Spider Riders moved up
beside them. The Snotlings tried to charge
the Quarrellers, but were shot down. At
the back of the battlefield the Night Goblin
Spearmen charged the Miners and the
Spider Riders moved up to support them.
The rest of the Goblins continued their
slow advance, with the Trolls falling back
to rejoin the line. In the Shooting Phase
the remaining Spear Chukka destroyed the
Gyrocopter (much to Jervis's relief).

The Dwarf Miners defeated the
spearmen who broke and fled. By Skull
River the Squig Hoppers killed the last of
the Slayers, but were in turn cut down,
leaving the Dragon Slayer on his own. The
fight between the Warriors and the Giant
and Wolf Riders was a draw, with four
Dwarfs falling for the loss of two
Wolf Riders.
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Squig Rampage!

Dwarf Shooting continued to decimate the
Goblin army, with nine Goblins falling to
the flame cannon and another Troll being
killed by the Thunderers. In the Combat
phase the battle between the Giant, the
Wolf Riders and the Dwarf Warriors ended
in another draw. The Dragon Slayer only
managed to kill one Spider Rider, and
although he wasn't hit in return the
Goblins’ banner and numbers meant they
won the combat and held the line.

The Squig Herd was easily defeated by
the Dwarf Warriors, they do not flee,
instead Squigs go on the rampage when
broken! The resulting carnage killed three
Hammerers, caused two wounds on a
Troll, and felled the Dragon Slayer!

! E5 W L mtﬂwmzm
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In the new Orcs and Goblins army book, if a Squig Herd is ever
forced to flee, it runs amok instead. The unit is removed, but first
ALL units within 2D6" suffer D6 S5 hits from the rampaging Squigs.

Hatred
The rules for Hatred
have not changed. As
you might expect, in this
battle between two
ancient foes it played a
large part in making the
combats especially 3
bloody and vicious. A

But more extraordinary events were to =
come. The Night Gablin archers rolled a 6 v
for their animosity test, and moved forward A
right on top of the last remaining Fanatic, ?"-,g
who killed six Goblins and sent them i

fleeing in panic! Elsewhere, the fleeing
Night Goblin Spearmen rallied, the
Clansdwarfs that destroyed the Squig Herd
were charged from three sides, and the :
Miners were charged in the rear by the
Spider Riders.

The Combat Phase was far more
successful, with the Goblins winning all
three combats. The Giant and Wolf Riders
hacked down the Dwarfs they were 2
fighting. Suddenly things were turmng in
the Gablins’ favour!

——— - . S -.-_.‘....-.-_-—-‘-\..-?- 5
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** By the beards of Grungni’s
forebears! The Goblins are
beginning to gain the upper
hand. How can this be?

rm o make matters worse for the
Dwarfs, there was little they
could do to remedy the
worsening situation, as the

o Hammerers were not in a
S position to charge anyone. Realising the
“. - .Dwarf Warriors were probably doomed,
~the Hammerers continued their dogged
<~ advance to help the Miners — if the Miners
. could hold out, that is! Back near Skull

%+ River the Thunderers wheeled to face the
© + . onrushing Giant.
ps. In the Shooting phase the cannon fired
at the Giant and caused two wounds, but
the Flame Cannon misfired and would not
be able to fire this turn or next, |
effectively putting it out of the
battle. The Quarrellers
peppered the hand weapon-
armed Night Goblins, killing
three. In the Combat phase the
Miners were able to hold their
own against the Spider Riders
and get a draw, but the Dwarf
. . . Warriors were cut to pieces.
They turned to flee, but were
ridden down by the Spider
Riders and destroyed.

Things continued to go well
for the Goblins, with none of
their units suffering from

- animosity. The Giant charged
oA the Thunderers, suffering two
¥ wounds as they stood and fired,
- but still smashing into their
“ unit. On the other side of the
battlefield the Night Goblin
spearmen charged into the
.~ Miners. The Wolf Riders returned from
their pursuit of the Dwarf Warriors, and
moved to a position where they could
either charge the Thunderers or the flame
© cannon next turn, while a unit of Spider
* & Riders moved up to threaten the Flame
_, Cannon as well. Finally the Goblin
_ General’s unit, the Trolls and the unit of
- Night Goblins with hand weapons turned
so they could charge the Dwarf Lord’s
Hammerer bodyguard next turn.

Once again the Goblins’ magic and

* . shooting had little effect. In the Combat
“%..  phase the Giant Yelled and Bawled at the
. Thunderers, which meant they had to take

s . - - abreak test with a -2 modifier. Alessio’s
@;"- -1 misfortunes continued, the Thunderers
failed the test, fled and were caught by the

%
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Giant and destroyed. The Miners fared no
better; hit front and rear they lost the
combat, broke and were overrun by the
victorious Goblins. Two Dwarf regiments
had been destroyed one after the other!
There was no disguising the fact that things
were going from bad to worse for the
Dwarf army. Still, neither the Dwarfs nor
Alessio were going to give up yet. The
Hammerers turned about to face the
Goblin General and his supporting units,
preparing to kill as many of the little
greenskins as possible.

They were helped in this by the Dwarf
Cannon, which once again fired with
deadly accuracy, bouncing a cannonball
into the Goblin General's unit, killing two
Goblins and the Army Standard Bearer

i

L

Don’t Panic!

Panic tests have
undergone the most
changes in the new rules.
These changes include:

¢ Units with a Unit
Strength of less than 5
do not cause Panic.

¢ A unit only tests for
Fleeing Friends if a
friendly unit flees
straight through it.

e Units no longer take
Psychology tests while in
combat, so if a unit legs
it, nearby friendly
regiments engaged in a
scrap do not have to
make a Panic test.
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(who failed his ‘look out sir’ roll). To add
insult to injury the ball then bounced on
into the Trolls, slaying one and causing the
other to Panic and flee!

Once again animosity had little impact
on the Goblins, leaving the Giant, the
Wolf Riders and one of the units of Spider
Riders free to charge the Flame Cannon,
while in the centre the Goblin General
and Night Goblins with hand weapons
threw caution to the wind and charged the
Hammerers. The remaining Night Goblin
units moved up to support their general.

The Night Goblin Shamans continued
to roll appallingly, and yet again failed to
get off a single spell, not that it mattered
much at this stage. In the Combat Phase
the Flame Cannon was smashed to tinder

GOBLINS 18 DA BEST!

wood by the Giant, but the combat against
the Hammerers was considerably less
successful. The Night Goblin Warboss
foolishly accepted a challenge from the
Dwarf General and was slain, although he
did inflict two wounds on his opponent
before being laid low. The remaining
Goblins had little impact on the enraged
Hammerers and suffered terribly in return.
With the General and Army Standard
Bearer both dead, it was little surprise that
both units broke and fled, leaving the
Hammerers victorious.

But this was too little too late —
mounds of Dwarf dead littered the
battlefield, the dying being poked at by
tittering greenies. The Dwarfs had lost.
Skull Pass had fallen to the Goblins!

e .
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Regeneration

Trolls and other troops
who are fortunate to
have the regeneration
ability now have it
slightly better than
before. Regeneration
now works like a ward
save, though in the turn
sequence it is taken after
ward saves (so it is
possible to have both!).
It is negated by flaming
attacks, but being
wounded by a flaming
attack no longer removes
regenerate permanently.
Not that this helps one
jot when you Panic and
run away, as happened
to the cowardly Trolls in

| this battle,

 ————— .
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7~ Dwarf of the day
& I cannot really decide among
" my Cannon, Gyrocopter and
Flame Cannon, as all of them
functioned splendidly, and
7 .between them killed scores of
" '\ " .enemies, probably more than
i« the rest of the Dwarf army...
so | think I will award the title
to my Master Engineer, as he
made my Cannon superbly
: accurate and all the more
. deadly because of it.
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Dwarf lamentations

Woe unto the children of the mountains, many a drinking
horn will forever more remain dry.

And it was all going so well!!! Until Turn 4
| thought we had them, but it just wasn't to
be. The thing | regretted the most was not
buying a battle standard, with so many
break tests failed by one or two points!
(And | thought to myself before the battle
“| won't need one of those. Dwarves never
run!” Gah!). And those damn Squigs ate
my Dragon Slayer at the worst possible
moment. Defeated by a bunch of hopping,
over-sized, red balloons with teeth! The
shame, | can’t take the shame! Only one
thing for it — Ill have to dye my beard
bright orange and leave for Troll Country,
to find myself a suitably glorious death at
the hands of some hideous beast. (I'll be
avoiding Squigs, though).

If | were green

The only thing I'd do different to Jervis
would be to take a few very small (five
models strong) fast cavalry units, like Wolf
Riders. | consider such units very

but that's where | unleashed a deadly
barrage of psychological tactics against
Jervis, taking advantage of the fact that he
is way too nice a man. | first started with
the ‘taunt’ technique, calling him a yellow
coward for refusing to charge, adding that
his general could never keep his reputation
intact after backing away from the hated
enemy with his entire army watching.

As the first attempt did not seem to
work (Jervis pointed out that for a Goblin
there is no such thing as reputation), |
switched to the ‘puppy eyes’ special
attack, asking him to pleeease, pretty
please give me a chance to at least have
one last glorious fight with my best unit, to
at least save my honour in defeat. | could
see that | was getting through, as a little
tear of sympathy appeared in Jervis's eye.

Noticing that I'd won his emotional
side over, | finished him off with logic, so |
pointed out that the battle would benefit
from a clash of the Generals and it would

44 1 think I have to explain the reason for
Jervis's controversial decision of charging
his General into my tiber-unit of doom

h:} in an almost suicidal fashion.

expendable, and ruthlessly use
them to either engage war
machines in Turn 2 or to simply get
in the way of powerful enemy
units. They are really annoying for
the opponent, and often they get a
disproportionate amount of

"‘ attention from the enemy ranged

troops, allowing my really
important regiments to get into
position relatively intact.

Sneaky stunt
| think | have to explain the
reason for Jervis's controversial
decision of charging his General
into my tiber-unit of doom in
an almost suicidal fashion.
Jervis didn't intend to do it at
first, sensibly not fancying the
chances of his little general
and his depleted Goblin unit
faced by my fully armed and
operational Hammerers. That
was the sensible thing to do,

/4

make for a much better conclusion to the
story.

Finally convinced, Jervis charged in...
and my general took great pride in
chopping the little Goblin General into
thin slices with his runic axe! Muah aha
aha aha... Die little runt, die!!!

(Jervis forgot the first rule of playing
Alessio — never look him in the eyes over a
gaming table! Never! The man’s a
mesmerist — Grombrindal).

The Story Continues...

There are a lot of nasty little Goblins in the
mountains, so if you have a copy of Battle
for Skull Pass, you can take up the tale
yourself. While Naffgit was engaging this
larger force of Dwarfs, the sneaky Big Boss
Dagskar Earscrapper, determined to upstage
Naffgit, took his own band of green ne’er-
do-wells and directly assaulted the Dwarf
mines! Decide yourself if Dagskar becomes
the next favourite of Skarsnik by playing the
scenario on page 54.
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Goblin Wiar Stories

Waaaaaaaghhhhhhh! Goblins is da best! Goblins is da best!
Goblins is da best! And Night Goblins is da bestest!

Well, that was a really exciting battle, and
no mistake. | have to admit that by the end
of Turn 3 me, Alessio, and the crowd of
onlookers every battle report attracts were
pretty sure that the Dwarfs had this one in
the bag. As we went into Turn 4 | can
remember saying to Alessio that | was
going to need some luck in order to turn
things round — and do you know, | got it!
The first piece of luck came when my
Squig Herd ran amok. | scored a 9 on the
2D6 roll for the range of the rampage,
which just put the Dragon Slayer in range,
and then | lucked out again by killing him.
Although this may not seem like much,
with his death my Spider Riders were freed
up to charge the Dwarf Warriors in the
flank, while the Trolls went in the front and
my General’s unit hit the other flank. And
it was that combat that really turned the
battle in my favour and gave me the win —
all because of a rampaging Squig! You've
just got to love Orc and Goblin armies.
On a more serious note, | was very
pleased that my battle plan actually
worked (I know, | know, nobody was more
surprised than me). The most important
part of the plan was hitting Alessio's
weaker units first, and then trying to attack
from multiple directions whenever
possible. You have to use these kinds of
tactics with Goblins, as they just can't go
toe to toe with Dwarfs and expect to win.
While on this subject, most people would
consider Slayers quite a tough unit to fight,
which begs the question of why | went for
them first rather than
picking a softer target. ==
The reason | did this was
because my experiences
in earlier games had
shown me that the
Slayers were vulnerable
to my Squig Hoppers,
who get 2 Attacks at S5
and Hate Dwarfs, so |
was pretty sure the
Squigs could wipe the
Slayers out if | was a little
bit fortunate — and OLady
Luck smiled upon me.
Not that it was all a
bed of roses, of course.
Alessio’s pinpoint
accuracy with his
engineer-aided artillery
really hurt my army, and
once again his
Gyrocopter lured out my
Fanatics and caused me

all kinds of problems, as did the sudden
appearance of the Dwarf Miners. And my
two Shaman had a truly dismal day. And
then there was the foolhardy charge
against the Hammerers which went against
my whole plan of avoiding head to head
fights with powerful Dwarf units...

But that is all by the by; now the
Gobbo's are in possession of Skull Pass.
What can [ say other than “/Ere We Go,
‘Ere We Go, ‘Ere We Go!"?

Bearded mistakes

To be honest, in reality | doubt | would
have done things very differently to
Alessio. With the benefit of hindsight,
though, [ think that the two easy victories
in our warm-up games had lulled him into
a false sense of security. | think this made
him feel that his Dwarf units couldn’t be

A4 1 was very pleased

battle plan actually worked

PN AN
BATTLE REPOR’

Fungoid death machine * #%%
My man of the match just has ¢ o -y 4
to be the Squig that took the -~ _#"
head off the Dragon Slayer.

This turned the battle round 3
for me and almost certainly x
gave me the win. F

that my

+

(I know, I know, nobody was

more surprised than me).

beaten by my Gobbos, with the result that
they came forward to fight battles that
were more in my favour than his. | very
much doubt that Alessio will let me get
away with this a second time!

www.games-workshop.co.uk/warhamme
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Special Collectors’ Edition

e Numbered limited edition of 4,000 copies.

e Textured tapestry hard cover.

» Heavy-weight parchment coloured pages.

¢ Copper-blocked edges.

* Warhammer embossed presentation box with magnetic catches.
¢ Coloured cloth headband.
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Special Gamers’ Edition

¢ Hardback rule book.

e Small format rule book.

* Special edition Warhammer dice (eight D6,
Scatter and Artillery dice, plus pouch).
Special edition Warhammer templates.
Warhammer counter set — get these game and
spell effect counters two months before
general release.

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

Picturas for flustrat
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WELCOME TO

A world lies gripped in perpetual war! From the peaks of the
mountains to the depths of the darkest jungle, a dozen
fantastical races struggle for supremacy. Can you take your
chosen army to victory? Do you want to find out how? Read
on as Jervis Johnson explains why Warhammer is great.

BOX SET CONTENTS
~ + Battle For Skull Pass
starter booklet i
+ Warhammer Rule book
¢ Six-sided dices
o Artillery dice
o Scatter dice .
"-' ~Two range rulers
i > tl’lashc templates

gvtu 100 - =
chADEL M!NIATURES--'
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ne question 1I'm asked a lot at

conventions and shows is “What is

your favourite Games Workshop
game?” My answer has always been the
same, and that is Warhammer. This often
surprises people because they expect me
to pick one of the games that | designed
myself, like Epic or Blood Bowl, but the
fact of the matter is that if | were asked to
pick one game to take with me to a desert
island, then it would have to be
Warhammer. Why is this? I'll explain...

Great miniatures...

Warhammer would not be nearly as
enjoyable if it were not supported by what
is undoubtedly the finest range of fantasy
miniatures in the world today.

Elsewhere in this issue of White Dwarf
you can read a battle report that took
place between myself and Alessio
Cavatore. As the charge went it was like
watching a movie rather than playing a
game - the difference being that in this
movie | got to influence what happened!
This kind of spectacle just couldn’t be
possible if it wasn't for the dedication and
incredible skill of the Citadel sculptors and
the miniatures that they produce.

But more than this, it's the Citadel
Miniatures that turn Warhammer from a
mere game into a deeply involving hobby.
Whether you love painting miniatures or
have yet to try it out, the fact remains that
it is these craft-based aspects of the hobby
that make each and every army truly
unique. At its highest level a Warhammer
army is a work of art, but even a basically
painted army can be a source of great
pride and satisfaction for the owner, and
allows them to bring their own personal
touch to the game. It is this, more than
anything else that makes Warhammer such
an involving pastime.

Great stories & art...
Warhammer is more than just a set of
rules. It also describes and illustrates the
Warhammer World, a setting that has
become one of the most important and
influential fantasy worlds of all time. It's

e = {

no surprise that Warhammer was one of
the very first games to have novels based
upon it, or to have collected volumes of
artwork from the game published as lavish
coffee-table books. The writers and artists
involved with the game have always
worked to make the Warhammer World a
living, breathing backdrop to the battles
you fight.

Great rules...

The original reason for designing
Warhammer was to answer the demand
from collectors who wanted something
more to do with their miniatures other
than just collect and paint them.
Warhammer succeeds in this purpose by
providing a really strong rules system that
lends real meaning to a collection of

BATTLE FOR SKULL PASS a0
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Citadel Miniatures. One of the best things
about the rules system is that it achieves
this while managing to remain accessible.
Although it's quite a complex game in
terms of the number of rules it includes —
it has to be to cover all the stuff that can
be found in the Warhammer world! — the
rules remain easy to learn.

A good example of this are the combat
rules. In Warhammer you roll to hit, then
roll to wound if the blow lands, and finally
the target gets to make an armour save if
the blow wounds them. This process
makes sense because we can all imagine
what is being represented — you grab your
sword and try to whack you opponent as
hard as you can, and hope that the blow is
not stopped by their armour. Almost all of
the other rules in Warhammer follow a
similar pattern; so, for example, if a unit is
charged by a huge monster that causes
Terror, then the unit under attack has to
take a test against its Leadership value or it
will flee, and so on.

These logical game mechanics make
for a robust game system that is able to
cope with all kinds of different situations.
Fortunately the flexibility of the

Warhammer rules means they cope
brilliantly with everything from Goblins to
huge Dragons, or from short bows to Great
Cannon, while taking in things like
monsters, magic spells and much more.

...make a great game!

All of these things — miniatures, stories, art
and rules — blend together perfectly in
Warhammer to create a package that |
think is impossible to beat. This is mainly
because there is a lovely synergy in
Warhammer between all these different
elements which means that each
reinforces and supports all the others. The
miniatures make the game look great, the
stories and art bring the game to life, and
the rules make the game great fun to play.
The result is what | consider to be the
ultimate miniature wargame.

Warhammer allows you to collect great
Citadel miniatures and form them into an
army that has a special unique character
all of its own, and then you get to fight
amazing looking battles.

Now, | ask you, who could ask for
more than that in a tabletop fantasy
wargame? Jervis Johnson

2 colIeclu!g and painting. . _

Wargammg

As old hands the world
|, over could te yoﬁ, L
Wargaming is where on=- .;.;
and an opponent t taﬁé( on’
_each 'bﬂ\er’s armies,
made.up'm this case by )“
ggq iniatures, on a

el battlefield using
ru es |ch are driven by
“tape measures and-dice —ftq‘

J.r.

a‘.u-'is*nt)l -a board game.'A

‘part of the hobby is
rces of miniatures, +
~ ln Warhammer you -
"can choose from 12" -
different armies, each of .
\yhlcl;l- has its own unique
chmcterrstlcs The rules:
are available in the Battle. .
for Skull Pass box, and as
".a hardback book, There
are also as gamersand -~ |
col[e,qtbrs editions (see -
page 48 of this issue of
Whlte ‘Dwarf).

Ir
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Battle for Skull Pass

Warriors

Each clan is required by the king to
provide warriors for his army. It is
Dwarfs such as these — tough,
dependable and expert fighters — who
form the backbone of a Dwarf hold’s
defences. With Toughness 4, Weapon
Skill 4 and a Leadership value of 9,
these basic troops are a match for
many an army’s elite units.

Miners

Dwarfs have an insatiable thirst for gold,
and their strength and endurance makes
them good miners. The warriors of Miner
clans go to war with picks instead of axes,
and use ancient networks of tunnels to
strike deep behind enemy lines.

Thunderers

The Dwarfs are naturally inventive, and
though their highly conservative Engineers
Guild holds back innovation, over the
centuries they have developed many
dangerous weapons. They were first to
discover black powder, so their firearms
are the best in the Warhammer world.

. - Dragon Slayer Dwarf Cannon Thane
NS These fearless Dwarfs seek Fearsome war machines of iron, brass and Noble heroes of the Dwarf
A to atone for past dishonour steel, these mighty guns are the pride of holds, the Thanes are great
@’ through death in combat. Dwarf Engineers. warriors and tacticians.
A
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Battle for Skull Pass contains everything you need to get playing Warhammer (for a
full list of contents, see page 48). If you've never played before you'll need a quick
idea of who’s who in the box. That’s right, you get all these figures with the game!

Night Goblin Warriors

Though Night Goblins are cowardly
creatures, they work effectively in large
numbers. The spear is ideal for Night
Goblins, as the length of the weapon
allows them to fight in two ranks. The
distance this keeps them from their
enemies also makes the lads feel braver,
even if only temporarily.

“Fh.

e
vV =

Night Goblin Archers

The favoured method of warfare for all Goblins
is to pepper the enemy with sharp objects from
a safe distance. To that end, they often form up
in large mobs of Archers, armed with short
bows. Though they are not the world’s best
marksmen, Night Goblin archers can be a major
deterrent to an enemy army, as the foe never
quite knows if there are dangerous Night Goblin
Fanatics lurking within their black-clad ranks.

"

Spider Riders

Forest Goblins hail from the deepest,
darkest forests of the world. Riding giant,
venomous Spiders, these vicious greenskins
have a mean disposition and are somewhat
more daring than their Night Goblin
cousins. They perform a fast cavalry role
on the battlefield.

Troll Shaman Big Boss -

Foul, odious, With the power of the Bigger, bolder and sneakier
belligerent, and Waaagh! buzzing than the rest, a Night

very stupid, Trolls through them, Night Gablin Big Boss scares the 4
are the perfect Goblin Shamans are other Gobbos into line. e

almost as much a
danger to themselves
as to the enemy!

blunt instrument to §§
accompany a Night
Goblin force.

J— S ——— -—q..,.,“,y:.—‘.'.ﬁ'
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e — e — - o —



T e Y e o e S T T P P A T W TR e ey = wi

Qx

[i—]
i‘ F
b
1

o'f w“-‘-‘-"’"’_"" i ar—mmrzas —_— -_-“.::-?-_

5 S )
=
==
L
Lo}
(&)
e
o=
o
z
b ecoaf _
o \‘_535 . 4,
g SN
/ !:f'
b )
3
A s

':—-—lu., it et

/54 WHITE DWARF BATTLE FOR SKULL PASS

W ] There’s nothing quite like a grand collection of |
Pa '[nt"[n painted miniatures. Here’s how to paint your
free models and get your army started.

N gt Night Goblin Regiment

beforet Grab. J All the colours you need for this unit can be found

ke & dl::;:f:.—:?}: I;:f' in the Skull Pass Starter Paint set. Before starting,
dive in. Don’t worry, it's give each model in the unit an even coat of Black
_not as difficult as you paint. This provides an undercoat, as well as being
might think - anyone can the colour of the Night Goblins' robes.
L_E‘arn to paint! Some

simple techniques are
given here to getyou
_ started — we've used the
_models that come free
with this issue to
yfgﬁemonslrate The most
@"fmp'oﬂant thing is to take
* your time and try to be
neat. And if it doesn’t
' work out first time,
J practtse! For more tips,
“.pick up the How to Paint
- Citadel Miniatures book,
"check out the Games
- Workshop website and
keep on getting your -
monthly White Dwarf,
In the step-by-step
pamtmg examples that

f? mie“:n?lh;:)‘:k’:):thow“ Give the spear staffs a coat of Red paint. If

each stage — there are you want, you can also paint the Goblins’
enough Night Goblinsin - eyes with small dots of the same colour.
the Battle for Skull Pass
box set for a couple of
3 units this size. e
’ The Night i J‘F
I)ére were ganﬁ u?l:\g i
the colours from the Skull -
Pasﬂ‘ Starter Paint Set. The
w,'lrf requires these *
rCitadel Colours: -
m,-fﬂegal Blue, Shining Gold
-*-.ahd Dwarf Flésh 3 &

s - i

Paint the Night Goblins’ skin Green. If you
get any paint on the robe, just paint over it
with Black.

PeE. R
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The binding on the spears,
the belts and the teeth are
all painted Brown.

The moon symbols on the shields and standard
are painted with Yellow Ochre. Leave the black
undercoat showing in the recesses as shading.

Paint the rims of the shields
and the tips of the spears
with Metal paint.

Once their bases are painted
Brown, the unit is ready for
action on the tabletop.

- s T

Dwarf Warrior

The shirt
sleeve and
shield are
painted with
Regal Blue.

B

The armour,
axe blade and
helmet are
painted Metal.

All the
decorative
areas are
painted with
Shining Gold.

m

-

The face and
hands are
painted with
Dwarf Flesh.

The beard

is given a
coat of
Brown paint.

"“‘WW Battle for Skull Pass s
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Scenario: Battle for the Mines

: The Hlstory of Skull Pass

 The invasian of Skull Pass is only one war
amongst many between the Dwarfs and
. the Goblins, for their enmity goes back
thousands of years to a time when the
Dwarf realm was a vast empire. The
< Dwarfs of old dwelt in mighty
.underground cités: They were
..impregnable to attack until a terrible |
_,_:gatasrmphe befell them — volcanoes and
" earthquakes rocked the mountains, tearing
‘apart their defences. Semng their chance,
Orcs and Goblins gathered in huge
numbers to assault the vulnerable Dwarf
_ cities. The bitter figh ting lasted for
hund’reds of years, and some of the Dwarf
i “holds fell into the hands of evil creatures. .
¥ For the 4000 years since, the Dwarfs have
' held onto their crumbling glory. Besieged
by greenskins, Ogres, Trolls and ather vile.
beasts,*fhe Dwarfs fight grimly on. T i

Clan Brynik and Skull Pass

. At the heart of the Dwarf realms was the '
Hold of Karak Eight Peaks, richest and
most glorious of all the strongholds.
However, disaster befell Karak Fight Peaks,
and it was overrun by a combined attack
of Night Goblins and the rat-like Skaven.
Forced from their Hold, the Dwarfs of
Karak Eight Peaks became refugees and .
most sought shelter in the other Holds.

. The Brynik clan were too proud to accept
such charity. Instead, they settled to the
‘east of Karak Eight Peaks in the valley

. known as Skull Pass. Here they began to

* ‘mine gold ore, which they traded with the

| Kings of Karak Azul and Kafaz-a-Karak.

_The Dwarfsof Clan Brynik defended their
. new home, fighting off all manner of foes. e
. Despite the hardship, the mine prospered.
and grew for many gi'neraﬂqns, but then
Ska;‘smk arrived... = L -

The Crouked Moon Tnbe- '

m«.fflast of Karak Eight Peaks and many of l‘he
¥ mountains surrounding it are ruled over by -
. “the Crooked Moon Night ob)‘m tribe. Led
. b y‘l‘ke:r vicious'warlord S , th _
rooked Moon eontrols eve:;wﬂlmg\m and’ £
*urasmd thie area.-Skarsnik is a wily aud, I
' dangerous Ni ight Goblin, and all who
;"bppose him are liable to be fed to his g;anfr :
- Cave Squig, Gobbla. Even the Orcs of the

You Will Need
Dwarf Army Night Goblin Army
* Godri Thunderbrand * Dagskar Earscrapper
* Borri Graniteskin * Nazbad Wartfinger
* 12 Dwarf Warriors * 20 Night Goblin Warriors
* 10 Thunderers with spears
* 8 Miners * 20 Night Goblin Warriors
¢ Dwarf Cannon with spears y
* 20 Night Goblin Warriors _’-\i
= A flat gaming area with bows
* The King’s Wall * 10 Goblin Spider Riders
* The Idol of Mork ¢ Slugdrool the Troll
* Range ruler
* Dice

Night Goblin
Board Edge

¢ 6 The Big Boss Dagskar Earscrapper
has promised Skarsnik he will destroy
the Dwarf mine in Skull Pass.9 9

Objectives

The two armies must battle

The Scenario

f area fend to do what he says, though
they’d never adniit it to other Orcs.
£ owever, small enclaves of Dwarfs
- h@d out, fighting against Skarsnik’s rule.
:‘q: Seeing a- cbance to improve his standing,
" the Big Boss Dagskar Earscrapper has
i ,prmmsed Skarsnik he will destroy the
¢ Dwarf mine in Skull Pass. Night Goblins aﬂ ¥
:munﬁ’Karak Eight Peaks are on the move.
- wDagskar’s forces have pillaged the outlying
settlements of the Pwarfs, now he'is about
_to assault the mines.... Take up the saga of
Simﬂ Pass, and decide if it w:” b@ the = -
[ Dtvarfs or the Gobims that trmmphf e
Hais b o
i';.;LH A e 9 : . )
T e ]
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The gaming area

This game is played on a 4’ square board.,
There are three objectives, as shown — a
mine, an outpost and a forge. The Grudge
Pony model and the King’s Wall can be
placed with these buildings as additional
pieces of scenery. Finally, place the Idol of
Mork somewhere in the Goblins’
deployment zone.

Deployment

Players deploy their forces using the
normal rules, within 6” of their board edge
as shown.

it out for the possession of
the mine and the
surrounding outbuildings.
Each of the three objective
buildings shown is worth a
number of Victory Points
(VPs) to the opposing
armies. The side with the
most VPs at the end of the
game wins. If the VPs are
equal, then the gameis a
draw. The game lasts for 6
turns.
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The scenarios that build up to this battle

can be found in the Battle for Skull Pass
starter booklet and on the website at:

www.skullpass.com

Victory Points

A.The Mine 10VPs
B.The Brewery 6VPs

C.The Forge 4 VPs

Dwarf board edge

| Scenario special rules

Claiming Objectives: At the end of the game,
work out which side has captured each
objective. An objective is claimed by the
closest unit within 6". Only units with a Unit
Strength of 5 or greater can claim an
objective. If two or more units are contesting
a single objective at the end of the game,
then the side with the greatest number of

models within 6" of the objective claims it. If
no-one has a clear claim, then neither side
gets the points.

The Idol of Mork: The Idol is a powerful
magical totem that supplies Nazbad with
great power. The Shaman may roll an extra
dice when attempting to cast his spells.

The Idol of Mork P
4 The King'’s Wall

Both these items are included in
the Battle for Skull Pass box set,

- ) -- .-‘;. *
n - P e — ---\v--‘fsﬁ"\iv"—}_' e .
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Game Stats

Scenario:

Location:
Helm's Deep.

Timeline:
The War of The Ring.

STRATEGY. BATTUEIGAME S

BATTLE REPORT

This scenario from The Two Towers Journey book allows you
to recreate the entire Siege of Helm’s Deep. Graham McNeill
and Gav Thorpe take up the struggle for Rohan.

The Scenario

Obijectives: The Good player wins if the Starting Positions

Evil force is wiped out and Aragorn, Good: Choose at least 500 points of Good
Gandalf and Théoden are still alive.The models (which must include Gandalf the
Evil player wins if Aragorn, Gandalf and White and Erkenbrand) for reinforcements.
Théoden are all slain, thus sealing the fate These are not deployed until later. Aragorn,
of Middle-earth. If the Evil force is wiped Théoden, Legolas and Gimli and the

out, but has slain either Aragorn, Gandalf remaining Good models are deployed

or Théoden, then the game is a draw. within the walls of Helm’s Deep.

