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This month is a sad time fo

Long have my people struggled against the green menace, but no
matter how many vile Grobi (that’s Goblins to you manlings) and
cursed Orcs we slay, there are always more! And they always
come back, no matter how disastrous a defeat they may suffer,
for the Orc fears not the clamour of battle, but thirsts for it as a
Dwarf smith at work in the forge thirsts for ale.

The Orcs are now an even greater threat — it would appear that
they have learnt new ways of war. Though their weapons are crude and unlovely
compared to the axes of Dwarf-folk, they have learnt more effective methods of wielding
them. Greenskins are unintelligent, ‘tis true, but only the most foolish beardling on his first
trip above ground would underestimate their capacity for low cunning.

If you wish to incur the wrath of all Dwarfs, you might want to collect an army of
these ravening greenskins. They are, after all, the archetypal army of monsters, and have
access to a huge variety of troops. They are also very entertaining to play, being
unpredictable, though often deadly. Why, | myself may collect an army of Orcs and
Goblins, for what better way to understand your enemy than to command them in battle?
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30 BATTLE REPORT: BASH-UP IN DA SOUTHLANDS

WAAAAAAAAAAAAAAAGGGGGG(JG HHHH! We test drive the new Orcs and Goblins army in this
Need we say more? The Greenskins are back! massive 4000-point battle report.
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NEW RELEHOES

@O0RCS & GOBLINS

ORCS & GOBLINS ARMY BOOK

The brutal, green-skinned Orcs and
Goblins live to make war, so if you're
looking for a fight, you’ve found it!

This 80-page Army Book is the definitive guide to
collecting, painting and playing with an Orcs and
Goblins army for the game of Warhammer.

80-page Army Book

ORCS5 & GOBLINS ARMY BOOK £12
Sweden  Kr180 Denmark  Kr150
Norway  Kr180 Euro €20

Product code: 60030209003
Wriften by Mat Ward

ON SALE OCTOBER 7th

Released 14/10/06 in Northern Europe.
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Picturss for iilustrative purposes only. Product contants may vary. Products sold unpainted and unassembiled. Certain Citadel products may be dangerous if used incorractly, Pricas corrsct at time of going fo press, please contact us for current
avaiizbility and Games Workshop prices. Prices quoted are for products sold by Games Workshap through its own siores, catalogue or website. 0 retailers are ite far ining their 0w pricss.
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ORC WARBOSS

’“';..: KIT MAKES 1FOOT AND
ootand1mouned ewveran B 1 MOUNTED ORC HERO
Orc Warhoss or an Orc Army

Standard Bearer

ORC WARBOSS £12
Sweden Kr150 Denmark  Kr125
Norway  Krl150 Euro  €17.50

Product code: 99120209013
Sculpted by Alex Hedstrém

ON SALE OCTOBER 7th i, b Y
, WORHSHOP. |

Released 14/10/06 in Northern Europe.

BLACK ORC ARMY BLACK ORC WARBOSS
ORC \WARBOSS STANDARD BEARER

ORC WAREOSS ON BOAR ORC ARMY STANDARD
BEARER ON BOAR

Pleturas for fustrative purposes only. Product confants may vary. Products sold unpaintsd and unassembled. Certain Citadel products may be dangerous i used fncorrectly. Prices correct at rame of going to press, pleasa contact us for currant
availabilty and Games Workshop prices. Prices quoted arg for products sold by Games Worksiiop through its own stores, fe ar websits. refailars are e for iftgy their own prices.
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NIGHT GOBLIN BOSSES

This blister pack contains

2 random metal Night Goblin Bosses

MIGHT GOBLIN BOSSES £7
Sweden Kr100 Denmark Kr85
MNorway  Kr100 Euro £11.50
Product code: 99060209160
Sculpted by Mike Anderson

ON SALE OCTOBER 7th

Released 28/10/06 in Northern Europe.

NIGHT GOBLIN SHAMANS | ‘ﬁ

This hlister pack contains

2 metal Night Goblin Shamans

NIGHT GOBLIN SHAMANS £7
Sweden  Kr100 Denmark  KrB5
Norway Kr100 Eura €11.50

Praduct code: 99060209164
Sculpfed by Mike Anderson

ON SALE OCTOBER Tth

Released 28/10/06 in Northern Europe.

NIGHT GOBLIN FANATICS

This hox set contains

3 plastic Night Goblin Fanatics

NIGHT GOBLIN FANATICS £8
Sweden Krl15 Denmark  Kr100
MNarway Kr125 Euro €12.50

Product code: 99120209011
Sculpted by Steve Saleh

ON SALE OCTOBER Tu

Released 28/10/06 in Northern Europe.

CLU
NT HEADS,
, SNOTLING

D EXTRA
MUSHROOMS!

Pictures for Mustrative purposes only. Product contenis may vary. Products sold unpainted and unassembled. Certain Citads! products may be dangerous if used incorrectly, Prices correct al tima of going o prass, please conlact us for curment

avallability and Games Workshop prices, Prices quoted are for products soid by Games Workshop through its own stores, cat or website. I t retailers are for ining their avin prices,
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NIGHT GOBLINS

This multi-part plastic kit

CONTAINS

makes 20 Night Goblins

NIGHT GOBLINS £18 SPHBS' Hn"n
Sweden Kr270 Denmark  Kr225

=i Wl WEAPONS AND
Product code: 99120209010

Sculpted by Brion Nelson

ON SALE OCTOBER 7th

Released 28/10/06 in Northern Europe.

.
INCLUDES FULL <&
COMMAND e

NIGHT GOBLIN
STANDARD BEARER

NIGHT GOBLIN WITH
SHORT BOW

NIGHT GOBLIN NETTER

Pictures for ilustrative purposes only, Product contents may vary. Products sold unpainted and unassembled. Certin Citade! products may be dangerous if vsed incormectly. Prices correct af ime of gaing fo press, please contact us for currant
avaliability and Games Workshap prices. Prices quoted are for products soid by Games Workshap through its own stores, I or website. refailers are itle far inirtg their own prices.
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FOREST GOBLIN SPIDER RIDERS

CONTAINS SPEARS, BOWS SPIDER RIDER BOSS SPIDER RIDER MUSICIAN
AND FULL COMMAND

This multi-part plastic box

set contains 10 Forest Goblin
Spider Riders

FOREST GOBLIN SPIDER RIDERS £18
Sweden  Kr270 Denmark  Kr225
Morway  Kr270 Euro £30

Product code: 99120209009
Sculpted by Brian Melson and Dave Thomas

ON SALE OCTOBER Tth

Released 14/10/06 in Northem Europe.

This box set contains
2 metal Orc Shaman

miniatures, 1.on foot and
1mounted on a hoar

ORC SHAMANS £12
Sweden Kr150 Denmark  Kr125
Morway  Krl50 Eure €17.50

Product code: 99110209153
Sculpted by Mike Anderson & Colin Grayson

ON SALE OCTOBER Tth

Released 14/10/06 in Northern Europe.

Piciures for Mustrative purposes only. Product contenis may vary. Products sofd unpainted and unassembied. Cerfain Citade! products may be dangerous if used incorrectly. Prices corrsct at ﬁme of going to press, please confact us for current
availability and Games Workshop prices, Prices quoted are for products sold by Games Workshop through s own stores, or wabsite. fnd dent retallers are for thair own prices,




ORC & GOBLIN BATTALION

In every forest and under every mountain lurk the
warlike greenskin tribes — countless Orcs and
Goblins who love nothing more than a good fight!

This box set contains 51 plastic Citadel Miniatures, and is an ideal
starting point for building an army of Orcs and Goblins.

NEVY RELEASES

This hox set contains
20 Orc Warriors, 20 Night
Goblins, 10 Spider Riders and
10rc Boar Chariot

ORC & GOBLIN BATTALION £50
Sweden K750 Denmark  Kr650
Norwoy K750 Eure £80

Product code: 99120209008
Sculpted by Tim Adcock and Brian Nelson

ON SALE OCTOBER 7th

Released 14/10/06 in Northern Europe.




NEW RELEASES

THIS BRILLIANT
AUTARCH MODEL
IS AVRILABLE ONLY
IN THIS SET!

ELDAR ARMY

Containing 37 metal and plastic Citadel

Miniatures, this box set provides an ideal _ \
starting point for collecting an army of the ; % \
enigmatic Eldar for Warhammer 40,000. e N
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ELDAR ARMY £145 Thi [F] ELDAR ARMY ELORRAHMEE
Sveien K000 Darmark k1600 btk WARHAMMER
Norway  Kr2000 Eiiro €220 6 Howling Banshees including

Product cade: 60110104092 Exarch, G Fire Dragons

including Exarch, 10 Dire
ON SALE OCTOBER 21st Avengers including Exarch,
8 Guardians, 1 Guardian heavy
AU /AR I R S ereon. weapon platform and crew,
1\Vyper Jethike, 1 Falcon and

1Wraithlord

s EJERCITD ELBAR TS 7
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BLACK LIBRARY
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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.

GALAXY IN FLAMES

Having recovered from his
grievous injuries, Warmaster Horus
leads the triumphant Imperial
forces against the rebel world of
Istvaan lll. Though the rebels are
swiftly and brutally crushed,
Harus's treachery is finally
revealed when the planet is razed
by virus bombs and Space Marines
turn on their battle-brothers in the
maost bitter struggle imaginable.

GALAXY IN FLAMES £6.99
by Ben Counter

Sweden Kr120  Denmork Kr100
Norway Kr120  Euro £13

ISEN: 1-84416-393-8

ORCSLAYER

Gotrek & Felix arrive back on the
southern coast of the Old World to
discaver that the Orcs are running
rampant. To honor an ancient
pledge, Gotrek agrees to help a
Dwarf prince reclaim his hold from
the savage greenskin invaders who
have overrun it, but the intrepid
heroes find far more than they
bargain for in the cold depths of
the mountains,

ORCSLAYER £6.99
by Nathan Long
Sweden Kr120  Denmark Kr100

Norway Kr120  Eure €13
ISBN: 1-84416-391-1

WATADEIARMAAT D
R U YR Ve

ORCSLAVER

BY HATHAHN LOHG

TALES FROM THE
DARK MILLENNIUM

The Pyrus Reach Sector is under
attack from the vast hordes of
Chaos, Orks and Eldar and it falls
to the brave defenders of humanity
to stem the tide. This collection of
short stories features work from
best-selling authors such as Dan
Abnett and CS Goto, along with an
array of hot new talent.

TALES FROM THE £6.99
DARK MILLENIUM

Sweden  Kr120.  Denmark Kr100
Norway Kr120  Euro £13

ISBN; 1-84416-418-7

GOTREK & FELIN:
THE SECOND OMNIBUS

In the annals of the Old World,
there is no tale greater than the
death saga of Gotrek Gurnisson.
This second omnibus collects
Dragonslayer, Beastslayer and
Vampireslayer.

GOTREK & FELIX: £8.99
THE SECOND OMNIBUS

by William King

Sweden Kr150 Denmork Krl125
Norway Kr150 Euro €17.50

ISBN: 1-84416-417-9

ALSO OUT THIS MONTH

MARK OF CHAOS

The dark forces of Chaos are an
ever-present threat to the Empire.
This action-packed novelisation of
Namco's Warhammer computer
game is set against a backdrop of
war on a formidable scale.

MARK OF CHAOS £6.99
by Anthany Reynalds

Sweden Kr120  Denmork Kr100
Morway Kr120  Euro €13

ISBN: 1-84416-396-2

MARK OF CHAOS - THE
COLLECTED CONCEPT ART

This full colour art book about
the Namco computer game
features new artwork and
designer's notes, this book
provides an insightful glimpse
into the game’s development.

MARK OF CHAOS £15
THE COLLECTED CONCEPT ART
Compiled by Matt Ralphs

Sweden Kr250  Denmark Kr200
Norway Kr250  Euro €25

ISBN: 1-84416-419-5

THE WITCH HUNTER'S
HANDBOOK

A full-blooded and characterful
background book about the
dreaded witch hunters of the Old
World. The book reveals many
secrets of the Templars of Sigmar,
describing in eye-watering detail
how they root out evil and crush
heresy, accompanied by
fantastically gruesome illustrations.

THE WITCH HUNTER'S £12.00
HANDBOOK

Sweden Kr180  Denmark Kr150
Morwoy Kr180  Eure €20

ISBN: 1-84416-407-1

THE
WITCH H
HANDBC

www.blacklibrary.com

Pictures for lilustrative purposes anly, Product contents may vary. Products sold unpainted and unassembled. Cartain Citadel products may be dangerous if used incorrectly. Prices correct at time of going to press, pleass contact us for currant

avaliability and Games Workshop prices. Prices quotad are far products sold by Games Workshop through its own stores,
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NEW BELEASES

These biomorphs can be
used individually or mixed
and matched to provide a
variety of upgrades for your
plastic Carnifex kit. There are
four different resin upgrade
kits available:

*Rams and Tail

e Left Wrecking Claw
*Right Wrecking Claw
*Wrecking Ball

Two examples of completed
Carnifexes are shown here.

All biomorph kits designed
by Daniel Cockersell.

TAU TECH DRONE

The Tau DX-4 Technical Drone can

be added to a Tau Squad to

represent the Engineers Stratagem
e | from Cities of Death.

Model designed by Mark Bedford.

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.