Gaming Area Evil: All Evil models may be placed

The scenario is played on 48"/120cm anywhere on the board, but no closer than

square board. 12"/28cm to the walls of Helm's Deep.




THE TWO TOWERS BATTLE REPORT

cenario Special Rules

Helm's Deep has The gate
but one weakness At the start of the siege

The culvert can be destroyed as Lhe gac:ef i mtaf:ttl_“.md
described in The Deeping Wall Tracte.l romfwr:t o
scenario in The Two Towers Journey n;.-a ; ?ﬁ ¥ I')J fress §
Book. If demolition charges are used §a0 € ";'3 Ba t = ‘;‘;m?eto
on other parts of the wall, they will S FAter L 0NN,
have no effect, though they can be
used as normal to attack the gate.

Legion of the White Hand

Every time an Evil warrior with a single Wound is slain, put
it aside. At the end of the following Evil Move phase it may
re-enter play on a dice roll of 3 or more. If a 1 or 2 is
rolled, the model may not re-enter — do not roll for it
again. Once Gandalf and the rest of Rohan’s
reinforcements arrive, no more Evil models may enter play.
The Evil force is only considered Broken at the beginning
of any turn when there are less than 50 Evil models in play.

B S Saua, 4, 4, g

The Stable
The Culvert

a5 < ( -df

r

-

The Gate

Théoden rides out

From Turn 8 onwards, any Good
model may mount a horse by
moving into contact with the
stable. When this happens,
treat any Warriors of

Rohan that mount horses

as Riders of Rohan. Models
may only mount up as long
as Théoden is alive.

Théoden must mount first,
and if the player moves his
cavalry out of the gate,
Théoden must accompany
them - no skulking

about behind the castle
walls for the king!

The White Rider

Gandalf the White and
the reinforcements
deployed with him
arrive at the end of the
Good Move phase in
Turn 12. Remember,
models that move
onto the board

cannot charge in

the turn they arrive,
but may otherwise

act normally.

www.games-workshop.co.uk/ thetwotowers 59



Defenders of Rohan

Graham McNeill protects the honour of the Rohirrim with
King Théoden’s mighty army of Helm's Deep.

e
¥

Army List
e Gandalf the White
® Aragorn

® Legolas

e Gimli

® Théoden

® Hiama

® Gamling

® Eomer

® Erkenbrand

® 6 Royal Guard

® 14 Riders of Rohan

@ 17 Warriors of Rohan
with bows

® 12 Warriors of Rohan
with hand weapon

® 8 Warriors of Rohan
with throwing spears

e 4 QOutriders

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

y army selection for this battle Deep, ably assisted by Eomer, Legolas,
Mrepon was pretty straightforward: Gimli, Gamling and Hdma. | kept all my
take every infantry model we had archers on the walls, hoping to thin out the
on the Rohan shelves and stick it on the ranks of Uruk-hai before they reached my
walls of the fortress! Following the scenario  battleline. | placed lots of warriors with
rules, | had to have 500 points of shields on the ramparts too, knowing that
reinforcements to come to the rescue, and I'd need their good Defence values to keep
since the fighting was sure to be at the the enemy from the walls.
walls, this force needed to be something Gav was sure to aim the Isengard Troll
fast. So, once I'd included Gandalf the for the gate, so | put Gimli, Eomer, Hama
Graham McNeill hails White on Shadowfax and Erkenbrand on and Gamling — together with some Royal
from Scotland, where, horseback, | packed as many Riders of Guard for support — behind it, ready to
legend has it, he was Rohan into this force as possible (which fight the monster when it got there.
found under a mulberry turned out to be fourteen). Aragorn and Théoden manned the walls,
bush. The evidence for The rest of my army consisted of and | was confident that they'd be able to
this is that he eats no Warriors of Rohan, some Rohan Royal quickly stem any breakthrough attempts if
mulberries. He does Guard and some Rohan Outriders (wha'd Gav managed to get his filthy Uruks onto
however, write obviously stabled their horses elsewhere the wall. To win, | needed to wipe out the
exceedingly good rules for the moment). | also had a sizeable entire Evil force — a tall order in anyone’s
for The Lord of the Rings. contingent of Heroes, with Aragorn and book, but then Gav's objective isn’t much
Théoden leading the defence of Helm’s easier. .. Graham McNeill
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The Host of Isengard

Sinister overlord Gav Thorpe takes charge of Saruman’s
legions for the greatest battle in the history of Rohan.

- XA

Pl 0 N

Deep: over the wall with ladders;

through the wall by blowing up the
culvert; and through the gate by battering it
down. | decided to dedicate part of my
force to each of these objectives. The
ladders were mostly entrusted to solid
blocks of Uruk-hai whose Fight values and
Strength would give them the edge against
normal Warriors of Rohan despite fighting
at the top of a wobbly ladder. | also gave a
ladder to the Dunlendings, since | felt that
they were expendable but would keep
Graham distracted from the real threats.

For the gate assault | wanted some

hard-hitting models, so | allocated Uglik
and the Isengard Troll to this duty. Some
regular Orcs backed them up, but they
were just there to carry the ram and soak
up the Rohan bow fire. For the bombs that
were heading to the culvert, | also

There are three ways to get into Helm's

provided some living shields, this time
Uruk-hai Scouts.

The last part of the army was the
missile troops — plenty of Uruk-hai with
crossbows, plus a handful of Dunlending
archers and some Uruk-hai Scouts with
bows. | massed the crossbows together,
with Vraski to support the Dunlendings, as
they would need the help. | kept the rest of
the bow-armed models in clusters to snipe
at the defenders.

I intend to place the siege ballistas out
of counter-fire range where they could see
the whole of the wall. Although | could use
them to fire at the defenders until my own
troops closed in, they're not very accurate,
and the main point of their inclusion was
their ability to instantly hoist ladders up to
the top of wall.

Other than, the orders were very
straightforward: charge! Gav Thorpe

""\,_\\_, @1\;
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Army List
® Vraski
® Uglik

® 2 Uruk-hai
Banner Bearers

® 2 siege ballistas and
6 Uruk-hai crew

® 1 Isengard Troll

® 14 Uruk-hai
with crosshows

@ 8 Uruk-hai Berserkers
® 7 Uruk-hai Scouts

@ 7 Uruk-hai Scouts
with bows

® 26 Uruk-hai
® 17 Uruk-hai with pikes

@ 1 Dunlending
Banner Bearer

@ 1 Dunlending Chieftain

® 5 Dunlending Warriors
with bows

® 11 Dunlending Warriors
® 16 Orcs

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

-

One of the custodians of
our games rules, this epic
battle report has taken its
toll on Gav Thorpe. He's
been found wandering the
halls of Games Workshop
several times of late,
cackling manically about
a palantir, and a ‘new
power rising’.
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So It Begins...

Turns 1-3

Tension swelled as the two armies faced off across the

battlements of Helm’s Deep.

allowed Graham to take a single shot

with a Rohan archer (like the nervous
old guy in the film did). This actually hit
and killed an Uruk-hai, which Graham
took as a good omen for the rest of the
battle to come.

The Evil force surged forwards, with

For a bit fun before the game, Gav

every model moving towards Helm's Deep.

The battering ram and Troll unsurprisingly
headed towards the gate, while a solid
block of Uruk-hai with crosshows took up
position on the right to shoot at the Rohan
defenders. The Uruk-hai with ladders, the
Demolition team and the Uruk-hai Scouts
ran towards the Deeping Wall, intent on
blowing it sky high. Legolas and the Rohan
“archers sent a volley of arrows at the

Good Forces
(@ Aragorn
@ Legolas
@ Gimli
&% Theoden
© Fomer
& Gamling
@ Hdima
(@) Standard Bearer
@ Royal Guard
@ Outriders
@ Warrior of Rohan

Evil Forces
" Vrasku
O vUsluk
Q) Standard Bearer

. Isengard Troll

@ Uruk-hai Berserker
. Uruk-hai with crosshows
@ Uruk-hai
@ Uruk-hai Scouts
@ Dunlendings
® Orcs
# Bomb
Ballista

P i

Demolition team, but only the Elf's arrow
was true, killing one of the bomb carriers.
Another volley saw a ladder carrier slain.
In return, a Warrior of Rohan was felled by
crossbow bolts.

‘The Uruk-hai surged forwards
toward the Deeping Wall,

intent on blowing it sky high! /)

As the Evil force closed rapidly upon
the gate, the Rohan archers fired another
volley. This proved mare accurate, killing

four of the Uruks. The Uruk crossbows
retaliated, killing another Rohan warrior
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above them as a ladder was thrown up
against the wall by the ballista. The Orc
carried to the ramparts atop the ladder was
unable to defeat the defender and was
hurled to his death on the rocks below by
the defenders. Things looked grim for
Rohan as the Uruk-hai advanced on the
walls of the fortress. Worse, the bomb
carriers were drawing worryingly near...

The Evil assault on the walls of Helm's
Deep began in earnest, with a multitude of
Uruk-hai swarming up ladders. The
battering ram reached the gate and
smashed into it, but the timbers resisted the
strike. Ladders were cast down and many
of the attackers fell to their deaths.

As their evil companions wrestled with
the horselords, the army of Saruman loosed

Battle Tracker

a hail of missiles over the wall, felling three

Warriors of Rohan. Arrow was traded for

arrow, death for death, as the torch-

carrying berserkers were all killed by the

archery of Legolas. All across the walls,
Men of Rohan and Uruk-hai fought furious
combats, with Aragorn anchoring the

defences by killing several Uruk-hai

attempting to gain the parapet.

In the centre, the Dunlending Chieftain
was carried to the ramparts of the
Hornburg by a ballista-aided ladder.

Théoden rushed to intercept this threat. In

the ensuing fight, the King of Rohan slew

the Chieftain, but yet more Dunlending
Warriors scaled the walls as the Uruk-hai
crossbowmen continued to thin the

As this battle report closely
follows the events of The
Two Towers haok, Aragorn

numbers of defenders on the wall. is armed with Anduril.
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But One Weakness

The defenders began to take heart, Saruman’s army was
faltering, but the power of Isengard was not yet revealed...

aving killed the chieftain, Théoden
H rallied his men to him and charged

the Dunlending Warriors who had
followed their leader to the ramparts. But
before any blows could be struck, the
Uruk-hai did their work for them,
unwittingly shooting the Dunlending
warriors with crossbow bolts. With the wall
secure, Théoden and two warriors headed
down the steps towards the stables,
knowing that soon the time would come
for the King of Rohan to ride out and meet
the foe on the open field.

While the fighting raged on the walls
above, the timbers of the gateway
splintered and a thunderous explosion
shattered the stone of the Deeping Wall.
The Uruk-hai had successfully detonated
the bomb by striking the casing with their
swords and the wall collapsed! Legolas
took a wound from flying debris and six
Warriors of Rohan were killed in the blast.
A breach had been blown in the wall and
the Warriors of Rohan who had survived
the explosion rushed to defend it from the
attacking Uruk-hai. The breach became the
focal point of the fighting at the Deeping

Wall as more and more Uruk-hai attempted

to force their way through the ruins. The
Warriors of Rohan and Legolas kept firing
into the breach, picking off those Uruk-hai
who carried pikes to deny the enemy their
superiority in numbers.

Yet the Evil shooting was also showing

Saruman’s lore

If ever there was a lethal
testament to Saruman’s
knowledge of science and
sorcery, the Uruk-hai
bombs are it. Even if the
Good player is able to kill
the torch-carrying
Berserkers in a Demolition
Team that doesn’t mean the
danger is over. If the bomb
carriers can pass their
Courage test and roll a 6,
they’ve managed to
detonate the bomb anyway.
And bombs that detonate in
the culvert automatically
count as having rolled a 6
on the Detonation chart!
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itself to be dangerously effective, and three
Warriors of Rohan were killed on the walls
of the Hornburg leaving the ramparts
undermanned. More Evil warriors began to
ascend the |adders, set on keeping the
defenders on the walls occupied and
preventing aid from reaching the Warriors
of Rohan in the breach. Many Uruks died
as their ladders were cast down and others
were slain as they attempted to fight their
way over the walls to be met by the steel
of Rohan.

The gates of the Hornburg was finally
smashed asunder by the battering ram but
Eomer seized the initiative from Uglik, and
called a Heroic move. He led Gimli and
the Royal Guard to fight the Evil forces
before they could gain entry to the fortress,
while Hdma made his way towards
the stables to join the King.

Turns 4-8
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Battle Tracker

Good Heroes
@ Aragorn
@ Legolas

© Fomer

{? Gamling
@ Gimli
Evil Heroes
O Vraskd

O Uglik

Eomer slew an Orc, but Gimli was unable
to kill his foe, and the shadow of the
Isengard Troll was beginning to loom large
in the gateway...

King Thedden reached the bottom of
the wall with his bodyguards, calling his
warriors to join him in a glorious charge
from the gates. The fighting continued on
the walls of the Hornburg, with Aragorn
leading the Royal Guard into: combat with
the Uruk-hai. More ladders were raised on
the Deeping Wall and the Uruk-hai pressed
through the breach once more. Again
Legolas sent shot after shot into the breach,
killing an Uruk-hai with a pike. A storm of
crossbow bolts accidentally skewered an
Uruk-hai in combat, and a Warrior of
Rohan was killed by the Uruk-hai Scouts.

To the last Man

The real hero of these turns had to be
the lone Warrior of Rohan (a) who had
single-handedly managed to defend the
ramparts against the Dunlendings (and
survive dozens of crosshow shots!).
Even after he reached the ground, Gav
was determined to kill him and fired
more shots that was probably wise at
him - all of which he survived!

Once again the breach held - No
Uruk-hai could reach beyond the Deeping
Wall. In the gateway, Eomer called a
Heroic combat in an attempt to lend his
strength to Gimli, but failed to kill his
opponent and was left fighting an Uruk-
hai. Gimli and the Royal Guard cleared a
path to the Troll. Unless the brute could be
slain, King Théoden's ride to glory would
be short-lived indeed. There were plenty of
Uruk-hai between Gimli and the Troll and
whichever force gained Priority next turn
would be at a distinct advantage...

On the Deeping Wall, Aragorn and the
Royal Guard killed their opponents and
secured the wall. Any Uruk-hai who dared
climb to the ramparts would be met by the
flashing blade of Anduril!

The Isengard Troll is a
mighty foe indeed, and
proved to be a major
danger to the Good side.
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Look To The East ...

As dawn breaks on the fifth day, expectation rises in the
hearts of the Men of Rohan. Will Gandalf return?

he Evil force pressed forwards once
Tagain and Ugldk called an Heroic

move, ordering the Uruk-hai to leap
from the causeway to make way for the
Troll, causing many to be dashed to pieces
on the boulders around it. The huge Troll
charged Gimli, who was left to fight the
creature on his own as Uglik charged
Eomer, hoping to push his force through
the gateway. The Warrior of Rehan who
had bravely defended the ramparts to the
left of the Hornburg through hails of
crosshow bolts and angry Dunlendings
finally abandoned the wall, knowing that if
he stayed the Uruk-hai crossbhowmen
would surely slay him. He made his way
down the steps towards the stables and the
king (who was even now mounting
Snowmane). The Dunlendings outside at
the foot of the ladders moved to take
advantage of the empty wallwalk above.

Legolas and two Warriors of Rohan

kept up a steady stream of arrows into the
breach, their bowfire culling the Uruks
before they could bring their superior
numbers to bear. Each time the Uruk-hai
clambered over the rubble of the breach

they were met with a hail of arrows that
gave the beleaguered warriors below
respite from their relentless attack.

The fighting in the gate waxed fierce.
Eomer was able to kill a Berserker while
Gimli fought the Troll to a standstill.
Despite managing to win the fights, Gimli
could not wound the monstrous beast and
the two foes traded blows to no effect. A
Berserker finally gained the walls to the
right of the Hornburg, killing two Warriors
of Rohan and clearing a space for the rest
of the Uruk-hai. Aragorn and the Royal
Guard moved to intercept the Uruk-hai,
but the press of bodies prevented Elendil's
heir from reaching the enemy.

The Dunlending Warriors swarmed up
the ladders to the empty ramparts above,
finally entering the fastness of their hated
enemies. Aragorn called another Heroic
move and charged the Berserker and Uruk-
hai gathering on the ramparts. Théoden
and the Riders of Rohan rode to the bottom
of the causeway and fired their bows
at the Dunlendings on the wall,
but failed to kill any of them.

The Rohan force was rapidly
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Ugldk is a hero who is not
to be trifled with.

Gimli is an incredibly tough
Hero. With his Defence

value of 8, he was able to

stand toe-to-toe with a Troll!
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running out of warriors to stop each ladder
and more and more Evil warriors were
clambering up to the ramparts. Vrask(, the
Uruk-hai Captain climbed to the walls and
drew a bead on the lone Warrior of Rohan
who had prevented the Dunlendings from
entering the fortress, but his bolts failed to
bring down this brave soldier.

The battle in the gateway continued,
with Eomer and the Royal Guard helping
Gimli in his desperate fight against the
Troll. The beast was beaten back and Gimli
was finally able to wound it with a blow
from his axe.

At last, the defenders of Helm's Deep
looked to the east and saw the White Rider
upon the horizon, accompanied by

©

Erkenbrand, Lord of the Westfold, and his
riders of Rohan. The horsemen spread out,
ready to charge, though the Uruk-hai

hd

Battle Tracker

‘At last! The defenders of

Helm's Deep looked to the east

and saw the White Rider. 7’

beyond the walls had massed to fend off
the newly arrived reinforcements. A
Sorcerous Blast from Gandalf killed a
Berserker and two Uruk-hai, and knocked
over half a dozen others. Suddenly, the Evil
force was looking a lot less fearsome.

The turn of the tide

Gandalf’s arrival came not a
moment too soon for the forces
of Rohan as it meant that Gav
could no longer solely
concentrate on the walls. Gav
now had to divert some of his
warriors to deal with the
reinforcements, giving the Rohan
forces the chance to link up with
each other and destroy
Saruman’s army piecemeal.

Good Forces
(@) Aragorn
@ Legolas
@ Mounted Theoden

@ Mounted Gandalf

€ Fomer

€3 Gamling

& Hima

@) Standard Bearer
® FRoyal Guard

@ Warrior of Rohan
@ Outrider

. Ridler of Rohan

Evil Forces
O Vraska
O Uglik
Q) Standard Bearer

. Isengard Troll

® Urnk-hai Barzerker

@ Uruk-hai
@ Uruk-hai Scouts
@ Dunlendings

@® Orcs

Ballista

AR AR AN R KRKHARKRARARRAKALS

B R R Ul - WOr L

@ Mounted Erkenbrand

@ Uruk-hai u;?fh crosshows
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Théoden Rides QUL .15

After dealing with the enemies in the gate, Théoden managed
to assemble a cavalry force to take the fight to the enemy.

The Dunlendings that had already
Tgained the walls of the Hornburg

moved along the fortress, hoping to
overwhelm the defenders above the gate as
Eomer and Gimli attempted to finish off the
Troll. Théoden charged into the gateway,
ready to fight alongside their comrades and
Aragorn charged the Uruk-hai on the wall
with new heart.

The fighting on the Deeping Wall had
devolved into small, bitterly fought battles,
with the archers focussing their attention
on the Orcs and Uruk-hai struggling
through the breach. Only a pair of valiant
Royal Guard stood at the top of the ladders
to fend off the enemy, but their courage
had not faltered thus far.

In the gateway, things went ill for the
defenders as Gimli was hacked down by
the Troll, leaving only Eomer to defend it.
The Troll continued its bloody rampage
and almost killed Eomer. All was not lost,
however, as Théoden and his warriors
charged through the gateway and rode
down Uglak.

The arrival of Gandalf, Erkenbrand and
the Riders of Rohan had turned the tide of
the battle in the favour of men. King
Théoden and his riders rode from the
fortress and charged the Troll on the
causeway to avenge the death of brave

Gimli. The Men of Rohan were in no mood

to be merciful and cut the Troll to pieces.
The causeway was clear and the King of
Rohan could finally ride out. Both forces
were close to breaking, and the next few
casualties would prove decisive.

To save Théoden and his riders from

the deadly volleys of Uruk-hai crossbows,
Gandalf cast a Blinding Light about himself
and rode with all speed to the Hornburg.
Erkenbrand led the Riders of Rohan in a
mighty charge against the Uruk-hai and,
after a brutal combat, the Horse-lords
began to cut their way through to the King.
The Dunlendings on the walls died
beneath the shining blade of Aragorn and

Good Heroes

@) Aragorn

@) Legolas

@ Mounted Theaden
@ Mounted Gandalf
@ Mounted Erkenbrand

the battle in the breach finally began to go © Eomer
well for the Warriors of Rohan as Legolas & Gamling
killed two Uruk-hai below him.

The Uruk-hai were sorely pressed as Evil Heroes
the Riders of Rohan fought relentlessly, O Viaskd

drawing ever closer to the King who,
together with his own Riders, cut a bloody
swathe through the Uruks at the foot of the
causeway. The Uruk-hai with crossbows
were bowled over by another Sorcerous
Blast from Gandalf. Saruman’s mighty
army was now in total dissarray.

Champions of Good

In the last phases of the game, it was
Erkenbrand and Gandalf who turned
the tide, with Erkenbrand’s heroic
moves allowing his riders to charge
the Uruk-hai rather than be charged
themselves. Gandalf’s magical
powers enabled him to ride to
Théoden’s rescue with his Blinding
Light, and also to knock entire lines
of Uruk-hai crossbowmen to the
ground! Their arrival brought a
dramatic swing to the flow of the
game that Graham could not have
hoped for, much to Gav’s dismay.
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Battle Tracker

Flame of the West

Had it not been for Aragorn, the
walls of the Hornburg would
surely have fallen. The Warriors
of Dunland flooded onto the
walls of Helm’s Deep, only to be
met by Isildur’s heir and his
mighty sword, Anduril.

A Hero of Aragorn’s calibre
proved too much for the
unfortunate Dunlendings, who
scattered before him!

The Evil force was now caught between
the hammer of the Heroes of Rohan and
the anvil of Erkenbrand’s newly arrived
Riders of Rohan. There would be no
escape for the Uruk-hai...and since neither
Théoden, Aragorn nor Gandalf were
injured, Gav conceded the game.
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The Hornburg endures

Hero of the Hour

Though every Hero did
sterling work, the Man of
the Match has to be
Aragorn. Every time the
Evil force broke through
on the walls, Aragorn
managed to prevent them
from getting a foothold
on the walls. Without his
intervention, it’s likely the
wall would have been
captured and the
defenders slaughtered.

Minion of the Match

On the far left of my line,
a single desperate Uruk-
hai finally managed to get
to the battlements and
then onto the steps. He
then proceeded to turn
back and cut down two
more archers, bringing his
total to four dead
Rohirrim, including the
model that took the Good
army past its break point.
A bit more of that spirit
elsewhere would have
turned the tide!

The dark night has passed
Graham: To say that this was a marathon
battle report would be an understatement.
It took the better part of two days to finish,
but it was worth it to see how cool the
battlefield looked when it was packed with
every Rohan model and every Uruk-hai we
could lay our hands on.

The battle itself was a real nailbiter,
swinging from one side’s favour to the
other several times during the course of the
game. At some points |
was sure | had Gav beaten,
only for him to surge
across the walls or kill my
warriors with ease. In the
end, the brave Men of
Rohan were able to hold
on long enough for
Gandalf and Erkenbrand to come to the
rescue of the beleagured defenders.

Looking back, | don't think there’s
much I'd have changed about my plan,
though I'd have tried not to let Gimli get
killed in the gateway! Eomer was lucky to
be alive at the end of the game,
considering the pummelling he took at the
hands of the Troll, but luckily Théoden and

A poorly led army never wins
Gav: The plan worked pretty much as | had
hoped (Er, you wanted to lose? Foolish
manling — Grombrindal). Breaching the
Deeping Wall so quickly was a real bonus,
although Graham’s warriors did
exceptionally well to keep the attackers out
of the hole in their defences. By the end, |
was desperate to kill Legolas, whose
shooting was taking a heavy
toll on the troops trying to
pour through the breach,
Graham cleverly targetting the
pikemen who could have
supported the warriors at the
front line of this desperate and
ferocious battle.

| think | may have spread my ladders
too thinly along the length of the Deeping
Wall, as this meant that Graham could
have two warriors fighting at the top of
each one. If I had concentrated all four
ladders between the breach and the
gatehouse he would have been in more
trouble — more one-on-one combats for my
powerful Uruk-hai, and fewer models
helping out to push the ladders down. As it
turned out, much of my mighty army spent
an awfully long time hanging around at the

over on the tank-like Gimli!

Hdma were there to save him from my
inept dice rolling. | was perhaps a little too
impetuous with Erkenbrand'’s Riders of
Rohan, charging them in just because |
could, rather than waiting to gather them
together for one, decisive hammerblow
into the rear of the Uruk-hai lines.

In the end, it all came good for the
champions of the West, and though both
forces were broken by the end of the game,
I still had plenty of heroes scattered

‘(¢ took the better part of two
days to finish, but it was worth
it to see how cool it looke

d. 7/

throughout my army to keep it together,
while the Evil force had none and would
likely begin to fall apart without a Hero's
Stand Fast!

It had been a bloody battle, with many
great, evocative moments on both sides.
Aside from Gimli's messy death, we'd more
or less re-enacted the Battle of Helm's
Deep as it happened.

base of the ladders getting shot at while
they patiently waited their turn to charge
up to the top of walls and get cut down.

But the fight at the gate was great,
especially my Troll getting one over on the
tank-like Gimli!

Unfortunately, pulling back the Orcs to
form a second line played into Graham's
hands as it gave Gandalf time to get over

‘{The fight at the gate was
great, especially getting one

1))

and protect the Riders of Rohan emerging
from the gate. | would have felled them
with the Uruk-hai crossbows were it not for
the White Wizard’s Blinding Light power.

My biggest concern, and it grew during
the course of the game, was my lack of
Heroes. On occasion, an Heroic move or a
point of Might in combat would have been
very useful. If | were to fight a siege again,
more Uruk-hai Captains, and even a
couple of Orc or Dunlending Heroes,
would certainly feature.

4’..,».“‘\_-‘
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Army painting with

e v Flat Drybrushes

When painting armies, your maxim should be, “Always use a

“ bigger brush.” Large brushes hold more paint, allowing you to
cover models quickly with basecoats and washes. They also give
you better results when drybrushing and overbrushing — two
techniques vital to the successful batch painter. Flat Drybrushes
may seem huge, but they are the best suited to this kind of work.

b

Touching up undercoat

When spraying models in batches it
is inevitable that there will be some
areas the spray misses. The large flat
drybrush is perfect for quickly
touching up miniatures with watered
down Chaos Black.

Overbrushed base coating -

Guardsman (a) has been overbrushed
all over with Scorched Brown. He
was then painted using basic
colours, leaving the basecoat
showing for shading (b). You can
paint units very quickly this way.

Ink washes \

Another speedy method of painting
is to basecoat a model, then wash it
all over with a complimentary ink
(Brown in this case). A big brush
allows you to get an even coat, as
you can apply the ink in one go.

o

Drybrushing N

And let us not forget drybrushing!
When a figure has a lot of raised
detail, such as armour or fur, you
can drybrush the whole miniature as
a basecoat and then paint the
smaller detailed areas afterwards.
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Brush care

Look after your brushes,
and they will last you a
very long time. Don’t dip
them up past the ferrule

(the metal bit) into your
paint, and wash them
thoroughly after use. If
you do not, paint can
become caught in the base
of the bristles, forcing the
brush end apart.




Herald of the

Emperor’s Wisdom
Jervis Johnson talks
about the age-old
problem of rules
questions and how
to address them.

STANDARD

ver the last few days I've been
O playing games of Warhammer

with Alessio Cavatore (read their
battle report on page 32 — Grombrindal).
In a couple of these games, rules questions
arose that we couldn’t resolve
immediately ourselves. Yes, even though
I've been playing for more than fifteen
years, and Alessio is the writer! If it’s like
that for us, what’s it like for you players?

Answers to the questions
It's a fact of the hobby that rules questions
come up. Some players dream of having a
‘loop-hole free’ rule book, but I think it's
important to accept that the detailed rules
we produce, combined with the free-form
nature of tabletop gaming, pretty much
guarantee it. It is the price we pay for
having such a flexible and detailed hobby.
Despite this, it's important you resolve
issues quickly. Spending ages trying to sort
out a thorny rules question is a sure way to
mire a game in acrimony. As none of us
want that, there are a number of ways to
sort out these problems so you can enjoy a
battle free of actual, real-life fighting.

Check the rules

The first thing you need to do is to go back
to the rules and attempt to apply them
exactly as they are written. This is referred
to as the ‘rules as written’, or RAW,
principle. Some people don't like it RAW —
the principle can sometimes lead to
situations where troops act in way that

“ The occasional rules query is

the price we have to pay for
having such a detailed hobby. ,,

doesn’t seem quite right, but nonetheless,
if RAW gives a clear and unambiguous
solution to a rules question, then you must
use it.

A recent example I've seen of this
concerns-Space Marine Drop Pods. These
vehicles are noted as being Immobile on’
their profile. Careful study of the victory
points rules state clearly that an Immobile
vehicle scores the opponent half its points
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Jervis Johnson’s Patent
Rules Checking Matrix

1. Check the rules for an answer.

2. If there isn’t an answer in the
rules, then dice off.

3. After the game, check our
website and see if it is covered
in the errata we publish there.

4. If there isn’t a solution on the
website, ask someone. You
might consider telephoning
the Games Workshop Direct
‘Rules Boyz’ service, or asking
a friend how they play (we, of
course, bully the smallest
Games Developer to go and
ask Rick Priestley. They
occasionally make it back with
an answer. Sometimes with all
their limbs, too).

value as victory points, the Drop Pod is
clearly noted as being Immobile in its
profile, and therefore we can use the ‘rules
as wrilten’ to determine that an opponent
scores victory points for the Drop Pod even
if they don’t manage to damage it.

Dice for it
If RAW doesn’t give a clear answer, then
you should roll a D6 to get a temporary
solution (usually referred to as ‘dicing for
it or ‘rolling off’), rather than get bogged
down debating the meaning of the rule.

Dicing for it is one of those things that
gets a few players hot under the collar, and
they will try very hard to find a solution in
the rule book. To these players | say that
the important thing about dicing for it is
that it provides a temporary fix that allows
you to get on with the game and deal with
the rules question properly later.

After the game is over, you should take
a few minutes to discuss it in more detail.
Quite often you will decide that the
question is unlikely to come up again, but
if you think it will, check the Errata.



Errata ‘

In the past we've published errata in an ad-
hoc way in a number of places and with a
number of different names. This rather
eclectic methodology has made it hard to
track them down to say the least.

So, to make things clearer, we're going
to_put all our errata on the web and label
them as, guess what... Errata! Astounding
simplicity. All you need to do is follow the
website links to the appropriate section —
which will be called Errata, surprisingly.
It's almost as if we had a plan...

Rules Boyz

If you still have no answer, get in touch
with your local Rules Boyz to see if they
can help. You will also help us by
contacting them, as the Réles Boyz will
pass on any really knotty questions to us,
and we'll deal with it as soon as we can.

If it ain’t broke don't fix it

| have to admit that, very occassionally, we
do get it wrong. We might not word
something perfectly or a rule might get
changed late in writing and affect other
rules in an unforeseen way. Speaking as a
designer, there is nothing worse than
finding out that a rule you have written is
not achieving the effect you wanted, and
one's instinct is to dive in and try and fix it
immediately. However, |'ve learnt that

doing this in the errata for a rule book can
cause all kinds of other problems.

One example of this concerned the
Wolf Guard Leaders | allowed players to
take for their Scouts when | wrote the
Space Wolves Codex. What | failed to
notice was that the Leader could take
Terminator armour, but the unit of Scouts
he joined could infiltrate and operate
behind enemy lines. This was a bit silly (it's
hard to imagine anyone in Terminator
armour sneaking about), and so when we
published the FAQ for the Space Wolves |
banned it. Unfortunately | had failed to
take into account that not everybody had
access to the FAQ, with the result that the
rules change caused all kinds of ill-will.

Still, you live and learn, and so to
avoid this happening in future, from now
on our errata will only fix typographical
errors or unclear rules.

Further changes will only be made
when we bring out a new edition of a rule
book or supplement. Thus, when we next
do Codex Space Marines we may change
the rule for Drop Pods, and you can rest
assured that the next Codex Space Wolves
will not allow infiltrating Wolf Guard
Leaders. What we won't do is alter the
rules in the errata or other mediums. By
doing we can ensure all players are made
aware of changes, as it's rather hard to miss
a new codex coming out!
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House Rules

There is nothing to stop
you and your friends
coming up with a new
version of a rule. We,
after all, just make all this
stuff up (with plenty of
careful thought,
naturally). You could, for
example, decide to say
that Drop Pods don’t
count as being Immobile
for victory point purposes.
However, this rule could
only be used with an
opponent’s consent, and
if they won't give their
consent you would need
to return 1o using the
rules as they are written.
This kind of rules
monkeying is only really
appropriate when playing
with a regular group of
friends who all agree —
you can’t arbitrarily
change the game. For that
reason such changes are
known as “House Rules” —
and you should keep "em
at home!




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

CONTENTS
10 plastic Space Marines
24 plastic Tyranids

Crashed Spaceship
and objectives

Battle For Macragge:
32 page manual
Dice, range rulers
and templates

Rules Book:
112 page manual
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+++This is shuttle U-11, special
duties squadron under Inquisition
mandate Omega 12, repeat, this
is U-11. | have been engaged by
Tau interceptors and am unable
to break contact. I'm [FRAGMENT
MISSING] down - repeat — I'm
going down. | will attempt to
make a controlled crash landing
at Outpost Theta Seven - repeat
- Theta Seven. Be advised, | am
carrying primary material under
mandate Omega 12 - it must
reach the Imperium or all
[FRAGMENT MISSING] will have
been for nothing. If any Imperial
forces are receiving, the recovery
of this material is of the highest
priority.

+++Beginning final approach on
Outpost Theta Seven. Be advised
that Tau forces are inbound on
my location. My starboard
reactor core is [FRAGMENT
MISSING] critical and my landing
gear is non-functional. Ejecting
core [FRAGMENT MISSING].

+++Curse the xenos [FRAGMENT
MISSING] going in hard
[FRAGMENT MISSING] Blessed be
the bringers of the Emperors
Retribution! [TRANSMISSION
TERMINATED]

n the far-flung world of Kappa
OMorlis, the Damocles Gulf Crusade

had ground to a halt. The
Imperium had made a major incursion into
the newly discovered Tau Empire, but was
forced to pull its forces out of Tau space in
response to the far greater threat posed by
the Tyranid Hive Fleet Behemoth, which
had begun devouring enlire sectors on the
nearby Eastern Rim.

€ 6 The battle that followed was
short but extremely bloody.d 9

Kappa Mortis had been evacuated, and
the Tau, rapidly consolidating their grip on
those worlds captured by the Imperium
during the first stages of the crusade,
moved in to reclaim it. One of the last
vessels to leave was an Aquila shuttle, a
messenger ship bearing captured Tau
technology bound for the labs of the Ordo
Xenos. But before it could reach orbit, the
shuttle was engaged by Tau flyers and shot
down. The shuttle crashed amongst the
buildings of the now deserted Imperial
outpost Theta Seven, its pilot activating his
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emergency beacon as he attempted to
bring his ship in. Although the Aquila was
wrecked, its beacon survived.

Captain Agemman of the Ultramarines,
en route to Ultramar in response to the
threat of the Tyranid Hive Fleet Behemoth,
received the distress message. He realised
instantly that the captured Tau technology
might prove valuable to the Imperium, but
he could spare few warriors from the
coming battles. He led
a small detachment to
investigate, while the
remainder of his force
hurried on to face the
Tyranids at Ultramar.

The battle that
followed was short but
extremely bloody. The Tau ambushed
Agemman’s forces as he directed the
search of the crash site. The Ultramarines
repulsed the Tau attack, though the Captain
was wounded during the action. Crucially,
Agemman’s force recovered a single item
of Tau technology, the helmet from an XV-
15 Stealth suit. This forced the Tau Earth
Caste to accelerate the development of a
new stealth suit as a result, rushing the
single-weapon XV-25 into service ahead of
the harder-to-produce XV-22 suit they had
hoped to introduce en masse.



=~ - - ;40,000
=== =\

A CITIES OF DEATH SCENARID

.

> v Q‘\%-
&
evaref, scan ile 12421/4

FORCE AGEMMAN

The Ultramarines selected to take part in the
operation were from the Second Company, which
consists of a balanced mix of the various squads
available to a Space Marine commander. Agemman
had no time to gather intelligence on his foe and
could spare precious few warriors for this mission.
Therefore, he hand-picked a small but well-rounded
force, one capable of performing a fast search and
destroy operation before withdrawing once more.

+ 4.4 Guld Daricing mrks the
euther as helongiog o the
Ulltvamarines Second Company

=2

s+ This company i referred to
a the “Guardians of the Temple®

An Ultramarines
Tactical Marine of
Squad Octavius,
displaying standard.
markings.

DETACHMENT NIGHTWIND

Facing Force Agemman was a small detachment of
Tau, drawn from the race’s home Sept world of T'au.
Their commander was a newly promoted Shas’el by
the name of Nightwind. His orders were simple -
recover the items stolen by the Humans or, at the
very least, deny the warlike Imperium its prize at all
costs. Nightwind’s compact force, led by Nightwind
himself, was perfectly placed to intercept the
enemy at the site of the shuttle crash.

v +hivimet flash indicates warrfor as
beiryg @ member uf a honded squad “\
4+ Lipper Sepl markings *
redvr b Nightwdmd Iy name P

Fire Warriors of the
T'au Sept are
identified by a subtle
range of shoulder pad
squad markings.
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shield and bolt pistol.

Captain Agemman
Master-crafted close combat
weapon, storm bolter, frag and
krak grenades, bionics, purity
seals and Terminator honours.
Command Squad

Apothecary Elavius with bolt
pistol, close combat weapon,
narthecium and reductor.
Company Standard Bearer
Helicus with company
standard, bolt pistol and close
combat weapon.

Company Champion Praetes
with power weapon, combat

Sergeant Fabian with holter.

| Brother Trajus with plasma gun.

Razorback with twin-linked
lascannon and dozer blade.

ELITES

Dreadnought Ferrous

Assault cannon, dreadnought
close combat weapon, storm
bolter and smoke launchers.

TROOPS

Tactical Squad Octavius
Veteran Sergeant Octavius with
bolt pistol, close combat

weapon and frag grenades.

1 Space Marine with missile
launcher and frag grenades.
1 Space Marine with flamer
and frag grenades.

7 Space Marines with holters
and frag grenades.

Tactical Squad Sevanus
5 Space Marines with bolters
and frag grenades.

Scout Squad Belleon

1 Scout with missile launcher,
frag and krak grenades.

4 Scouts with sniper rifles, frag
and krak grenades.

FAST ATTACK

Assault Squad Venio

Veteran Sergeant Venio with
power fist, combat shield, frag
and krak grenades.

4 Assault Marines with bolt
pistols, close combat weapons,
frag and krak grenades.

HEAVY SUPPORT

Predator Annihilator Titus
Turret-mounted lascannon, -
sponson lascannons and
hunter-killer missile.

RECON IN FORCE

Force Agemman was based around a core
of fifteen tactical Space Marines,
organised into a full strength, ten-man
squad and a smaller, ‘combat squad’ of
five men. These were supported by a
Scout sniper squad, who were tasked with
performing an initial sweep of the crash
site before spreading out to act as sentries

- once the search of the wreckage was

underway. Captain Agemman,
accompanied by his command squad
directed the search operation, whi Ist’
Dreadnought Ferrous, Assault Squad
Venio, and the Predator acted as a mobile
reserve, holding station nearby to counter
any move made against the search force.

2RDERS OF THE DAY

gemman’s plan during the Ka i
Incident followed lriedgand l‘esltjgl:? e
methods laid down millennia ago in the
Codex Astartes — the great book of tactics
organisation and collected military )
wisdom penned by the Ultramarines’
Primarch Roboute Guilliman. He ordered
his core force, centred on the two tactical
squads, to perform the search of the crash
site. Meanwhile, the Scouts would seek
high ground from which to maintain a
watch on the surrounding area, and to
engage any enemy that approached,
pinning them while the mobile reserve

element of the force deployed to block
their assault.

YOU CAN MAKE THESE ARMIES FROM THE NEW SPACE MARINE
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Commander Nightwind
Shas'el with plasma rifle,
missile pod, multi-tracker,
bonding knife, drone controller
d and 2 gun drones.

Bodyguard: Shas'vre Ka'eldi

8 Burst cannon, plasma rifle,

8l multi-tracker, bonding knife,
drone controller and 2 gun
drones.

ELITES

1 Stealth Team Kai'leath
Shas'vre Kai'leath with fusion

B8 blaster, target lock and bonding
S knife.

2 Shas'ui with burst cannons
and target locks.

TROOPS
Fire Warrior Team Ko'rai
12 Fire Warriors with pulse
rifles, photon grenades and
EMP grenades.

Devilfish with landing gear and
1 seeker missile.

Fire Warrior Team Shi‘pel
Shas’ui Shi‘pel with marker
drone and bonding knife.

5 Fire Warriors with

pulse rifles.

FAST ATTACK

! Ppiranha team Sho’kuna
2 Piranhas with burst cannans
and seeker missiles.
1 Piranha with fusion blaster
and seeker missiles.

HEAVY SUPPORT

Hammerhead Gunship
Rail gun, smart missile 5y5tf:m,
landing gear and sensor spines.

THE SWIFT HUNTER

Detachment Nightwind comprised a
twelve-strong team of Devilfish-mounted
Fire Warriors, with a second, six-strong
unit in support. Additional mobile
firepower was provided by a Hammerhead
gunship and three Piranha light skimmers,
The force was led by Commander
Nightwind and his adjutant, Shas’vre
Ka’eldi. Lastly, a Stealth suit team led by
Shas’vre Kai’leath provided the
detachment’s reconnaissance. Historically,
it was they who located the crash site and
directed the rest of Detachment
Nightwind to their objective.

ORDERS OF THE DAY

Commander Nightwind’s orders were -
dictated by the disposition of his forces
at the time the crashed shuttle was
located. His Hunter Cadre was scattered
throughout the region, his Stealth
Teams, equipped with the new XV-25
Stealthsuits, ranging far and wide.
When Stealth team Kai’leath
reported the crash site found,
Nightwind ordered them to engage
targets of opportunity whilst his
forces raced to the scene.

Nightwind knew that he was

asking Kai'leath’s warriors to &
tackle a larger and more powerful

foe, but he could not risk the ITh.
enemy escaping. Such is way of the :
Greater Good.

AND TAU MEGAFORCES




Deployment
The Space Marine player places Captain
Agemman and his Command Squad and
Razorback, and both Tactical Squads,
within the Deployment Zone indicated on
the map. The Space Marine player places
Scout Squad Belleon on the uppermost
storey of a City Ruin of his choice. The
remainder of the army is held in reserve.

The Tau player places Stealth Team
Kai‘leath anywhere on the table,
according to the Infiltrators scenario
special rule. The remainder of the Tau
force is held in reserve.

Roll a D6.The player that rolls highest
chooses whether to go first or second.

Space Marine
Deployment

OBJECTIVE:
SPOILS OF WAR

Both sides are attempting to secure the
items of Tau technology the shuttle was
transporting before it was brought down.
These are represented by four ‘Spoils of
War’ markers, which are placed face down
where indicated in the set-up map. Three = >
represent duds — those with crosses on one Ny

side. One represents the winning counter, e %‘hﬁﬂ"@ ’
and has an exclamation mark on one side. o Bl o TR ‘:‘\
Make sure they are placed so that peither
‘player knows which counter has the
exclamation mark symbol and which have
the cross symbol.

At the end of the game, uncover the
Spoils of War counters. The exclamation
mark counter represents a salvageable item
of technology, whereas the ‘cross’ counters
represent wrecked technology that is
irrecoverable and worthless. If one side has
a Scoring Unit (see the Cityfighting Victory
Points table) within 3" of the counter with
the exclamation mark, and no enemy
Scoring Units can claim likewise, that side
wins. If neither side has a Scoring Unit
within 3" of the counter, the game is won
by the Tau. If both sides claim it, the Space
Marines win.

La Reactqra-Cdi'e

Set-up
Kappa Meortis is a dry, cold world, and the region in which Outpest
Theta Seven is situated is lTargely flat, with scattered rocks and limited
vegelation. The terrain is best represented using a desert style board,
perhaps with some snow scatter.The ideal terrain set-up is indicated in
the example above. If you have an Aquila shuttle from the Battle for
Macragge sel, then place this as shown. If you do not, you only really
need to show the Spoils of War counters, which should be placed face
down, as well as the shuttle’s reactor cores (see Scenario Special
Rules). Obviously, neither player should know which counter has the
exclamation mark on it, so no peeking! Once the buildings and the
shuttle are placed, both players should take it in turns to place any
further items available, until both are happy with the set-up.
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Reserves Scenario Special Rules

Ultramarines reserves enter play from the Infiltrate, Dusk & Dawn, Random Game STRATAGEMS
table edges of their own Deployment Zone. Length, Cityfighting, Reserves. Before the game begins,
Tau reserves may enter the table from any both players should

table edge they wish, other than that along
the Space Marine players Deployment
Zone. The Tau Piranha team will arrive on
Turn 2 — do not roll for their arrival.

agree whether they wish
to use one, two or three
cityfighting stratagems
each. This mission
features two new
stratagems, which will
always be in use. If you
agree lo use only one
each, then these will be
the stratagems in play.

Game Length

Six turns, after which the Random Game
Length rule is used to determine when the
game ends.

Tau: Tactical Scanner
Stratagem

Commander Nightwind
has been issued by the
Earth Caste with a
Special Issue wargear
item, a sophisticated
sensor array built into
his battlesuit’s head.
Should Nightwind move
into base contact with a
Spoils of War counter
(available in the Cities
of Death Counter Set),
the Tau player may
overturn the counter to
see if it is the target
counter, and replace it
face down when he has
done so. He does not
have to tell the Space
Marine player what is
on the counter.

Space Marines:
Unstable reactor
cores Stratagem

During its brief battle
with the Tau
interceptors, the Aquila
shuttle sustained serious
damage to its reactor
system. Although the
pilot managed to eject
one reactor core, the
second failed to release.
; e~ To represent this, the
s - - Space Marine player
Deployment . may place a counter
V anywhere on the table
to represent the ejected
reactor core.
The second core is
_ 3 inside the drive section
et N PR ; of the shuttle, its
'Alte,rnatlve FOI’G@S location noted on the
B Although this scenario is designed to recreate the Kappa Mortis Incident, it could map. As both cores are
obviously be played between any two armies of roughly equal size. Players are unstable and giving off
encouraged to adapt the narrative according to the forces in use — perhaps an Eldar dangerzps[ radlaélclm,
force is attempting to recover Soul Stones stolen by a Slaaneshi Chaos Space Marine St 1l 7 ovecans
| force, or a Sisters of Battle army is attempting to grab a nascent psyker unwittingly A
kidnapped by Dark Eldar during a slave raid. The narrative nature of the mission Lol reactorsms
makes it ideal for smaller games, around 1,000 points per side being about right. movement through
Dangerous Terrain.

The side taking the place of the Ultramarines should start with only HQ and Troops
units on the table, and the side replacing the Tau should have a single Elites choice in
play at the start of the game, with a suitable Fast Attack unit entering play on Turn 2.
The remainder of both siges begin the game in reserve.
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THE BALROG

The Balrog is an ancient and terrible evil, spawned in the first age of the world by
the Dark Lord Morgoth. It lay for countless centuries undisturbed at the roots of the
mountains until the delvings of the Dwarves unleashed it on the realm of Moria.

Metal Balrog
Sculpted by Michael Perry and Steve Saleh

The Balrog is a powerful creature, imbued
with the power of Shadow and Flame.

At 400 points the Balrog is not
a cheap addition to your army,
and is perhaps best reserved for
large games and scenarios.
However, if you do manage to
incorporate him into vour force,
he will prove to be well nigh
unstoppable. These macdels also
make fantastic display pieces.

The Balrog, Evil Hero Points Value 400

F S D A W C M/W/F
Balrog 10/3+ 9 9 4 10 7 0/10/0

The ‘Eavy Metal team Sp?cml Rules:. .

; / Resistant to magic. See page 78 of The Lord of the Rings rules manual.

is the most ta]en.ted Lash. The Balrog’s flaming whip counts as a throwing weapon with a range of 6"/14cm

group of professional and a Strength of 7.

miniatures painters in Terror. The Balrog is a huge and terrifying monster and, accordingly, causes Terror.

the world. These two Ancient Evil. The Balrog's very presence radiates an aura of primeval fear. All good

terrifying Balrogs are models within 18"/42cm of the Balr(.yglsuffer a-1 per.lally to their Courage Values_unrfl
rtot their work they move out of range (note that this is not cumulative with other rules that confer

parto e ork. similar penalties, such as the Goblin Drum).




Plastic Balrog
Sculpted by Michael Perry and Alex Hedstrom

Beneath its
blackened skin
burns demonic
flame, Find out
how to paint this
effect overleaf.

The plastic Balrog comes
with a weapons choice
of whip or sword.

The plastic Balrog
comes complete with
a fully sculpted base
and flames!

Plastic Balrog construction

Assembling the plastic Balrog is extremely simple. Clip the parts from the frame, clean any flash and mould lines off with
a modelling knife and follow the steps below. The only thing you really have to remember is to stick the wings on before
the arms, as otherwise they will not fit properly.

Begin by attaching the flames to the Glue the body, tail, flames and head 3 Attach the arms and choose a weapon
scenic base. together as shown, then glue on the (this can be pinned if you wish to swap
- wings. Make sure you hold these firmly them). Glue the legs on and, when dry,
in place until dry. attach the model to the base.

www.games-workshop.co.uk/moria 83



Applying Green Stuff o —

Like all multi-part kits, both the metal and plastic Balrog exhibit fine lines where the pieces join after assembly. You can
simply paint over these - they only show up on close inspection - but for a really professional looking job you will want
to fill these gaps with Green Stuff. Besides this modelling putty, you will also need a Citadel sculpting tool.

Green Stuff comes in two Begin by applying a fine Using the sculpting tool, The flames should blend

parts: the blue hardener, sausage of Green Stuff to push in the Green Stuff so into the body, hiding the
and the yellow resin. By the gap between the back it fills the gap. When this is join. Repeat this process
mixing these together you of the Balrog model and done, start shaping the round the arms, legs, neck,
will create a green the flames. putty so that it matches the wrists and tail joins.
modelling putty. flames on the model.

Painting the Balrog

The Balrog is an easy model to paint, though unusually you have to paint it from the inside out. Make sure you have a
good, solid undercoat of black (the model’s main colour) before you begin. Although you can use inks for the fire as the
example below suggests, the ‘Eavy Metal team used a variety of red and yellow paints. Lock at real fire for inspiration.

Paint the cracked and Apply several washes of When the ink has dried, To finish, drybrush the
flaming parts of the Balrog Yellow and Red inks over carefully paint the scales black parts of the Balrog
Skull White, then paint the Golden Yellow. Chaos Black. Codex Grey.

these parts Golden Yellow.
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he armies of Saruman rampage across Middle-earth,
bringing terror to enemies of the White Hand.

Bred in stinking pits beneath Orthanc, the Uruk-hai are the mightiest of the Orcs -
abominations that are a true testament to the skill and sorcery of Saruman. With all
Isengard emptied, the Free Peoples quake in fear at the legion of the White Hand!

Isengard box sets available from the extensive Citadel Miniatures range include:

Warg Riders

LORD 6 figure box set
RINGS § Product Code: 99121499012
Vi Price: £12.00
I

Sweden Kr180 Denmork  Krl50
+«* Norway Kri80  Ewro €20

Uruk-hai Siege
Assault Ballista T —erwnee wew | Fighting Uruk-hai
Box set contains 1 Ballista LORL A 50| 20 figure box set

Product Code: 99111499009 RINGS L | Product Code: 99121499005
Price: £18.00 VRS, 5 Sl Price: £15.00

PR RS A TR -
Sweden Kr250 Denmark  KHIOO 1 :,“Jw‘-./ *‘.;;“":a_;" Sweden Kr180 Denmark Krl50
Morwoy Kr250  Euro €27.50 .- e P (PR N Neorway Kr180  Euro €20

NEW LINE CINEMA

A Tims iarvet gy

warlabiy reqistessd in thn UK ard ather courtties around the word: A% figfis Resenvad.

Pictures for llustrative purposes only, Product carents may vary, Products sold unpainted and unassambied Cartin Ciadel produsts may be dangarous il used Incormectly. Prces corect-at bma ol going Lo
!‘riws quotnd are for products soM by Games Warkshop Swough its'own stores, catalogeia o websile. Indepandent retallers arn responsdile for

press; plaase contact us for curent availabity and pices.
datanmening thair own prices.

(= Cagu%:taﬁrms Warkshop Limited 2008 sxcopting all maleriais partaining ta the New Ling Shaalncal progoctions: The Felizwahin of Tha Ring, Tha
Twer Towers; and Tho, Retum ol ha King, © MMV New Line Proguctions, Inc. All Fights Reserved, Tha Lord of The Fings and e names of i chasclers. Sems,
events and places theein arg tmdemarks of The Saul Zaents Compaery dT Tokien Entameises undar Scansa ta Hew Line Predhucsens, Ine ind Games. Witkshop.
Lid. Gasmes Workshex, the Games Workshop loga, Warhamemer and the Warhammer £0,000 device are eter @, TM and'or & Games Workshop Lid 2000-2006,

There are many more
Isengard miniatures available.
These include:

» Saruman the White
» Uruk-hai Berserkers
o Lurtz

» Wild Men

= Dunlendings

» Grima Wormtongue

Saruman

ﬁ CITADEL

MINIXTLIRES®
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R TOWN

Ror

There are many worlds in the galaxy, not all of which fall under the divine rule of
the Emperor of Mankind. Cities raised by hundreds of races can be found on these
planets, cities you can war over using the Cities of Death rules.

RS AEE NI crth b ERRLESSRRSESE T L CHRE R ucha: L aRRa L R

y far the easiest way of playing Cities of organic gribbliness instead, tentacles,
B of Death is to get a box full of the spore chimneys and more, to show a world
Warhammer 40,000 City Ruins and being consumed by the Tyranid Hive Mind.
create a warzone. These tile-based models Or, if you are really, really nuts, you
can be assembled in thousands of ways to could build an alien settlement entirely
create everything from giant factories to from scratch.
small research outposts. With a little Veteran Ork player Jeremy Vetock has
ae cunning converting, they can take on even done just that, creating an Ork town to go
Cities of Death ; : i e s ; : :
more versatile forms. Simplest of all is with his army. This terrain set appeared in
Rules for fighting in cities cutting down the floor sections to create Cities of Death, but we thought we'd take a
of all kinds can be found roofs for complete buildings made from the  closer look at it. Jeremy used all kinds of
in Cities of Death, an kits. With even more tinkering, you can junk to make his buildings, but because the
80-page expansion for add alien embellishments to your set-up to Cities of Death rules are so flexible, they
Warhammer 40,000. show an Imperial city under attack. Try work perfectly with the game. We hope
Turn to page 76 of this spikes, the grisly remains of sacrifices and these cool buildings inspire you to try
magazine to see a new the unholy symbols of Chaos to represent a making your own alien cities. Remember,
Cities of Death scenario. city conquered by the agents of the there are many races in the galaxy, all of
Ruinous Powers. You could add all manner which have their own style.
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TER TERRAIN

There are numerous bits of Citadel kits A 5
that can be made into scatter pieces =1
Though Jeremy has ‘Orkified’ the pieces by i
adding dents with a scalpel, none of these
terrain elements would look out of place
in an Imperial City.

Ork Dwelling

This Ork house is actually
fairly simple - it is just a box
made of thick card. The trick
with Orks is to add loads of
‘gubbins’ to your scenery such
as armour plates, struts and
girders. The underlying
shapes need not be complex These steel ‘teef’ make the building look
at all. both well-fortified and highly Orky.

These barrels are from the plastic

Battlefield Accessories set, painted
and stuck to a base.

Rokkit Launcha

This crazy construction is
again based on a simple
shape - in this case a triangle.
Most of the pieces are
plasticard offcuts or
household waste. The more
intricate bitz were bought
from a hobby store.

The tyres here are from Ork vehicle
kits, while the track links are spares
from Imperial tanks.

An Ammo Dump made mostly from
spare weapons off the Ork Boyz kit,
You can get the grenades from
Games Workshop Direct.

A scrap pile. These heaps of dross can
be found all over Ork Town. This one

VR e \ d]_ g is made from spare model components
: 2 <. - : out of leremy’s bits box, random bits of
This tin roof was made from corrugated Ork buildings are tatty affairs, so don’t plastic card, and other odds and ends.
card, available from art shops. worry about being too tidy!

www.games-workshop.co.uk/orks




CITIES OF ORK!

Ork Town is a Mek-base, full of fuel dumps, workshops and
the other accoutrements of rough, Orkish industry.

() HIGH AND LOW

Jeremy deliberately made the

buildings of Ork Town different
heights to create a varied urban
Ork-scape.

Mek’s Workshop

Jeremy’s Orky chopshop
elegantly demonstrates
why all hobbyists need a
bits box*. It is covered in
old bits of models, odd-
shaped bits of
packaging and
discarded DIY bits.
Basically, it is made out
of rubbish. But it looks

zoggin’ great! Sneaky Grotz set an ambush in Ork Town.
'\

*A box full of bits of old f t é 4%1

maodels, spare components ‘h v

from kits and ‘shiny fings’.
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Wellhead fl:;
There’s oil in the ground, pre
and the Orks in Ork -
Town want it! The core of J‘
: this drilling platform is 2

- made of plastic girders, i
I"@ ROOM TO STAND but you could just as '

easily use balsa wood.

Most of the buildings have
multiple platforms, allowing
gaming to take place at
different levels.

1 i

It makes an excellent firing platform.

Fuel Store

The biggest building in
Ork Town, the tank is
actually made from
components bought
from an architectural
model suppliers -
something for seriously
dedicated modellers!
The stuff on it, however,
is more junk (Don't tell
me you didn't see that
coming! - Grombrindal.)
and plastic piping, which
can be bought in
better model shops.

shop.co.uk/orks 89
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Tare hi-tech, with a massive choi p j
units. The Necrons have a management system different to other races -
concentrating their efforts on bringing a Monolith to life.

The new game offers players the opportunity to battle for control of a
whole world in a new, non-linear, map-based campaign. Players choose
which territory to attack and when. Each territory gives benefits to an
army, and the more territory a player controls, the bigger his starting
army for each battle will be. Your Commader will also develop, as new
conquests allow you to upgrade his weapons and armour.

All seven races are playable, including the two new ones, right the
way through the game, and your choice of army influences the story you
will experience, and you’ll learn more about Kronos and the Necron
threat as you progress. You can also take the battle online, and pit your
tactical expertise against real-life human opponents.



' d campaign
® Phy as Eldar, Orks, Space Marines, Chaos,

Imperial Guard, Necrons or Tau

® Learn about the planet Kronos through the
game’s in-depth background info

OUT SOON!

WWW.DOW-DARKCRUSADE.COM
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The models that
represent the
Inquisition benefit
from individualistic
paint schemes. Here
are some examples by
the ’Eavy Metal team.

DAEMONHUNTERS

Coteaz is renowned for his extreme
ruthlessness and ambition, yet his motives
are pure — the protection of mankind.

The gold started with a Very careful drybrushing

Brazen Brass base and gives this cyvber eagle a
has layers of Chestnut life-like appearance.
Ink shading.

Ordo Malleus Inquisitor

Inquistors wear ornate, baroque clothing
and wargear, making them stand out in
your army.

Maodels such as this The personalised
demand extra attention armour of Inquisitors
when painting. Pick out can be painted a variety
the detail in gold. of metallic shades.

Ordo Malleus Inquisitor

Including Inquisitors is an excellent way
of adding variety to an existing army of
Imperial Guard or Space Marines.

White and red make for This Inquisitor’s armour
strong contrasts on the has been given a coat of
mysterious agents of the gloss varnish to make it
Ordo Malleus. shine.



Some Daemonhunters believe that Chaos
should be used to fight Chaos. A few go
so far as to enslave Daemons...

Add a touch of blue to The use of Dwarf

Kommando Khaki or Bronze on these
Bleached bone for an shackles helps add extra
otherworldy skin tone. colour to the model.

Death Cultist Assassins

All manner of extremists may be found in
an Inquisitor’s retinue, including the likes
of these sleek assassins.

“Ardcoat has again been Colours for a model as
used to bring an detailed as this need to
element of shine to be chosen wisely so
parts of the model. they work together.

Sage Henchman |

Minor Imperial servants often accompany |
Inquisitors, helping them root out Chaos
and recording their glorious achievements. ‘ .

Apply very fine lines to Pallid flesh can be

paper to simulate enhanced by a watery |
writing, We recommend glaze of Purple Ink
practising first! before the final highlight.

www.games-workshop.co.uk/daemonhunters 93



WITCH HUNTERS

Assassins
h

Witch Hunters avoid flamboyance, so
natural shades — dark reds, blacks, mid-
browns, and grey — suit them well

Black with a fine-edge Brown ink has been

metallic highlight is an used here to make the
interesting alternative pistol look discoloured
for painting armour. by the heat of plasma.

Ordo Hereticus Inquisitor

This Witch Hunter model is a special
edition that is no longer available. Keep
your eyes open for future collector’s items!

This cloak was painted The arm detail has been

with Graveyard Earth carefully picked out, to
highlighted with emphasise the utilitarian
Kommando Khaki. look of plain Chainmail.

Ordo Hereticus Inquisitor

Although they must be less conspicous
than their Daemonhunter brothers, the
gear of Witch Hunters is very fine.

Paint gold detail with a A restricted pallete of

Shining Gold Basecoat black, red, dark silver,
and a Burnished Gold gold and brown adds to
highlight. the model’s impact.
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Acolyte Henchmen

Below are some of the

Burn the witch! The flames of purgation
are a key part of Witch Hunter imagery.

This very dark grey has Painting the flames

a basecoat of Fhac§ black at their extreme
Black with a tiny bf{ of ends makes this brazier |
Codex Grey mixed in. appear to be smoking. |

Crusader Henchman

Crusaders are grim warrors, sworn to the
path of righteousness.

Crusader armour looks Bright white like this
best when painted like needs a basecoat of |
the Grey Knights’ Fortress Grey. :

armour (see overleaf).

Powerful war machines, powered by the
suffering of heretics.