Pictures for ilustrative purposes aniy, Product confents may vary. Products sold unpainted and unassembled, Cerfain Citade! products may be dangerous if used incarrectly. Prices correct at time of going to press, please confact us for current
availability and Games Workshop prices. Prices qualed are for products sold by Games Workshop through its own stores, gue or wabisite. 1t retailers are thig for ining their ovin prices.
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This Christmas sees the launch of a whole range of brand new hobby and
gaming aids. Grombrindal delves into the forthcoming yuletide delights...

HOBBY ALERT!

ESSENTIAL HOBBY SUPPLIES INCOMING

Warhammer Counter Set

Following on from the popular Warhammer 40,000 Cities of Death
counter set, this set provides all the gaming essentials for Warhammer
Fantasy Battles. Presented in a stylish tin, the set incudes deployment area
markers, charge, flee, wound and a multitude of spell effect markers —
even a sliding turn tracker!

RATAIEEARE AL Y
il i
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Warhammer 40,000 Vehicle Damage Dice

This special dice tin contains a set of dice for Warhammer 40,000,
representing all of the damage tables for vehicles. The tin contains two
ordnance dice, six glancing hit dice, and four penetrating hit dice. They
can also be used as counters — handy reminders during a game of all those
“crew shaken” and “weapon destroyed” results.
WARH&MMFH 1

Hero Basing Kit

The Hero Basing Kit allows
you fo easily customise the
bases of your character
models in Warhammer.
Featuring two sizes of slate,
clump foliage, dead grass and
twelve resin skull piles, there’s
never been an easier way to
make scenic bases for your
centrepiece models.

Available while stocks last

Rules Cases

Available for Warhammer, Warhammer
40,000 and The Lord of the Rings strategy
battle game, these rule cases are a
fantastic way of carrying your precious
rule books around safely. Featuring an
embossed game logo on the front, these zip-
fastening cases also include internal
compartments for measuring tapes, a dice or
counter tin and your templates!

Pictures for Wustrative purposss only. Product conferts may vary, Products sold unpainted and unasssmbled. Certain Citade! products may be dangerous If used incorrectly. Prices correct at time of going fo press, please contact us for current

avallability and prices. Prices quatsd ara for products sold by Gamas Workshap through its own stores,

retailars arg it for inig fheir own prices.
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Custom Army Cases
These great cases can hold i - e S D
entire armies', keepi.rjg your _ n“nl lnB lE

models safe in transit.

These custom versions will
make great Christmas

presents, and will be

available in stores for a I
limited period only. |

Red Army Case

The red Army Case contains not
only the standard miniature slots,
but also double-size spaces for your
cavalry, bikes, battlesuits,
Terminators — anything, in fact, a bit
bigger than an infantryman.

Minlaturss not supplied.

Green Army Case

The green Army Case combines the
properties of a regular figure case
and the popular tank cases. The
customisable foam can be arranged
to house monsters, vehicles and
other large models.

Miniatures rot supplied,

Pictures for illusirative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certaln Citadel products may be n'angerous if used incorrechly. Prices canex,: al lime of going lo press, please contact us for current
avaifabiity and prices. Prices quoted ara for products sold by Games Workshop through its own slorgs, catalogue or websife, ratailers are le for iming their own prices.

SRR i R i -




'WARHAMMER

/40,000,

ELDAR ATTAGK

Preview of the new codex and models in Hobby Centres!

On page 126 you can see some of the exciting new models coming out for
the Eldar next month. If you cannot wait to get a look at the new launch of
one of the Warhammer 40,000's most seminal ranges, then all our Hobby
Centres will be having special previews of the models, the fully revised
Codex instore and demonstration games with the new rules from 21st
October. Ring your local store for details.

WARHAMMER

CODEX

Winners of the mobile phone competition announced!

In WD318, we ran a competition for 10 readers to each win a Nokia
N-Gage phone. Well done to A Gibbs-Barton, Alexander Sanderson,
Brian Bean, Marc George-Wright, Matthew Organ, Michael
Winterbone, Mr C James, Richard Jasper, Roy Battiscombe (jnr) and
Sid Wellstead!

The answer to “Who was the Primarch of the Space Wolves?" was
B, Leman Russ. One of our favourite tie-breaker answers to “l am a
faithful servant of the Emperor because...” was “| play Tyranids.
Serve the Emperor? Maybe with a salad!”. Thanks to everyone who
entered — Grombrindal.

DIREGT GO

BUILDING-TASTIG!

The chaps in Direct couldn't help
themselves when the new plastic
Cities of Death buildings came
along recently. They've built an
amazing Warhammer 40,000
board to play on. The lads then
went one step further and decided
] to use it in the Medusa campaign

being run over the summer as their
own little area of Sybilla Tertius
called the ‘Celestine District’. Find
out more about how the chaps
built the board by giving them a
ring on 07115 91 40000!

I . R AR R R R R
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NERU RELEASES

2007 GOMPLETE CATALOGUE

The 2007 Catalogue contains painted examples of all the current range
miniatures for our major gaming systems.

The 2007 Catalogue

2007 COMPLETE
CATALOGUE

2007 Complete Catalogue £4
Sweden  Kr70 Denmark Kré0
Norway K75 Euro £7.50

Product code: 60049299099

ON SALE OCTOBER 14TH
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WARHAMMER

Orcs & Goblins Army Book

Orc Warboss box set

Orc and Goblin Battalion

Orc Shamans box set

Forest Goblin Spider Riders box set
Night Goblin Regiment

Night Goblin Fanatics box set
Night Goblin Bosses

Night Goblin Shamans

Skarsnik and Gobbla box set
Goblin Warboss

Goblin Heroes

Goblin Shamans

Orc Arrer Boyz (Direct only)

WARHAMMER 40,000

Eldar Army

Eldar Codex

Eldar Battleforce

Eldar Farseer

Eldar Autarch with power sword
Yriel — Autarch of lyanden

Eldar Farseer and Warlock Bodyguard
Eldar Striking Scorpions

Eldar Warp Spiders

Eldar Dire Avengers

Eldar Ranger (Direct only)

Eldar War Walker Squadron
Eldar Dark Reapers

Eldar Vyper Jetbike

Eldar Falcon

OTHER RELEASES :

Games Workshop Catalogue 2007

Galaxy in Flames

Orc Slayer

Tales from the Dark Millenium

The Witch Hunters’ Handbook

Gotrek and Felix: The Second Omnibus
Mark of Chaos

Mark of Chaos: The Collected Concept Art

You can buy our products from

07/10/06
07/10/06
07/10/06
07/10/06
07/10/06
07/10/06
07/10/06
07/10/06
07/10/06

28/10/06
28/10/06
28/10/06
28/10/06
28/10/06

21/10/06

04/11/06
04/11/06
04/11/06
04/11/06
04/11/06
04/11/06
04/11/06
04/11/06
04/11/06
04/11/06
04/11/06
04/11/06

OUT NOW £15.00
OUT NOW £25.00

14/10/06
30/09/06
30/09/06
30/09/06
30/09/06
30/09/06
30/09/06
30/09/06

the following sources

e Games Workshop stores
¢ Independant Stockists
¢ GW Online store

www.games-workshop.co.uk/store

e Games Workshop Direct Page 122

see page 126 for more details

Page 116
Page 116
Page 124

COMING NEXT MONTH
£12.00
A WARHAMMER

£12.00 +40,000",
£18.00 e —
£18.00
£8.00
£7.00

e "WARHAMMER

/40,000,

£15.00
£7.00
£7.00
£7.00
£7.00

£145.00

£12.00
£50.00
£7.00
£8.00
£9.00
£18.00
£18.00
£18.00
£18.00
£5.00
£40.00
£20.00

£4.00
£6.99 Dark Reaper
£6.99 Aspect Warriors
£6.99

£12.00

£8.99

£6.99 ®

£15.00

Dire Avenger
Aspect Warriors

Picturas for ilustrative purposes only. Product comlents may vary. Products sold unpalnted and unassembled. Certain Citade! products may be dangerous if used incorrectly. Prices comect at fime of going fo press, pleass contacl us for current

availability and Games Workshap prices. Prices quoted are for products soid by Games Workshop through its own stores, catalague or wehsite. Independent refailers ar@ rosp

it for ifig Shetr own pricss.
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. GOBLINS

Big Boss Night Goblin Summon the Waaagh!  An Orc and Goblin

Mat Ward reveals da with Mat’s hints and horde takes on the
plan behind the new tips on collecting and Lizardmen in a huge
Orcs and Goblins book. gaming with greenskins. battle report.

T & @



A appeared in three out'.
.+ of four Warhammer
starter sets.

18_ WHITE DWARF  ORCS AND GOBLINS

puts the emphasis on the

unrestrained violence of a greenskin
Waaagh! Even Goblins have a soft spot for
a barney, although their method tends to
rely on a dark night and a long spear
rather than a bellowing charge. Pausing
only to beat up some Goblins in the car
park, Halfling-phobic book-author Mat
Ward describes how he made the Orcs
and Goblins more hitty than ever before...

A dark and brutal history

Naturally, it's not just about the rules. For
the first time in a decade, we've presented
the history of the Orcs and Goblins in all
its blood-soaked splendour. The great
Waaaghs! of Gorbad Ironclaw, Grom and
others are detailed in all their glory (it’s a
strange thing, but almost every Waaagh!
seems to stop off in the Moot to kill

The new Orcs and Goblins army book

|

Halflings — funny that). These histories
combine with the brooding and evocative
illustrations of the Design Studio artists to
create the most complete picture ever of
greenskins in the Warhammer world.

Big, green, killing machines
When it came to the rules, most of all we
wanted the Orc and Goblin army to be
precisely that: an Orc and Goblin army.
That's not to say that we wanted to stop
single theme armies — they're part of the
fun, after all — but Goblin armies have, in
the past, tended towards very tricksy and
magicky but not very hitty. None of this
would have been a problem, save for the
fact that the common Orc was just not
appealing enough, so only a few people
wanted to field them. As such, we've
deliberately beefed up the Orcy side of the
list, rather than simply weakening the



Goblins. The result? A versatile and varied
army as ever there was before, with an
extra dollop of Orc muscle.

Animosity

Of course, the
one major
defining feature
of greenskins is
their seemingly
endless capacity
for fighting
amongst one
another — even in
the face of the enemy. Animosity has
always been at the heart of the Orc and
Goblin army, capable of turning an orderly
advance into a squabbling mess in a matter
of moments. This time around, however,
the design team wanted to set the record
straight on Animosity — chiefly that Orcs

k% THE oNE maser DEFINING Feature o
GREENSKINS 1S THEIR SEEMINGLY

ENDLESS CAPACITY Fo Fiskng.. ¥9

are as likely to charge towards the foe to
“prove dey is best” as they are to fight
amongst themselves for the same reason.
Accordingly, the new version of the

b Thaeﬂn:s and Gublin

' .army book contains all.
the infokmation you
need to start your
nenskin horde.

'F.nll history of the
| Orcs and Goblins.

= * Ccn'lplqte Bestlary :

Waaaghl Maglc,qld
new Magicltem !

: Special army rules. !
Armylist. . -

.

Animosity table looks somewhat simpler.
On a roll of 1, a unit testing for Animosity
grinds to halt and Squabbles, but on a 6
the unit gets a “We'll Show ‘Em” result and
charges towards the enemy!

At the heart of any Orc and Goblin
army is the Warboss that leads it to war —




Orc Warboss with

choppa and shield

eral editions of
W ammer, but now
< they're back with two
box sets of Spider

ﬂdgrsm. ﬁhe two Tl
models from Battle for |
J Sku[l ﬂass, and a brand
- new multi-part
% Rebunent iet.
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when the boss is doing well, there’s plenty
of fightin’ and lootin’ to be had (and
consequently a lot of happy greenskins

not making mischief or attempting to
overthrow the boss). When the boss isn't
doing so well, it means the Waaagh! is
likely on the verge of defeat. In recognition
of the pivotal role of the boss in the Orcs
and Goblins army, we're not only releasing
a fantastic new plastic kit, but also well
and truly giving the Warboss the power of
the Waaagh!

Building a better Warboss

The new plastic kit, the first of its kind for
Warhammer, allows you to make both a
foot and mounted Orc Big Boss or Warboss
with any of the weapon options available.
You can even make him into your battle
standard bearer if you wish. Better yet,
there are parts on the frame to make your

"-.

Black Orc Battle
Standard Bearer

Orc Warboss on boar

boss a Black Orc, as well as all the extra
accessories that you'd expect from a plastic
kit. As a side note, Black Orc characters no
longer take up an extra Hero slot, so there's
no reason not to recruit their formidable
muscle to your cause,

The power of the Waaagh!

In addition to looking better than ever,
Warbosses are even more powerful than
before. Not only have we raised the
Strength of the Orc Warboss to 5, we've
also allowed the general to tap into the
power of the Waaagh! and propel his
troops into the fray all the faster. In effect,
once per game, the Orc and Goblin player
can declare a Waaagh! In this turn, every
Orc or Goblin unit in the army has an
increased chance to roll a We'll show 'Em
result on their Animosity roll. Orcs are
more likely to Waaagh! successfully than



Goblins, and bigger units are more likely
to Waaagh! than smaller ones. Call the
Waaagh! at the right time and you’ll catch
your opponent flat-footed and grind his
prized troops to offal. On these occasions,
cackling madly is not mandatory, but can
be fun.

That ol’ greenskin magic
Waaagh! magic has also seen an overhaul
with the new edition. The two lores (Big
Waaagh! and Little Waaagh!) are still there
but are no longer split between Great
Shamans and Shamans, but instead
between Orcs and Goblins. Accordingly,
the Big Waaagh! is direct and brutal — the
metaphysical equivalent of being hit hard
with a blunt object. If you want to make
the whole army charge, have Gork get
repeatedly stompy on the enemy army or
‘Eadbutt that annoying Wizard into a

shallow grave, the Big Waaagh! (and thus
an Orc Shaman) is for you. If, on the other
hand, you want to move friendly units
about in the Magic phase, or perhaps make
your enemy’s rolls of 6s become 1s, then a
Goblin Shaman and the power of the Little
Waaagh! is what you're looking for.