71t gl

gty silver

White, black and sifver
accentuate the baroque
nature of the Penitent
Engine’s machinery.

5 prghle®
Eif Flesh

www.games-workshop.co.uk/witchhunters 95



5% GREY KNIGHTS

The Chamber Militant of the Ordo Malleus,
the Grey Knights Chapter is amongst the
most secretive of all Imperial organisations.

The gold insets can be Instead of painting
painted Burnished Gold lettering, try using a
then washed carefully fine-point technical pen
with thinned Brown Ink. and writing it instead.

Grey Knight Sergeant in power armour

Grey Knights have access to some of the
best weaponry in the Imperium, a
neccessity when fighting Daemons.

The colours needed for The Chaos Black

painting bright silver weapons have a very
armour are shown on subtle fine-line highlight
the previous page. of Codex Grey.

Grey Knight in terminator armour

The Grey Knights” armoury includes a
large number of highly maodified tactical
dreadnought armour suits.

Paint parchment with a All Grey Knights Space
basecoat of Bleached Marines are psykers,
Bone, highlight with skilled in the use of
Skull White. force weaponry.
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SISTERS OF BATTLE

Canoness of the Order of Our Martyred Lady

The fighting arm of the Ecclisarchy, these
devoted female warriors often aid the Ordo
Hereticus in their war against heresy.

The badges of the major
Orders of the Adepta
Sororitas are listed below.
These are available as
transfers in Sisters of
Battle box sets.

This warm skin tone has

been painted with
Dwarf Flesh highlighted
with EIf Flesh.

More gold detailing, this
time worked up from a
base of Shining Gold
Citadel paint,

Order of Our
Martyred Lady

Battle Sister of the Order of the Sacred Rose

Each Order, like a Space Marine Chapter,
has its own heraldry and uniform colours.
See Codex: Witch Hunters for details.

out with a Blood Red
basecoat, and is
highlighted up to white.

Models with a
predeminace of bright

0

colours are best oA
undercoated white. DQ 1T
D¢

B J5
Sister Hospitaller of the Order of the Holy Seal Ol it

Not all Adepta Sororitas are from militant
orders. But they can still be found serving
the Emperor on the battlefield.

This unarmed sister
carries a medipack. She
is typical of an
Inquisitor’s follower.

Order of the
Ebon Chalice

Qfdé?jéf the

Again, warmer tones
have been used ta bring
out the small area of
skin on this model.

www.games-workshop.co.uk/witchhunters 97
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The day is almost at hand. Just a few more weeks until the
Birmingham National Exhibition Centre throws open its doors
once again to Games Day and Golden Demon.

his, the ultimate event of the Games

Workshop Calendar is bigger and

better than ever, with new attractions
and stands. Have you got your ticket? Are
you ready?

This year promises to be the best ever
with something to suit Games Day regulars
and newcomers alike. There will be three
separate halls hosting a variety of different
activities and stands, not to mention a
proliferation of plasma screens stationed
throughout the venue, giving an unrivalled
amount of things to do and see in this
massive venue. The focus remains to make
the event and exhibits as accessible as
possible to the guests.

The flood of hobby goodness will

W Tickets Available now!

Sunday 24" September

National Exhibition I.‘.mug‘L
:

include upcoming new releases, tantalising
glimpses of miniatures to come and work-
in-progress models. Thanks to a larger
presence from the luminaries of the Design
Studio, all you have to do to find out all
the gen is to wander over to their stand.
We even have representatives from THQ,
Mythic and Namco showing off their future
releases!

To guide you around this spectacular
event, we've included a map to illustrate
just how big it is, and to help you get the
most from your time. This is to give you a
broad outline of what is happening, but on
the day there will be a more detailed
programme available to assist you in
making sure that you don’t miss a thing.

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

N : g —
Model Shown at 75% w

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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apecial Events

-~

> Bring & Battle

Play games! Just bring a
Border Patrol, Combat
Patrol or War Party-sized
force, a tape measure and
some dice.

HOBBY ZONE

SALES STANDS

@
al Al -
et 1T T 5

Entrance Entrance
NEC information point B Male toilets “\, Disabled toilets e -
@ : ! < -
ﬂ NEC food kiosk ‘ Female toilets ’ “lE HII'IW lllll
Build terrain, convert a

Warhammer General or take
on Mike Mason’s painting

;E s I st ; n : I challenge.

Upcoming releases
and the latest products.
Model shown at 75%

i

I i / s " ; | " '- : - e 1 '3.:.
» Ores & Eldar pre-release __ » Art Gompetition -

All the latest and pre-release he themeiis The/Greenskin

models are available to buy. Menace.” Bring your entry
Models shown at 75% with you on the day.

www.games-workshop.co.uk/gamesday 99
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MAIN SEATING *
T ‘ WARHAMMER
40,000 sh‘;l'::‘.ili
GAMING AREA g THE LORD OF To the 9
®lTHE RINGS : ‘- PAVILION

To the AMING AREA SPACE MARINE
FORUM WARHAMMER MEETING POINT

GAMING AREA

® MAIN SEATING

@ N A

Customer Entrance

et b i .
Gaming ﬂ b

Take part in huge games 'I| ('I * w *
of Warhammer, Warhammer
40,000 and The Lord of

The Rings. ® NEC information point T Male toilets (‘:‘,\, Disabled toilets

ﬂ NEC food kiosk * Female toilets

oy

PAVILION » i

GOLDEN DEMON 2006

* Register in the Pavilion.

* See thirteen catagories of the
world’s finest miniatures on display

» Watch the awards ceremony in the
Arena and see who wins the coveted
Slayer Sword!

e Entry form on the next page.

4 Le Sheriff by Joe Hill
% Gold ,Warhammer
Single Miniature
category.

Design Studio
Your chance to meet the

Games Waorkshop sculptors,
artists and games designers!
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EI PUBLISHING

"PAVILION | —

7
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? GOLDEN DEMON
REPAIR TABLE

|
_/®/ 'GOLDEN DEMON DISPLAYS ‘ BL PUBLISHING,
SABERTOOTH GAMES
o & COMPUTER GAMES M T I I IC
;:;:; / GCN SHOWCASE
ENTERTAINMENT
NEC information t.' v e ! : : J I 4| __

point

“" NEC food kiosk » Fantastic Stands

Check out the archive and
the GCN as well as stands
from Black Library,
Warhammer Historical,
Sabertooth, Warhammer

PARENTS .
ROOM f Male toilets

* Female toilets

Fantasy Roleplay, Namco
(";\. Disabled toilets Bandai Games, THQ and
Customer Entrance Mythic Entertainment.
Entfy For official use only
Numbers. & <o alea et o

OFFICIAL ENTRY FORM

IMPORTANT! Please fill in a
separate entry form for each entry!

Telephone NUMBEE .. ...ttt et et et e e e e e e e aaees
Category Name & Number ....... ...t
Descriptioniot NHTY v i s ok msis bt b s s s s S et v

Copyright Gamras
e Couriree mmulmm '\l ﬂ-ﬂ‘nﬂ m

FOR OFFICIAL USE ONLY

Category Number

(1121 [3] [] [5] [&] [] [8] [o] [ro] [11] [ve] [oc]
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Wood Elf book.

| Contains the complete
history, painting guide,
army list, magic ite
unique lore of magic.

102
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_GRAND TOURNAITIENT | ARMY SHOWCASE
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With 2006-2007 Warhammer Grand Tournament season about to
start we asked veteran player Joe Sturge to talk us through his
experiences from last years event as well shedding some light on the
tactics behind his Wood EIf army, The Army of the Midwinter Glade.

he product of no small amount of
play-testing, rumination, discussion
and the occasional spilt beverage,
my standard Wood Elf tournament army
has taken quite a while to evolve into its
current form and has stayed like this for
just as long. It is about as well balanced as
| can make it, containing as many different
units with different strengths and abilities
as possible. While this means that a few of
those units are occasionally relegated to
playing a peripheral role in some games,
the army as a whole can handle almost
anything you care to throw at it. More

WHITE DWARF WRATH OF THE ASRAI

importantly, | have also had plenty of
experience using it in battle: sheer
experience has taught me just what
strategies work against a variety of
enemies, how to counteract many of the
nastier combinations prevalent at
tournaments these days, and exactly what
my units can and cannot be expected to
do. Practice, as with so many things, really
does make perfect.

LAST-MINUTE NERVES?
Wargamers are a superstitious bunch at the
best of times, and tournament players are




certainly no exception. If I'm not feverishly
painting my army in the small hours before
a tournament, it just doesn't feel right, and
turning up on a Saturday morning alert and
fully rested seems like cheating. | live a
short walk from Warhammer World, you
see, and other competitors have to get up
very early in the morning and drive long
distances to get there, so I'm really only
assuring an even playing field. Irrational
perhaps, but that is my excuse and I'm
sticking with it! Having carefully packed
my army away on the Friday evening
befare the event, | suddenly decided that |
absolutely positively needed to replace my.
Spellweaver model. A quick conversion
later, and the miniature you see on these
pages was undercoated at 11pm that same
Friday, painted before registering for the
tournament at 9am the next morning, and

has not been touched by a paint brush
since. Some people’s chosen vice is
coffee, others prefer beer: | seem to get by
perfectly well with sleep deprivation.
Before a tournament, there is always
an army that you hope and pray to avoid,
an army that all your meticulous
preparation has only taught you to fear.
With the Wood Elves, my nemesis is the
Skaven. Lots and lots of warm bodies with
excellent Leadership values can be bad
enough without a whole variety of
magical tricks, whoosh-bangs and assorted
warpstone nastiness. | had managed
to deal with a couple of Skaven armies
in practice games, but had ridden my luck
every single time. Arriving at my allocated
table for the first round, | just didn’t
want to see any models with fur and
a tail,

Source of Power
The Spellweaver is the
army general, source of my
magical defence and
offence all in one potent
package.

AL

.
o -

www.games-workshop.co.uk/woodelves
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The Army of the
MIDWINTER GLADE
Spellweaver (215)

Level 4 Upgrade (35),

Ranu’s Heartstone (20),

3 Dispel Scrolls (75).............345
Noble (75)

An Annoyance of Netlings (25)
Battle Standard (15) ........... 115
Noble (75)

Alter Kindred (25),

Great Weapon (4),

Hail of Doom Arrow (30} ....134

CORE

12 Glade Guard (144)
Standard (12),

MUSICIAn (6) ..o
12 Glade Guard (144)
Standard (12),

Musician (6)
8 Dryads..... =
8 Dryads....ommmims

SPECIAL
7 Wardancers [126}
Musician (7)....
3 Treekin ...
5 Wild Riders {130)
Standard (18), Musician ..

RARE
5 Waywatchers ...
Treeman........c

DAHIAHO VIEZZER: SKAVEN
Having travelled from ltaly to take part
in the event, Dahiaho fielded an
unusual form of the Storm of Chaos
Eshin list. Eschewing the popular
all-skirmishing style of play, he

1 brought several large blocks of troops

along with three Eshin Sorcerers and a

Master Assassin.

With this furry (and undeniably potent)
threat in mind, the Midwinter Glade
adopted a Clan Eshin Defensive Formation
(patent applied far), with the characters all
nicely protected by a box formation of
skirmishers. | figured that in the absence of
any other juicy targets, the Assassin would
be heading straight for Mr Treeman, and
with three Sorcerers trying to Skitterleap
him every turn this was only a matter of
time. Cutting a long story short, | let
Dahiaho cast the spell in the first turn
and offered up a small prayer to the gods
of chance.

Fortunately, a handful of missed attacks
allowed the Treeman to strike back, and
the Assassin was no more. Denied his most
powerful model, the rest of the game was a
struggle for Dahiaho. The language barrier
intervened a few times and caused a little
confusion, but the Midwinter Glade

_;J'JJJJJ U ;U_Uj

successfully eliminated the hated Ratling
Guns, hunted down the unsurprisingly
reclusive Eshin Sorcerers and claimed a
maximum 20 Tournament points.

i JOHN DALE: SKAVEN

(6] On the one hand, | was slightly irritated
184 at the thought that the fates may be

N mocking me with more Skaven.

i However, John is a good friend from

the Dragon Slayers club, and an
outstandingly virtuous chap to boot, so
I was guaranteed both a stern test of
generalship and a great game.

John's army of more than 200 rats
outnumbered me by almost four to one,
with a grand total of 16 units. However,
the terrain certainly favoured me, forcing
John to advance primarily towards my left
flank. A long trudge through a hail of
bowfire, with a welcoming committee of
irritated Tree Spirits at the end of it seemed
like an excellent plan to me — just a shame
that it in no way worked out like that. The
reason? The Storm Banner.

This accursed rag limited the
effectiveness of all my shooting, and
adding insult to injury | made a major
mistake mid-way through the battle with
everything in the balance. | committed the

« g
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Treeman to combat a turn too early, and iy NICK MACHIN: SKAVEN.

charged the wrong unit to boot. | won the (s} Well, another sea of brown models, but
combat (against Skavenslaves this is not 84 all three Skaven players | encountered
such an achievement), but the Treeman I had used very different strategies. N
and a unit of Dryads were both now B Nick's shaped up to try and blast the
hopelessly out of position, and even worse Midwinter Glade back to Athel Loren.

a unit of Plague Censer Bearers could now A Warlord, three Warlock Engineers. '\

charge my Wardancers. These frenzied and five Ratling Guns could certainly
terrors are a bane of any Wood EIf army, do that. ]
and my mistake with the Treeman cost me My tactics against Clan Skyre Skaven =
the Wardancers, Battle Standard bearer, armies are to race the Treeman, Treekin
Wild Riders and a unit of Dryads. and Wardancers up the table quickly;

-

(¢ The Wood EIf army works on very fine margins, 8
with a thin line between success and failure )

Walking a fine line J¥
The Wood Elf army works

on very fine margins, with #
sSuccess
While | did eventually manage to repel while overwhelming one flank with my fast :;l(}l?aill'::e_bﬁ::i[:er “

the Skaven assault on my left flank, the units and using the Glade Guard to cause Noble is designed as a S,
Treeman ended the game surrounded by panic checks on units suspected of trouble-shooter working lii"."'.
rats, and the sheer amount of damage harbouring a Warlock Engineer. with and around the other [N
John’s more expendable units had done to Astonishingly, this was precisely what units, With his Hail of i_;
my army game him a minor victory, 13 happened. The combination of Wild Riders Doom arrow to bolster an |
tournament points to 7. With a little and Dryads broke a key unit guarding the important rotnd of
tension, a lot of concentration, and even right flank, while the Waywatchers sniped . . :hOOtt“E? agfr a5 18'6 chatge
more laughter this was with hindsight the the Ratling Guns. Unlucky panic rolls costiuil 2 P illfst W?Jr:f;hl
most enjoyable game of the tournament. It the Skaven dearly, and when the Treeman S hicid thom ) he haseaved
was draining, but | was looking forward to and Treekin caught up with the Warlord's many a hopeless situation

a little variety for the last game of the day. unit, it was all over. ¢

for the Asrai.



ranged support for the

| more aggressive Asrai

| combat units. Lethally

| proficient at removing

| enemy support units or

‘ whittling down their big
blocks of troops, my Glade

(\Fl‘he Glade Guard offer vital

:- X i Guard also have Standard
i Bearers and Musicians to
fll; 2 give them a little help in

combat. After all, I only
need them to hold their
own long enough for
reinforcements to arrive...

GAVIN MILES: BRETONNIANS
Having travelled from Reading in dark
and distant Berkshire for the event, Gav
seemed to have brought his entire
collection of Golden Daemon entries
along and called it an army. Several of
[ his character models had indeed been
finalists at past Games Days, and were a
privilege to play against. | was almost
pathetically grateful to see his Bretonnians
on the other side of the table, sporting as
they did relatively few Clanrat units or
Ratling Guns.

The key to this game was eliminating
Gav's two big-points units: a large Knights
of the Realm unit containing the Duke and
a Damsel, and a Grail Knight lance (with
their nasty magical attacks). The latter was
subject to a hail of archery: the last knight
managed to make it into combat, but
suffered the indignity of being dragged
from his horse by an affronted
Waywatcher. Meanwhile, the Duke’s unit
were unnerved by the Treeman stomping
towards them, failed their Terror test and
exited stage-left before the flanking
Wardancers could join in the party.

To his credit, Gav persisted where a
lesser man would have given up, managing
to hunt down the Alter Kindred Noble with
his Pegasus Knights, and putting up a

SZcor

stubborn defence with blocks of Men-at-
Arms and the Grail Reliquae. However, the
Elven bowfire proved a little too effective
and without Knightly support the
Bretonnians just couldn’t do enough
damage to the Treeman and Treekin:
another hard-fought win for the Midwinter
Glade and a brisk climb up the tables.

it FABIO GUASCONI: SKAVEN

8] A fourth Skaven army for the weekend,

48 a fourth way of playing it: Fabio’s army

B was themed around his Grey Seer and
three Warlock Engineers, adding the

Eye of the Horned Rat for a very
characterful 13 Power dice. The rest of
the horde were the usual sea of furry
bodies and attendant machine guns, with
two Warp Lightning Cannons causing the
Treeman a little angst. My plan, the same
one that worked against Nick, was to head
straight across the board as quickly as
possible, preferably in the general direction
of the Grey Seer, and this time it came very
close indeed to succeeding.

The early game saw the Wood Elves
advancing, making the most of the limited
cover-and doing a little damage with
shooting. At the point in Turn 3 when the
Treekin broke through Fabio’s Rat Swarms
and engaged the Grey Seer’s unit,

LRAND TOURNH

ENT 2006

HEAT ONE 14th-15th October ® HEAT TWO 11th—12th November
HEAT THREE 25th—26th November ® FINAL 3rd—4th March 2007




everything was going swimmingly.
Unfortunately, in the next turn, the
Treeman was fried by a'single shot from a
Warp Lightning Cannon, the Spellweaver
miscast a vital spell, and the Treekin fluffed
their attacks against the Grey Seer, were
broken and run down. The Seer’s Plague
Monk bodyguard thwarted an attempted
Dryad counter-attack, and the Asrai were
swept off the table by magic, with the few
survivors chased down by the seemingly
endless horde of Skaven.

i:§ MADS SKOGFELDT: TOMB KINGS
(e] | had played Mads in the third game of
18 Heat 1, where my Dogs of War scored
B a solid victory against his Khemri
2 horde. Fighting Tomb Kings is all about
pinning them down in combat: if you
leave their units free to magically
manoeuvre and charge they can cause all
sorts of problems. With those goals in
mind, the Midwinter Glade advanced
bravely through the densest terrain | could
find, pausing briefly to sling a well-aimed
Hail of Doom arrow at one of the
Screaming Skull Catapults. While the
Dryads and Glade Guard kept Mads's
chariots amused by hiding in the woods
and sniping here and there, the Wild Riders
dashed across the board to take on the

Requirements

* 2,000 point Warhammer force using the standard force organisation chart.
* 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.
e Tea & coffee available both mornings with doughnuts on Saturday morning.

e Ticket price £50.

Catapults, allowing the Treeman to emerge
and finish off the long-suffering Tomb King
(who had been beleaguered by Dryads for
the last few turns).

Having taken thankfully few casualties
on the way in, the Asrai celebrated with a
couple of rounds of hunt-the-Liche, while
the Dryads and the Spellweaver’s Life
magic wrapped up a tidy win.

AFTERMATH

Looking to the future, the next season of
Grand Tournament events will be fought
using the new edition of the Warhammer
rules. With a great many loopholes
blocked, some of the magical extremes
toned down, it'll be a good job all round.
Having perused some of the changes
(sneaking a look at the new rules a little
early thanks to a daring midnight raid on
the Studio - | knew those night vision
goggles would come in handy), | am
satisfied that the Midwinter Glade is
flexible enough to take them in its stride.
The biggest change will actually be a
benefit: the army is currently reliant on the
Lore of Life to exert a little magical
pressure on the enemy, but the new
edition, and most importantly, the newly
revamped Lore of Beasts opens up many
more exciting tactical options.

* Tickets on sale for all heats, 8th July 2006, by calling 0715 91 40000.

www.games-workshop.co.uk/tournaments

Dance of Death

On the defensive, the
Wardancers are a superb  #
bodyguard for both the /]
Spellweaver and Battle L
Standard bearer: immunity
to psychology and Magic
Resistance both come in
very handy, and with their
4+ Ward save, they can take
a charge if necessary.
Inleashed to attack, their
combination of extreme
manoeuvrability and
devastating combat power
makes the Wardancers a

VI e S

formidable force.
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| In every Games Workshop Hobby Centre, we’ll be celebratmg the

\5"‘

108 i

and YOU'RE INVITED!

71| eleased on the same day all over
#| the world, this is the biggest party
g=d] Games Workshop has ever held.

& Every Hobby Centre in the UK will be
. running all manner of Warhammer games

and activities as well as a few surprises!
Over the next few pages, discover

" some of the things that will be happening
. on launch day, and also find out about our

flagship event being held at Warhammer
World - Warhammer Day.
Instore or at Warhammer World, this is one

. bash you won't want to miss and is truly a

once in a lifetime opportunity for any

" hobbyists who are new to Warhammer or

for Veterans who have been playing for

i -

WHITE DWARF THE WAR BE(..INS

~momentous occasion of the launch of the new Warhammer

years. This will be remembered “_
for a long time.

All the events are free and all you need
to do is turn up. We strongly recommend
you arrive as early as possible at your local
Games Workshop Hobby Centre and
Warhammer World as we expect queues —
plus you'll stand a better chance of getting
hold of the unique launch-only goodies!

Check with your local Games Workshop
Hobby Centre before Saturday 9th
September to find out what’s happening in
vour store! Turn to page 118 to find your
nearest Hobby Centre or log onto:
www.gdames-workshop.co.uk/storefinder

J‘

Goblin Fanatics
There will be limited
stock of the fantastic
special edition Night

as well as some highly

' Goblin Fanatic miniatures |

desirable ‘surprises’ - first |

come first served! Don't
miss out!
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et Involved! &3k,

e

& GW Bolton

Will be running a 26 foot
long Battle for Skull Pass
game all day long, featuring a
Dwarf steamship and a
Squiggoth! Also running a

fancy dress competition with

surprise prizes and a
Warhammer shield
sized cake!

T & GW Carlisle

«*  Gaming starts at midnight and goes on
“ throughout the next day using 44 foot
" of gaming table! featuring the Battle

o o of Skull Pass with a 20,000pts

; Dwarven and Empire alliance trying

to repel the Orc and Goblin Horde.

Also your chance to use any Warhammer

army against any other as all the armies will

be available to try. Also some free cake! ;] Thc Siege of Middenh eim El
& GW Chester |

Chester will be running an immense 36 foot | The dramatic conclusion to the Storm of Chaos |

long Battle for Skull Pass game, including a " |
Dwarf zeppelin and a Wyvern ‘airforce’. | THE SIEGE OF MIDDENHEIM: DAY 9 ‘

The store will also be running two | ...His Flayerkin having expended their fury the day before, Archaon paused in |
R | his assault on the east causeway, allowing the defenders vital time to y

Coygﬁtltiokn? \g’arh?méﬂ e FaTncy Dreslj i reinforce their barricades and emplacements. Whether the Lord of the End

ik QEC ONDIOVSS IINIC IEasUIe SISl irfies can imuster enough force for a final push remains to be seen, though

4 ... Anda celebration cake in the shape of a the bombardment by the Hellcannons has begun afresh...
St Warhammer!
& | ...The south causeway has again been the site of great slaughter, with Men,
4 « GW Hull Orcs and followers of the Dark Gods all throwing themselves into the '
30,000pt Dwarf versus Orc & Goblin game, maelstrom of battle. With the orcs under Borgut Facebeater and the army l
; “ including an assault on a Dwarf mountain iﬂt}_.zl;laa;p_itteﬁ againrsll t.aachdother asfwzli as the de[fenders,ththe Men of i
¢ - ) R : | Middenheim have reclaimed some of the territory lost on the previous day's
strongljolcfi‘(a 6?(4 board in itself). Snorri | assaults. As well as this, the horde of warlord Girt};nik Blacktogﬂl has joined
Nosebiter’s Quiz of Doom and Warhammer he fighti eleay e d
e ok ation cakel ; | the fighting, perhaps in a bid to oust Borgut as Grimgor’s favoured second-
: in-command...
| & GW Leicester ;‘ THE SIEGE OF MIDDENHEIM: DAY 10
v - Running painting masterclass on Dwarfs & | ...On the eastern causeway, the Flayerkin have once more launched a blood
. .. Goblins, including speed painting Dwarf !‘ assault on the defenders of the city, swarming over recently reoccupied
L7 ¥ . and Goblin models in 5 minutes. 24 foot | defences and killing everything in their path. In the wake of this frfzsh ‘altack,
. _,::,; long game featuring 5,000pts of Orcs & :I Archaon. has mo?gd forward with has_ Hellcann_o_ns and other machineries of
; g . Goblins standing in the way of Dwarf Lord | destruction, awaiting a chance to deliver a decisive attack.
.“? % B Ka‘?tana[g wagons laden with g‘?'d x V}”” | ...By far the fiercest fighting has again taken place at the southern causeway,
S s BoIGiECt thrDL.Jgh Skull Pqu or will 1. as troops from across the city have been marshalled to stem the advances
a7 the Qrcs & Gob]rrjs‘ capture lt?_AISO | made by the foe and to reclaim the outer gatehouses from the forces Styrkaar.
PR running a competition — bring in your Weary but victorious the fighters here have taken heart from the news that
oldest Goblin or Dwarf miniature. The | Karl Franz is only a matter of days away, and perhaps they must face only one
3&‘}- ' oldest one wins a prize! more determined assault...

& GW Milton Keynes

96 square foot Dwarf last stand
against Goblin horde of 30,000+
points! Final of staff Warhammer
challenge. Golden Demon Squig
hopper Painting Competition.

® GW Harrogate
The Siege of Middenheim featuring 10,000pts a side! Starts at 9am,

General miniatures needed for each army. Real-life costumed Chaos
| and Empire Generals will be present too! Plus, Meeting of Champions
— character battle and best painted general competition on the day.

T 5 - o - !
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Karak Eight Peaks
The fall of the mighty Dwarven Citadel

Along the length of the east wall of the hold, siege machines covered the flat
granite surface like vines. From this distance the Goblins manning the towers
were just small specks. Occasionally, a ladder would be raised and the
Goblins would begin to scale it. Each time, defenders would appear at the
top of the wall and send the ladder and the unfortunate Goblins crashing
back to the ground, but for each ladder they felled, another would take its
place. The siege of Karak Eight Peaks had reached a horrible stalemate and at
some point soon one army would have to give.

With a high-pitched roar, the whole Goblin army charged forward. Thick
ranks of spears closed in upon the Dwarfs and the moon disappeared,
obscured by missile fire from the hundreds of Night Goblins that lined the
slopes of the mountain pass. The first wave of Night Goblins hit the Dwarf
formation, but the Dwarfs were disciplined troops and Grotbag was
dismayed to see his attack faltering.

Then, just two single crazed Goblin fanatics punched a small hole in the
defensive line, but it was enough. Seeing the gap in the formation, the
Goblins of the Crooked Moon tribe launched a full scale charge. Before the
Dwarfs could close up the holes in their defensive position, the Goblins had
broken through. The rest of the green horde was soon crashing against the
Dwarf line. In a brief moment, the stout defenders were overcome. Each

| Dwarf was skewered by dozens of sharp spear points. Engulfed by the sheer

number of attackers, the brave Dwarfs stood little chance. The gates to Karak
Eight Peaks stood open to the whole Goblin horde. Regiment after regiment
of the Greenskins poured through the gigantic archway to plunder the
citadel.

. & GW Metro
| The Battle of Karak Eight Peaks. 18ft above ground game with a 4ft
| high Dwarven mine game alongside it. As troops fight their way to the |

| entrance, they can aid the beleaguered forces of the Dwarfs or join

the Goblin hordes. There will be eight games, one for each peak.

: v A
& GW Newcastle A
THE Battle for Skull Pass-starting oSy
the night before at 7pm, all are i m
welcome (over 16s) until 4am! v K
Under 16s to come in and put ;‘L:
together their copy of the box S AN
and stay for-a whole night to paint g

their forces from the box-from dusk
till dawn. The following day the
forces will be used in a HUGE
Battle for Skull Pass (with a 16ft
board) at 11am, which will run
throughout the day. As well as a
real life empire swordsman

and free cake.

& GW Nottingham
Into the Caves at Skull Pass. Whilst the $
battle outside rages, war has spilt over into -
the darkness of the caves at Skull Pass! L
Will the Dwarfs hold the green tide or will |
they crumble under its strength? Come

along and join the action in this huge

5,000 point participation game! e
The battle commences at 1pm... the victory s
will be decided by 5pm! ;

& GW Sutton Coldfield

Sutton Coldfield is running the Battle of
Black Orc Peak, a historical re-fight which
features the battle between Grombrindal
and the Troll Father, Ghrandukker. This will
be played on four 4x6ft tables featuring _
new mountain scenery done A
by our resident expert Stu .
Morris (Games Day table
winner and maker of the
Mordheim Basicilica
of White Dwarf fame)
along with a
multitude of Trolls,
Giants, Orcs, Goblins
and Dwarfs.

& GW York

Games start at 7am with a Dawn

Raid of Goblins versus Dwarves right ;
through until 7pm with a Last Stand. A i
full campaign in a day! Anyone who '
buys Battle for Skull Pass on the day can
get it stuck together and add it as
reinforcements. They can also
get the contents painted and
entered in the best painted
regiment and general
competition. Some party
cake too!

JUST A SAMPLE

These events are only a %
sample of those being run by !
Hobby Centres across the UK.
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arhammer Day

= e, = i

What would a celebration of the new ‘
edition of Warhammer be without a very N
special day at the home of the hobby -
Warhammer World!

@] f you can get to Nottingham on Saturday 9th
= September then why not join us at Warhammer
. s World for a day full of Warhammer action! With

=, Warhammer battles of all sizes and catering for all levels of
13 experience, from newcomers to veteran generals, the
= entirety of the Warhammer World Hall will be filled with

. .. Warhammer gaming, modelling and painting. Don't forget

£r "L 2 to bring your Warhammer army! Warhammer World's
| Warhammer Day runs from 9.00am to 6.00pm. This is a
FREE event, entry will be limited and offered on a first
come first served basis.

Introduction to Warhammer

Don't worry; there’ll be plenty of opportunities to try your
hand in numerous introductory games. Warhammer
miniatures and armies will be supplied.

Warhammer Challenge

The Gaming Club Network (GCN) will be taking on all
comers — club hobbyists will be running a series of
Challenge Tables with every Warhammer race represented
— just turn up with your 500, 1,000 or 2,000 point force
and issue your challenge!

Or simply bring your painted 500, 1,000 or 2,000 point
£ Warhammer army and start up a game from our Opponent
~ Finder Area — where you can issue challenges or post up
your army for hire — whatever size of force you're fielding,
we'll help you find a suitable opponent or opponents!

' Tactics Table
Learn battle winning tactics from experienced generals.

{Painting Area
Break open your new Battle for
Skull Pass boxed set and get
painting some of the miniatures
inside! Expert advice and tips
will be available.

~ Mega Battles! »

; 2 Join in one of the mega battles that will be raging all day

SO long. Bring at least a painted unit or a full-on army and

. & . join in on the side of good or evil.