More ’itty

We can’t talk about greenskin magic
without giving a mention to the spruced up
Magic Items. As is only proper, the Orcs
and Goblins have access to a slew of
deadly ensorcelled weapons. The Battleaxe
of the Last Waaagh!, for example, can turn
your Orc Warboss into a Strength 8 killing
machine with 7 Attacks for a suitably
costly 100 points. At the other end of the
scale, Lucky's Dirk gives the bearer a
Strength bonus for each magic item carried
by the enemy being struck, all for a mere 5

008 NS Ut e b

Big horned head

Scarred head
Snarling head
Visor:

Top knot

Helmet mandibles

Wolf skin body

Armour-plated body
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Shoulder pad 1

. Shoulder pad 2
. Punch spike

Spiked shoulder pad
Standard pole/great

weapon haft
Sword arm

. Axe arm

Great axe head

. Spear arm

Shield arm

. Great weapon/
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. Snotling

. Boar left side
. Boar right side
. Boar tusks

. Banner
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Goblin Bosses

points. There's something for every
situation (providing that situation involves
hitting things) and every budget. Hoary old
veterans will notice we've even reinstated
the Skull Wand of Kaloth, for those times
when your Goblin Shaman wants to suck
out his opponent’s brain...

Ten per cent more fun

Enchanted Items also benefit from a spring
clean. We've revamped these with an eye
to the slightly more unconventional (at
least for Orcs). Most conventional are the
old favourites Bigged's Kickin’ Boots and
Imbad’s Iron Gnashas, both of which boost
the offensive power of your character. If
you want something less Gorky and more
Morky, there's the return of the terrifying
Pipes of Doom (for that moment when you
just wish all the enemy cavalry would run
away), the Tricksy Trinket (if you feel Ward

1

Goblin Shamans

Night Goblin Shamans

saves on enemy characters are just plain
unsporting) as well as a half dozen others.
And that's without talking about the
Brimstone Bauble and exploding Goblins...
Yes, exploding Goblins.

Heroes of legend

No Warhammer Armies book would

be complete without the rules and
background for the mightiest warlords who
(in this case) ever left a blazing trail of
destruction across the Old World. The Orcs
and Goblins book is no exception.
Amongst their number, the unstoppable
killing machine Grimgor Ironhide has
hacked his way into the new edition of the
book in search of fresh foes. If anything,
Grimgor is even more deadly than before
and pretty much an army in his own right,
but he’s not the only Orc Warlord vying for
inclusion in your horde...



Skarsnik’s Prodder is a
powerful weapon,

Skarsnik’s pet Cay
Squig, Gobbla, is
and disturbing sig
even to other Nigl
Goblins. In the gamig:
Gobbla has 4 attacks, !
and his gullet is so deep i
and wide that those o
attacks benefit from the : %
Killing Blow special ¢
rule. Chomp!

imbued with the bitter
curses of Night Goblin
Shamans. It counts as a

halberd, but can fire
bolts of pure Waaagh!
energy in the Magic
phase. The number of
these bolts increases
the more Orcs and
Goblins are nearby!

Da Boss ’as a plan

In addition to Grimgor, Azhag the
Slaughterer makes a long-awaited return.
A combination of Orcish might and
sorcerous zappyness mounted on a
Wyvern, Azhag can achieve all manner of
destruction on your behalf. Even more
formidable than Azhag is Gorbad Ironclaw
— rightly lauded as the greatest Orc
Warlord of all time. There's more to
Gorbad than a big axe (although he does,
as a matter of fact, wield a big axe) — he
also allows you to upgrade any units of
Orc Boyz and Boar Boyz in the army to
Big ‘Uns (rather than just one of each) to
represent that “’Is Boyz are da ardest wunz
dere is”. To top it all, Gorbad has a
Leadership value of 10, and counts as the
battle standard as well as the army general
— each with a range of 18" — inspiring the
ladz to ever greater deeds.

Goblin players need not feel left out
either — there’s a couple of named Goblin
characters here for you too. Admittedly,
Grom the Paunch of Misty Mountain is not
very Gobliny, being neither diminutive
nor sneaky. Immensely fat, he solves
all of his problems by driving at them
like... well, exactly like an immensely fat,
angry, regenerating Goblin in a chariot, in
fact. On the other hand, Skarsnik, Warlord
of the Eight Peaks is easily sneaky enough
for both himself and Grom (and
probably for another dozen
Goblin chieftains on top of that
too) forcing elements of the enemy
army to turn up late through cunning
pre-game ambushes. It’s not safe to
get too close to Skarsnik either —
his voracious and inseparable
pet squig Gobbla is every bit as
dangerous as the model looks!



A BoYZ

Although many Boyz believe
that skulking about at the
back and shooting is no fit
job for an Orc, the Arrer
Boyz fulfil a valuable
battlefield role. Obviously,
they’re far more reliable than
a mere Goblin archer!

ORC ARRER BOYZ
Points/model: 6
Unit Size: 10+

MWSBS S T W I ALd
@ oanargnd Y

Wargear: Light armour,
choppa & bow.

TRIBES

Orcs and Goblins are a ragtag
bunch, and certainly not so
organised as to wear
uniforms. Despite this, certain
colours and symbols serve to
distinguish individual bands or
tribes. More colour schemes
can be found in the book.

NEXT MONTH-ARRER BgYZ
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Da Broken Tooth Tribe Ironclaw Orcs

Jobs for da Boyz

The vibrant beating heart of the Orc and
Goblin army is its Core units — specifically
the Orc Boyz. In fact, Orc Boyz are in
much better shape with this version of the
book, thanks to the changes to the choppa
rule. What changes? Well, to an Orc on
foot, a choppa always gives +1 Strength in
the first round of combat. This is true even
if the Orc has not charged, or the choppa
is combined with a shield or another
choppa. The shield/choppa combo, by the
way, now grants +1 to the Orcs’ save in
combat. It's basically a special, Orcy hand
weapon, and works just like other hand
weapons, except for the extra hittyness.
Best of all, this upgrade comes at no
additional points cost, so you get a brutal
and boisterous band of 20 Orcs with full
command group, choppa and shield for
only a little more than 150 points!



The Night Goblins are
subterranean, cowardly
creatures with a hatred of
sunlight. In battle, Night
Goblin units can be upgraded
to carry hooked nets, which
they throw upon their
enemies in combat.

In game terms, these
nets reduce the Strength
of their opponent’s attacks.
However, sometimes things
can go wrong, causing this
penalty to apply to the Night
Goblin unit instead!

BUT-NOW FQREST 5OBLIN SPDER RIDERS

Cavern deep, mountain high
Night Goblins too have seen a few
changes. Not only have Night Goblin
Fanatics been tidied up and improved (the
Orc and Goblin player can nominate the
direction they travel when the scatter dice
comes up ‘Hit’), but Night Goblin Netters
have also been simplified — they are now a
unit upgrade costing 35 points. At the start
of each turn, a Night Goblin unit armed
with nets can try and entangle one of the
units it is fighting. If the Gobbos are
successful, the foe will fight with a -1
Strength penalty that turn, potentially
saving the lives of a lot of Night Goblin
warriors. Of course, this tactic can go
horriby wrong on occasion!

They came from the forests
Scuttling into the new Orc and Goblin
army are the Forest Goblin Spider Riders.

Like the wolf-riding greenies, these Gobbos
are flankers born and bred. Though their
spiders are slower than a horse, Forest
Goblins can move through difficult terrain
without penalty. They hit slightly harder
than Wolf Riders too, thanks to the
poisonous attacks of their arachnid mounts.

| fired an arrow in the air

The final Core unit worthy of mention are
the oft-unloved Arrer Boyz. While some
might not see having a bow as very Orcy, a
smattering of Arrer Boyz can be very useful
when dealing with enemy light cavalry.
However, in the previous edition, they
were just a little too expensive — weighing
in at a substantial 8 points each. They've
seen a little redress in this book, and an
Arrer Boy now costs a mere 6 points. Every
Orc and Goblin army should manage a
home for da shooty ladz now.
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The bulk of the Forest Goblin
tribes are found in the belt of
woodland south of the
Empire. These forests are
home to gigantic spiders,
which the Goblins capture
and ride into battle as steeds,
Their poisoned attacks and
ability to clamber over any
terrain makes the Forest
Goblins deadly fast cavalry.

New Releases

This month

Orcs & Goblins Army Book
Orc Warboss

Orc and Goblin Battalion
Orc Shamans

Forest Goblin Spider Riders
Night Goblin Fanatics
Night Goblin Regiment
Night Goblin Heroes
Night Goblin Shamans

Next month

Skarsnik and Gobbla
Goblin Warboss
Goblin Heroes
Goblin Shamans
Orc Arrer Boyz

o &5t




Among the Night Geblin

Squig hunters theré are those
* who are so reckless that they

prefer to go to war on the
back of a leaping, erratic
Squig. Grabbing hold of the

beast’s ears or horns, it takes

: askilled Goblin indeed to
.+, + ~control the Squigs on the
+. field of battle.

SQUIG HOPPERS
Points/model: 15
£ Unit Size: 5-10

Sﬂlﬂﬁ HOPPERS

d

M WS BS S T W
1

1
3D6 4 0 5 3 3

Wargear: Hand weapons.

Special Rules: Hate Dwarfs; Immune
to Psychology; Skirmish; Boiiing!

ORC BOAR BEYL

Tough, strong and with a
respectable charge of 14",
Boar Boyz can give
nightmares to a ranked-up
enemy unit even with a
frontal assault, and an
upgrade to Big "Uns just
makes them even beefier!

Also, it's a long standing joke

in Warhammer that you
should fear the steed of the
cavalryman more than the

rider (they always seem to do
more damage) but in the case

of boars it’s absolutely true!

GRCSLAVER

v HATHAH LT

If you want to read
about killing Orcs,
check out the latest
Gotrek and Felix novel
from the Black Library!
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Special is the word

Let’s face it, Special units are often the
most entertaining troops in any
Warhammer army, and the Orcs and
Goblins are no exception. For the
greenskins, Special units tend to fall into
two categories: shock troops and support
troops. The ‘shock’ is covered nicely by
Boar Boyz and Black Orcs, whilst support
is provided by chariots, war machines and
Cave Squigs.

Boiiing!

Squig Herds look a little different these
days. While randomly bouncing Squigs
had a certain anarchic pleasure to them,
such rules did tend to slow games down
somewhat. Now, if the unit is defeated in
combat, every unit within 2D6" takes D6
Strength 5 hits. Ouch! Then, Orc and
Goblin opponents will be glad to hear, the

'J_.

unit is removed from play. To further
simplify the way these fungoid menaces
waork, we've split Squig Hoppers off from
the main herd into a skirmishing unit all of
their own. Skirmishing brings all kinds of
potential nastiness to the Squig Hoppers,
and if this weren't enough we've upped
their move to 3D6". | like to think of it in
these terms: “Boiiing! Boiiing! Chomp.”

Wun, two, three...CHOP!

Black Orcs have probably seen the biggest
improvement of all the Special units. A
Black Orc regiment now comes with both
additional choppas and great weapons as
standard — you can buy them shields on
top of that as well if you like. Black Orcs
can select their implement of choice at the
start of each combat. While great weapons
are, well, great, the veritable bucket of
Strength 5 attacks that a Black Orc unit can

e



80%

80%

put out with additional choppas is not to
be taken lightly. Whether you have a
regiment of Chaos Knights or a huge mob
of Skaven, you might want to reconsider
picking a fight with the Black Orcs.

Madness, | tell you

Last but not least are the Rare units. We've
put a lot of effort into making the Rare
units equally appealing, and if Orcs and
Goblins players are torn between the
choices they need to make, we've done
our job. The Orcs and Goblins do quite
well for choice here, with a nice spread of
troop types, ranging from the cheap and
(painfully) cheerful Snotling Pump Wagon,
through to the lumbering and destructive
Giant. The Pump Wagon has seen the most
change — losing its Unbreakable status in
favour of being Stubborn. By way of
compensation, you can now take two

greenskins.
the best eq
formidable
battle, Blac

in the ranks, and can brmg
other Orcs into line with little
more than a scowl or a cuff
around the ear.

SAVAGE BRCS

Primitive, backward (even by
the standards of other Orcs)
and very, very smelly, Savage
Orc mobs benefit from all the
new tweaks to the Orc boyz -
the choppa and Waaagh! rules
— as well as keeping their
frenzy and distinctive, Ward
save-granting magic warpaint.

Pump Wagons for one Rare slot and, at 40
points each, they're a steal.

Left a bit, right a bit...

I've always had a bit of a soft spot for
Goblin Doom Divers. Feeling that they
needed a little boost, we've tweaked the
rules to allow the catapulted Goblin to
adjust his final impact point by D3 inches
— a great way of zeroing in on knights (or
in my past experience, Vampire Lords).

Who you callin’ stoopid?

Final mention goes to everyone's favourite
monster, the Troll. They may be subject to
Stupidity, but Trolls have two redeeming
features: regeneration (which is great) and
the ability to vomit (which is great and
funny). Stone Trolls have gone up by 5
points, but now sport a natty 5+ Scaly Skin
save as well as their Magic Resistance.