*. % e Battle for Skull Pass — bring Dwarfs or Orcs & Goblins

- .and battle for supremacy of Skull Pass!
* e Sundering of the Elves — Play on the side of the High or
Dark Elves.
* o The Empire takes on all Comers! — Either bring units to
bolster the side of the Empire or bring one of the many
enemies of the Empire.
" s Remember! The size of these games depends on YOU!
' The more troops you can muster, the larger the battles!

www.games-workshop.co.uk/warhammerworld
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v Warhammer Rules Seminar

Alessio Cavatore, writter of the new Warhammer, and
Gav Thorpe will be holding seminars to answer all your
questions about the new edition of Warhammer,

Gav ﬂ?m‘pe

{History of Warhammer display!

See the history of Warhammer on display,

including all seven editions of the games as

well as miniatures from past.

Includes the Citadel Miniature Hall (see all the Eavy’Metal armies on display)

& Bugmans Bar (food and drink available)

WORLD s

D

¥ Terrain Building

Expert terrain maker, Chad Mierzwa from the Design
Studio Hobby team will be on hand to provide tips and
hints on building fantastic Warhammer scenery!

The Battle for Skull Pass
board featur

Chad Mierzwa

Painted Armies Only!

Don't forget that to play at this event
in Warhammer World, you must have
an army that is painted!




National Exhlbltlon Centre (NEC) Blrnimgham

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.

© Copyright Gamies Warkshop Limwad 20060, Games Wieksbop, Warbsy ||m~r :"\’ ik, \Lalllnn it -ﬂlll.ll Erevice, Uiames Tay, Goldén Dettwn. Wihite Do, Black Library, Warbsummer Historical, Riack Indesstries. Sahertouth Cames
and all associssed marks. bagos, places, names, creabes, hnl'\.l-_lnm weapan. units, chamsters, products, illsenithoes 2l imges lon the Wirbamne worland the
Watkuniencr 40,000 wsiverse are cither 8, ™ andior © Canwes Workshop Lid 2000-2006, variahly registorod im the LK.nulnlb\:roxnnm around the workk All Rights Resened.




Store and Community news

——  BIN commn)
> | SIGNING!

Black Library author Ben Counter will be signing copies of
Galaxy in Flames, the third book in the smash hit Horus
Heresy series, at Forbidden Planet in London on 16th
September 2006. For full details and timings, check out the
Black Library website at:

Ben Counter www.blacklibrary.com

« Badger Corp attends WPS

Games Workshop's very own staff GCN club, Badger Corps, attended the WPS Club
Challenge held at Warhammer World on the 27th and 28th May and had a thoroughly
great time playing other gaming clubs from around the UK. Out of 14 clubs at the event,
the Badgers placed 10th overall, thanks to an impressive ‘win some lose some’ gambit
employed by every player. With those results behind us, you will not be surprised to learn
that our team did not claim any trophies for gaming, though it did come an extremely close
second on Sportsmanship (well done )Jimi!)

What is the WPS?

We caught up with WPS
chairman, Conrad Gonsalves,
to find out about the society.
Conrad: “From its inception
the WPS has been involved in
running events and
gt demonstrations for the gaming
/STURBE £ 1 % | community. In fact we're

i A : Ty celebrating our 10th birthday
this year! Its flag ship event is
the Club Challenge where
clubs from up and down the
country enter a multi system
event to earn the right to raise
the Club Challenge shield.
This year we returned to
Warhammer World and set a
new record of over 200
people!”
If you would like to find out
more about the organisation
and the events it runs, log on

Team Badger poses for the camera: Christian Byrne, Paul Crowcroft, Jimi Hamer, Rob Broom, Wade Pryce, Eadwine to the WPS website at:
Brown, Lindsey Blair, James Lockett and Yannic Hudziak (also Stephen Morris, Alan Bligh and Tris Buckroyd who had .
to leave early) www.players-society.com

www.games-workshop.co.uk/shopping 115
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THE EVENTS DIARY

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

Upcoming Events

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

whitedwarf@games-workshop.co.uk

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

® |st September....\WD324 (Dec)
* st October ........ WD325 (Jan)
® st November .......\WD326 (Feb)

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

Events diary abbreviation guide
WH L Warhammer
wreneneWarhammer 40,000
BB e ..Blood Bowl
WAB \farhammer Anmem Battles
WPb....thm‘nmer Players’ Society
WECW Warhammer English Civil War

Epic....cceeneene . Epic Armageddon
LOTR ......The Lord of The Rings
W Games Workshop
(ER R or o O Grand Tournament

GAMES WORESHOTN (=151 8

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

SEPTEMBER

P presents:
WIIHIIAMHEB LAUNCH DAY

Date: 9th September, 2006

Venue: All GW Hobby Centres and
Warhammer World

Details: Come along to your local GW
Hobby Centre, or our free event in
Warhammer World and join in the
celebrations with our launch of the new
edition of Warhammer Fantasy Battle. Full
details in this issue on page 108.

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

presents:
The Lord of The Rings

DOUBLES TOURNAMENT

Date: Sunday 17th September, 2006

Venue: Gaming Workshop Wakefield
Details: Pajr 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

CEXTNICGEEIE? presents:

GANESDS

30 r,i b COIENDENON

Date: Sunday 24th September 2006
Venue: Birmingham NEC

Details: Tickets cost £25.

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

SlllYEII IIAY Frnm IIIB nslles

Date: Sunday Tst October, 2006

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

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 or
£5 for an open ticket.

Contact: Carl King on 07979 281 350 or
Darrell Lee on 071933 411559

presents:
GRAND TOURNAMENT: Heat One

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

OMIFTEIEED presents:
Dutch Grand Tournament:

WARHAMMER 40,000

Date: 14th - 15th October 2006

Venue: Sporthal UvT, Tilburg

Age: 16+

Details: The annual Dutch Warhammer
40,000 Grand Tournament returns for the
sixth year. Tickets go on sale through
Northern Europe Mail Order around two
months before the event.

Contact: NEGT@games-workshop.co.uk
Website: http:/ne.games-workshop.com

presents:
GRAND TOURNAMENT: Heat One

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
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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

GAWES WDRISHOP, presen ts:

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
you will need two Border Patrol forces of 500
points and a friend to play with. Full details
sent with the event pack.

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

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

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

presents:
GRAND TOURNAMENT: Heat Two

Date: 4th-5th November, 2006

Venue: Warhammer World

Details: This is the second 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:
GRAND TOURNAMENT: Heat Two

WARHAMMER 40,000

Date: 11th-12th November, 2006

Venue: Warhammer World

Details: Secand 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

Fanatic Spellekijn 2006

Date: Sun. 12th November 2006

Details: Spellekijn in Leeuwarden host their
annual Fanatic event. This will include many
activities such as painting, intro games and a
Warhammer and Warhammer 40,000
tournament. For more information about the
event of the activites, contact the store.
Contact: +31 582 131 112

Website: www.spellekijn.nl

presents:

WARHAMMER 40,000
Teams Tournament

Date: Sunday 12th November, 2006

Venue: Gaming Workshop Wakefield

Details: Team up with your friends to
overcome all challenges, Use skill and
judgement to not only win your battle but pit
the right players against the right opponents.
Are you a team of champions? To take part you
will need a 1,500 point army. Tickets cost £50
for a team of four, including lunch on the day.
Contact: 0114 243 4633

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

QMTFLEEHTER presents:

WARHAMMER 40,000
Teams Tournament

Date: Sunday 19th November, 2006

Venue: Gaming Workshop Wakefield
Details: Team up with your friends to
overcome all challenges. Use your skill and
judgement to not only win your battle but pit
the right players against the right oppenents.
Are you a team of champions?

To take part you will need a 1,500 points
army. Tickets cost £50 for a team of four,
including lunch on the day.

Contact: 0114 243 4633

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

WPS: Warhammer Grand Tournament
Date: 18th — 19th November 2006

Venue: Gateway Hotel, Nottingham (on
campus event)

Details: The 3rd year we have run this event
on campus at this hotel. You move from your
hotel room to breakfast to the gaming table.
Ticket Price: circa £95 TBC (includes bed
and breakfast in a 5 star hotel for 2 nights)
Contact: conrad.gonsalves@players-society.com

" WARHAMMER

£S0.000K

GRAND TOURNAMENT
»14th-15th October 2006

¢11th-12th November 2006

*25th-26th November 2006
Www.games-workshop.co.uk/events

SLAYER DAY

FROM THE ASHES

G

L R - eV
Sunday 1st October
The Pemberton Centre, H.E Bales
Way, Rushden, Northamptonshire.

>

et —;_1,,_ 3 -q._‘ﬁ
= WARHAMMER

SA0000

DOUBLES
TOURNAMENT

J
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oIORE & GLUB FINDER

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

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:

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

e Public liability
insurance to protect
the members against
accident.

* A good standard of
club rules and a club
constitution.

= A child protection
policy.

A policy of
submitting the

committee for CRB
Disclosure.

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

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

L

CAMES WORKSHOPA [i]1]1]] I:antras

44
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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.

FULL RANGE OF PRODUCTS

All'our centres stock a full range of
Warhammer 40,000, Warhammer and
The Lord of The Rings games and
models as wel| as all the hobby
materials you need to collect, build and
paint your armies.

IN-STORE ORDER POINT

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

-

FREE PAINTING & MODELLING ADVICE
No matter what your level of painting or
modelling skill, if you spend 30 minutes
with one of our members of staff you will
see those skills improved and might find out
something you never knew!

FREE GAMING & TACTICS ADVICE

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

FREE BEGINNERS PROGRAMME

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

GAMING ROOMS

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

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

oo i
g ot
iy
Worsho g

ALTRINCHAM, The Gaming Crypt
44 Ceerwid Sirest, WATE ll!!
Teli01b1 #20 9510

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

calling the store first,

New Store opening.

W
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~
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~
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Store directory

RVON

GW BRISTOL (CENTRAL):

13 Broiathweir, Tel: 0117 925 1533
GW BRISTOL (CHIBES CAUSEWAY):
Linid 19, The Mall. Tebi 0117 959 2520
BRISTOL, Area 51

Teli (1117 924485
FOII’ISHH\D. MII-

BEDFORDSHIRE

GW HEDFORD:

10 Grisyhriars. Tel: V13 427 3663
LUTON, Final Fantasy

A5 New Benlord] Road, Tel: 01502 7.
LUTON, Oritaker:

Tel: 015 |\' 485997

Telt uus-l F526TH

BERKSHIRE

= GW MAIDENHEAD:

Linlf 2, 17 Market Streer. Tel: 0162 63 1747
G READING: i
24 Crfiore] Road, Tel= (110 955 8693
NEWHURY, Minlature Mudumh-

3 Weavers Wabk, Tel: 0763
BRACKNELL, Ottakerst
Fol: 01344 488124
BRACKNELL, Toy Planet:
Til; (1344 426241
SANDHURST, Toywnrid:
Tul: (11252 8733501
WINDSOR, Ottaker's Bookshaps Windsor:
Tel: 01751 830456

WINDSOR, W] Daniels;

Tel: (11753 162106

BIRMINGHAM RREA

GW BIRMINGHAM:

LAl 17 6y Tllring Link: Tel: 0121 6337193
GW DUDLI
Lindt 3h, Marry HIl Clentrer Tool: (1120448 1618
GW SOLIHULL:

60¢ Warwich Rousd. Tel: 0121 705 7907

W SUTTON COLDARD:

7 dim harit Road, Tel: D121 354 3174
GW WOLVERHAMPTO!

4 King Stieet, Tel:

74

231 46
Shapping Centre

IIIMINEHlM. Consale Games:

1154 Brigtol Road South, Norhiickd, B3| 251
Tel 0121 477 po12

GREAT BARR, Gamimg Crypt:

Tel- 0721 350 5000

RUBERY, l.nr’: thbtu & Toys:

Tel 121 4
surrl:w coumn.u Digital Dragons:

AI’LL’UBUE\‘ Bear Peecessiti
wat Weshein Stpeet, HP20 2PU
1098

BUCKINGHAM, Abacus Tays:

Tel: 01280 BI1615

GmIDS CR‘OSS Howard Marshall:

Tel:
PRINCES lISEUIOUGI‘L Treats:
Tel: 01044 344155

CAMBRIDGESHIRE
= GW CAMBRIDG]
54 Rogent Streen. T
GW PETERBEORDUGH

3 Wentworth Stiet, Tel; 01733 890 (152
ELY, City Cycle Centre:

Tel: 01353 p63 101

HUNTINGDON, Sparts & Fashion;
Tel: DT4B0 45
JUGH, Westgate n Store:

7
ST NEQTS, First Computer Games:

Tef: (480 386638

ST NEOTS, Wosgate Department Stares
Tel: O1480

WISBECH, wmgalv Department Store:
Tedi 01536 203525

CHANNEL ISLANDS

JERSEY, ST. HELIER, The Little Shop:

Tel: 01334 732167

GUERNSEY, 5T, PETERS PORT, Carousel:
Tal: 01441 721701

ST. HELIER, Bambola Lis:
Te 04 29828

GHESHIRE

GW ALTRINCHAM:

Unit 1,19 1 Sirent Toft 0167 429 D36
* GW CHESTER!

112 Foepgaie Stest, Tel; 0124 431 1967

* GW MACCLESFIELD:

Unit 38,  Shall. Grosvenor Centre

Tel: Ot
GW STOCKPORT:
32 Mersey S

Tel; MHT 474 1427

ON:
Linit 20, Tirme Souase; Tolt 0192 565 1484
ALTRINCHAM, The Gamlng Crypl:
44 Cirvnwood Steed, WATE 1RZ
Tel: 0161 529 9479
ALTRINCHAM, Alfrincham Gaming Lid:
Tel: DA 9294708
CHEADLE, Fantas
Tel; D161 4591 1130
CONGLETON, Deans Toys & Cycles:
Teli 0124 XTIXFT
CREWE, ABC Model Sport:
Tel: 013701 505 (48
CREWE, Patters Madel World;
Tel: 01270 250 038
MACCLESFIELD, Jac i a Box:
Tel: 01625 502 221

NANTWICH, hmhyrr
£

Level 12

Tl 01606 45053
NORTHWICH, The Model Shop:
Tel: (606 B26 346
STALYBRIDUE, Hardeastles:
Tiek: 61651 IHR5 L
STALYBRIDGE, KMV Madels:
Tel:DN&1 30M 87
STOCKPORT, lings Toymaster:
Teli D161 42 |

WARRINGTON, Steve Webl Models & Hobhies:

Tel: 01928 735 225

WIDNES, The Hobly Shap:
Tel: 01514 241 947
0

= GW MIDDLESHROUGH:

Unit 33, % Dundfas Sereeq, Tel: 0164 225 4091
HARTLEPOOL, Illusions:

Tol: (1424 211 199

HARTLEFOOL, wmpm Depariment Store:
Tel: 01429 244 3

CW TRURO:

L 1, Briclge Howse, Mew, Brihie Stieat
Tal; OFR7
HOOMIN, Bricknells
Tedi 011308 77080
BUDE, Nitro RC:
Ted: 01208 353 348
BUDE, Mare Valwe:
Tol: (11288 352 462

FALMOUTH, Wonderland Falmouth:
Tel01326 3 71

HAYLE, Dlewetts of Hayle:

Tel: 01736 753 012

HELSTON, Eddy & Son:

Tel 013263
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ST AUSTELL, Adeba Tays:
Tel: 01726 73125
ST AUSTELL m.-i far Miniatures:

T N.ﬁ.ﬂwﬂr
Tl 0730 7548
THURD, Toymaster:
Tol; 01872 272 452

COUNTY DURHAM
* GW DURHAM:
4 Mol Head, Ted
OW DARLINGTO!
78 Skinihoryie, 2 530 1863
HISHOP AUCKLAND, w‘mdloch Madels:
Tel: 01388 604 76

CONSETT, Kwikpa
Conear, Tel: 012 A1 0
DARLINGTON, Lambs:
Tel: 01325 4645 0
SEAHAM, Games af War:
TeE015 817 118
TEESDALE, Toy Shop:

Tel, 01 B34 637 396

* GW CARLISLE:

Unit- 2 Extls Lane, Tul:
KENDAL; North West Warriors
10 Kent Ssreet, Tol: 01519 7

INDERMERE,
Ernest Atkbnsan & Snm

Tal (11535 443 047
COCKERMOUT N.l)’ldmﬂ‘
Tel: D140
COCKERMOUTH, The Tay Shap:
Toli 01900 525 4

xesw:cn 18 Dixun 11

Ted: 1768 772 38)
KESWICK, Lakelan Tays and Hobbics:
Tol: 01708 775
FENRITH, Harpers Cycles:
Tel: 01760 B6d 475
ULVERSTON, Sawlust ‘n Stitches:
Tel: 012 284
WIGTON, Jaciacm Diecasl Models
Tl Q1657 143
WORKINGTON, KSA Models and Habbiess
Tel: 014¢ 3338

0113 237 1657

BUXTON, D&l: Knowles & Soms:
Felz 0120 824 203

CHESTERFIELD, Chesterfield Department Store:

Tel: 0123
CHESTERFIELD, Madel Trader:

Tel: Q75T P77 36

CHESTERFIELD, Peak Bovkstore:

Tedi 0124k 224 666

GLOSSOP, Glossop Craft and Moded Centre:
Teelr §1457 863 5559

GLOSSOP, Waln Services:

Tel: 01457 153 3
ILKESTON, lkeston Co-ap:
Tal: DT159 427 77
MATLOCK, s'h.lwu.

oaw PL\'MOL'TH'
1 Comwall 5t
GW TORGLIA
12 Market Stn ol: (180 120 1036
BARNSTAPLE, Thl! Hattbezone:

Tel: 01271321 344

DARTMOUTH, WG Pillar & Co:
Tel: (803 832 1349

EXMOLUTH, Glmwnm Models:

HOLSWORTHY,

Tk DIA0F 243697

HDNIIDN, Hoslton Toy Shop:

Tel: D104 41741

KINGSBEIDGE T||! Traiing Post:

Tel: 01548

NEWTON ABBOT, Austins:
Tel: 1626 133 434

PLYMOUTH, “ﬂ&cl Sheyp:

Tel: 01

TAVISTOCK, hleldm(\mc
Tel: 01622'61

TEIGNMOUTH, J-M'JIMIM Toyhax T/A:

Tel: 01620 778

'IWIITOP\‘ Wings ‘W' Whetls:

4210

TORRINGTON, Angling Pastimes:
Telei 5

DORSET

t.W BOU RNFROUTH
4 Posst DIt

. GW I"Dﬂl.f

(RERT T

|4 G120 231

ale:
EDI.ITLNI.MDIJTH !lllle-Stx

e, T} OV 200261

Tel: 01
uoulN[MDuIH luberll Toys & Games:
Tel- (1202 482 07

BRIDPORT, Fmianymnsltl.

al: 01300 42 206

DORCHESTER, Durchester Toys;

Tol: 01305 291 752
EASTBOURNE, Phantasia:
Teh 0¥323 723 388

Ted:
SHERBOURNE, The Carner House:
Trd: 01935 815 613

SWANAGE, Leonards:

Tel: 01929426 U6

WEYMOUTH, Razramataz:
Ted: (11305 700 601
GW CHELMSEORD:

Unit 4C, Th acduws Centro
Telr 0124 549 OO

L1i] lllph Sares, Tul: 01
BRENTWOOD, B&M C)db.
Ted: 01
CHADWELL HEATH. Atomic Comics:

Tel: D208 597 547

CHELMSFORD - The Meadaws Shopping Cenire,
Toymasier I.’mgdm—

Tel: 111245 493 35!
CLACTON ON SEA, Clacton Art & Craft Centre:
Tel: 01255 436 346

HARLOW, Mllque: Modeli:

Tel: 01279 134

HOCKLEY, Hobhiton:

Ted: 0171 180

LEIGH-ON-SEA, Caliver Books:

Tail 01702 €73

MALDON, Colin Bliss Models:
Tel: 01621 851 327
RAYLEIGH, Toys N Tuck:

Tal: 01268 775 501

BLOUCESTERSHIRE
GW CHELTENHAM:

16 Pittvilie Sfeot, Tol: 0124 2228419
GW CLOUCESTER:

235 Clarvrice Striet. Tel: [
CHELTENNAM, Toyw
Linit 15 Regens's Arcade, Tel: 01242
BOURTON ON THE WATER,
Bourton Model Railway:

Tel: 11451 520 b4ty

STROUD, Anth
Tal: 01453 764 44
STROUD, Peisaft Games:
DA7O 242 742
TEWKESBURY, Toy Tone:
Tel: (1664 2495 770
HAMPSHIRE

GW BASINGSTORE:

1 Potters Walke Tel: 0125 634
GW PORTSMOUTH:

14 Arunclel Sireet, Tad| 0239

i

i 5t Grorges St
ALDEISHOT, The Game Shap:
Tel: 01252
ALTON, Alton Mnd:l Cerlre:

ANDOVER, Hoggosaurus Toymaster:
Tes: DI264 352 263

FAREHAM, Farcham Taoys and Hoblres:
Tel: 01328 262 114

mrr. Fleet Toys

MII.FDC[D QN SEA, Miliord Models and Hobbies:
Tulo 055

Tel: OF
PI'I'ERSIIIID, Fnllr Mardels:
ol T

PDITCHLEIER. Wicar Models:

12394 451 160
RNG\‘\DDD nm of Ringwoad;
Tedi D14 94

ROMSEY, !]mn-hhmll:
Tel 794 513 145
SOUTHHAMPTON, Hidden Fortress Lid:
Tel: p2360 71 550

SOUTHSEA, Southsea Models;

Tel: 02392 733 308

W.I\TEKI.DG\III!\E. Forever Toys Lid;

Teel: D230 266 2
WATERLOOVILLE, Paul's Hobby Shop:
Tel: 0170 185

HEREFORDSHIRE

HEREFORD, Herefoed Model Shop:

Tel: (1432 352 U049

LEOMINSTER, Martln's Models & Craits:
Tel: 01568 613 7l

53

ROSS ON WYE, Revolutions:

Tel: 01989 562 6349

HERTFORDSHIRE

GW HEMEL HEMPSTEAD:

1 eiele S, Teli D144 224 5
W ST ALBANS:

i Hijgh Sanoot

HHH[MJJ Game Ont
'I SG13 100,

llliiH-\-HS'I‘ED, Hamlrng

Tal; 11442 864 642

BISHOMS STORTFORD, Soardmans:
01279 654 €133

BISHOP'S STORTFORD, Play Mode:
Ted: 01279 755 988

CDCIFDSTERS M.Hrv:'r & Brand:

FORD, Marqure Motels:
Tel: 01992 504718
HITCHIN, Mainly Models:
Tol: 01462 42
LETCHWORTH, Model Images:
a4
lovsmh o,—ﬁhnp
Tel 01763 243 270

5T ALBANS, Eﬂlﬂn and San:

STEVENAGE, KS Models:

Tl 01438 740 H16

WELWYN GARDEN CITY, Toys Toys Toys:
Tel: 01707 391 318

ISLE OF MAN
DOLUGLAS, Toymaster:
Tel- 01624 622 154

ISLE OF WIGHT

COWES, Chivertons Newsagents:

Ted: (9H1 292 14

NEWPORT, Battalion:

Ted; 01903 333 222

NEWPORT, Tay & Modebs:

{11901 520 258

RYDE, The Sparts & Mo Shop:

Tol: 01903 Ba2 454

RYDE, Fus, Fact amf Fantasy:
32.

Tal: 01988 617

20, L
C the. Ted
GW CANTERBURY:
I It Bas Laoe. Tel: 0121
GW MAIDSTONE:

7a Pudding Lane; Tel: 0162 267

iewater,
i)

GW BLUEWATER:
T

kS

L]

44 Clabesire Road, Will
Tel: 01233 36RO

ugh, TN24 OFF

nEerv HEATH, Kit Krazy:
L 0208 208 7177

uno.\nnnms Time & Space:

Ted: 01643 A66 00

CHATHAM, Mayres:

el 01834 400 ff1

DOVER, Tumess Models:

Tel: 01304 203 711

FAVERSHAM, Abacus Toys:

Tel: 01745 591 203

GRAVESEND, Steve's Collectables and Models:

Tol: 01474 564 465

GRAVESEND, I1I= Stamp Centritz

Tel: 01474 534 166

msmra The umn, Gablin,

(Games Empo
Tel: 01843 504 104
SEVENCIKS, [H Lorimer:
Tl 01732 452 40
SEVEN: M.mi.lw\:
Tel 01732 4
SITTINGBOURNE, AI Blundell & Son:
Tul: 01795 424 371
TONBRIDGE, Kids Stisfi:
Tal: 01732 353 1k
WOODCHURCH, The Moded Shop:
Teki 01233 Bo0 008

NE Elite Store

NE Partner Store

www.games-workshop.co.uk/storefinder
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of Al Tl 0120 446 2151

ASHTO) lFNDER U’N(', lluhnd-bnul Toys:
Tel 01573422 344

'BL»\CKBUIIN Bll:ne'

si.lt\CKBU N, Mmr& Sams:
Tol: 012
HURN.G\" Allhur Benn:

ol 01 262 i
nun\' Cuw:\'\ 'hwu-ten

chlu:Y A & B Games:
261 K33

i r_!.mm Tays & Nursery World:

CLITHERCHE, (ﬂw!l"'l of Clitheroe Lid:
Tel 01200431

KIRI(H!H RK Boyes:

Tel: 4 G710

LANICAE'IER Lawsom Toymaster:

Te

463 51

uwca\m& Mh—.m Markets:
T 24 F4D 48R

LEIGH, Toymaster:

T 1942 671 116
MORECAMBE, Micro Markets:
Tel: 01524 416 306

CLDHAM, Ottakerst

Tel; 016 543

POULTEN LE FYLDE, Asbas bookstare:
Tel: 01353 851 b

FRESTON, Caetwars Toymastir

ROSSENDALE, umndale Madels:

Tel: 017 il

mnthQN{LEVEL\'s. Toy2save Collectables:
Tel- (125,

N84T 745

I.EEISTBIIIIIIE

set. Telt 0116 2530510
oW LUUGHHWUUE
ggin Street. Tel: 0}

1523 M107

HINCKLEY, Pun:tllnu Model Spatt

Tk 01455 230 552

LINCOLNSHIRE AREA
GW GRIMSBY:

5 Wit St Mary's T
GW LINCOLN:
Linit SUA
Tel
!nFIO\I Madels and Compulnm
B3 T2

GRANTHAM, Access Models:

TE DB 673 116
GRANTHAM, Arbon & W,
Ted: 11564 B35 030
GRANTHAM, Portprince Madels and
Huhbies Lo

Tel, 01476 542 001

LOUTH, Castaline:

Teky 01507 B2 149

MABLETHORPE, Belas Toymaster:

Tedi 1507 473 320

QUADRING, MS Sturgess:

Tol: 1775 121 967

SCUNTHORPE, Shermans Model Shop:
Toli 017248 142 439

SKEGNESS, The Midel Shap:

Toli 111754 763 429

SPALDING, Mason's Models:

Tol: 01775 720 458

LONDON
GW BRENT CROSS:
F49, Lusaer Mall

Unit 24, This Mall, unrr!c\ Tol. (12 s URTT
CARD 4

oW
Limit 33, TI&QM.lIu Tisl: 207 240 5108

415 Gunotin Road, Tel: U208 351 3238
GW HAMMERSMITH:

21 Station Sireet, Tel: 02

i1 2350

ow H.INGE'IDN ON THAMES

13 Fibey l\u.u h A 11208 549

Lnit F

Floise,1

GW RICHMOND:

it el 08 e Kevw Rt
#

G\\" RD“IUHD:
12 Cluurirant Arcasde.

LA Cisen Sttt Harlsguiin Certra:
I"I 2324 5304
BLACKHEATH, 2nd Impressions:
Tel: 0208 8 az

CHINGFORD, Rmk of Landan:
Teel: D204 520 1920

CLAPHAM JUNCI'ION. Taysiop:

DLLWIEH Th: Art Stationers:

?’JNG &nd Sn It Begh:
HLNCHLEV, me Games;
erslll'lzm ;h-ﬁrr Returns:
:l!IINE HILL st wmlm

TEHIEN i, SE24 HUL

Tl 7 TIO 1214

IONDON‘ Jusl Gima.

KulSl.II‘,hlm s.uuler-.
1595 614 840
ILEDON, Elys:
Tel: 0200 526 7191
WOOD GREEN SHOPPING CENTRE, Toy City:

Tel: (1208 81 0770

MANCHESTER AREA

GW MANCHESTER (central):

Linit K35, Marsder: Way South, Arnelale Con
0161 834 pETY

CW THAFFORD CENTRE:

i { e Tel
ECCLES, Amazon Minlatures:
Tolt (61 788 7650
MANCHESTER, Wal!mnms
Tel: 0161 &

MERSEYSIDE .Il“
+ GW LIVERPOO!
136 el
Tel:

Ransleigh.

Shapping Centre,

5T HELEI\S Wal'pmﬂ World:

212 Cooper 01744

SOUTHPORT, Claymare Garaes
s

EAST SHEEN, Play Inside Out:
1OAE Th 2

EAST SHEEN, Pandemonium:

Tol: (1 B TN0 B
ENFIELD, Jennings Stores:
Tul; 0208 BOL g
NORFOLK
GW NORWICH:
2-T4 Exchuinge Street. Tok: 76 Th5E
S5, Toymast
Tel: 01379 641 743
DEREHAM, Starlings Taymaster;
Tel: 01362 ]

EAST DEREHAM, Youngsters World:
Tel: 01708 5k
FAKENHAM, Lou I.mu Tays and Gifts:
Tel: 1320 853 118
conmm Toy King:
493 w4y pap
}IIUII, Srarlmp—hpmu:r

ol 112 3
HU| NIFIINTQN. HMIM Moels:
Teir 01485
KINGS LYNN, Empim
Teli 07553 765 174
KINGS LYNN, Westgate Department Store:
Tel; 01551 740 501
MORTH WALSHAM, Games N Fun:

NDII“ICH 5, Rackheath Industrisl
estate: Tol; 016 621950

NORWICH, Toys Mus, Nurwich airport
industrial estate; 33837 BAY
SHERINGHAM, Starlings-Toymaster:

Tel: (1263 32 368

TAVERHAM, NnmrMndrk Lid:

Linit 2, Tay ntre, MR BHT
Telt 01603 6521

WROXHAM, Point Huuse Toyshop:

Tl D160} 716 B4

NORTHAMPTONSHIRE

* GW NORTHAMPTON;

24-26 Abingson Square. Tel: 01604 H3
CORBY, wm!m l)mmmu Stare:

Tel: 015, i

KETTERING, B.il“emlll:r Games Lid:

il 414 BAD

‘ITIEI'IKNQ Cmﬂ Anpel Cards & Games:
Tl 01596 459 4R

KETTERING Io'pmnlzr Kingdom:

Tel: 015
OLI\IDEL Chmdd Nm

RUSHDEN, Cshorne Sports & Toys:
Tult 617133312 415
wnuusuoaoucu, Software Seller:
O1H3Y 240 16 Y

NORTHUMBERLAND

BERWICK UPON TWEED, Berwick Computer

Games and DVDs:

Tol: 01289 409551

HEXHAM, Fairplay:

Tel: (11434 606 678

HEXHAM, Rabbs anﬁlnml Stare;
Toli 01434 p02 15

MORPETH, TG H.||ll|.

Tell 01670 515 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (central):

34 Frias Lane: Tl 0115 948 051
GW WARHAMMER WORL
Willow Road, Lentan. Tel: (115 916 8410
MANSFIELD, The Games Emparium:

Tel: 01623 G40 (123

NEWARK, Access Mulels:

Teed: G513 J116

SUTTON- IN-,\SHHH.D, Bastion Gaming.
Tral Captte, OiTam Siest

I
M:ll,' -Iml:. Tell nl;ﬂ-t 157168
SUTTON-IN-ASHFIELD, Big Boys 'Url'

Tel: 61623 357 11

WORKSOP, Model Baso;
Tiek: (1905 501 752

ONFORDSHIRE

GW OXFORD:

1A Bush Houge, hawy Inm, Hall St

242 182

ABINGDON, st Toys:

Tel-012 41,

!ANGUR\’ Trh\dn Bros:

i)

!!ti‘i‘[ﬂ(. Dn:nInm.