Common Troll
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l,m's a good ldea ta lohk
~at minimum unit sizes

%f and double them™

" when selecting your

‘army: You need rank

: q,%t:ﬁ outnumbering

/" bonuses to scare the -
fi ight out of your

~ opponent - a unit of .

- 40 Night Goblins is -
nothingifnot

' try not to field units of
fewer than 20 Orcs or
* 30 Goblins.
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i Ilitlmidat’ ing! As a' vule,

he main trick to winning with Orcs
T and Goblins lies in their quantity — it

isn't easy being green and life is most
definitely cheap. Greater numbers can
compensate for almost anything, and with
the good, inexpensive infantry available to
the Orc and Goblin army, you can quickly
get the weight of numbers behind you. As
a case in point, your biggest challenge —
Animosity (Orcs aren’t very good at living
in harmony) — becomes less of an issue
with more units in your army. While a
larger army will fail more tests, it'll also
have more units on hand to take up the
slack and compensate for the disruption.
Having greater numbers also yields several
other bonuses, including that all important
+1 combat resolution for outnumbering the
enemy, and raising the 25% threshold for
panic tests (not to mention there just plain
being more of you to kill in the first place).

i

Be wary of overextending the frontage
of your units. Your Goblins will only suffer
if you have too many in combat while your
Orcs, being on larger bases than most foes,
risk having models out of combat if their
unit is more than six models wide.

At the double!

With such large numbers of troops on the
board, you'll want to destroy enemy war
machines without delay. You've very few
flyers at your disposal (only the Orc
Wyvern), so the favourite Warhammer
method of neutralisation is pretty much out
of the window — fear not, other methods lie
close at hand.

A Goblin Big Boss with Maad's Map
will help matters (the map allows him to
Scout), but your best play is to have loads
of Spider Riders and/or Wolf Riders (spot
the “weight in numbers” theme again?).



These can scoot across the board in no
time at all and happily munch gunlines
and artillery pieces alike. Better still, guess
what? Yup, they're cheap, so you can
afford a lot of them without having to
scrimp on your main units. “

Defensive measures

A fast-moving, hardy army — such
as Bretonnians — can prove
problematic to Orcs, as they can
close the distance swiftly, and
batter even your largest mobs to
ruin. This being the case, it's as
well to bring along a few tools to deal with
such foes — the best defence is a good
offence, and a good offence generally
involves some fast-moving projectiles.
Spear Chukkas are great for this kind of
thing, but also give a thought to Doom
Diver Catapults, Rock Lobbers, and Night

Mat Ward has chosen this example
army to reveal some Orcy secrets.

1 Orc Warboss Krug the
Unconquerable with

shield, Armour of Gork,
Martog'’s Best Basha
and riding the Ironback
Boar.

223 points
Orc Big Boss Bogcrack
with light armour and
army standard (Nogg's
Banner of Butchery).
Rides a boar.

138 points

3 Night Goblin Big Boss
Maad with light
armour, Sneaky
Skewerer, Maad’s Map
and Collar of Zorga.
72 points
4 Night Goblin Shaman
Fungbloom; level 2
with dispel scroll and
Nibbla’s ‘Itty Ring.
130 points
5 8 Orc Boar Boyz (Big
Uns) with light armour,
shields, spears, choppas
and musician, standard
bearer and Boss.
278 points

6 20 Orc Boyz with light
armour, shields, spears,
choppas and musician,
standard bearer and
Boss.

)

170 points

25 Orc Boyz with light
armour, shields,
choppas and musician,
standard bearer and
Boss.

=1

180 points
8 10 Forest Goblin Spider

Riders with hand
weapons, spears, short
bows, shields and
musician, standard
bearer and Boss.

170 points

9 10 Forest Goblin Spider
Riders with hand
weapons, spears, short
bows, shields and
musician, standard
bearer and Boss.
170 points

1 0 6 Stone Trolls.
360 points

11 30 Night Goblins with

shields, spears, 3 Night
Goblin Fanatics and
musician, standard

Goblin Fanatics. A final, more unusual,
ploy is a big unit of Orc Boar Boyz. With a
charge range of 14" (+D6" with Gork's
Waaagh! Banner) these ladz can project a
zone of pointy death that will give most

Just REMEMBER 7s sty
PLACE F8R-A REAL GREENSKIN

B ar | o e u bearer and Boss.
Tg BE is ;-Nﬂ HGHT- ” 215 points.
Bt 10 2 Goblin Spear Chukka
; L 70 points
foes a few second thoughts about moving .
. 2 Goblin Rock Lobba
into range. 1 70 poi
points
Just remember, the only place for a real
greenskin to be is in a fight — if your units Ariny Total

aren’t in combat by the end of Turn 3,
you're doing something wrong!

2246 points

Mat Ward

+4 o ,_' =
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SCENARI®
STATISTICS

4000

Participants:
Orcs and Goblins
(Mark Latham)

Lizardmen

(Andy Hoare)
Scenario:

Pitched Battle
Location:

The Plain of Tuskers
Timeline: 2519
(Empire calendar)

730 WHITE DWARF  ORCS AND GOBLINS BATTLE REPORT
o .

and this time it’s not just the

Lizardmen! A marauding army of
Orcs and Goblins, led by the mighty
Warlord Grashrak Bashum, has struck
south from the Badlands, fighting
everyone it meets. Deciding to set up
home on the Plain of Tuskers, the army
attracts the attention of the Lizardmen,
who are seeking to restore their ruined
temples and sacred monuments to their
former glory. When they realise that the
Orcs and Goblins have desecrated ancient
Lizardman shrines, the reptilian warriors’
cold blood reaches something akin to
boiling point. The greenskins must pay the
price for this sacrilege.

This battle report is a larger-than-
average game of Warhammer, pitting 4,000
points of Orcs and Goblins against a horde
of Lizardmen. Though this is a large battle,

Something's stirring in the Southlands,

1

we decided to play on a regular sized 6' by
4' hoard, as this is the largest size that most
gamers out there in the “real world”
possess. It's actually perfectly fine to play a
game of up to 4,000 points on a gaming
area of this size, though many gamers
prefer larger areas. When setting up the
battlefield, Andy and Mark used the
standard set up rules from the Warhammer
rulebook, while an impartial third party —
in this case Adam Troke, our guest referee
— adjusted it as necessary to make for a
more aesthetically pleasing board.

This battlefield also introduces a brand
new Special Feature for your games of
Warhammer. The Desecrated Totem has its
own unique attributes, described later, and
follows all the usual rules for control from
the Warhammer rulebook. It was placed in
the dead centre of the board, so as to
confer no advantage to either side.
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The Orc village and Desecrated
Totem were made especially for
this battle report by Mark Jones
and Chad Mierzwa. Check out

how they were made on the web.

THE TERRAIN

' region south of the
Empire known as the _
. Badlands. These lands are ¥ jg
 bordered by the World’s
{ Edge mountains, which
. are part of a vast chain
stretching w_ell over
10 0 miles.
' Numerous greenskin .
-} “tribes live in these M

The Scenario

Deployment: Andy and Mark used the
standard deployment rules for this game,
setting their forces up no further than 12"
onto the table, and taking it in turns to
deploy units. Andy claimed the table edge
and began deploying his Lizardmen first.

The first turn: After deployment, both
players rolled a dice to see who claimed

e  MOst get no further than

| NEW SPECIAL FEATURE:
DESECRATED TOTEM

Special Features are an all-new
element of the latest edition of
Warhammer. They add a little spice to
the battle by having a simple special
rule that benefits the unit controlling
them, and by conferring Victory Points
to the army that claims it at the end of
the game. Players are encouraged to
make up their own Special Features

2\ invasions into the lands

out small empires for.
themselves or launching

| below. Some tribes even
- migrate along the length
g of the mountains, though

a few hundred miles .
before another tribe of
=1 larger greenskins halts
' their progress, or they
run into one of the
numerous garganiuan
beasts that make their -
homes in the deep ca_vés
or atop the high peaks.
Om; group of ;
s, though, did
) manage to rampage
 further along the lengths
of the mountains than
&7 any other. More through
luck than judgment, the
Black Skullz tribe, led by *
 the mighty (and lucky)
Orc Warlord Grashrak
‘Bashum, penetrated the |
mourrfams bOrder!ng the

the Southlamﬁ '

l| Bashum had no idea even

. existed — the leardmen.

| The warhke ‘Orgs ‘decided

| that here, far from home,

:',- was a’place’they could .
-~ fight aﬁd plunder fo the.ir {
Hearls " content.

In‘typical Ore

L fashmn Varboss Bashur

Jf-gsaa.buuiplun Ering | I

. sites the uzq;dmen e d

n‘i?;l*d@f .;Wasn t long

: £ too, and that’s what we decided to do before the N iests . - o
:::af:is;:;ﬂ-.r;t ﬁg?énéggd\fl t\:iorr;lt‘:}:\?j rgffl off here. Our Speci::nl Feature would . dispatched a suzable force
magic and shooting before Mark’s Orcs represent & macical | 1zadien toten) il thele nwr :
could get to grips with his Lizardmen that has been dedeciinc by the I SR ko

' ' greenskins. It would therefore grant | gﬁ:‘\:’;‘;’tm‘:::g:&ﬁtf .
Game length: The battle lasts for 6 turns, or tan ;dd;‘tjonal Po_;vtehr and Dt'spﬁl 3'.? Y in any written history, bu'f
until one player concedes. 0 (xR S-ATINY 1Ny COmUDTEo 1% . tales are told of that d “4,

Victory: The winner is determined by using
the standard victory points system from the
Warhammer rule book.

while the unit that controlled it on
Andy’s side would be subject to
Hatred.

wherever G)rciand
gather 'gorltwas *
Co:k 7

mountains, many carving J:’fﬁ:

met a foe Warboss g .
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Warboss Grashrak Bashum

(Army General) with extra choppa,

Armour of Gork, Bigged’s Kickin’

Boots and Caollar of Zorga.
211 points _

Night Goblin Great Shaman Wurligog
Darkmoon (Level 3) with Staff of
Sneaky Stealin’, 2 Magic Mushrooms
and Warboss Um’s Best Boss “At.
§ 250 points

24 Big ‘Uns
with additional
choppas, Boss,

" standard and and spears.

< daf 70 points
3 musician.
g 294 points
5 Wolf Riders
29 Orc Boyz with short bows.

with choppas,
shields, Boss,
standard and

musician.
204 points
10 Spider
Riders with
spears and short
30 Orc Boyz bows.
with choppas, 140 points
shields, Boss,
standard and
musician.
210 points
35 Night Goblins
with nets, spears
and sf_wefds, 2 10 Arrer Boyz
Fanatics, Boss, 60 points

standard and
musician.
245 points

Mark: Having 4,000 points to spend on an
army is a two-edged sword, as the choice
available — especially to Orcs and Goblins
— is so wide. | tried to stay focussed and
make sure that | had a plan for every
element of the army, so | began by
choosing the General and the compulsory
Core units.

Being a fan of common Orcs, | picked
an Orc Warboss and gave him the Armour
of Gork to take his Toughness to 6. Orcs
have a lack of magical protection in the
new book, so | compensated for this by
making him “extra killy”. An additional
choppa and Bigged's Kickin’ Boots gave
him a formidable 6 Attacks per turn, at
either Strength 5 or 6! Finally, the Collar of
Zorga would account for any pesky
Carnosaurs or Stegadons...

The Core unit selection was fairly
straightforward: three large units of Boyz

Mark Latham

Following a proud line of
Wordy Blokes, Mark is
the Deputy Editor of
Studio White Dwarf.

He loves Orcs and
precise grammar — an
odd combination by
anyone's standards!

1.

5 Wolf Riders
with short bows

65 points

Warboss Murgog “Madboy” Howlfang with light armour,
Shaga’s Screamin’ Sword, Spiteful Shield, Effigy of Mork and
riding a Wyvern.

433 points

(one of which are Big ‘Uns), and a big unit
of Night Goblins with the obligatory
Fanatics. | only ever take common Goblins
in my regular army, so these guys are a bit
unusual for me. | also picked some Wolf
Boyz and Spider Riders to give me a fast-
moving contingent (watch out Skinks!).

| was intending to hit Andy’s Lizardmen
hard, so | started my Special choices off
with a unit of 10 Boar Boyz and two sturdy
Boar Chariots. To help hold the infantry
core of the army together, | plumped for
20 Black Orcs with shields, while a
Doom Diver and Rock Lobber provided
something for Andy to worry about in the
Shooting phase. | find that Goblin artillery
is best used in pairs to increase its chances
of actually hitting something! With the
bulk of the army selected, it was time for
the really fun stuff — Lords, Heroes and
Rare choices.



HEROES
-

Orc Shaman Gubbinz
Stik-shaka (Level 2)
with Nibbla’s ‘ltty Ring
and Staff of Sorcery.
150 points

thrasha (Battle standard

SPECIAL UNITS

20 Black Orcs
with shields,
Boss, standard
and musician.
318 points

2 x Boar Chariot
80 points _i

RARE UNITS

80 points

Doom Diver

Magical support came in the form of a
Night Goblin Great Shaman and Level 2
Shaman, and a Level 2 Orc Shaman. With
a Staff of Sneaky Stealin” and three Magic
Mushrooms between them, they pack quite
a punch. Of course, if Andy takes a Slann,
then they’ll be largely on the defensive,
prompting the choice of the Staff of Sorcery
for the Orc Shaman. A Night Goblin Big
Boss accompanied my big unit of Gobbos,
with some Madcap Mushrooms to keep the
Fanatics in line. My Big 'Uns were
bolstered by the Battle Standard with
Gork’s Waaagh! Banner for the element of
surprise. Finally, | picked two wild cards...