Tol: 01859323 546

CARTER'ID"I. Ciiles Sports:
42 1

m(rom nnmell. Toymaster:
Talt 01465 241 244
ed Pedaller:

Tedy (11844 260 022

WMI.INGFOKD, Peltits of Wallingford:
Teli 01491 B35 253

WITNEY, Rﬂmlﬂ!li

Teli 01993

* GW SHREWSHLRY:

I Markt Stree VT4 336 2007

TELFORD, Sanda Games:

4 Albon Mace, Donaimgtan, Tel: 01952 676 722
BRIDGENORTH, Hobby Horse:

Tel; 1746 7b6 639

OSWESTRY, Funfayre:

Tel: D181 6740 B8

TELFORD, Qunlln' Knight Games:
Ted: G052 417 74

ilits, Ao Street

BRIDGEWATER, Games Mart:
Teli (1278 433 637
BURNHAM ON SEA, GW Hurley:
Tef: 012700709 281
CHARD, Games Wizard:
Tel: OG0 239 0
CHEDDAR GORGE, Class Crealions Li
Ther Ligipian, BE37 100, Tl: (11534 741
CLEVEDON, || Taymaster:
Tel 01275 341819
FROME, The Ellenbray Pross:
Tel: 01377 463 139
FIIBME Frome Mndel Centref
Teli 01373 4
GLASTONBURY, Mﬂ'l'l'l Toymaster:
Tel D1458 834 54
MINEHEAD, Minchead Tays & Models:
Tol | (11643 705 550
TAUNTON, Krackers:
Telr 01823 335 057
WEI.L& Wells Models:
Ted: G 5261
WESTON SUPER-MARE, Griffins Games:
Tel{ 1934 430 794
WESTON SLIPER-MARE, || Toys:
Teli 01934 418 151
YEOVIL, Yeovll Collectors Centre:
Tel: 01935 433 739
YEOVIL, Witch Engine:
Teli 0193547978

STAFFORDSHIRE

= GW BURTON DN TRENT:

A, Unijon Coutt, Unjon Streed,
Tel: 0128 153 5665

GW STOKE:

37 Stafiore S Tel: 0178 220 5347
COCKERMOUTH, The Tay Shop:
Tel: D1%(H0 425 B5S

LEEK, Chapter 11

Todt 1536 399 BA5

NEWCASTLE UNDER LYME, Sundowner Models:
Te 12 610 606

$‘I'|lFH'JIU, Staffird Gasmes:

il il Cenitrir, Foitegs

5116
Teh 01785
STAFFORD, Too Fat Gobline:

Teli 01784 244 450

STOKE-ON-TRENT, Alsager Toys amd Mol
01270 Bi2 477

STOKE- QN-'RENT Battlezane Games &
Callectables;

Tel; 01762 833 633

TAMWORTH, Geoif's Tays:

Tel: 01530 832 795

UTTOXETER, The Taybos:

Tel D188

* GW IPSWICH:
49 Butternyarkut. Tol: 01473 210011
BEC\:IE. '.rny Bt

5017127

kURYS‘I’ EDMUM]S Madel Junction:
04 751450

BLI!\‘ ST, EDMLINDS, Toymaster Kingdam:

Tef: 01204 761 646

FELIXSTOYWE, Wizards Taxis:

Tpli 01354 275 555

HALESWORTH, Halesworth Toy Shop:

Tel: (119606 574 270

AVERHILL, Baby Conmexion:

Tol 1440 7ol 207

IPf\':‘IIE.‘H1 ﬂ:.h:\r Mndell & Hobhies Lid:

Tel:0

IPSWICH, To;-wudd Ipswich:

Tel: (11473 728 535

LOWESTOFT, T

Tel: 01502 565 684

NEWMARKET, Mouas Tayland:

Teli 01638 663 147

STOWMARKET, D | Collectables:

Ted: 49 771 015

STOWMARKET, Simpson & Sans:

Tel: 07449 612 914

SUDBLRY, cxt‘ C«mpmm,

Ted: 04

SUDBURY, Frﬂmm

Tel: D1767 466 060

SUDBLIRY, Toymaster Kingdom:

ter Kingdam:

SUDBURY, Toy Connexion:

WOODBRIDGE, 'lu‘ﬂr.wm'
Tel: 0171394

ow (LIIIDFHRI)'

Teli (L4 345 1793

Teary Conrt. Tel: 0148 377 1675
CAMBERLEY, Marnlngstar:

& Beitephuin Way, Tel: 01270 685 160
COULSDEN, Taybors Toys and Sparts:
Tl (200 6 00710

CRANLEIGH, Davkd Mann:

Ted! 01443 273 777

DORKING, Darking Maodels:

Tel: D106 B8] 747

EPSOM, Critakers:

Tefi 01372 742 537

EPSOM, Treehouse Tays:

Tel: 01932 25

FARNHAM, Darkstar:

Tl 1252 420 324

ONXTED, JH Lorimer Li:

Tel: D208 636 (425

PLIBLEY, [H Losimer Lid:

Tel: D181 660 9714

REDHILL, Gamers Guild:

Tal: (11737 783 129

REIGATE, The Tay Shap:

Tel: (1737 245 300

WALTON ON THAMES, Treshouse Tays:
Tel: 01932251 272

SUSSEX AREA
GW BRIGHTON:
Uit 7, Ml Pay
GW CRAWLEY:
17 Hrosdway. Tel: 0129 355 2072

GW EASTROURNE;

13 Tormimis Road Tel) 0132 264 1423
BOGNOR REGIS, Trains Models and Hobbies:
Tel: 07243 Bhig 727

BURGESS HILL, l.d'k Stuii:

Tl (444
CHICHESTER, {'hl:hemr Tays:

Tl 01243 788 055

EAST GRINSTEAD, Ready To Hun Modeks
Tel: 01342 300917

HAYWARDS HEATH, 4JRIN Lid:

Tedl: 0444 455 543

HORSHAM, Gentle Gallery:

Tel: 01303 250 507

HORSHAM, Ottakers;

Telz 014468 360 (it

SEAFORD, By Kids Toy Shop:

Tell D1323 69 [y

SOUTHWICK, The Dn,p.u Tears:

51 Highdow

s Dot 127 3H) 1333

WORTHINS
Tal: 05903

* GW NEWCASTLE [Central)

‘\rl e -|ll‘al thy

Tal: 019} 461 0950
MNEWCASTLE, I'rml’l:lu Lidz

Telm191 232 5

NORTH SHIEDQ, SR Gladston & San:

Ty 0151 04

SUNDERLAND, Inpllm-

Ted: 01935 102 105

WHITLEY BAY, T&G Allan:

Ted: (1112 537 564

WARWICKSHIRE
GW COVENTRY:
Uit 39, Lippor L, Cathetleal s Shappting
Cerre. Tel 11

GW LEAMINGTON SP

¥ Repgent Séreol Tol- THC

BEDWORTH, Railway & Modellers Junction:
Tol: 02476 316 285

KENILWORTH, Abacraft Arts & Pletisres:

Tal: 01926517 204

LEAMINGTON SPA, Trinders Tay Tawn Lid:
Tel: 019246 470 501

NUNEATON, Suneaton Bookshap:

Tel: 02476, 342 OO0

RUGBY, Jolo Railways & Models:

Tel: 01768 363 372
STRATFORD-UPON-AVON, 3 Windsor Place:
Tel: 01784 295 B50

GW SALISBURY)
18 Winches:
GW SWINDON:

50 Flegt Steet, Tel: 0179 343 6036
CALME, 5PS Stationary:

Tel: 01145 817560

DEVIZES, Hopgosaurus Taymaster;
Tl 01380 723 841
MALMESHLIRY, 5PS Stationary;

{ D1iBE B24 440
MARLBORDUGH, H Duck:

Tel: 01672 512 170

MELKSHAM, The Tayshop:

Tul 07225 768 415

SWINDON, Spot On Modeti:

Teli 01793 322 (96
TROWERIDGE, The Toy Shop:

tali 7H8 415

ent. Tol: 0172 253 0955

* QW WUIEEI'EI:

thedtal Phaza.

Dwﬂ\\"ﬂtﬂ, Look-rie Lid T/A Toyworld:
Tedt 01905 272 408

EVESHAM, !allle Honnurs LUK:

Tel: 0138 64
STOURPORT DN SEVERM, TF Activity Toys:
Ted: 61294 072 Ba0

YORKSHIRE

GW BRADFORD;

4 Viccadilly, Bradined, Tel 0137 471 9430

GW DONCASTER:

Unit 10, The Colonnades, Tel: 0130 243 0535
ARROCATE:

0142 1564410

‘HIIEI_

48 J54 4570

Road. 13 242 0a34
G\‘\ lf£ﬂ$ TWHHE I‘OSK
0, White Rose Cenére, Teb D113 272
GW SHEFFIELD (centrall:
18 Flizwiilisen Clate: Tol: (1142
GV SHEFFIELD (MEADDWHALL CENTRE):
Linit 918, High Sreet. Upper Mall (nest
enrancs near Bootsl. Tel 0114 355 9116
* GW WAKEFIELD:
96 Kirkgate, the Ridings Contre. Teb
a4

IIIDI.INGI'DN. Croppers:

Teh; 01263 677 737

HALIFAX, Halifax Modellen Warkd:

Tl 011423 3401

HALIFAX, Mapxlne Warld;

Tol: 01422 330 547

HUDDERSFIELD, Ganves Emporium:

Tel: pldl4 510 B3a

HUDDERSFIELD, Something Wicked:

Tel: 01444 559 126

HULL, Maylair Toymaster:

Tel: 01482 862 77

KEIGHLEY, Conways Toymasters
604 (45

Royal Armouries Masaims
Tel: 07432 201 999

NORTHALLERTOMN, T & FM Grover Lid:
Tel: 016R0% 773 334
OTLEY, Conways Toymaster:
Tel: 01943 A2 165
PICKERING, l‘uﬂend’ Pickering:
Tel: 01751 47, rd
POCKLINGTON, Chylds Play:
Tl 01254 306 041
OUGH, Maison Militaire:
Tel: 01723 362 257
SCARBOROUGH, Space, Mylh and Magict
Tel: D456 447 113
SELHY, AT Sports and Toys:
Ted: 013 05 115
SHEFFIELD, Wargames Emparium:
Tedi 01143 754 826

WAX.EFIEI.I), MMM and Crafl Centre:
24 37.

mnrm' pnlm -lmd!lmn Taymaster:
Tell 01947 602 213

WHITRY, Models and Mavie Props Lid:
Tel: 01947 603 113

45 Princ
CARDIGAN, Helm's d
Reoyal Bieildlimgs Prioey Sirvet, Tel: 01230 612 (080
AHERGAVENNY, Richards of Abergavenny:
Tl 01873 852 466
ADERYSTWYTH, Albatross:
Teds 01970 417 836
SANCHORY, BanchoryToy & G shap:
ol 1330 A6

0179 244 3864

N ers:
Todi 01248 471 457
BRECON, | Clark Toys & Gifts:
Telt 010674 622 D5
BRIDGEND, Joust for Fun:
Tel; OF: Th7 HE
CARMARTHEN, Gnm‘l News:
Tek: D1267 I

CARMARTHE!
Teli 01267 237 77
CHEPSTOW, Artists Camer;
Tl 07291 G2
DYFED, Clarice Toys:

Tol: 01834 643 243

CGWYNEDD, LT Lefsure:

07341 287 402

LLANELLI, AM Frost:

Tel: 01554 777 277

LLANDRINDOD WELLS, Corven Arts:
Tel: GO 663 M

LLANDUDNO, Dils Toymaster:

Tel: 01978 750 451

LLANTWIT MAJOR, Rainbow Plaza:
Tely Ot a4 754 18

MILFORD HAVEN, Foster Powell Lid:
Tl 1546 697 111

NEWPORT, Battle On:

Teli 01983 533
PORTHCAWL, Game It
Tekr (INGSH 708 428
PEMBROKE, Dfagm Alley:

Tek: 01640

RHYL inat Mndds & Toys:

Tol) 01745 131564

SWANSEA, Comix Shuppe:

Tel: (11792 642 007

SWANSE& ‘West Coast Games
Stroot Ansde, SAT TLE

48 007

WREXHAM, Beite lijeas:

Tel: DT97H 758 451

SCOTLAND

* GW ADERDEEN:
Lnit 1, 12:14 Uppe:
Tel: 0122 46 9773
GW AYR

10 Arran Mall. Tel: 0129 251
GV BRAEHEAL;
115 Brachead Shoppin

4 845 9440

irkgain.

Centne, Kings Inch Fost

* GW DUMFRIES:

Street. Tel: 0138 2.
GW ECHNBLIRGH:

136 High Steeet. Tel: 0131 220 (540
GW FALKINK:

B1 Unkon Stret.
ANGLIS, Gardiners
Toli 01356 (22 265
HANCHORY, Toy and Gidt Shop:

120 WHITE DWARF FRONTLINE

UK Elite Store
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Tol: 0017.46) 42,
CRIEFF, Pinetree Hobbycrafts:
Tul: (1764 631 705
DINGWALL, Sparts and Madel Shap:
Tul: 03445 B 146
DUNFERMLINE, Mﬂu'v Maosiels:

Tl O] 3 1

EAST KILBRIDE, DIS Muosdeds:

Telz 011355 238 980

EDINBURGH, Marionville Models:
Tal: 01313 177 0

ELGIN, Junner’s Toymaster:

Tk 0143 542492
FRASERIURGH, Steven’s Tuymas
Tol; 01350722059

FIFE (CLPAR), l‘hc N“appy Pin:
Tel: 01334 &

Teki 01241 872

FORT WILLIAM, The Granite House;

Ted: 01397 705651

GALASHIELS, Books Plus:

Teli 01045 752 643

CLASGOW, Static Gamest

Teli 01412 265 414

HADDINGTON, Cycle Services:

Tosh, 001 A 42 i)

INVERNESS, Junners Taymaster:

Tel: 01463 233 234

ISLE OF LEWIS, A O MacDonald and Son:

Tool: (31 7005

KILMARNCC H ‘I'uyl'

Toil: (1] 563 520 2

KINROSS, The Hu;lr Chest:
51

Tel 01577 M
KIRKCALDY, The Hope Chest:
Talt (15592 260 11

WORTH BERWICK, Laws Cycles:
Tel: 01430 BO0 643

ORKNEY, Md:muﬂ -Taymaster:
Tl 0156
PAISLEY , FIMI!, Mndll Centre:
Telt |I|-'I=|'| Y4 22

PERTH, T4 Toys:
Tk 11736 635 430

PETERHEAD, Gearge Donald Lid:
Tell D177 474 73

SHETLAND, Harrys Depl Store:
Tol 01595 693 097

BT

Abagus;
d -\n.ldr FKB TAX,

STIRLING, Dn' I ﬂYonr Letsure:
Tolt 01716 826,975

THURSG, tlwrnm.

Ba7 B9 ha

TURRIFF, E Rae and Son:

Tel: O1E88 562 610

NORTHERN IRELAND
GW BELFAST:
JOA Castle Coont [
Vel; D284 253684
BALLYMENA, Camerons:
27 Fmuighshare 5 Co Antrim,
Tel! D482 554 B4
BANBRIDGE, David Rogers:
7 Briclge 5. Co Diswit
BANGOR, Replay Games:
High 5, Co Down, Ted: IlL"l 145 2210
HANGOR, Stewart Miller &
01 Maln S, Co oy, Tok; n Hh 127 0101
COLERAINE, Moares:
7411 Chumch St Co Derry, Tel: 0116 544 44
CRUMLIN, Lilliput Construction Co:
492 Bramble Wiod, Co Antrim
L\IP«LH({LLEN Maodellers Carmer:

22 Darlirg 51, Tol; D486 B2 2367
l-ISIlUlN, Waorld of Wander:
Hivers=le Centre; Tel: 0484 266 9995
OMAGH, Whiles Toymaster:
A7 Boidge St Tel: 0662 242 427
PORTADOWN, D |effers:
St Tel: D‘lHJ 335 by

pwarts baek of the Central

GW BLANCHARDSTOWN:

Linit 249, Blanchardsiown Shoppmg Centre,
DPublin, Telr (035 318 233 B&8

GW DUBLIN:
Linit 3, Lonyer Lifiy
Tel:
ATHLONE, Toy Citys

ME Centrid, Co Weamaath, Tol! 090 #47 5151
BALLINA, World of Wander:
Dillon Terece, Co Maya, Tel: 006
BLACKPOOL, Warkl of Wond

23 Notthpoint Bus Pk, Cork, Tel: 0214 210445
BRAY, ER Harrls & Sons:

Co Wicklow, Tel: 012 B67 945

CARRICK DN SHANNON, Mulvey's:

Main Streot, Leitripy, Tel: (1 VR
CASTLERAR, McDermat!
Ciy My, Tk 096 76676
CORK, Art and Hobhy Shop:
Diaighas She entre, Col Coek,
Teb: 021 436
CORK, Art and Hobly Shop:
ptre, Co Cork,

L]

;

Tok: 021 434 72

CORK, Noddy's Taymaster:

1314 Commarket 5L Co Cork,
Other Real

-1..4,.1 v, Coek City,

1021 437 9508

CORK, Warld rlfWrmdl:r

Co Cork, Teli 021 4210445

CLONAKILTY, Coughlan Educational Supplies:
11 Rassp 8, Co Cork, Tedi 023 33068
CLONMEL, Hopan's Taymaster;

11 Pamell 5t Co Tipperary, Tel: t52
CLONTARF, Furlongs:

4 Vemun Averwe, Duiblm, Tol- 01 853 0395
DUBLIN, Banka T

48 Mary 5L, Tel; 01 872 7100

DUN LAGGHAIRE, Banba Toymaster:

Dhan Langhine Shigpirg Centrer. Cer Bublin,
Tel:012 804011

DUNDALK, Pick n Sa

Long Walk 5Centre, Cll Lowth, Tel: (42932 7356
DUNGARVEN, Murphy’s Toy and Cycle
Specialists:

5 Main 51, Co Waterford, Ted! 058 41376

ENNIS, Warkd of Woader:

Woodgay Car Pari, Co Clase, Tel: 065 84 8697
ENNIS, Banba Toymaster:

Cléaswater SCentre, Dubiin Tel; 07 864 3910
GALWAY, Games Realm:

8A The Corn Seore, Co Galway, Tidi 091 563 006

2973

Maglez
SCente. Co Galway,
313

GﬁLWA\‘ Model World:

A Pirth, Taum

ENNY, Michael Crotty's:

it St Co Kilkenny, Tet: 096 51038
KILLORGLIN, O'Sheas:
Lower Bridge 51, Kerry, Tel; &
LIMERICK, Hollywoad Empire:
30 Thisruis St Co Linwe
LIMERICK, O Callaghars:

Dyick Rel, Co Limerick, Teli 061 225 086
UIMERICY, The Gathering;

&t Co Limerick

arh 1814

L, Tel- 4t 313477

Charch 82, Co Glalw
LOUGHREA, Mary's Toyma
2 Mako Sk, Co Cork, Tel: 026 42451
LOUGHREA, Marphy's World of
115, Main 51, Co Cork, Tel
NENAGH, JK
25 Pearse 5t Co Tippetaty, Tel: 067 11381
NEWBRIDGE, World of Waonder:
Nwheidye Retail Park, Kildam

SLIGOD, WA ansd AF Woods:

G gy, Tel: 071 914 202 170 478
STILLORGAN, Nimble Fingers:

G Dubin, Telr 012 B0 FRI

TRALEE, A Caball and son:

412 Hridye Street, Co Keiry,

al) 066 F12 T84T

TULLAMORE, Robbins:

William 52, Co Oftaly, Teli 0506 21541
WATERFORD, The Hobby Shoj
18 The Chuay, Co Watksford, Te
WESTPORT, World of Wander:
Bricge St, Cio Mayo, Tel! (18 35737
THURLES, Toymaster:

Friar5t, Co Tipperary, Tel: Db 51320
TIPPERARY, Hopan's Ti

i1 Pamed] St o Tipperary, Tl
TIPPERARY, Whelan's:

Bid-65 Main Streel, Co Tigherary, Tel: 2
WATERFORD, Fitzmaurice Toymaster:
Tel: 051 K76 S
WEXFORD, Play & Learn:
B Safekar St Co Wasford,
WICKLOW, Hopkins:

Main Sireot. Co Wickbow, Tel: 0404 672045

INTERNATIONAL
ACCOUNTS

51§52 227

il: 053 23148

BELGIUM
BRLUIGGE, Fair Mlay
Spodrwegstrait 162, B200,

Teel: (1] 030 51 83
M\ISCHOI Conect'r
Gasthudsstraat 47, 1200, Tol: 0032 [0V 6 56 AR 30
ANTWH!I‘EH. Celtic Cross.
G, 200

Sant-GiHisaras)

Tul; D032 i

HASSELT, D-5ix

Kuringersteenweg 4345,

Tol: D032 (0111 3253

LECPOLDSBURG, NV

arschali-Fochsmaal 20,3970,

200711 39 30 4

LELIVEN, The Dice Pool

Parigsstraat, 44, 3000, Tek: D03 (16 29 4554

MECHELEN, De Spelfanaat

‘ermarks 3, 2600, Tel:

DOSTENDE, King Arthair

Aritssurelamstraat hiﬂ B0

Ted: 0032 {0159 51 57 56

AALST, Hermelijn

Molersteaat S, 9300, Tel. 43200153 41 46 66

AALST, Intertoys Aalst

Lange Zusitstraal 163, 9300,

Tel: +32 (53} 730143

ANTWERFEN, Red Dragon Games

St Kabelimevest 35, 2000,

Teels OGI32 (093 231 71 &1

BLANKENBERGE, De Speelhock

Langestraat 41, BIT0, Teli D032 W50 41 49 23

BRUGGE, Modelbouwcenter West-¥iaanderen

Langestraal 163, 2000, Tel: D032 (0450 34 20 71

BRUSSEL, lmmm Laken
104 rydden, 10201,

{015 34 54 U7

BARUSSEL Intertoys Amderiechl
5 Dupluisk n ||J 1070,

Tel: D032
DEURNE, The Gamestore

Hisschoppenhottann 7412100

Tel. 431 3 325 5535

GENT, Intertoys Gent

Yolderstraar 17, 000, Tel; 0032 1019 214 42 85
GENT, Minlatuurauto’s Eeckhout

Hairgasraal 07, D000 Tl 0032 [0/ 22417 90
GENT, Lood &Spelen

Hurgstraat 43, 2000, Tel: DOIT 9 224 47 34
GENT, Red Dragon Games Gent

Orurpoitstruat 116, H000

HALLE, Mishra's Playgrounid

Ninondsesteermwey 104, 1500,

Ted: (0132 D02 361 58 53

HALLE, Top 1 Tays Halle

Basiliskstraat B6, 1500, Ted: D032 (T 356 14 03
HASSELT, Oberonn

Kempische Sheenyweg 37, 3500,

Tel- D032 11351 358

IXELLES, Intertoys luelles

10k Chraussise o Teedles, 1050,

Tek: (X132 (042514 17 03

KORTRIK, Albon

Dooriiksestiaal 52, B500, Tel: « 12 (50152 41 07
KORTRIK, De Concorde

Brugsestrast 40, 8500, Tel! DDIT 10456 37 05 65
MERKSEM, Game Garden, Th
Bredabasn 376, 2170, Tel; 00
NEERPELT, 1* Spellenhuis
Falxiekstzaat 10 1910, Tel; D032
DOSTENDE, Timms
Viaanderenstraat 1, 8400,

Tel: D032 9 H0 40 K3

i3 b66 37 73

1174 4979

ovmm Interiors Oveipe
4r J0rML,

151/20 82 30

5T MIKLAAS, HI}
Ankerytras 9100, Ted
TOURNAL Intertoys Tournai
19 R Royale, 7500, Tel: 0032

BULGARIA

SOFIA, Magic Waorlds
1000, Slaveikoy s 9
SOFIA, Moria

1303, Sresra Gra Sir.133

CROATIA
CAKOVEC, Hama centar
Roban ke “Medimaka®

USIIIIG Land aFMa'er
\ C

'IrI
OSIJEX, Zelda,

Trt A Starcevica
RIJEKA, Game Master
Krizapmiceva Ic

SLAVONSKI BROD, Lesic
SirossnayIGY 7
VARAZDIN, Land of Magic:
Kaciceva 5, 420¢
ZAGREB, Land of Magic
10000, Frankogansks
TAGREH, Lund of Magic
10000, Radi 11, DOXNET4%,

CZECH REPUBLIC
BRND-ABOVRESKY, Cermy
Chladhirva 3, Tedt 00420 605334082
CESKE BUDEJOVICE, Chaotit
Zacharyasmwia 3, Tel: 0047 02489158

HRADEC llﬁ[o\"ﬂ ‘Knihkupectvi Valhalla

Litcu 1657, Till 0043 49552009

LIBEREC, Ogri Doy

Silkova 23671 Evl' . 51 33h
PRAHA, Cemy Rytir

Za Posieskonr ou 1, Tel: 00420 12361

FRAHA, Ogri Doupe

lkulandska 4123, Tolr 004261 2
VSETIN, Atlantis
Prikea 42, Tel: 00

LETE.18]

TE41 60

GW KBBENHAYN

hospashe 5Kl
AARMLS €, Dragans Laj
Sci. Knisls Toev 1, 8000, Tel: 8619 0063

SLAGELSE, Fanatic Sl
Skowsagade
lj!lllll: mhcrm

HJIIEI{-JD Hobby & lm
Hastrupvej 4,
EBBEENHAVN NV, Arena Kobenhavn

Rentenuesterye] 8, 2400, Tol- 1433 5710

RODOVRE, Mr Games

Aalborg
V.5, 000, Tel 9811 6611
AALBORG 5V, BO Bager Aalborg
Alhorg 5t Centes 108, 9200, Tel: 9079 1545

A-\LBOIC, L] (‘.amu

Hobrovej W200, Tel: G415 T
AALBORG, Guns n' Games

Danmfarksgade 45, 9000, Tel: 9817 4280
AARS, Ting oy sager
Sondergade &, 9600, Tel: 9862 4!

AABENRA, Legekaeden Aabenrd
Stomegade 17, K200, Tol; 7462 24035
ALBERTSLUND, flog & idé Albertslund
Stationvnreet 2, 2620, Tel: 4364 8677
ALLEREID, Hog & i Allernd

M0 marsersee B, J450; Tel: 4817 2770
AARHLIS C. EB Games

M.P. Hrisun's Gade 25 8000, Tei: 8748 6060
AARHLUS C, EB Games

Frideriksgade 26, 4000, Tel: 5747 6983

AARHUS C, Goldin Gate
. BOO, Ted BT 4311

ot
100, Tek; 8612 0062
.\AilHl.ﬁ C, EB Games
51, 8000, Tel. (413 1766
ASNJES, !og& Tde Asnars
Asnies Centret 2, 0, Ted: 5965 D014
BALLFRUP, ER Games
Nesiap Conter 1, 2754, Tel: 4457 4422
BJERRINGBRO, Bog & Idé Bferringhio

exade 4, BA3G, Tol: BG6E 1077
DRONSHOI, Charlottes Leget]
Fresferphasunedsen| 148, 2700, Ted: 3860 1624
CHARLOTTENLUND, Burg & Idét Charlatteniund
Jwgotshorg Al 5, 2420, Tel} 3964 38401

EBELTOFT, Ebeltoft del
Adel; 40, 8400, Tel: A434 I044
ESBIERG, BO Hager Esis

per Eshijery

Keigensgate 33, 6700, Tel 7512 H::
ESPERG/ERDE, BO Bager

Espe u,.wh- Cenirit, Vestor Ton-2, tru.u Tel

4913 194

FAKSE, Bng & |dé Fakse
Torvegade 14, 440, Tel; 5671 3013
FARLIM, Bog & idé Farum
Fartsms Hybiry bed, 3520, Telr 4493 1235
FREDERICIA, Bog & idé Fredericia
Cothersgade 37, 7000, Tel] 7
FREDERIKSBERG, E8 Games
Fafkoner Allo 46, 20040, Te!