A unit of three Stone Trolls would be on
hand to deal with Kroxigors and Saurus
warriors, These were led by a Goblin Big
Boss on a Wolf. If they felt stupid, his
Leadership would help. Finally, I took a
second Orc Warboss mounted on a

Orc Big Boss Deff Oomie-

Bearer) with light armour,
and Gork’s Waaagh! Banner.
122 points

Rock Lobber
with Orc Bully.
75 points

Goblin Big Boss Grisgog
Two-face with light armour,
shield, Brimstone Bauble
and riding a wolf.

76 points

10 Boar Boyz
with Boss,
standard and
musician.

258 points

3 Stone Trolls

Wyvern, and gave him Shaga’s Screamin’
Sword, giving him an extra point of
Strength and an extra Attack for every
enemy character within 12", The idea was
to fly him right into the heart of the enemy,
and let him go to work on an expensive

180 points

Night Goblin Big Boss
Nisgoff with light armour,
shield, Martog's Best Basha
and Madcap Mushrooms.

69 points

Giant

&k THeRe's N POINT praving ax
GRC-AND GOBLIN-ARMY {F YBU-AREN'T
PREPARED 76 9 L.@C@! ¥7

unit or character. Depending on how Andy
deployed his characters, this Lord would
either be amusing, effective or a big waste
of points, but | always say there’s no point
playing Orcs and Goblins if you aren’t
prepared to go loco!

»

Night Goblin Shaman |,
Nifti ‘Eadbanger g
(Level 2) with Staff of

Baduum.

a4

125 points

205 points
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Lord Zlatzamundi, Slann
Mage-priest (fifth Generation).
325 points

CORE UNITS

Saurus Oldblood Bog-Bog-Gor-Bog with light
armaur, shield, Blessed Mark of the Old Ones,
Blessed Spawning of Sotek, Blessed Spawning of
Itzl, Scimitar of the Sun Resplendent, Banehead

and riding a Carnosaur.

486 points

HEROES

Saurus Scar-Veteran Gar-
Goq (Battle standard Bearer)
with Totem of Prophecy.

185 points

Tehenq, Cuaglat, and Uaxza
3 Skink Priests, each with Dispel Magic Scroll.
270 points

25 Skinks with shields and javelins.

Andy Hoare

Andy has been with the
Studio for five years now,
and claims that the
Lizardmen are his
favourite Warhammer
army. Even though they
have no tanks.
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150 points

Andy: It’s been quite a while since I've
played a large game of Warhammer - |'ve
always thought that Warhammer armies
look great when you’ve got massed ranks
arrayed from one end of the table to the
other, and the Lizardmen look particularly
impressive in larger games.

Whenever | play larger games, | always
try to keep things simple. | personally find
that there is little point loading up all of my
characters with magic items and such, as
the chances are I'll forget about them in
the heat of battle. | also find that many
magic items that might have a lethal effect
in games of 1,000 to 2,000 points have less
of an impact in larger games, and | get
more value from simply fielding more
troops. However, this is just my personal
preference, so if you want to go all out for
magic items then please don't let me put
you off.

25 Skinks with shields and javelins.

150 points

| also find the above can be true when
it comes to magic users, but there are a
number of spells that affect multiple units
within a certain distance of the user. A
good example is the Lore of Light spell
Cleansing Flame, which inflicts D6
Strength 5 hits on every enemy unit within
12", That's the sort of spell that can really
cause some damage in bigger games, so
long as you can get your high level wizard
right into the midst of the enemy. With that
in mind, | chose a fifth Generation Slann
Mage-priest. | decided not to upgrade him
to an earlier generation though, reasoning
that in the middle of such a big battle he'd
do fine as he was.

For the army itself | decided to focus on
Saurus Warriors. | toyed with the idea of
fielding these in large blocks of twenty or
even thirty models, but reasoned that
although this would look amazing and hit

\-.‘\_\_



CORE UNITS

15 Saurus Warriors
with spears, musician,
standard bearer and
Spawning Champion.
240 points

15 Saurus Warriors
with spears, musician,
standard bearer and
Spawning Champion.
240 points

15 Saurus Warriors
with musician,
standard bearer and
Spawning Champion.

hard, it was a bit of a case of too many
eggs in too few baskets (especially with the
multiple Night Goblin Fanatics | expected
to find careening towards my lines). In the
end | settled for five Saurus units, each 15
strong. These should be small enough to
manoeuvre around the packed battlefield,
but still be able to hit the greenskins’ lines
pretty hard.

Next up was a bucket load of Skink
Skirmishers. No Lizardman player should
leave home without some of these, and |
plumbed for three units of 25. Skinks inflict
poisonous attacks, and that's what does the
damage, and what I’'m looking to multiply
by taking as many of these deadly
skirmishers as possible. The plan for these
guys is to run them up the flanks and use
them to harass the likes of Giants and
Trolls, hoping for as many poisonous
attacks as possible. The rest of the army

RARE UNITS

Stegadon
235 points

15 Saurus Warriors
with spears, musician,
standard bearer and
Spawning Champion.
240 points

3 Salamander Hunting packs 195 points

SPECIAL UNITS

6 Kroxigor 348 points

15 Saurus Warriors
with musician,
standard bearer and
Spawning Champion.

210 points 210 points

consists of the big, fun stuff. An Old-blood
on a Carnosaur is, in every sense, a close
combat monster, so | just had to take one.
A six-base strong Jungle Swarm, a large
unit of Kroxigors, a Stegadon and three
Salamander Hunting Packs rounded off the
army selection.

Tactics then. Well, this is a pretty
unsubtle army, and as there will be 8,000
points in play on a 6'x4' table, there won't s
be much scope for fancy manoeuvres. That /: '
said there are a few tricks | can play. 4
Firstly, while the Saurus march relentlessly %
forwards, the Skinks will seek to harass the
enemy flanks as explained above.
Meanwhile, the Slann Mage-priest will
advance just behind the Saurus, looking to
get as close as is sensible in order to
wreak as much magicy death as he can
on the tightly packed enemy. You see,
| did say it was unsubtle!



&

itiative, the Lizardmen

. a solid battle line, while
ks sprinted along the

or Magic phase, the
Lizardmen turp:was dll about maneouvres.
“In Mark’s turn, Animosity proved a serious
hindrance. The Night Goblins squabbled,
meaning the Black Orcs couldn’t move.
The Boyz on the flank and the Big ‘Uns
followed suit, and Mark could only watch
in horror as his first turn plans went awry.

ﬂanks Dua

~ The rest of the army pushed boldly

forwards. After an uneventful Magic phase,
only the Doom Diver could redeem the
greenskins, impaling three Saurus Warriors,

-+ butall in all it was a stuttering start.
% % InTurn 2, Andy carefully positioned his
.~ Saurus Warriors and Carnosaur so that the

Desecrated Totem protected the flank of his
battle line, while all the Skinks took up
firing positions against the oncoming green
tide. The Magic phase was disastrous for
Andy, as every Wizard failed to cast a
spell, and the Slann wounded itself with a
Miscast. The Shooting phase was far more
successful — the Skinks in the village
ignored the Terror-causing Giant and
inflicted 5 Wounds on it! On the other
flank, the combined firepower of Andy’s
Skinks, Salamanders and Stegadon crew
had the Boar Boyz heading for the hills.
The Orc and Goblin turn began badly
again. This time, the Arrer Boyz, Boyz with
shields and the Spider Riders all squabbled.
This denied Mark a vital charge in the
centre of the field, and left the Spider
Riders in a vulnerable position. The Boar
Boyz failed to rally, and fled straight off the
board! Needing some results, Mark
charged the Giant and a chariot into the

- Kroxigors, the bow-armed Wolf Riders into

the Skinks on the eastern flank, and the
other Chariot and Wolf Riders into the

v Stegadon Unfortunately, the second Wolf

- Riders unit let the side down by failing

~ their Terror test, and almost fled off the

table. Finally, the Warboss on Wyvern

"+ picked on a unit of Saurus and swept into

them. In other movement, the Night
Goblins unleashed their Fanatics, who
killed two Saurus. In the Close Combat
. phase, the Giant and Boar Chariot lost
. against the mighty Kroxigor. The chariot

, Was destroyed and the Kroxigor overran 6".

The Wolf Riders also lost their fight against

B8~ the Skinks and fled off the board, pursued

& -1

; /36 WHITE DWARF

" by the rampaging little lizards. Mark had

much more success with the second
chariot, which defeated the Stegadon
thanks to 7 Impact Hits, and chased it into

" the forest — wounding itself in the process!
_ Finally, the Orc Warlord on Wyvern pulled

back some respect for the Orcs, killing
eight Saurus Warriors.

- deadly lord). Secof

¢ tand by putting terrain between th

Placmg the Saurus Oldblood besid )

* brilliant move by Andy,( It achieved two
;aAndy control of tk ﬂecial Feature (gran
d it protec :
~ advancing Night Cfobims ~ it

eﬂsurlng they couldn’t nobble his ‘most de:
‘ ~ It's got to-be worth mentioning the Skink: 00
.acushloned Mark’s Giant, Boar Boyz
Troops with fow Armour Saves are incredil
" attacks, and A_n_dy capitalised on this to

L)

Bl 22 i R

DEM'S DA ROBLZ

As they are wont to do, the Wolf Riders with bows demonstrated rather
conveniently how the new fleeing rules work. Running headlong into
the Night Goblin unit to their right, they would have ended their move
inside that unit. As this is impossible, they were placed beyond them
instead. Unfortunately, they now clipped the Black Orcs, and had to
move again so that they were perilously close to the table edge. Still,
this meant that they were out of the way of the Black Orcs at least!
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Warboss Murgag

Black Ores Diwin Diver
Cirear Shaman Wurligog
Spider Riders R oo e
Sharnan Nifli
e o | Boar Ao

Gulin Big Boss Grisgon ’/_, Ry ﬂ Baar Charlat
el R B Wl Riders with bows [ oer Charior
g
m R W W Riders with spears . ilant
L R S0 Trolls
- O Boyz

g e oz

n Night Gablins

@ otivioed an Camasaur
@& strn Mage-prisst

@  Skink Priest Teben

@  Skink Pricst Cuaglal

@  Skink Friest Lara

B Skinks with faveling
[ Skirnks with javeling
[ Skinks with blowpines
B Salamanciers

[ fungle Swarm

g Sairus with hand weapons
- Saurus with hand weapons

- Sauras with spears
E Saurus with spears
& Saurus with spears
* Krowigors

- Stegacken

BATTLEFIELD KEY
1 Special feature: Desecrated Totem.

2 The Spider Riders position themselves to

open fire at the Skinks and then charge
them next turn. Unfortunately, this plan
goes out of the proverbial window when
the Forest Goblins squabble instead...

3 In Turn 2, the Slann wounds itself with a
bungled casting attempt.

4 The Wolf Riders with spears attempt to
charge the Stegadon. Instead, they fail
their Terror test and flee!

The Goblin Boss on Wolf leaves the unit
of Trolls, ready to redeploy somewhere
more useful.

6 The Giant caused more wounds against
the Kroxigor by falling on them than in
the actual fight!

= The Warboss on Wyvern crushed a
whole unit of Saurus, killing 8 models
with no reply. However, Andy rolled two
1s for the resultant Break test and stayed
in the fight!

DEATH FROM THE SKIES

When the Wyvern-mounted Warboss Murgog finally joined combat,
Mark revealed that the Orc possessed Shaga’s Screaming Sword. Due to
the number of Lizardman characters in close proximity (all 6 of them, in
fact), Warboss Murgog was afforded a whopping 10 Strength 10 Attacks!
Unfortunately for Mark, despite carving the Saurus Warriors into tiny
pieces, the unit held fast when Andy duly rolled a double one for his

Break test.

-




The Fanatics inflicted
wounds on two units
of Saurus warriors as
the Lizardmen moved
through them.
However, in the
compulsory moves part
of the turn, they
collided with each

other and were
removed from play.

The Night Goblins
rolled a 1 for their
nets, which reduced
their own Strength
rather than their
opponents’. Though
this was unfortunate,
the Big Boss saved the
day with his magic
item, which conferred
+1 WS, S, and I.

During the Lizardman
turn, the Oldblood on
Carnosaur controlled
the special feature,
meaning that the Lord
followed the rules for

Hatred against the Orc
Boyz. When he chased
down the Orc unit, he

also wiped out Mark’s

Orc Shaman.

By calling a challenge,
the Black Orc boss
saved his unit and
ensured that they
received their full rank
and standard bonus
against the Oldblood.
The Gork’ll Fix It spell
turned all of the
Oldblood’s rolls to hit,
to wound and armour
saves that scored 6s
into 1s. This secured
an unlikely victory for
the Black Orcs, though
the Carnosaur wasn't
out of the fight.

The Goblin Big Boss
on Wolf was equipped
with the Brimstone
Bauble, which
explodes when the
bearer is killed. Mark
was careful to charge
him in alone against
the Saurus Warriors, so

that the suicidal Gobbo |

wasn't in base contact
with the Big 'Uns.

he third turn was a real key point of
Tthe battle, with sheer carnage being

inflicted by both sides and some
telling tactical decisions being made.

The Kroxigor crashed into the Stone
Trolls, the unit of Saurus spearmen charged
the Boyz in the centre, and the Oldblood
charged the squabbling Boyz. The second
unit of Saurus with spears charged through
the Fanatics to get at the Night Goblins
beyond. Finally, the Jungle Swarm charged
the Spider Riders, who attempted to flee
but got caught instead! The Lizardmen
Magic phase saw another Miscast for the
Slann, which this time allowed Mark to
cast a counter-spell. Rather than see Gork'll
Fix It cast on his Oldblood, Andy used a
Dispel Scroll. The Skinks who had run off
the board returned, and shot the Arrer
Boyz to pieces, causing them to flee. The
combats saw the Trolls flee from the
Kroxigor, and the huge reptiles overran into
the Big ‘Uns. The Oldblood and Saurus
Warriors made short work of the Orc Boyz
and ran them down. The Carnosaur
contacted the Black Orcs, while
the Sauruses hit the Big 'Uns.

TURN 2

Finally, the Wyvern-riding Warboss wiped
out the Saurus warriors he was facing,
leaving him free to move in his turn.

In Mark’s turn, all the Orcs and Goblins
passed their Animosity checks, while the
Trolls and Wolf Riders both rallied. The
Wolf-riding Goblin Boss charged into the
Saurus Warriors in support of the Big 'Uns.
In the Magic phase, thanks to the number
of Orcs in combat, Mark managed to cast
Gork’ll Fix It on the Oldblood. This proved
pivotal in the Combat phase, as the Black
Orc Boss challenged the Oldblood, who
only inflicted a single wound and lost
the fight! Elsewhere the General and
his Big ‘Uns narrowly defeated
the Kroxigor and Saurus
warriors, though things
looked pretty bad
for the Orcs.




+ With his Wyvern leaping into the
centre of Andy’s army and his Boyz
forcing Break tests across the board,
Mark was counting on making at
least some of the Lizardmen flee. His |
best-laid plans hadn't included Andy
passing every Leadership test he: took
though, and thanks to the Coid
Blooded special rule that's exactly
what happened.

ol sure;: LLzarEImen might be slower

than a 5Ieepy slug on sedatives, but .-

they're not easily scared, and in Turn
3 it really paid off. Colfd Blooded
‘units take Leadership tests on three
‘dice and choose the IQWest two. So,
withwa Slapn Mage- pr:est and a Battle
Standard bearer in the «centre of his
'-Inm,l y's force was proving very
hard fo shift.

DEM'S DA R86LZ
The spell Gork'll Fix
It was pivotal here as,
combined with
Mark’s decision to
challenge the
Oldblood with his
Black Orc champion,
it ensured victory in
the Combat phase.
Mark was only able
to cast this spell by
using the extra dice
bestowed by having
more than twenty
Orcs in combat, as
the rest of the Magic
phase had been
particularly poor!
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Most troops were now
) combat, but Andy still had
his Jungle Swarms, which charged into the
. flank of the Orc.General’s Big "Uns. The
~unengaged Saurus warriors on the eastern
“flank charged the nearby Orc Boyz.
Realising that the Wyvern was about to
charge the Slann Mage-priest, Andy moved
it into the nearby Saurus unit, and turned
' to face the threat. In the Magic phase, one
"' of the Skink Priests finally cast Portent of
: Far on the Oldblood, while the Slann
i blasted the Wyvern with a Fiery Blast,
-t wounding the beast twice but failing to
#" 7 % " harm the Orc Warboss.
s« 4 Inthe Lizardmen Combat phase, little
' went right for Andy. The Orc Battle
Standard bearer helped to hammer the
Kroxigor into submission, while Warboss
Bashum slew three Saurus Warriors. The
Jungle Swarms killed two Orcs, but the Big
'Uns retaliated, taking out a base. Andy's
only saving grace was to kill the Goblin
Big Boss, and to Mark’s disgust his
Brimstone Bauble failed to wound a single
Saurus! Elsewhere, the Night Goblins broke
their Saurus opponents and narrowly failed
to catch them in the resulting pursuit. With
Portent of Far aiding him, the Oldblood
carved into the Black Orcs, killing four
; without reply. However, the tenacity of the
A ladz kept them in the fight. To the east, the
Saurus Warriors lost to the Orc Boyz, but
held due to their cold-bloodedness.
i In the Orcs and Goblins’ turn, the
#0¢ remaining Wolf Riders charged into the
Jungle Swarms in an effort to kill off the big
melee. The Trolls answered the call to arms
- and lumbered into the Carnosaur, their
love of a good fight overriding common
sense. The Wyvern charged the Saurus unit
..and Slann, who held firm, while the Night
_* Goblins charged into the remaining Saurus
spearmen that were fighting the Orc Boyz.
In a rash move, Mark forgot that poisoned
/. = attacks work against chariots, and charged
~+ % his wounded Boar Chariot towards a big
unit of Skinks, who promptly took it out of
action by standing and shooting!
The Night Goblins tipped the balance
. against the Saurus spearmen, and held
" back while the jubilant Boyz chased them
**" down. In the centre, the Carnosaur and
R o Oldblood were wounded once apiece as
&i o the Trolls went to work, while two more
L Black Orcs fell. With the help of the Wolf
e Boyz, the Big 'Uns broke the Kroxigors,
Saurus warriors and Jungle Swarms. The
" Wolf Riders overran into the nearest Skink
_ unit, while the General’s Big ‘Uns ran
. - forwards 3". Finally, the Orc Warlord on
“ 1 Wyvern failed to beat the Slann’s unit and
the two remained locked in combat.

MIGHT VERSUS MAGIC
Though the Generals hadn’t clashed so far, the Slann

W \Mage-priest facing off against the Wyvern-mounted
| Warboss was the next best thing. The Saurus Warriors

could still fire off spells at the Orc, which could
prove decisive in later rounds of combat. Presuming,

" | of course, that the Wyvern didn’t eat them all first!

R

DEM'S DA RG6LZ

In the latest edition of Warhammer, Swarms can be incredibly effective
when they charge, tipping the balance of prolonged combats with a
high number of low-Strength attacks. However, they are unlikely to stay
in the fight if their side is losing, and now must lose a Wound for every
point of combat resolution their side loses by. This caused the Jungle
Swarms in this battle to dissipate and get wiped out as soon as the Orcs
managed to rack up a big victory.
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Normally a flanking charge is a good
thing, and it’s easy to see why Andy /

opted for launching the Jungle Swarms ¢/

against the Big 'Uns. Everyone likes a

_+1 bonus to Combat resolution; and a

bucket-full of poisonous attacks. Whilst

__they got to sink their fangs into the

Orcs, they failed to score any poisoned
hits, and Jungle Swarms are only
Strength 2... not a good situation

. 4 attacks back — bad news for snakes

. Warriors had even less chance of

- holding their ground. There's no point
- charging to the rescue if you're only

" going to make matters worse.

VLt e S

everywhere. The moral to the story is to
bear in mind what any given charge
will cost you. In this case it not only

S

"= A
Amife

__against Toughness 4 greenskins. In ;.,.-
-~ return, the Orgs got an extra 6 Strength

killed off the Jungle Swarms e

(needlessly), but meant that the Saurus

A e 0]
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. Warbass Margog

@  Creat Shaman Worligey P 5oar oy

W Shaman Ml

WAAAGH!

Once per game, an
Orcs and Goblins army
can call the Waaagh! at
the start of any turn.
This allows all units of
Orcs to add their
current rank bonus to
their Animosity rolls, as
well as an extra +1
bonus for each Warboss
or Big Boss in the unit.
This makes it much
more likely that the
army will surge
forwards rather than just
act normally, though
units can still squabble.

Turn 5

With both forces in tatters, Andy began
by rallying his fleeing troops, while the
remaining Skinks, the Stegadon and the
Salamanders all moved into better
positions. Andy’s Magic phase was a big
success, as he cast Portent of Far on the
Carnosaur as well as the Skinks who had
found themselves fighting the Wolf Riders.
Finally, he cast Drain Life on the Wyvern
with Irresistible Force, killing the Wyvern
and wounding the now-floundering
Warboss. In the Shooting phase, the Skinks
in the centre peppered the Big 'Uns with
javelins, killing 10 Ores! To the east, the
other Skinks were far less effective, only
managing to kill two Goblin Rock Lobber
crew. In the Combat phase, the Orc
Warboss facing the Slann lost the combat
but stayed in the fight. The Oldblood tore
into the Black Orcs again, who still held!

(|
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g Woll Riders with bows

g Vol Riders with spears

B Stone Trolls

Airer Beryz

g Daom Diver
H Rock Lobiber
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urs with spears
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Finally, the Wolf Riders and Skinks fought
to a standstill, with the wolves keeping
their rather inept masters in the fight.

The Orc and Goblin turn opened with
a mighty roar, as Mark summoned the
Waaagh! This caused the Night Goblins to
dash forwards towards the Stegadon, while
the remaining Boyz on the east flank ran
headlong into the Salamanders. The Big
‘Uns charged a Skink Priest, who held for
fear of allowing the Orcs to continue the
charge into the rear of the general’s unit.
The greenskin Magic phase was ineffective
once more, but their Shooting phase was
even worse, as the Doom Diver misfired
and killed all the crew, and the Rock
Lobber slew three Orc Boyz. The Combat
phase began with the poor Skink Priest
being torn to pieces by a very angry Orc
Warboss, and the Big ‘Uns overran yet
again, into another Skink Priest!




DEM'S DA R@6LZ
When a unit overruns into an enemy that is already fighting, it can % AR Ry
immediately fight again so long as the fresh enemy has not already @8 Thanks to the n;e%v-pursuit'rules, it's
fought. This meant that, had Andy resolved the Saurus combat first, @ & possible for units-to fight two combats
the overrunning Big ‘Uns would have had to wait until next turn to " in the Same turn, albeit with a little
fight. Unfortunately, as things stood, the Big ‘Uns wiped out the ~luck. We saw this with Mark
Saurus warriors, and the Slann suddenly found itself between two | sandwiching Andy’s Saurus (and
mighty Warbosses. 3 Mage-priest) between his Orc Warboss
— “and an angry unit of Big ‘Uns.
i "?his- new rule can be very
frightening at first when you consider .
_ its destructive potential, but in this
game it wouldn't have been half as .
" destructive if Andy had chosento = ¢
. resolve the fights in a different order.
By choosing them in the way '_h%id-id-,
Andy gave Mark’s Orcs exactly what -
- they wanted. That's a-less L
the hard way... always resolv
. “safe” combats first.

Tith 6 - DA END DRAWS NEAR

The final turn was very much a "mopping By the time Mark began his sixth turn, the rampant St o
‘S‘tigjgg:]“ Bﬁg‘]{ﬁztsﬁiﬂz o eom ™ Orcs and Goblins were headed for victory. Toadd . . «
charged the Rock Lobber crew, but lost the  insult to injury, Mark rallied all his fleeing troops, while o
fight due to the high ground bonus. The Andy never got the opportunity to do the same. _;
Wallsdinal lygew thie Ol bt the Although the Lizardmen army fought on - even wiping b
Carnosaur became subject to Frenzy and ok df Il - th ot
Hatred. By the end of the fight, the out thos:e pGSky Black Orcs once a'? or all - the =
Carnosaur outnumbered the combined greenskin victory could not be denied.

Orcs and Trolls, and the Trolls fled in fear.

The Big 'Uns easily defeated the Skink >
Priest and overran into the Slann’s 1 £
bodyguard, meaning that they could fight !

again this turn. Caught from both sides, the |

Saurus warriors were wiped out and the :

Slann itself was wounded. Floating out of f :

reach of the pursuing Orcs, the nearby
Skinks received the full force of the

Weshan Sty e i g Ui A solid victory to the Ores and Goblins.

continued their pursuit of the Slann.

P, R
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Orc of da match

It has to be Murgog
Howlfang, mighty
Warboss, and his
faithful Wyvern steed.
Accounting for a unit
and a half of Saurus
Warriors, and a unit of
Skinks in the final turn,
they killed more than
their combined

o bodyweight in
Lizardmen!

=

BURN 'EM! SmASH "EM

Mark: Okay, so things didn't exactly go to
plan, but the end result was the same! My
Orcs were frustrated in the early turns by
Andy’s excellent tactical manoeuvring, but
when they finally got into the thick of the
fighting, what an impact they made.

Orcs excel at close combat, and this
battle report illustrated that point perfectly.
Their high Toughness is just enough to
keep them safe from firepower and most
spells until they get into combat, then
their choppas come into their own. | really
can’t enthuse enough about the new Orc
choppa rules. They add +1 Strength to
their wielders in the first round of any
combat, even if the Orcs are charged (that
gave my Big
‘Uns in this
game two
Strength 5
attacks), and
they count as a
hand weapon,
so the Black
Orcs and Boyz
with shields
benefited from a
bonus armour save. As | found in this
battle, an Orc Warboss with two choppas
is very formidable, leaving him free to
choose his magic items from sections of
the “Shiny Stuff” list other than the magic
weapons part.

Other plus points include the Wyvern-
riding Warboss, who thought he was a
Bloodthirster due to his magic sword. This
gamble really paid off for me, and he
helped see off more than his own points-
worth of enemy troops. Of course, it
helped that Andy conveniently bunched all
his Heroes together on the battlefield.
Likewise, although the Black Orcs didn't
perform as I'd hoped, they still held up the
Oldblood on his Carnosaur for the entire

game. Finally, the surprise success of the
game for me were the Night Goblins, who
totally forgot what craven cowards they
were meant to be and beat two units of
Saurus Warriors, taking barely a scratch in
return. Of course, in the final turn they ran
away from the Stegadon, but this turned
out to be a blessing in disguise, as they
rallied and denied Andy some precious
victory points.