1536 99

Godihilsve; 36, 2000, Tel; 3819 702
o & idé Frederiksh
Sandergacie 4, 9500, el 9843 2584

FREDERIKSHAVM, Roses Boghandel
Smdergail SN, Ted: 9842 1454

Jerntianegade 31, 36 pl: 4736 195
FREDERIKSVERK, Hoblby & Legets|
Noregade 34, 3300, Tel; 4772 1643
FREDDERKSSDO0, Fm‘lnIh;wnd Boger & Papic
Osteggade 1, 4600,
GILLELEJE, Lillys Lml |
Vestohmpade 9, 3250, Tel: 4330 3000
GRENA, Bog & idé Grend
Tarved 5, A BG3I2 1933
GREVE, BO Buger Hundige
Haitwige Storcenter, 267, Tol: 4390 6001
HADERSLEV, Lugekaden Haderslev
Naeregace 20, 6100, Tel: 7453 D385
HADSTEN. Masguita Cykel Center

Kitkrberj 1, 8370, Ted: 3654 D839
HADSUND, Lorentz Nielsen Bay & idé
Storegarde 14, 9560,
HEI!INGE. Schwarle Bog & klé

3 3, Tel: 4479 4001

HELSINGE, Teaterbizen
Fedevikabargeey 10, 3200, T
HELSINGER, B Bager Helsingor

Stzrups P
HERLEY, Bog & idé Herev
Herles Bymiclre, 2730, Tel: 4454 0
HERNING, BO Boger Herning
hgachs b, 7400, Tel: 1712 0747
HERNING, Buddy x.rmr

, Mt

Games
7B, 7400, Tel: 9716 4600

Dl Plads
HERNING, Farges Kalder
Smalbogarie 12,7400, Tel: 5301 1197
HILLER®D, L

Slotsgade 27, 3400, Tel: 3814 615]
HIBERING, Bog & ité Hjurring
Strmmgatie 1, 9800, Tel: 9092 9998
HIBRRING, Rowsels B

P Narkgaers plads 4, 9400, Tl B892 1744

HOLBEK, Geppols legetoj

Smclelunchgade 23 ECAI00, Tok: St44 | BHA
HOLBAEK, Storkielt Bog & idé

Ahbgade ¥1, 4300, Tel: 5943 0074

HOLTE, Legetojsbutiiken

Hole maitpundd 23, 1. 2840, Telr 4546 1712
HORNSLET, ABC centret

Shebevangon 5533, Tol: B699 5031
HORSENS, Bog & ié Horseos

Sanlergacie 30, B70O, Tel: 7561 1711
HORSENS,

Haorsens
Hospalszade 15, 8700, Tel: 7561 6017
HERSHOLM, GAD Harsholm
Hovidgaden 55 €, 2970, Tel
HUMLEEEK, Rodes
Tomenve 4. 3050, Tel: 4314 1220
KALUNDBORG, Koch's Beger & Papir
Koerdiliaslie 0, 4400, Tel: 5951 D054
KIELLERUP, Ide & Habby
Soncegade 12 8520, Tel: THE8 1330
KEBENHAVN 5, EB Games
Rebethapagade 3, 2300, Tel: 329 7552
KOBENHAVN K, E8 Games
Katlwebond Brygge 5%, 1360, Tel; 1312
KOBENHAVN K, EB Games
Nyyatie 3, 110, Telr 1332 0248
KEIBENHAVN N, Steenberzs Bog & idé
Norrehrogaik 163, 2200, Tel: 3585 5277
KE@BENHAVN K, Fantask
Skt Predersiradie 15, 1453, Ted| 2393 0530
KOBENHAVN K, Bog & kdé Fisketorvet
Fiskutoregt 33, 1560, Tal- 4345 0700
KOBENHAVN 5, Bog & idé Amager
Amager Certret 103, 2300, Tel: 3254 1666
KOGE, Koge Bog & Papirhandel
Peorregade 12, 4600 Trl: 5665 00
KOLDING, EB Games
Skovvanpen-42, GO0, Tek
KOLDING, Good Games
Lisinche 13, 6000, Tal: 75
LEMVIG, L Lemviy
Torvet 13, 7020, Tel- 9782 1511
LYNGRY, BO Bager Lynghy
Lynghiy Slorermer 54, 3604, Tol: 4587 0445
!.\'N('.B'I’ EB Gai
Lejesmill 2750, 2806, Tal; 4587 0505
MARIBO, Legekaden Maribo
Osturgade 3, 4930, Tel: 5478
NASTVED, Georg Christensen Bng & idé
Aoty 10, 47000, Tel: 5572 202
NASTVED, Holsted Boy & idé
Nosived Storoanser 16; 4700, Tel: 5571 4241
NASTVED, Langes Bng &ide
Torvustioede 3, 4706, T
NAKSKOV, Tusind fing
Sanelergarie 13, 4300, Tel: 3492 2697
NYKOBING F, Rog & Idé Nykabing F F.
|esribanegaeln 0, 4800, Tel. 5585 237

#6 D408

NYKQBING §), Bog & -1! NMum 5.
Algade 32, 4500, T
NYK@BING F, Hundehuset

Jombanegato 33 4800, Tel: 5450 Db46
ODDER, Legekaeden Odder

Rawent Clace 32, BI0H, Tel:
ODENSE C, EI Games
Kringensgacht 43, SO0, Tol: f
DDENSE T, BO Bager Odense C
Yostergade 59-61, 5000, Tel: 6611 4043
ODENSE 50, BO Boger Rosengirdsceniret
Rosenpirdscentret 31 Gul Glgade,
Tel: sl 5 0920

ODENSE 50, El Games
Dxbakye) 75, 5220, Tol 6395 0070
RANDERS, Bog & idé Randers
Hradregade &, 1900, Tol: B33 (10
RANDERS, Byrge Sirensen Hobby
Ridhissinret 4, 8000, Tel: 8542 5014
RANDERS, Randers Hobby Import
Adelgadi 13, B900, T 433929
RINGE, Fjords Bog & klé
Kirkepladsen 2, 5750, Tol: 6262 1135
RINGKOBING, Buddy Legeta)
Alpaidy 4, H950, Tel: 9732 0806

M54 4271

RINGSTED, Buddy Legeta]
Narrgade 15, 4100, Tel: 5767 1450
RISSKOV, Bog & idé Vejlby-Risskoy

Ve
Tel: 8621 5
RODOVRE, B, 0, Bager Rodovre

Risdovre Centrum 116, 2610, 'h.l IG4T 0485
REDOVRE, EB Games

Ravtbore Cenfruny 66, 2610, Tel: 3672 1207
EENNE. Daribi's Hol

Lill 14, 3700 Tek: 3695 9449

REINNE, William Dam Bog & idé

2 smark 36 3700, Tel: 5695 0167

Fserborgva) 5. 8240,

ROSKILDE, EB Games

Statrceniitel 2, 4000, 46371516
ROSKILDE, Flensbarg Bog & idi
Stengerivived 4, 4000, Tel: 3635 0000

aDSKILDE Bmlvd

SILKEBORG, Bog & i
Vesdprgache 3133, 84
SILKEBORG, M Hobby & Fn i
Borge 3 1 5
SILKEBORG, Gunrone
Frooriksbor 1, BG00, Ted: 0045 1761 1112
SKAGEN, Legekaden §
Sct, Laurentifir 40, 9990, Tel: 1844 5465
SKANDEREORG, Schenidt Bog & idé
Adelpade 818661, Tel: Bh3D 0027
SKIBBY, Bog & idé Skibby
Bymilben 2, 0, Tel: 4751 2502
SKIVE el
Nowregade 15, TH00, Tel: 9251
SL»\sr:Lsr Bog & ié Shpbe
iy 3 by ]

SC.AGELSE. EB Gamas
Vestsjellasidscentnit 4, 4200, Tel
SLAGELSE, Uldtatien
Nygade 24300, Tel: 5853 5045
SOREY, kaeden Soro
Holberg arkaden 11, 4180, Tel: 5783 3703
munsuuolc, Hogeentret

27, B400, Tal: 7442 4071
SONDERBORG, Sal& Hf Slndubuﬂl
Purlegade 15, 2
ST HEDDINGE, thbmld
Urjritofieve] 19, Lojrofie, 4560, Tel: 3650 810
STENLOSE, BB Games
SienlGbe Center, M0, Tel, 47
STENL@SE, Legekaden Stenlose
Stenleigiz conrit 48, 2660, Tel
STRUER, Hanne Madsen Bog & idé
Dsieriadde 14, 7600, Tok 971
SVENDBORG, B.O.
Gieritsjpacie 28,
SVENDBORG, Farve & Hubiby Hisrmet
Klosterplads 7, 5700, Tal 6221 1131

ol 5852 H015

TASTRUP, EB Games
City 2 Puth, 381 Cary 2 Butlk, 341
Fel- 4395 7345

TASTRUF, Genbrupsbiger

15 95, 2630, Tel: 4371 6115
THISTED, Bag & kié Thisted
Vestongade 14, 7700, Tel
'IHIS'IED Buddy Lege!
Vostergatie 4, 7700, rnl '7"?1 L}
TEANDER, Jefsen Bog & idé
Stotigale 3, 0270, 7472 2341
TORSHAVN, F/F Thomas Dam Wholesabe
Huoks 2148, Fam klands. Tel: 298311400
\l'ul‘lDL Hop, & idé Varde

G800, Tel: 7522 (040

Vmﬂii Bog & ldé Verlose
Ryrrrdton 45 <47, 350K Tolis 238 311400
VEDBEK, Bog & idé Tromd
Trisn o, Troviaghej 70, 29540, Tol: 4585 1328
VEILE, 8.0, Boger Vejle
cenires 10, Sandergade 34.26, 7100,
30544
VIBORG, Batibe Bunker
lerntranzade 14, 000, Tol; §160 1740
VIBORG, L, K, Bog & i
Ser, Mathids Matiord 202, 8800, Tol: 6l
VIBORG, Schous an & iﬂ

92 (1199

MDINCBURG l.rgt

Migade 63, Te A D43
STANLEY, Falkland Collectables

The General Store, Tel: 00500 21174
FINLAND

GW HELSINK]

9, DD100, Tel: DO35H 975 154 525
maslapelit Helsinkh
hotid 4, (0100, Teol: <3589 6508031

HELSIN

dit
110, Tel: 4358 3

‘elimesta
atu 1, 0230, Tel 4350 9 813328

uuurpei‘ it Joerun
K \.mpAJm 32, B0100; 4358 13 284
I¥VASKYLA, Fantasi fpviiskyld
uppalaty 3, H0100; Teb 2356 1
OuL, Oulu
Keeulubaei-28, 90800, Tel: =35848 374906
TAMPERE, Fantasiapelit Tampere
Rongankatii5, 33100, Tal; +3510 1 22
TURKU, Fantasia Turim
liopiseokis 334, 20006, Tel: =358 3
KUOPIO, F: Kuopha
Myllykatu 5, #0110, Tel: +350 17 303
FORSSA, Fun Stufi & Cards
Fhimeerstie 7 Torikeskus, 10101, Te
34350565
HANKOD, Hobby Jobi
NMuorikabu 10, 10904, Tel
HEINOLA, Tabousmuoni ja el
Kauppakii 149, 16100, Tel:
HELSINKI, Fantasiapelit Varasto
PL 129, 00531 HKIL +350 9 77322
H\"\"INI(.U\, Im—p] 1:;1

Valitie 1, 42100, Tel
JARVENPAL, Mnm m—-
Helsimjtinthe 13, 04500, Te
KAJAAN, Leppikerttu
Kauppakaty 34,
KERAVA, Antikvariaatsi Kera

TL 33, Torikats 1 04200, Seb < SN SR
KARHULA, Eagle Card

Ereldinen Karjalans
214230
KOUVOLA. Mumhll-

Valtakstu 3. 4510 T 5 vy

Kaupp.

NE Elite Store

NE Partner Store
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MAARIEHAMN, Dillen

Torgatan 7. 21100, 4156 18 15578
MIKKEL, M,

rnu,;ul-nnmu A1, 50100,

Til; 338 15 307611

NUMMELA, lmn Feli &Lehti
Tuusandie 1, 3100, +158'9 2226041
PORI, Porin Pitkis

HerttuanTori 2 Krs, 28100, Tol: 4350 2 633 2680
PORVOO, Askarteluaitta/Hobbyboden
Mannesheiminkaty 10, 06100,

Telr 4358 19 5243775
RAAHE, Razhen Astarielu i Faperi
Lahdearventie 32, 17130

RAUMA, Wanhan Rauman POP-peli
Noftamonkatu 14, 26100, Tol: 4358 2 1233840
ROVANIEMI, Lilgacenter Jissl
Rorvalatu 28, 96200, Tel +358 16 3564
SALO, Salon Harraste

Vilbankatiy 21, 14240, Tel: + 158 16 1560545

Olavinkag 51, 57100, Tel: «358 13 534412
SEINAJOKI, Fantasialinna

Vapoudentie 51, 60100, Tel: +138 465616338
SEINAJOKI, Pitkikiekko

Verkatehaaan katu 4, 60100, Tel-+358 & 4177880
TAMPERE, Gamelife

Rastatienkati, 33100, Tel: 4356 3 212
TAMPERE; Info Koskikeskus
Koskikeshiis, Iokera 28, 33100,

Tel; +158 3 2351850

VAASA, N

Rauharkaty 19, 65100, Tel: $358 & 3127
VALKEAKOSKI, Valkeakekenkirja
Kauprpakatu 3, 37600

244

ATHENS, Fantasy Shop: Peristeri
Thamistnklecas 53 & Theokniow,
Tel: DOA0 210 5774344
ATHENS, Aclion Hobbies
Cholargos, Te: 0030 210 A5
ATHENS, Fantasy Shoy
Kndokotroni & Gink 6, Tel: 6030 210 6197336
ATHENS, Fantasy

3 Sepeemuriou B5, Tel: D00 290 6231072
ATHENS, Fantasy shop: raskeyi

Ajpiou boasina 248, Tel: 0030 210 6005112
ATHEMS, Fantasy Shop: Kifisia

0. Krylakou 16,

Tel: 0030 210 BI16041

ATHENS, Fantasy Shop: Peiraias

Ypsllantow 116, Tel: 0030 210 4135757
ATHENS, Fantasy Shop: Exarcheia
Themissolleous 43-45. Tel: 0030 211 IATRATT
ATHENS, Kaissa Amarousion

Kondili 7, Tel: D030 210 6141675

ATHEMS, Kabssa Chess & Games

Kallidromion B & lppaheasous 114 72,

Ted: D030 210 166488

ATHEMNS, Kaissa Gl

Xodiknn 4; Tel: D030 210 982 D57

ATHENS, Kabsa Halandriou

Doukisis Plakenting, Tel: 0030 210 6858485
ATHENS, Kakssa Monokeros

Tritis Soptomyriou, Tel: 0030 210 BE13 990
ATHENS, Kakisa Pagratiou

116 12, P Mussodogion 24, Faprat],
Tel: 00 30 2107218 374

ATHENS, Kabsa Peiraia

Ipsitantou 17417, Tel: (030 2101 4296 636

ATHENS, Kabssa 508

Dilow 22, Ted: 0020 210 5706707

CHANIA, Kaissa Chanion

73100, 109 Kydonlas St, Tel! 0030 221088506
(CRETE, Fantasy Shogp: Heraklel

Idomenes 2, Tef: 030 2810 307 312

CRETE, Kakssa Hanla

Kydkinias 107, Tel: (030 26210 18594
HALKIDA, CD Cormer

Mianul) 34; Tol: D030 2221 087315

KALLITHEA, Fantasy Shop Kallithea

Irakheous 1100, Tel: 0030 29210 26702

LARISA, Kalssa Larisas

Keamnurdaurod 22, 0030 2410 537337

MAROUSI, Battle Bunker

Diggrysou 4. Tel; 0030 2102528738

PATRA, Fantasy Shopatra

Pantanassls 75 Tel: D030 2610 221014

PATRAS, Kalssa Palras

Goumnarf & Sigini 24, Tel: 0030 2610625632

PERISTERIOU, Ksissa Peristerion

Dilou 23, Tel: 0030 210576

PIRELUS, Dragnns Eye Store.

Fleming 42, Keratslni, Tel: 00302 106929163
, Fantasy Shop: Th

P, Mavasinois 3 & D Cainari,

Tel: 6030 2310 240793

THESSALONIKI, Kakssa Thessalondkis

546 27, Skra 4, Tel: 00 30 2310 257 397

VOLOS, Fantasy Shop
Glavani 35:100 & Galias,Tel; 0010 24210 26742
HUNGARY

BUDAPEST, Sitverfand
T3, Lupls 1d, 40, Tel: DI3E 125 04157

BUDAFEST, Troflbarlang
1061, Andrassy ut. 33, Tol: D036 132 13279
GYOR, New Ork

9031, Arany |- u; 130 em,
Tel: 0036 706 012 310
MISKOLE, Deron

3525, Denne u, 7, Tek (036 464 11520
STOMBATHELY, Sarkanytuz

9700, Kossuth L. . 20, Tef: 0036 700 188 815
SZEXESFEHENVAR, Legendak Csarnaka

BOO Pityer . 42, Tel: (1036 703 857 924
SZEGED, Cylllagyes

6722, Gongnl 1. 15, Tedi 0036 203 37

01

VESZPREM, Sarkanyluz
B200, Kossuth ui. §0a; Ted: 40136 705 704 130

ICELAND

REYKIAVIK, Nexus

HVERFISTIATA 1903 125, Tolr 4354 5520011
ISRAEL

HAIFA, Kiaro

Haifu grand mall, Tel: 0072 48503232
HERZLIA, Fi

Sckobow 29, Tel: 0972 99589077

RAMAT HASHARON, Ta

Onistikin 33, Tel: 00972 35404713
RAMAT HASHARDN, Tapuah Fantasy
Sokokoy 30

TEL-AVIV, Kitaro

hierhaz binalel Hamekacha 12,

Tel; 00872 362595330

TEL AVIV, Freak

Even Gevirol 60, Tol: 00972 16961626

KAUN-!S. I5C in Diza
Drolugystes str.15; 51226 Kaunas 31, Tel: 370
37763203

MALTA

TA, Forhidden Power

13 T i e, i,
356 3| 207999

HMTA. K Hobbies Lid

GW DEN HAAG
Schwnlstrast T2R; 2517 AX, Tel (70 192 036

GW HAARLEM

Ciierstraat 19, 2001 GA, Tel: (123 551 7677
GW ROTTERDAM

Van Ohdenbameveldplaats 452, 1012 AP,

Tedi 0410 200 0268

ARNHEM, Spellwartier Arpherm
Steenstraat £, GBI CI, Tel: 026
BRECHA, Madelbouw flick
Boschsirant 23, 4811 GA, Tel: 076 521 859
WREDA, Modelbouw Bliek

toschstrant 23, 4011 GA, Tel: 076 521 0550
DEN BOSCH, Do Dobbelsisen

Hinthamerstraat 901, 5211 M8, Tel; 073 614 5530
LEIDEN, Ylepesshop
Turimarkt 4, 3312 €0, Tel 071 513 2783
MAASTRICHT, Viieg-oe-uit

Brigselsostiant 71, 6211 PG, Tol 043 325 1453
IWOLLE, Garmes-f-juil

Diezerpacrtenplas 25, 8011 VX,

Ted: 030 421 w305

ALKMAAR, Bookers & Swlprm
Batorstrant 19, T81T HP, Tel' 07

ALMERE HAVEN, Fantasia

Kerkgracht 41, 1354 AE. Tel: 136 531 6007
AMERSFOORT, Spellenwinckel

Stherhietstrant 4-0, 811 EA, Tol! 033 470 0322
ASSEN, Plok

Stativnstrast 1, 3401 KV, Tel: B‘S'!Iﬂ ir92
BERGEN OF ZOOM, Big Bo

Liewevmuwestraat 23, 4611 |J Tm D164 25 0Ban
DEN HAAG, Spellenhuls

Foutmanitraat 94, 2518 GT, Tel: 070 364 4762
ENSCHEDE, Fijplines

Pijpony 34, 7511 GM, Tel: 053 430 5727
CRONINGEN, Krikke's Hobbyshop
Nimwn Wy 26, 9711 TE, Tef: 050
NIMEGEN, Moenen & Mariken
Van Welderenstraat 70, 511 MP,
Tedt 024323 6119

TILBURG, Labvyrinth Tilbas a
Langestraal 176, 5038 5H, Tel: 013 544 3700
ALMELD, Madelbouw

Cirosesirast 114, 7007 CW, Tel: 054 681 2981
ALPHEN AAN DEN RIIN, Top 1

Tays Are v Panne

Hooftsirat Bl 68, 2406 GL. Tel: 0172 47 2254
AMSTELVEEN, Het Ganzenbond

Parteyinker 39, 1184 ZB, Ted: 020 641 2351
AMSTELVEEN, De Groot Toy Special Store
Rembeancthat 42, 1181-71, Tel; 020 §47 3324
APELDOORN, Tap 1 Tays - De Kinderdroom
Chranperie- 158, TATTWG, Tek 055-5761090
BERGEYK, Wouters Technahobly

Pankenstraat 31, 5571 CF, Tel: (M9 755 0248
BUSSUM, Baky Modeltreinen

Laarderweg 3; 1402 BA, Tel: 035 691 8410

Y7o a8

1231213

32334

o
Tel: 015 213 4516

DEN BOSCH, Gameforce
Vughierrast 60, D2, Tol: 73 7505883
DEN HAAG, Inferloys Theresiastraat

i traat 2BC-284; 2513 AX.

DEVENTER, Knibbel Comics

Nisuwsirnat 36, 7411 LM, Tel: 057 061 6479
DORDRECHT, Hohby Modefbauw Dordrecht
Voorsiraat 360, 3311 CX, Tal: 070 631 2711

t

Weardestein 24, 6714 C5, Tel: 0318 65 3290
EINDHOVEN, Gamefarce en
Wissersiraat 18a, 56712 AT, Telt 040 24470340
EMMEN, Sairithoes
Drevkssirant 154, 7011 AL Tel: 0591 645787
GELEEN, Tactica
Anjelivrstraat 3, 663 C), Tnl (M6 474 3018
'GOES, Fantus Fantasy
Grosne Weidie 16, m-'l I\-‘: Tel: 011 325 6174
GORINCHEM, Netten
Kweskelisran 30, 4207 [V, Ted: 018 163 6000
GOUDA, Intertoys v/d Wal
Nieiwe Markt 70, )unl GP, Tel: 018 351 3525
GOUDA, The Movie 5
Lare Groenendsal n-l. 2801 LV,
Tel: D18 252 2550
GRONINGEN, Wirwars
Chuthe Kijk In % Jetstraat 40, 9702 £L Tel: 050 354 8424
HENGELD, Top 1 Toys Mickey van Werel

e fansenplein [4- n 7551 EC,
Tel: (074 241 2200
HOORN, Het Gele Teken
Grale Chost 35, 1621 B8R, Tel: 022 921 #6233
LEEUWARDEN, Brattinga Speelgoed
5t Jacobsstrant 4, BT HT. Tel: 058 212 5682
LEIDEN, Tolkiemwinkel
Hoge Rijndijle 105, 2314 AD, Tel: 071 341 2324
LELYSTAD, Treinenhoek
Butter 44-15, B243 |E, Tel: 032 025 3160
MAASTRICHT, Hounjet
BipemersterConensir 18, 5226 GV,
Tal: (43 353 6770
MIDDELAURG, De Burcht
Londursckaas 19,4331 |0 Tel: 06 2030 1895
NELINEN, Schellens Speelgoed
Pasksiraal 24, 5671 G, Tel: 040 283 2984
OEGSTGEEST, De Tombe Toys for Boys.—
andl Men
De kmet'r.:zrilm.lt 772241 G5;

Tel 517 2577
auD-B.EIJmmD Maurits Model-Hobhy
Croonenburgh 32, 3261 8G, Tel: 0166 |._! 1231
PANNINGEN, Top 1 Tays Marc Janssen
Markt 10, 4981 AN, Telt (77-4634 566
ROERMOND, Bloemboelick Hemslen
Nasausiraat b, 6043 ED, Tel: 047 512 1710
ROOSENDAAL,
Coiscde Markt 58, 4701 PM, Tel: 0165 55
SCHIEDAM, BTS
Groonelaan £, 3112.CH, Tal: 010 473 6755
SCHIINDEL, Top 1 Toys Annick
Hocltstraat 133, 5481 AD, Tel: 073-3477756
SLUIS, Top 1 Toys E v/d Vijver
Ol Kerkstraat 7, 4524 CT, Tel: 011 7461393
SOEST, Top 1 Toys Soest
W Wesdliestraat 16, 3761 CE, Tel: (35 629 1444

TIe4

SPIKENISSE, Lord of Magic

Spuisirant 7, 3200 AR, Tel: 0181 &1 %041
TIEL, Goblincave

Zonnehloermstraal 12,4001, D,

Tud: 0344 654 589

UDEN, Gablin

Beahaniplein 16a, 5401 G5, Tel: 041 327 0662
UTRECHT, i Fantasy Shop

Chude g‘radlr 207, 3511 NH, Tel: 030 281 7157
UTRECHT,

u s Whaops

Speimpwey 1, 3511, Tel: 030 230 4123
UTRECHT, Never Never Land (Wieder &
Chude Gracht 203 351 MR Tel; 030 233 2307
VELSERBROEK, Mol Plastic Modelbouw
Zadelmakerirast 64, 1591 |E, Tel: 023
VENLO, Modelbouw Luthart
Assenduspersiraat T3, BOI2 BH,

Tefi (77 354 2B

WASSENMR. Top 1 Tays Kouwenhaven
Langsraar 74 KK, Tel: 070 511 0210
WORMERVEER, Mind-Wonders

Antiflersiraat 1, 1331 AT, Tel: 075 640 1617
WINTERSWIJK, Top 1 Toys Winterswijk
Misterstraat 60, 7101 ix Tel: 154 357 2627
ZOETERMEER, RC-Fitst

“Darpssirast 179, 2712 .\| Tal: (076 316 0580
ZUTPHEN, Vreemde Zaak

Eiroene markl 2, 7200 HA, Teli 057 351 1564
ZWOLLE, Boekeshalte

Assendorpersirat 109, B1E DH,

Tell 038 422 1077

ZWOLLE, Top 1 Tays - De

Diezerdrant 87799, 8011 RD, h-l 0384217171

NORWAY

GW OSLO

Madlergata 7, 0179, Tel: 72332990
BERGEN, Here Be Games.

lonsvallsgata 7, 3001, Tel; +47 553287 40
KRISTIANSANIY, Hishbry Huset

ek Worgelandsgr. 2636, N-4612,

Tel: 38020310

ALESUND, Kremmerhuse

smrlnwk, MR,

A7 BT

Langelands
Tl 70143770
ARENDAL, Hobby Husel Arendal
Tonvgalen 1, NAB36, 17404505
ARENDAL, Norli Arenasenter

Tonet 10, N-4800, 17025454

BARLM, Ringo Basrums Verk Leker
Vertshun veien 2, N-117, Tel: 067133850
BERGEN, YES Vi Leker Oasen Leker
Ohrsen Storsenter, Tel: 055161280
BERGEN, Outland Bergen

Fortuner 4, 3013, Ted: 35061132
BERGEN, Ringo Lekeklowen

e Mesttanved T8, B-5227, 55912650
BJ@RKLANGEN, FX Hob

EX Hohby A5, Biorkveien 21940,

Tel: 61451155

HODA, Underhaldningsmagneten
Sandyt. 3, N-BOOG, Tel: 75525070
DOKKA, Yes vi leker Dokka

Berginss spmipret MIATC, Teli 61172000
EGERSLIND, Brio Glasmagasinet Bgrey
Soeqt. 33-36, N-4370, Tek 51461900
FAUSKE, Ringo Smart

Sttt T2, NAB200, Tel: 75046012

FLISA, Bamsaiar
Fliza Stormarked, N-2270, Tel: 62956290
FREDRIKSTAD, Lekelorvet

Deock Gt 7-11, Tek! 49115630

FORDE, Ringo Leikehuset

Hmnﬁm‘ﬂ‘} NGBOG, Tel: 57RI0N0L
GIEVIK, Ring

Storgt. 10, N-2815, Tel: 61108210
HAMAR, Lekehuset Maxi

Aslsk ot g 48, N-2316, Tel: 62533608
HARSTAD, Smit og Ritt

Strand Giata, NGADD, Tek TT0RSTT4
HITRA, Ringo Hitra

Jortem Kjopsenter 7

240, Tol: 72441245

HITRA, Yes Twins.

Hitradnied 7240, Tel; 72441195
JESSHEIM, firio Jessheim

Jesshutlm Staremter; N2050, Tell (3073770
KONGSBERG, Ringo Rolf Liane AS

Kirkegaten &, M-3616, Tol: 32701161
KONGSVINGER, Ringo Gigata Leker
lernbamegt, 6, N-2217, Til: 62017617
KRAGERE, Brio Karls Hobhy
Toreet 4, NATTO, Tel: 35580404
KRISTIANSAND, Outland Kristlansand
Mickerigr. 24, N-4811, Tel: 30009430
ADELVA, Helmax Leker,
Buskerud Stomsenter Sundstranda 24, N 3054,
Tel| 324750910
LANGESLIND, Tarangers Eftf, Fer
Torvil 4, N-1970, Tell 35573662
LARVIK, Rirgo Sokrates
Tiolting Velen 18, 3262, Tel: 33165437
MO | RANA, Ringo Lekehjornet Mo

Notdahl Oriees G B . 175151717
MOLDE, Yes vl leker Leke Jornet

Toget | N6413, Tel: 71219363

MOS|GEN, Hobhysentrat

C.M. Hivigegt: 18, N-B&51, Tel: 75170170
MOSS, Brio Frisenfeldt

Dronningensgt. 10, N330, Tel) 6925129
MYSEN, Brio Saker of Ting

Jembane gaten 13, N- Mw Tek: GHE90194
NARVIK, Brio Lek Center Marvik
Bolapsgata | Amisertror, N-8514, Trl: 7h3
NARVIK, Ringo Barnas Verden

Konpensgt. 66-70, N-B51A, Tel: TRAAGS05
NESHRL), Ringo Eventyrdand

Vogehard Yeien & NI304, Tel: 64779410
OSLO, Yes Nesodden Bokhandel

Tangen Cimtrum, Mesodden, Tel: 66511855
DSLO, Brio Notabene Lambertseter
Langlulgen 5; 81150, Tuls 22200551
0510, Outland Jembanen

Jernbanetonet 40154, Tel: LN 70D
O5L0, Outland Paleet

Kal johans Gae 37-43, Teb: 22330410
0510, Brio CC Vest

Lilke Akeryeton 16, N.OJOI, Ted; 22731777

RANDABERG, Ringa Sito

Reandberg veien 472 NAOFD, Tel: 53428100
SANDNES, O Sacland

Laggiten 43, N1 1, Tel:S 10871500
SANDVIKA, Hobly Larsen

Sandlvika Storserer, N-T300, Tel: 47540107

5KI, Bria Titt-lnn

lernbanesvingen b, N-1401, Tel, 64457777
SKIEN, Ringo Bjorns Leker

Lieetnryet N3717, Tal: 15525109

SKIEM, Sakratis Hnllhy Girden

‘khlm\'fe: 7y N-3707, 355

SOLA, Ringo Sola Gaver o Leker

Suldlcmn:n Me4050, Tel: :'Iu')I"EJ
SONGDAL, Rings Sogndal Glasmagasin
Sogniigen Storsenter, N-b83 |, Tel: 57671880

SORTLAND, Ringo Bamse Lekes
Skibagdrden, N-8400, Tel: 7113
STAVANGER, Vesledrikk

NADOG, Tol: 51835

Markedsgt: 12, N Tel: 76117750
SYKKLYVEN, Ringa Blindheim
Kyrhevelen, 6an, Sykklpven, Tel: 70251024
TEANSBERG, Gledeshusel
€. Langgatie 47, N-J110, Tel: 92251707
TROMSE, Tromss Brukibokhandel
Kitkegl. b, NANIOB, Tel: T70B6974
II‘ON‘DHEIM. Gotham,

Komgens gale 11, 7011 Imm-ﬂe«"\
Tel: 71512088
TRONDHEIM, Outland Trondhei
Mamkegaten S8 7011, Trondbeln, Tel: 73520545
TRONDHEIM, Te
SOl Gt
TYNSET, Ringo Tynset Bokhandel
Hrugt IA, N:2500, Tel: (2400038
VADSE, Brio Vadsa
W Anderensgl. 4, NA9A1Y, THG42209

POLAND
BIALYSTOK, Departament Gler
ol Legionown 91, Tok 153, 15261
Tel: 048 857 493 60
BIELSKO BIALA, Gnom
43300, Sirilna 15, Tel: (040 138 124 686
GDANSK, Spider Games

ul. Crywigjomu 303 ned, 80-462,

Tel DO 5551 99 13
GDANSKI, Fenris
ul. Cirkana 1, 3 000 Pruszer
Tel: D048 600 990 D5
GDYNIA, Fslures
E1-572, Walnriana ‘m‘lln- an/ms,
Tel: 048 567 817 1
GDANSK, lvkra
BO-239, Misczewskieso 16, Tel: D043 585 207 952
GLIWICE, Game Station
..l Buh, Getta Wanzawakiegn 13, 44100,
0048 S04 155 1404
In.mb\ ‘GORA, Avalon Galeria Karkonoska
L, 1-Maja 27, 58500,
KATOWICE, Bard Centrum Gi
41049, Kisciusaki 8, Tel: (48,922 571 817
KIELCE, Skiep RPG Gracz
25300, Mala 12 tw bramiel,
Tel: DOMB 507 013 367
KRAKOW, Bard Centrum Gier
31-135, Hatoeego 20017, Telr 0040 126 320 735
LODZ, 'Ajk' Firma Ksl
010, Piotrkowaka B0, Tel: D048 426 357 301
LODZ, Gamelord
90425, Pindrkowaka 107, Ted: 0048 631 1161
LUEIN,
54-20d, Grotigers 8, 0048 bOZ 714 113
LUBLIN, Krzys
L0049, Kapucynska &, Tel: (040 11§ 322 ik
NOWY SACZ, Habbit