Of course, this game had quite a few
negative points. Firstly, Animosity ruined
my plans in the first two turns, leaving my
units bunched up in my deployment zone,
like a big green traffic jam. However, later |
rolled a lot of 6s for Animosity, so it's just

&4 WARBASS BASHUM ven s sovz 104
SREAT VICTORY, AND S LITTLE CORNER OF TE
WARHAMMER WGRLD 's Scure: ¥9

one of those things that you have to learn
to live with when you're an Orcs and
Goblins player. Next time, though, I'll
definitely put my Black Orcs in the front
line! Likewise, my magic was less than
spectacular, although Gorkll Fix It is by far
my new favourite spell in the game. | can
point to a few instances, such as my failure
to escape the Jungle Swarms with my
Spider Riders, or the Brimstone Bauble
failing to kill a single Saurus, or even the
Arrer Boyz doing absolutely nothing before
running off the table, but these seem quite
minor in the greater scheme of things. In
the end, Warboss Bashum led his Boyz to a
great victory, and his little corner of the
Warhammer world is secure.



THE £DS WiLL BE MgsT DISPLEASED

Andy: That was perhaps the bloodiest
game |'ve played in a long time. For the
first half of the battle things looked fairly
even, with the result hanging pretty much
in the balance. Unfortunately, the balance
tipped in Mark’s favour in the last few turns
and victory (or even a draw) slipped from
my reach.

My doom, it has to be said, came in a
large green, vaguely dragon-shaped
package. It was that nasty great Wyvern
and, more to
the point, that
nasty great
sword its rider
was bearing!
Remember in
my intro |
mentioned that
certain spells
work well in
larger games
because their effect is dependent on the
number of enemy they can target? Well,
that principle was never better
demonstrated than when Mark’s auxiliary
Warboss used the mobility of his Wyvern
to get right in amongst my units and start
waving Shaga’s Screamin’ Sword around.
My only compensation is that | did manage
to position the Slann Mage-priest so that
the Big Boss couldn’t charge him while he
was on his own, as had he done so, the
game would have been pretty much over
before it was even half way through.

So what else went wrong? Well, two
successive miscasts from the Slann Mage-
priest didn't help much, and neither did
the fact that the Skink Priests pretty much
failed to get any spells off for the first few

When the dust sgttled Mark was the
* clear winner, but it really could have
- gone either way at several points in the '
' game. The Old ﬁlood failing to break the
¢ .3BIack Orcs on'the turn that it charged
- 'was a terrible blow to Andys plan, and
likewise his Stegadon fleeing from the
‘Chariot was a crushing blow. Andy
really should have won out on both of
"“these occasions and a few more besides,
~ but the fickle dice-gods clearly iurned oy
~ blind eye.
- Mark didn’t have it all his own wa\[ _
~ though, and was crlppled by{ypit’al Orc
~and Goblin madness in the opening

o
'N‘UW i h i "t

k4 My DBOM came iN THE Form o7 4
LARGE GREEN, VAGUELY DRAGGN-
SHAPED PACKAGE. ¥Y

f; If I'd been playmg, id-h_

¥ sloggers on the table.

turns of the game.

But, my biggest mistake was not issuing
a challenge when the Wyvern-riding
Warboss slammed into my Saurus. Why
didn’t | do so? Simply put, when Mark told
me how many Attacks the greenskin was
getting, and at what Strength, | was so
shocked | simply forgot!

So that’s what | did wrong, but how
about what went well? | was pretty happy
with the deployment and use of the Skinks,

who paid for themselves several times
over by taking down the Giant, the
Forest Goblin Spider Riders and the Boar
Boyz. This allowed the Saurus Warrors to
march forward unopposed in the centre,
with the Carnosaur-riding Oldblood and
the Slann Mage-priest in attendance.

All in all, this was a great game, and
Mark was magnanimous in his victory. I'd
certainly recommend playing larger games
of Warhammer whenever you get the
chance, even if you have to beg, borrow
and steal the extra miniatures from your
friends. The best thing about playing this
sized game is that it allows you the rare
opportunity to field your entire collection
of models, and that's a cool thing to do
whatever the outcome.

turns. Thankfully, hIS Boyz wg.re able to
get thlngs sorted out, and the battle was
won in a series of gore»sﬁaked';:lose

game should go.

fewer Heroes and more Boyz (o
Saurus). When push came to sho fe, it
was the big units of troops (Skinks '
Saurus, Goblins and Orcs) that won the
day, and in th opinion either player
could have swung a convincing wr.tory
with a few hundred points more foot-
5 Mark’s Bag ‘Uns o
proved, Boyz winz flghtz

Lizardman of
the match

Lizard of the Match for
me has to be my Saurus
Oldblood. Although it
took him a while, and it
ultimately cost him his
life, he did take down
Mark’s Trolls and Black
Orcs in a protracted,
bloody, and highly
entertaining méleé.

N R e

Adam Troke | ©

Special Guest Referee 5 J_
Adam Troke has ?
recently become a el

dad, and now eagerly | |
awaits the day when e
his offspring is old el
enough to be his e g:
Warhammer caddy. ! of
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Lo! And the heavens

did open, and there
did appear to the
people the sign of
the Twin-Tailed
Comet. And the air
was rent asunder.
And a Mighty Voice
spake forth! From
the mouthpiece of
Sigmar (or Jervis
Johnson, as we like
to call him) cometh
news on mysterious
folk from beyond
the ken of Man...

TANDARD
BEARER

hil Kelly is a tired man. He sits,
P slumped at his desk, his normal frisky

demeanour replaced by lethargy,
dark rings round his eyes. Is this because
he is still recovering from the excesses of
the Studio’s annual staff party? Well,
maybe just a little bit, but the main reason
he is so tired is because he has been
working like a Trojan for the last few
months on Codex Eldar.

This contrasts rather starkly with the
views of people who've never actually had
to write a Codex or Warhammer Army
Book. “Gosh,” they say, “It must be great
working at the Studio, just sitting round all
day and playing games...” At which stage
they generally have to make a fast exit
because the games developer they are
talking to has started to twitch and appears
to be reaching for a large blunt object that
happens to be lying nearby!

You see, the truth of the matter is that
writing a Codex involves a lot of hard
work, both on the part of the person
writing the book and all of the other

people that are involved on the project. In
this month’s Standard Bearer | thought I'd
talk about how a Codex is written, so that
when you get a chance to look at Codex
Eldar next month you'll have an idea of
just how much work went into writing it.

A long, long time ago...
It takes considerably longer to write a
Codex than most people think. In fact
works start pretty much after the last
version of the Codex is written. Okay,
maybe thats an exaggeration, but we do
begin to build up additional information
on how an army plays pretty much
immediately after its release.

The way we do this is by playing
games ourselves, and by gathering
information from a top-secret group of
highly dedicated players whose job it is to
tell us about any issues that may arise
when they play our games. Yes that's right,
while other companies have mystery
shoppers, Games Workshop has mystery
players! So, if you've ever found yourself
playing a game against someone who kept
furtively writing notes or speaking into a
dictaphone, now you know why.



In the case of Codex Eldar this meant
that we were well aware of any issues
players might have with the current version
of the book. For example, one message
that came through loud and clear was that
Dire Avengers needed a bit of a boost in
order to make them as useful as some of
the other Aspect Warriors. We also learnt
that players really liked the variant army
lists we made for the Eldar Craftworld
Codex, but would have preferred them to
have been included in the main Codex
rather than in a separate book. And so on.

Starting the new Codex

It's usually about a year or so before a
Codex is released that work starts on the
book. Such a decision inevitably leads to a
bit of a bunfight amongst the games
developers, because everyone wants to

been raised. Just as importantly, he needed
to consider the new Citadel Miniatures we
were going to make.

It’s all about the miniatures
How we go about deciding on the new
miniatures we will make could easily be
the subject of a whole Standard Bearer
column, so for the moment suffice to say
that they are decided on at about the same
time that work on the new Codex begins.
New models will of course have to be
added to the army list, but we sometimes
do re-sculpts of existing models, and these
can often include new items of wargear,
and because of this they require additions
to the army list too.

The Eldar release next month includes
examples of some of the great miniatures
that accompany Codex Eldar, such as the

“ We need to establish if the rules for the
new units in the army capture the way
they should operate on the battlefield. ,,

write each new Codex! At the same time
miniature designers will be assigned to
make the new miniatures for the army, and
artists will be assigned to do the artwork —
leading to similar bunfights all over the
Studio. And you thought our lives were
ones of quiet contemplation and earnest
endeavour... )
Anyway, in the end Phil managed to
land the task of writing the Codex, thanks
mainly to his years of experience as an
Eldar player and his deep understanding of
the Eldar background — but having the
largest Eldar army of almost anyone in the
Studio certainly helped too! Having been
assigned to the project Phil needed to sift
through all of the feedback we had
collected on the Eldar, and then come up
with a set of solutions to the issues that had

brand new Autarch model we’ve added to
the army, and the amazing new versions of
the Dire Avengers we'll be releasing. But
I'm getting ahead of myself — you'll find
out more about both of these later.

The other thing we consider is the
Citadel Miniatures that people already
have in their collections, in order to make
sure that they can all be used with the new
army lists. Let me tell you, it's no fun
facing off against a frenzied mob of players
who are (quite rightly) outraged with you
making it impossible for them to use one of
their favourite models! Seriously, though,
we really don’t want to make it impossible
to use any of the models in your collection,
so we will take great care not to
accidentally make any models redundant
when we write a new army list.

Returning to the matter in hand, Phil
needed to consider how best to address
players’ feedback about the last version of
the Eldar Codex, and then put his money
where his mouth was and come up with a
first draft of the brand new army list. Once

The new Dark Reaper
Exarch has access to the
destructive Tempest
Launcher, as depicted on
this model.

The nifty little device on
this Dire Aveniger Exarch’s
arm is a Shimmershield.
More on that next month!

_ mes-workshop.co.uk/forums/gamesdevelopment
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Sometines the chance to
revisit a maodel is oo
fempting — the Fire Dagon
Faareh was remade just
hecause we all thought it
waotld be cool!

NEXT MONTH

In WD323 you can see
for yourself the fruits of
Phil Kelly’s labours. We'll
be showcasing this
fabulous new version of
everyone's favourite
spacefarers with typical
fanfare, presenting Phil’s
designer’s noles, all the
new releases and an
exciting inaugural battle
report featuring the
Black Templars.
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a new army list has been written it has to
be extensively playtested. And playtested.
And playtested again.

Playing games all day long
Which leads us to the fun bit of the job,
where we actually do get to play games all
day long. | know, | know, it’s a hard job,
but somebody has to do it!

modelling sections of the book. Well okay,
the lonely garret and guttering candle bit is
a lie (it’s actually a wobbly desk in a
corner of the Design Studio lit by a
flickering 40-watt bulb), but the long hours
that are put in writing these things is true.
Qur aim is to try and make it seem thal the
Citadel Miniatures you own are based on
something that you can really believe in,

“Phil has produced a superbly balanced and
fair army list that still allows you to field
an army based on any Eldar Craftworld. ,,

The first games we play are carried out
in order to see if the army list ‘feels’ right.
At this stage we're nol too worried about
the list being perfectly balanced, so much
as we want it to capture the character of
the army. We also need to establish if the
rules for the new units in the army capture
the way they should operate on the
battlefield. For the Eldar this meant that the
army needed to be an elite, highly
manoeuvrable force that was deadly on the
attack, but which was quite ‘brittle’, and so
would suffer badly if it went toe-to-loe with
the enemy.

Once the army list feels right we start
to play games to see if the army list is
balanced. This is the most arduous stage
(well, if you can call fighting lots of battles
arduous!), and involves pitting the new
army against a range of different foes in
order 1o ensure the points values and rules
in the list are fair. These games also allow
us to make sure that the rules we've wrilten
make sense to people other than the
people that wrote them in the first place -
even the most perfect list is useless if only
the designer can understand it.

The Eldar army list proved to be pretty
straightforward to get right, though a lot of
work, as always, was needed in making
sure that we got the different points values
right for all of the units and weapons in the
army. | don’t want to give away too much
about exactly what Phil has done with the
army list — you can learn all about that in
next month’s White Dwarf. 'l just say that
he has produced a superbly balanced and
fair list that allows you 1o field an army
based on the forces fielded by any of the
Eldar Craftworlds.

Burning the midnight oil
Unfortunately writing a Codex is not all
about making an army list and playing
sames — that's just the casy bil. Long, long
hours will be spent locked away in a
lonely garret that is lit by a single gutlering
candle, slaving away writing the
background for the army, ediling the army
list, and producing the painting and

STANDARD BEARLR

and getling that right takes time and a lot
of toi

But | digress. In the case of Codex Eldar
Phil has outdone himself, and has written
what has to be the best and most extensive
description of the Eldar race that we have
yet published. In fact Phil so excelled
himself that we've added extra pages o
Codex Eldar in order to be able to include
all of the material he has written. We like
the result so much that we plan to include
similarly in-depth background sections in
all ‘of the future Codexes that we write.

Wrapping it all up

All of the work and play I've described will
be finished several months before the
publication of the Codex. From then on the
writer will get involved in the process of
laying out and editing the book. It's at this
stage that the artwork for the book starts
coming back from our artists, and we also
el o see painted examples of the new
models that have been made for the army.
The Studio’s graphic design team will start
working on the layout of the book. All of
this can call for text to be re-written or
added as the final version of the Codex is
worked out.

This meant that Phil had to put in many
more long hours working on the Eldar
Codex, beavering away on the expanded
Forces section, helping decide what should
go in the modelling and painting part of
the book. He even wrote the words that
went on the back cover! In addition he
needed to write things like the designer’s
notes and the battle report that will appear
in next month's issue of White Dwarf. (That
should be needs to write. He'd better hit
his deadlines! I don't care how tired he is.
Grrri — Grombrindal).

And that's why poor Phil is looking so
worn out just now. So, if you should meel
him and he appears a bit exhausted, don't,
whatever you do, be tempted to say “I wish
I could sit around all day just playing
games like you do. That must be such an
easy job.” He might not take the comment
all that well...



he Adeptus Astartes are the
mightiest warriors of the
Imperium of Man, angels of

death who know no fear.

Though the strength of a Space Marine army
lies mainly in the will of each individual
watrrior and their skill at arms, the tanks and
engines of destruction help them spread the
Word of the Emperor throughout the Galaxy.

WARHAMMER |
AN e

| The Citadel Space
Marine range also
| includes the

| following box sets:

ap ;
ne Predator tank

“ode 0101016

Denmark

0, Euro €35 * Commanders

* Tactical Squads
| * Assault Squads
| * Devastators

« Dreadnoughts

A mul

RAZORBACK ._ B dW 25%

wne Landraider tank
Product 01010
§ £35
& Sweden Krd00 Denmark
Krd00, Euro €50

Pictures for illustrative purposes only. Product contents may vary. Products sold unpainted and unassembled. Certain Citadel products may he dangerous if
used incorrectly, Prices correct al time of going (o press, phease contact us for current availability and prices, Prices quoted are for products sold by Games
Warkshop through its own stores, catalogue o website. Independent retailers are responsible for determining their own prices. . .

www.games-workshop.com



I TADE
TOOLBOX

Spray paint provides you with a quick and easy way to prime lots
of models at once, leaving you more time to get painting! This
Citadel Toolbox helps you get the best results every time.

BLACK

[CITADEL
ICOLOUR!

Finishing Up

Once you are done

*i| spraying follow these

| simple tips to get the
most out of your Citadel
spray paints.

Haold the can upside-down and
spray to clear the nozzle.

Leave the wet models for a few

minutes to become touch-dry.

Store the cans out of direct
sunlight, in a safe, dry place.

Citadel

J Spray paints

pray undercoating is quick, the

paint adheres to the miniatures

very well and it gives you an
even coat to apply colour to.
Although easy to use, there are a few
simple guidelines that will make

A simple spraying area can be made by setting
up an ofd cardboard box in a garden, shed or
well-ventilated gafage.

spraying safer and simpler. Even if
you use sprays on a regular basis, we
recommend you spend a few minutes
reading this article — as most issues
with spray paints come from not
following the instructions on the can:

9 Model preparation

These models have been cleaned, assembled,
and stuck fo strips of card with double-sided
tape, ready to be undercoated.

0 Good spraying technique

Shake the can vigorously for
about two minutes before you
begin to spray.

When spraying, hold the can
approximately 12'/30cm away
from the models.

Move the can in a sweeping
maotion across the line of
maodels for even coverage.

e

Vi
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he Warhammer world is a
place of eternal war.
Civilisations compete for
=831 mastery of entire realms,
wh|le the dread threat of Chaos hangs
over all. There are 14 armies to choose
from in the Warhammer game,

representing 14 races or nations, whose
style of play radically differs to the next.
Turn overleaf to develop a deeper
understanding of what each army offers
to you as a hobbyist, so you may
effectively choose the host in whose
future victories you will surely revel!



ey

@ Cold Ones are stupid yet
ferocious reptilian b
used by the Dark Elves to
pull chariots and to act as

A charge from these
units can provide a decisive
moment in any battle.

e The Executioners of Har
Ganeth are foremost
amongst the warriors of the
Witch King. They practice
the craft of death, and in
battle can kill even the most
h armoured foe with a
5 stroke from their
massive blades,

© The Beastmasters take to
battle various monsters, such
as this Manticore.
Manticores embody the
murderous spirit of Khaine
and their fury knows no
mortal bounds.

_.ZISZ i WHITE DWARF RAVENING HORDES

rom his dark tower in the
bleak land of Naggaroth the
Witch King strikes terror into
the heart of every race in the
Warhammer world. Cold and
heartless, his armies of Dark Elves launch
raids that enslave thousands, whilst every
day hundreds are sacrificed on the altars
of the evil god Khaine, Lord of Murder.
Far across the Great Ocean lies the vast
continent of Naggaroth. It is a harsh and
rugged wilderr t beneath the massive
mountain ranges lies a huge network of
underground caverns through which the
Dark Elves sail their dread Black Arks to
launch slave raids upon the Old World and
beyond. It is in this bleak land that the
Dark Elves live out their exile from
Ulthuan, home of the High Elves, plotting
reve on their former brethren and
counting the days until the Dark Kindred

1

———

will once again rule the Elven isles
The Dark Elf army is one of
€ s cast

swift-moving cavalry and stealthy assas
threaten the rigid formations of other re
armies. Bolt throwers and repeating
crosshows rain a hail of deadly fire upon
the enemy, while cackling Harpies descend
upon the battlefield to slay the living and
feast upon the dead.
Delighting in carnage and terror, they
employ Cold One Knights and chariots to
into enemy lines, while the martial
ess of the Executioners and Black Ark
sreat strength that
should never be underestimated. Finally,
Dark Elf armies are mpanied by Witch
Elves of Khaine — darkly beautiful EIf
maidens who rampage through the enemy
ranks in a frenzied rage!
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ncient and proud, the High
Elves have refined their
martial skills and magical
prowess over many centuries.
Even as the primitive tribes of
Man fought amongst themselves, the High
Elves navigated the oceans and mapped
the heavens. They have seen empires rise
and fall, and ferociously repel all who
would seek to conquer their domain.

The High Elf army is refined and well
organised, and they march to war in
perfect unity — highly skilled, elite warriors,
though few in number. As a defensive
force, the High Elves are without peer.
Their citizen militia display martial skills
beyond those of most professional soldiers
of other races. Supported by the Eagle
Claw bolt throwers, the High Elves are
almost immovable. To bolster this solid
core, the Elves have a multitude of highly

specialised elite foot troops, from the
legendary hunters of the White Lions to the
Swordmasters of Hoeth.

The High Elves also boast some of the
swiftest cavalry units in the Warhammer
world. Thunderous charges are provided
by the Dragon Princes of Caledor and the
swift Silver Helms, while the Ellyrian
Reavers gallop alongside the army on their
Elven steeds, firing streams of arrows into
the foe from the saddle. These forces are
commanded by proud nobles, who can
ride to battle atop majestic Great Eagles or
even ancient and powerful Dragons.

Most of all, the High Elves are famed
for their skill at sorcery, for it was they who
taught the ways of magic to Men. The
mages of Hoeth can command massive
energies. Were it not for their efforts, there
would be nothing to stop the power of
Chaos from consuming the world.

Caea s
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) Prince Tyrion is one of
the most legendary Heroes
in the Warhammer world.
He is undoubtedly the
mightiest EIf warrior alive,
and some believe he is
Aenarion reborn!

© 1n ancient times, the
Dragon Princes rode into
battle astride mighty
Dragons. Though those days
are gone, they still perform
the role of shock cavalry,
and each EIf in the unit is a
formidable warrior.

(® The Phoenix Guard are
warrior-monks, bound to
silence by a magical oath
that can never be undone. In
battle, they make not a
sound. They are silent killers
who strike fear into the
hearts of the enemy.
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@ The rank and file of the
Empire army is made up of
State Troops, such as these
halberdiers. Dependable and
numerous, it is Men such as
these who form the
backbone of the army.

© The Elector Counts are
rulers of entire provinces
the Empire. In battle, they
are protected by fine armour
and carry magical weapons.
This Elector Count rides into
battle on a Griffon - a
terrifying winged beast from
the menagerie of Altdorf.
@ The skill of the Imperial
engineers is evident in the
quality of the Empire
artillery. This Helblaster
Volley Gun is capable of
shredding even heavily
armoured enemy units.

g

he Empire is the largest realm
of Men in the Warhammer
world, stretching from the
Sea of Claws to the north of
the Old World to the Black
Mountains in the south. The ruling
Emperor is Karl Franz, a mighty warrior
who some believe to be possessed of
divine powers.

The Empire is such a vast land that law
cannot reach the hidden recesses of its
dark forests and impenetrable mountain
ranges. Orcs continually raid its borders,
while the menace of Chaos grows ever
stronger in the far north. Even within the
strongest cities and fortresses, the heretic
and the mutant lie hidden, biding their
time to strike against civilisation.

The history of the Empire is dominated
by the exploits of its patron deity, the
barbarian Sigmar Heldenhammer. This

RE — a
NING HORDES g

———

‘ TSP e i T

bold warrior forged the Empire by virtue of
sht of arms and ability to unite Men
against a common foe. Now worshipped as
a god, it is his church — and the warrior
f Sigmar — that holds together the
mperial society.

The Empire is vast, and its armies
varied. Proud and courageous state troops
march to war resplendent in the colours of
their home province, accompanied by
powerful wizards from one of the Imperial
Colleges of Magic. Alliances with the
Dwarfs have given the Men of the Empire

secrets of invention, providing Empire

s with handgunners, artillery and
fabulous contraptions from the master
engineers of Nuln. All of these regiments
are commanded by expert tacticians of
noble blood, Elector Counts and Lords
upon whose word untold numbers may
march to war.
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n the cold wastes of the
north, the followers of the
gods of Chaos gather in their
thousands, ready to wage war
against the Men of the south.
Daemonic legions advance with them,
proof that the Northmen are truly the
favoured of the dark gods. There can be
no bystanders in this eternal war, for the
ruinous powers will never rest.

Far to the north of the Old World lies
the region known as the Realm of Chaos. It
is said to be the home of the immortal gods
and of infinitely worse things; numberless
and nameless monstrosities from infernal
planes beyond the world of mortals. In this
place, nature itself rebels against order — it
is a realm removed from reality. The lands
that circle this daemonic place are known
as the Chaos Wastes, an area warped by
the power of Chaos, and their inhabitants
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are followers of ancient and dark deities.

The mortal hordes of Chaos comprise
brutal tribesmen who worship the four
ruinous powers: Tzeentch, changer of the
ways; Khorne, the blood god; Slaanesh,
lord of pleasure; and Nurgle, father of
decay. Amongst the marauders, some are
blessed by the pantheon of Chaos and
become Chaos Warriors — awesome
champions of darkness on the path to
immortality. They are amongst the most
powerful fighters in the Warhammer world,
though they are few in number. Alongside
these mortals are the daemon hosts —
legions of fearsome creatures from the
Chaos realms, whose appearance in the
Warhammer world is a sign of impending
doom. The armies of Chaos are powerful,
and all mortals fear the day when a chosen
warlord will unite mortal and daemon and
conquer the world.

CHA
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) Chaos Knights are heavy
cavalry with a near-
unstoppable charge, these
knights and their Chaos
Steeds are possessed of
immortal skill and strength.

© When the powers of
Chaos reach their zenith, a
Greater Daemon can enter
the mortal world - immortal
avatars of one of the ruinous
powers. This Lord of Change
is a Greater Daemon of
Tzeentch, and is a mighty
wielder of magical power.

@ Galrauch was the first of
the Chaos Dragons, mutated
by the power of Chaos after
slaying a Greater Daemon of
Tzeentch. The spirit of this
noble Dragon battles
endlessly with the daemon
possessing its body.

o
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@ Every noble knight of
Bretonnia must prove
himself worthy to be a
Knight of the Realm —
honour bound to defend his
land and people until death,
and to uphold the strict
tenets of the chivalric code.
€ Some Knights of the
Realm may ride to battle
upon a winged pegasus.
Stronger and faster than a
normal warhorse, their
increased mobility is a
massive boon to the knights
who ride them.

€ The Green Knight is a
ghostly warrior of legend,
who manifests himself in
times of dire need. Protector
of the sacred sites of the
Lady, the Green Knight's true
identity is unknown.
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he knights of Bretonnia are

renowned throughout the

Warhammer world for their

skill at arms, their bravery

and chivalry, and for their
undying faith in their goddess, the Lady of
the Lake. When it marches to war, the
Bretonnian army is an impressive sight to
behold, with proud ranks of brightly
garbed knights backed up by scores of
low-born peasant men-at-arms.

The Bretonnians are a powerful army,
whose core is made up of brave knights.
They are a warlike and valiant people who
willingly seek out battle as a way of
securing personal honour and pride. Any
who invade their domain must face the
fury of these knights, and few foes can
match them on open ground. The knights
range from the youngest Knights Errant,
eager to prove their worth, through to the

1

Knights of the Realm, defenders of the
land. Rarer are the Questing Knights,
wandering warriors engaged in the quest
for the Grail, and the legendary Grail
Knights themselves, who have completed
their quest and drunk from the goddess’
Grail, becoming imbued with fey power
and longevity. When the knights of
Bretonnia go to war, their men-at-arms
march beside them, as do a levy of peasant
bowmen drafted into the service of their
feudal lord.

The aim of a Bretonnian army is to ride
down the foe, using their knights to crush
all who would dare stand before them. All
the while, the blessing of the Lady of the
Lake protects the knights with a magical
shield. A textbook Bretonnian offensive will
often smash through an enemy battle line,
before the knights wheel around for a
second, even more devastating charge.
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rom their castles and towers
the Vampires, immortal rulers
of the Undead, raise vast
legions of Zombies and
animated Skeletons to do
their evil bidding. Summoning dark
creatures and ethereal beings from beyond
the grave, they march against the living
races of the