13-100), Jaglellonska 500, Teli 0048 604 133 012
OPOLE, HMS Il Compaiters
45078, Krakeowyka 412, Teli 0044 774 547 413
POZNAN, ard Centrum Gier
B1-B06, 5w, Marcina 41, Tel: 0040 618 530 277
POZNAN, SH?:
ul. Zielona 1, Tel: 0044 615 036 52488
SWIEBODZIN, Cremp
Os. Poliniowe .l!_ Bl200,
Tel: O0MB G0B2ITA5T
TORLIN, Papierniczy
H7-1080, Szeroka 46, Tal| (046 566 5212 593
WARSZAWA, Arkana Kslazki
Pl Wikona 4, Tel: (XH4 228 344 417
WARSZAWA, Cyladels
Alja Komiuji Edukacl Sarodawef 98,
e 0| 323209
WARSZAWA, Kséegarnia Bellona
0068, Krakanwaljie Brandimiescie 11,
Tol: 004K 230 261 707
WARSZAWA, Faber Faber 5|
02513, Pulewska 11, Tel: D04) 220 491 265
ia Saska CENTAUR

03-560 Brazylijska 9, Tel: 1048°226 175 746
WARSZAWA, Sklep Morion
ul. Powstancow Slakich 124 Faw 71, 01495
Tel D048 22 41001 2
WARSZAWA, Warsaw Model Centre
ul. Powainsks 4244, 0200,
Teli 0048 22 602 305 070
WARSZAWA, Warsaw Model Centre
ul. Hivwy Warszawshiej 19207 nr 4,
Tul; 0048 220 234 646
WARSZAWA, wmlw Madel Centre
ul, Ostrabramska 75 ¢, Tef: (1048 226 113 790
WROCLAW, sl-vmudg Centrum Gier
ul, Ladna 157, 30354, Tel: 0048 6010 426 371
WROCLAW, Skelp Pracownia Fanta
uk: Sekolnicea F.n’:?. Tel: 44871 154 43 44
WROCLAW, Bard Centrum Gler
07, Hutka 46C (Pasar)
Tel: 0048 711 417 472
WROCLAW, Ogryn
, Szevaka BT, Tel: D048 717 831 957
ZIELONA GORA, Avalon
O Cengrum, ul. Bomatorow Wesemiatie 214,
6500

ROMANIA

CLUJ-NAPOCA, Otala

Repele Ferdinand 7, 400424, Tel: () 4
720654

KRASNODAR, Alegris-lug (South)

Kendnaya st bA3, Tel-O0BG12 730331

MINSK, Valshanovich ent

Jahn Kolas st. Ex n Carmes CILY ME,

Tel: 0OAOTS 6358212

MINSK, Valahanovich ent

Masherova av b, Palace of Sports, second fioor
Tl D0BOLT G544
MOSCOW, Al

etre station Alickskjewskiya Prospekd Mire 102,
Tel; 700521601 26

m
N0V, Tel:

A520840

nicz, Mlasnbckaya 5L 200,

i

ek 709597833

MOSCOW, Urdin uice
1

Metrn 7L 5 goda® Zvenigomdsknlo those
4, Tel: « 79057846355

NORLISK, Na Styke Mirov

Eomsomolikya o, secare floor, Dum By, 127
474, Tel: (0BO2G (548426

NOVOSIBIRSK, leehummer

Kepsnuy av, b30, Dom Byt

SARATOV, Detskly Mir

Kinow av, bad, Detskiy Mir, socond Tloar, galloty.
Tel: 64 SR40

ST PETERBURGH, Art-Minfatures

Moot tratke center Fyeila,

Fel iz
TAMBOV, Hobby and |
atsionalieya st; bSi-b, Torgaviy Mir;
5272

S‘Eﬂll-llml

BELGRADE, Exit Hobby St

Ciki Ljabira 1, Tel: GOS8 11 62 71 27
BELGRADE, ANET Hobbiystare

Visegrarlslea 61, 11000, Tel: 00 381 11 3612
HELGRADE, ANET Hobbystore

11000, Zyecanska 1a, Tel: D038 112652234

BELGRADE, White Dragon

11000, Vopode Milera 44,

Tol: 4 381 630272

NOVI SAD, Valhala

2|00 Masatskova 15, Ted: 00 361 21315530
NOVI SAD, Dragon

210080, Kralfa Aleksana 4,

Tol| 00 181 636 24058

PODGORICA, Newtron rica

Trg Repubdike, Tel: 00 181 69 060 ba%
IRENJANIN, Takeds

2300, ailifing 5, Tel: 00 381 2164572
LIUBLIANA, Erna Luknja
1000, Poljanska 19, Tel; 00186 012

LIUBLIANA, Pri Gablinu
1000 Dolenjska Cesta 11, Tek; DO38H 40833230

SOUTH AFRICA
BLOEMFONTEIN, The Dungean
L7 Shart Streat, 4301, Tel) D027 51 447 2034
CAPETOWN, The Bays and Mens Habby Shop
Shup 123, Tiger Valley Shapping Conire,
Tul: 00127 21 914 hes
CAPETOWN, Wizards
i Stadium o thé Mt Koad
Tel: 0027 216830360
DORINGKLOOF, Hatile Planet
Ma. 4WEF Centm, 177 Corile Stroe!,
Tel: (027 8245 934,
DURBAN, The Hobby Specialists
Srop £ 74, Cateway-Shangiing Centre, ol Paln
Boulevard, Uhlanga Ridg, New Torm Certre, L
Ted 11 564 5706
DUII.\N Wizards Warchouse
| Windermene Ciértre, 163177
Road, Marningside, 4001, Tel, 0027

GAUTENG, Wirards Warchouse

Shop G4, Colony Shopping Centre, 1345 Jan
Sty Avienue, Cratjihall ifark, 2196, Teli 0027
11 800 9252

IOHANNESBURG, Esswex Retail

Shopr 204 Norheliff Comer Shapging Centre,
Tel: 007 11 BAATSID

JOHANNESBURG, Wizards Warchouse

fmet level, Eden Vile, Tel: 027 21 683 0360
LINMEYER, Dragons Den

. Tok 0027 02 822 4134
PRETORIA, The Smelly Troll

297 Lyrstiweood Red, Tedi 0027 DE33 070107
RANDBURG, Dlhnhmf

i, Hebyeiili i,

RUSTBERG, Quantum Books & Games
Boschdalitand 30910, Helenjoseph Dvive, 0300,
Teli DOZ7 A3 292 937

SOUTH-AFRICA, Battle Flanet

Mo 4 WBH Centre, 177 Cecile Streer. Tol; 00 27
B24593931

SWEDEN

GW GOTEBORG

Kupgigntan 20, 411 113, Tel; 0045 31131 458
GW STOCKHOLM

Regeringsgatan 30, 117 53, Tek: 0046
GAVLE, Hobbyshopen
Dtthingsatan 25, 403 (1, Tel) 026186299
UMEA, Fantasla

Siargatan 44, 503 26, Tel; (H07T036)
ESKILSTUNA, Lasses Leksaker

Kungsgatan 21, 632 20, Tele 010130335
KARLSTAD, Spel ach Fantasi
Kungastan 6, 65224, Tel: 054 151070
MALME, Utopia, Malmé
Regementsgatan B, 311 42, Tel; 040 12
NORRKOPING, Hobbylienan
Chraftnitgs 18, 602 24, Tel: 011162120
NORRKOPING, Lekhuset

Jimpatan 31, 602 23, Tel: 011287070
NORRTALIE, Fantasyhutiken
Aaltrorpovigen 8, TH1 32, Tel 01746 574400
STOCKHOLM, Science Fiction Bokhandeln
Visterldng Gitan 48, 117 27, Tel: 08215052

213 84

SUNDSVALL, Orionspel ach bicker
Khpmangatan 21, 852 32, Tol: DRO1555947
UPPSALA, Prisfyndet

Kungspitan 15 21, Tel 018106607
VASTERAS, Zetterhunds

Stomgatan X3, 731 Tol; 021 10 44 31
VAXIO, Helges Hila

Kiostery. 4, 352 30, Tels 0877325 1Y

ANGELHOLM, Leksaksmagasinet
Framtidigatan 1,062 84, Tel| 0431 80527
ARVIKA, Perry Data

Kispmangatan 4; (7111, Tel
ASARLIM, Lek & Fritid
 Tedt 0454229906

[

e
Kurgsgatan 1, 774 30, Tel; 02260007

BORAS, Hobbex
Skarabarysy 5254, 06 30, Telt 033418380
DEGERFORS, Buskul
Agursgatan 2, 693 30, Tel; 00 46 585 92 034
ESKILSTUNA, Barnens Hus
Folksstaledon 40, 615 10, Tel: 016481138
FALKOPING, MysPys
Stoegatan 22-26. 541 42, Tel: 051581150
Brin Falkenberg
1131, Velo ot (0] 346 BO7 B0
FALUN, Tu-spelsbisrsen
Falugatan 2, 791 71, Tel: 02327775

FINSPANG, Alltilek

Beneslapsionget; Kalugnsgatan 1, 51230,

Teh 012214720

FARJESTADEN, Leksaksmagasinet

CRands Kiyntad, 186 31, Tul: 048334570
GISLAVED, Albe Leksaker

Stidra Stongatan 10, 332 33, Tel: 037110733
GALLIVARE, Lekia

el Vagon 14, 62 38, Tel: 0970665112
GUSTAVSBERG, Lilla Guls Barnsligheter
Gustaveerg Centrun, 13440 Tel: DM H36A00
HALMSTAD, Brio-Halmstad
Susrrngatan f, 302 60, Tek: (15159175
HUDIKSVALL, Albins Leksaker
Storgatan 24, 824 30, Tel: 0h30555082
JARFALLA, Hobbex
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15 ||0nm0tm:. Play Planet
‘-II Ay 535454, Tel: 0N F
KALMAR, Of

Skeppsbroy. 12, 34
KALMAR, Kalmar
Sodea Lir

Roneibyg 37, 374 35, T
KARLSKOGA, Leklidan
Serganiansg 17, 691 1, 1
KARLSKRONA, Fact a. Fluhm
Noera Kungagalan 7,
KARLSKRONA, Le
Lallerstor

lb\'llINlHCILM, l!halubol.lm

I(RIFI'I.QNST-\D 590| Pl Vallgatan
21 31, Tel: D441
Lok & Hobiby
i B2, 42 31, Tel:
ACKA, Lok & Habhy
5 Torgaatan 1, 414 30, Tel; 0
LAHOLM, Leksaksaifiren
Tradpdrdsigatan 14, $1222

01091

3031 3080

4136

43010069

tmsm Mndd.lnn\!

L\NDSKEONA Lekaakshusel
261 38, Tek: 04101075

m
3hc, 18] 14, Tel: 08
, Brio Lidkbping
531 34, Ted: 0D 46 510 289 00 shiz
unkDHM' Game Manlacs ultulNl.'.E Happlh

n 11, 331 00, Tedt 0705 190274 Otk g 2

'nwslﬁmsm. Sound &

PITEA, Barnens Hus
Backev 55, 941 47
nwum tauaw,hum.m

SALA, Elons. hluLu

MALME, Lk & ipll pi SKELLEFTEA, Ihrlwm Hu

Djaknegatan
Diakneyatan 23, 20135, Tel448 120410 nar 5§, 831 42, Tel: 041071 31
smunﬂ Lzumtbv

b()w\:uua. samem lhu

STENUNGSUN D Barnhusel

OIIIBRD. Lekeenter

Enjplieeicramatan 30, 70272, Tol- 0184111534

DSKMSHAMN Krlo—o&harsluﬂm

061 14983 STREMSTAD, Kjells Lek & Hobby

Sedita Hamngatan &, 452 30, Tel: 052615080
EDALA, Hbe Lekis

Storg 40, 213 31, Tel: D40400318

SAFFLE, Bergers Lek & Bositining

VA Storgatan 1, 661 30, Tel: 0531310345
SODERHAMN, Barnens Hus

E-Contor, 526-40, Tel: 027014220
TOMELILLA, Alfs Leksaker

Moergatan &, 273 10, Tal: 041710008
TROLLHATTAN, Partaj
Ladiugdrdadgen 12, 401 70,
TUMBA, Leksakskungen
Tumba Torg 7, 147 30, Tel: (853038000
TUMEA, Kom & Lek
Brympary, 5:7, 147 3
TABY, Hobby & Prylar
18752, Te
UIMEA, Barmens Hus

Vision

Tel: 052079499

Tel: OBEIG00T T

Wallatorn 1F OAST0504 26

Bjir
UPLANDS VASBY, Lekia
Crvagary, 86, Tel: #59030933
UPPSALA, Barmens Hus

t

y !
DA, L Luhlanur

574 408, Tol: 048319590

\'IMHHE

Brw \vlmmern

TURNEY

ISTANBUL, Sihir
Brs Sinenpasa 23

ISTANBUL, Gerekll Seyler
Tesvikdiye, Kalici Sk. 111, Tel: D090
DBET
ISTANBLIL, U

reten
saray Sk A, Tol: 0090 212

TTMIR, Evcalibuar
Alancak, 1447 5k 4

UNRAINE
KIEV, Charge

Tel: D090 232 464 T605

“mmlral:tnry More information on page 118

15t Company Veterans

(Warhammer World)

Contact: Chris and Scott

E-mail: info@ stcompanyveterans.net

Aftermath (East Anglia)

Contact; Lee Lawe

Phone: 07921 859 581

E-mail: leclowe@htopenwarld.com

Armageddon Inc. (Bucks)
Eontact: James Schofield
Phone: 01494 865 905

Battlenet (Norwich)

Contact: Richard Miller

Phone: 07710 702297

E-miail: Richard@battienet.couk

Battlescar (Poole)

Contact: Paul Cleveland
Phone: 01202 385 632
E-mail: paul@battlescar.co.uk

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

Bracknell Forest Gamers
Contact: Daniel Currey
Phone: 07951 816 613
E-mail: d.curmrey@talk2] .com

BRBBA (Bognor Regis)
Contact: Frank Hill

Phone: 07896 319683

E-mail: mrrankhill@yahoo.com

Bridgend YMCA Games Club
Contact: Matt Churchill

Phone: 01656 666298

E-pail: velvetiiend @yahoo.co.uk

Brighton Warlords

Contact: Peter Cooke

Phone: 07497 409 4240

E-mail: Peter.cooked23@ntlworld, com

Buckenham Bone Crushers
Contact; Paul Gllilng iy

ks.co.uk

.l’wargames

Chelmsford Bunker
Contact: David Chilvers
* E-mail; bunkersecretary@yahoo.couk

Clapham Wargames Guild {London)
Contact: Thomas Petit
Phane: 07966 969 309

E-mail: info@claph org.uk

Clayton Warlords(Hampshire)
Contact: Roger Smith

Phone: 07711 556 296 h
E-mall: Roger_gs_smith@hotmail.com

Coppull & Chorley Knights
Contact: jonathan Taylor-Yorke

Wiebsite: hitp//cach Bl lub.pet

Colchester Games Club
Contact: David Freeman

E-mail; info@colchestergamesclub.omg.uk

Phone; 07852 775 572

Cross Swords Gaming Club
Contact: Anthony Cross
E-mailiantandshell@cross247,
wanadon.co.uk

Phaner 01752 837 133

Dice and Dagger (Bude)
Contact: Kurt Baker
E-mail; celtofkernow@aol.com

Dudley Darklords
Contact: Paul Sheldan
Phone: 01384 288 360

Dursley G.lmes Club
Contact: Dan Bi
Phone: 01453 549 377

Dysartes
Contact: Nick Johnson
Phane: 01924 374007

Edinburgh Pub Bowl League
Contact: Dave Avery

Phone: 07837 380713

E-mail: daveryedin@hotmail.com

Gambit Games UK

Contact: Gareth Wynn _
E-mail; Gareth,wynn80B@nthworld.com

Gatekeepers Wargames Club (Shrewsbury)
Contact: James Sherry
E-mail: info@gatekeepers.meuk

Gabstyks (Lincoln)

Contact: Will Platten
Fhone: 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@ameside.ac.uk

Jersey Privateers Gaming Club
Contact: Paul Noel

Phone: 01534 738192
E-mall: noelwarlock@aol.com

K.LA (Midlands)
Contact: Che Webster
E-mail:Blackfalcon@bruxx:net

Kirriemuir s Club
Contact: Michael Andersan
Phcmr o1 352 45406&

E

feb.co.uk

Last Stand (East Anglia)

Contact: john White

Phaone; 07861 136140

E-mail; whitewater0034@hotmail.com

Leeds Night Owls
Contact: Steve Nolan
Phone; 0113 225 0461

Maccw (Macclesfield
Contact: Duncan Harradine

Phone: 01625 612 579

E-mail; Harradine2002@yahoo.co.uk

Madgamers (Maidenhead)

Contact: Denis Jackman

Phone; 01628 540934

E-mail: DENIS_JACKMAN@hotmail.com

Middlesborough Gamers Club
‘Contact; Shaun Atherton
Phone: 01642 272 021

" :. 0/ i

" o ! _.f. _ | e
Mitcham Marauders (Mitcham) Stortford Stormers
Contact; Jason Fowler Contact: Richard Bower
Elmiie Uz hustdre Phone: 01279 465 574
E-mail; gabrias_thebard@yahoo.co.uk A T
et e Suffolk and Essex Game
Wargames Society o aMmers
Contact: Chris Peachey Contact: Mark Aldhouse
Phone: 07967951289 Phone: 01440 7855804
E-mail; nktdwari@hotmail.com
North West Warriors (Kendal) Y e AERIne S CUY
Contact: Adam Turner Contact: Matt Holden
Phone: 07905 410 067 Phone: 01473 827 208

E-mail: Orcb9@hotmail.com

Naorthumbrian

Adventurer's Guild

Contact: Mark Anderson Coulter
Phone: 07906 193711

E-mail: pagonline@hatmail.co.uk

Nuneaton Model and
Gaming Club

Contact: Brian McCormack
Phone: 07976 884 558

E-mail; matt@holdenhouse freeserve.couk

Swindon and District Wargamers
Contact: Paul Nettle

Phone: 01793 700609

E-mail; nettle tribe@ntlworld.com

Tanelorn Wargames Club
Contact: Martin Turmer
E-mail: Mantin Turner@Hess.com

Oxford Gaming Club TGC {Tamworth)
Contact: Mike Sharp Contact: Phil Hannigan
Phone: 07802 764143 Phone: 01827 287446

E-mail; Mikeshampi@htopenworld.com

Phoenix Gammﬁ Club (Rushden)
Contact: Darre
Phone: 07951 ?ZBH"

Plymouth Association of Wargamers
Contact: Orlando Murrish
Phone: 0175 251 1402

E-mail: philhannigan2002@yahoo.co.uk
That Dam Gaming Club (Newmillerdam)
Contact: Matthew O'keeffe

E-mail: matt_okeeffe@hotmail.com

Tolworth 1st Founding

Contact: Peter Corps

Portbury Knights

Contact: Alan Vowles

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

Rainhill Wargames Club
Contact: Paul Tennant
E-mail: paultennant@hatmail.com

Phone: 07788 790136

Tunbridge Wells Wargame Society
Contact: Colin Stone

Phone: 0175 340 0211

E-mail: colin@castone.freeserve,co,uk

. ! Walburton Wargam:
Royal Guild of Minted Boards (Cheshire) s L
Contact: Christopher Fry = =
Phane: 07976 676732 Phone: 01245 554185
E-mail: Chris_Fry@FryupFilms.com E-mail: walbertonwargamers@yahoo.co.uk
Redcar Ironbeards tford W Federati
Contact: lan Widdowsan Contact: Rot it Phipps
Phone: 01642 503207 Phivie: 01494 465744
Sad Muppets Society E-mail: rp@a-b-a.co.uk
(Basingstoke)
Contact: Dayid Offen-James Warlords of Walsall
E-mall: david@sadmuppets.org Contact: john Davis

Phone: 01922 724278

The Spiky Club (Reading)
Contact: David Cole
E-mall: spikyclub@hoimail.com

E-mail: warlords_of_walsall@hotmail.com

Woking 15t Founding

South Oxfordshire Wargamers Contact: Peter Corps
Contact: Darren Basset )

Phone: 0199 370 0226 A G
St Aidans Warriors Club Yeovil G”“E )
Contact: Paul Fletcher Contact: Chris Lawe

Phone: 01413 770196

Phone: 07811 843747

E-mail; pauimegregorietcher@hatmail.com

York Garrison (York)
E‘Lﬂm"‘;‘;’;",‘sm Contact: Robey Jenkins
Phone: 07879 612 033 Phone: 07967 277994

E-maili paul@treeandleaf.plus.com

E-mail: garrison_wargaming@yahoo.com

J

_ NE Elite Store

NE Partner Store

www.games-workshop.co.uk/storefinder



Components and Advance Order information ;

ORDERING DIREGT

Fast, secure and straight to your door!

124 WHITE DWARF ORDERING DIRECT

Games Workshop Direct
is a fast, accurate and
convenient service that
allows you to order your
miniatures and other
hobby products from the
comfort of your home.

e We aim to despatch all orders in
three days, straight to your door.

® You can order ANY Games
Workshop product.

e 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 only available through
Direct. Check out what's on offer
this month!

HOW YOU CAN ORDER!

e On the internet: Visit our secure Online Store
at: www.games-workshop.co.uk/store

e [n-Store: Order from any Games Workshop
Hobby Centre at the in-store order point.

e By Phone: Call the Hobby Specialists on:
0115 91 40000 (UK), opening hours,
Monday-Saturday: 10am-6pm,

Sunday: 11am-5pm.
0115 918 4040 (Northern Europe)

e By FAX: Fax your order on: 07115 916 8002
(UK) or 0044 115 916 8162 (Northern Europe)

e By Post: Or the traditional way: Games
Workshop Direct Sales, Willow Road, Lenton,
Nottingham, NG7 2WS

COLLECTORS' GUIDES

Catalogues showing all the
miniatures for each range.

Each Collectors’ Guide features:

« The full range

o Gomponents

« Direct exclusives

» :0iden Demon winners
o irmy showeases

« Gonversion showcases

Available now from Games Workshop Hobby Centres:

The Lord of The Rings Collectors’ Guide
Warhammer 40,000 Collectors’ Guides

NEW! Forces of the Imperial Inquisition
Imperial Guard e Eldar & Dark Eldar ® Orks e
Tau & Necrons ® Tyranids

Warhammer Collectors’ Guides
Bretonnians ® Chaos ® Dwarfs ® Elven e Lizardmen e
Monsters & Mercenaries ® Orcs & Goblins e
Skaven e Undead




_____ UORUERING DIRECT

SEARCH FUNCTION,
NAVIGATION BAR
SHOPPING CART

SHOPPING

The Games Workshop
Online Store is open
24 hours a day, seven
days a week.

At Oideis How Releases Tagns and Conditgie +hechais

Beasts of Chaos

“"Hotm and hoof, power is there. Mot feeble smoothskin, clumsy greenskin, wicked ei-

Walcoma Guest (Log Dul

[ swne Goris strong Gor is tue Gor shal kil all, slay il for the godsl* - Besstlond  yjoyvod g
Gorthar Roetec 0
rﬁ wens: 000
L] Value: £ Jo
—. Saarch Click betow for our archived Beasts of Chaos Classics and Collectons models Post i

Clats

Warhammer Armies: Beasts of Chass

Ogfing Staag

Price: £12.00 Release: Out How
Rom Type: Boak Part Code: 50030201003

spedl lores, padnling and
may 8ls0 be used I co
army book

Get exactly what you
want, when you want.

« Huge range
- Secure

Boasts of Chaos Staner Bundle

Price: £32.00 Release: Dut Now
ftem Type: Composite Part Code: COMPOZMDS

This starter bundie contain
Armiles: Beasts of Chaos, §

"" Plaghe Glue, This is evem
" with @ Beasts of Chacs Armmy

© Any questians? Cortect Ug

" Bessis of Chags
© Usar Guids 2 L,
o Charges snd Pavmand o Beasts of Chaos Lords &
Morghyr, Mastar of Shuys
Dracon Gars Ehagaom ¢ e kA 'l[' use
ZALE LEva ()

LIST OF CATEGORIES
(DETAILED PRODUCT DESCRIFTIONS
(HELPFUL AND ESSENTIAL PRODUCTS

This month’s Online Store features:

» Warhammer (pages 25-57): www.games-workshop.co.uk/store/warhammer
» The Two Towers (pages 58-70): www.games-workshop.co.uk/store/thetwotowers
» Warhammer 40,000 Battle Sets (pages 76-81): www.games-workshop.co.uk/store/warhammer40000
b Imperial Agents (pages 92-96): www.games-workshop.co.uk/store/daemonhunters

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

- Open 24 hours

w
h 4

reatared s mont: )W ARIFS

4 These Direct Exclusive
Dwarf Lards are among the
many miniatures found in
+++DIRECT EXCLUSIVE+++ the Dwarf Collectors’ Guide.

DWARF LORD WITH GREAT WEAPON 1
9947020571301 £6.00

#++DIRECT EXCLUSIVE+++
DWARF LORD WITH GREAT WEAPON 2
9947020511302 £6.00

sssembled. Certain Cltadel products may be
rilability and prices. Prices quoted for
or wehsite. Independent retallers are responsible for determining their own prices.

Pictures for illustrative purposes only. Product contents may v
dangerous if used incormectly 3
products sald by Games Workshop 1

v, Products sold wnpainted and
s CoTect Boing to p ]
ugh its own stores, ¢

please cantact us for




S & GOBLINS

Ava1lab1e to advance order now!

Get the new

army book early!

5145 Army Set RELEASED 23/09/06




TEAVACE Dt

3 Orc Warboss*

*Foot and maunted

RELEASED 07/10/06

*Includes option for Night Goblin Netters

RELEASED 07/10/06

e Bla g AR, A

218 Goblin Spider Riders

RELEASED 07/10/06

Warhammer Armies:
Orcs & Goblins

RELEASED 07/10/06

Can’t wait to get your hands
on the latest releases?

e Get the latest products and models for
your armies on the day of release,
delivered to your door, with our
Advance Order service, via the Online
Store, by calling Direct or by post.

= Choose from loads of models and
products not yet released in our
Hobby Centres.

* Postage for Advance Orders is only £2%,
so you can afford to get more models
for your money.

Advance order now:

12th August (released 23rd September)

* Orcs & Goblins Army Set..............£145
* Tau Empire Megaforce .......cccc.c.... £100
Advance order now:

26th August (released 7th October)
* Orc & Goblin Army Book ..........£12.00
* Orc Warboss Foot and Mounted £12.00
* Orc & Goblin Battalion ............ £50.00
* Orc Shaman Foot and Mounted £12.00
 Forest Goblin Spider Riders ...... £18.00
* Night Goblin Regiment ..............£18.00
e Night Goblin Fanatics ....cccceceviee £8.00
» Night Goblin Heroes .........co.v.....
* Night Goblin Shamans ................

Advance order now:
26th August (released 14th October)
= 2007 Catalogue .....ccccoviiviicccc . £4.00

Advance order now:
26th August (released 21st October)
o Eldar Armysila ol e e A Sl

Advance order now:
26th August (released 28th October)

s Goblin Warboss on Wolf ............ £7.00
* Goblin/HEroes .........covvereveererence. £7.00
s Goblin Shamans...... e £7.00
e Skarsnik and Gobbla ..... ...£15.00

s Orc Arrer Buyz (Direct) .... st SO0
* The Armour of Contempt...........£16.99
o His Last Command ......occcooireernnns £6.99
* Death's Legacy .. I




FHEE THIS 155021 New plastic

Subcriptions guarantee you will

not miss an issue, and offer savings
over buying individual copies. There
are a number of ways to subscribe.

e Call Games Workshop direct on
0115 91 40000

* Log on to
www.games-workshop.co.uk/store/wdlyearsub/

* Visit your nearest Games Workshop store
¢ Complete the form below and return to:

GW DIRECT SALES, WILLOW ROAD,
LENTON, NOTTINGHAM, NG7 2WS$S

SUBSCRIPTION OFFER 1 SUBSCRIPTION OFFER 2

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 the

the cover price - effectively giving you
three issues free. Only £3 per issue!

cost of the cover price, effectively giving
you nine issues free. Only £2.50 per issue!

I would like to subscribe to White Dwarf starting with issue number: WD[J ][]
I would like to ribe for;
1 YEAR 12 £36.00 ] 2 YEARS 24 issues wosie: £60.00 []

| 'am an existing subscriber [] I'am a new subscriber [] iplease tick a box)

ETAILS

sfother Forename: Surname:

Postcod

BBl p T p ot L W I s

Tel {inc STC

The subscription is a gift for the person detailed below [] tick box if sppropriate)
Surname:

Paostcode: .

(Ga]b {0l p i A ORHS S T pere e e o

TRl NESTEECOHO)E i insiimss s s s s s

METHOD OF PAYMENT

Postal Order (LUK only)/Cheque [ ] (made payable to Games Workshop Ltd)

pzrnfu O 0 no: D000 0000 D000 0000000
Valid from: Ooc0 Expiry date: oo Issue No: 0o

Cardholder's Name:




( NEXT NONTH |

The Orcs & Goblins aregqmm

'? e
B T )

NEW ARMY BOOK o R TRRT R
* More background! * ' ‘*‘*\ B
e More magic! 0, S H - :}gﬁ’ _
[ ] i ! £ < . LSy = \-‘.:_.__
More greenskin mayhem! : > 4 (e m&
NEW MINIATURES S B e B B -
e Brand new Warboss ‘ «w-.'.“\ AL \
e New Special Characters 9 B el \
e New Night Goblins g o 3 \
.l Y/
MAMMOTH NV R2 ;‘/«i‘ %
BATTLE REPORT i IRE i) PPN
* Orcs and Goblins face N RN, . ﬁ T
the Lizardmen in a 4000- TR [ (AT
point battle! AT Ly
4
PLUS! | , g
e Free Warhammer : R |

Reference _ Sheet! 4l BN

The new Orc Warboss sprue
offers all kinds of options.




’ =
sl 3
= el
. . “
P L.
- 1 W e

W o
/ -
| sl
g
. i
. . o !
A 4
3 F ¢ \
¢.ﬁ A3 i
-
s .




	0.tif
	000.tif
	001.tif
	002.tif
	003.tif
	004.tif
	005.tif
	006.tif
	007.tif
	008.tif
	009.tif
	010.tif
	011.tif
	012.tif
	013.tif
	014.tif
	015.tif
	016.tif
	017.tif
	018.tif
	019.tif
	020.tif
	021.tif
	022.tif
	023.tif
	024.tif
	025.tif
	026.tif
	027.tif
	028.tif
	029.tif
	030.tif
	031.tif
	032.tif
	033.tif
	034.tif
	035.tif
	036.tif
	037.tif
	038.tif
	039.tif
	040.tif
	041.tif
	042.tif
	043.tif
	044.tif
	045.tif
	046.tif
	047.tif
	048.tif
	049.tif
	050.tif
	051.tif
	052.tif
	053.tif
	054.tif
	055.tif
	056.tif
	057.tif
	058.tif
	059.tif
	060.tif
	061.tif
	062.tif
	063.tif
	064.tif
	065.tif
	066.tif
	067.tif
	068.tif
	069.tif
	070.tif
	071.tif
	072.tif
	073.tif
	074.tif
	075.tif
	076.tif
	077.tif
	078.tif
	079.tif
	080.tif
	081.tif
	082.tif
	083.tif
	084.tif
	085.tif
	086.tif
	087.tif
	088.tif
	089.tif
	090.tif
	091.tif
	092.tif
	093.tif
	094.tif
	095.tif
	096.tif
	097.tif
	098.tif
	099.tif
	100.tif
	101.tif
	102.tif
	103.tif
	104.tif
	105.tif
	106.tif
	107.tif
	108.tif
	109.tif
	110.tif
	111.tif
	112.tif
	113.tif
	114.tif
	115.tif
	116.tif
	117.tif
	118.tif
	119.tif
	120.tif
	121.tif
	122.tif
	123.tif
	124.tif
	125.tif
	126.tif
	127.tif
	128.tif
	129.tif
	999.tif

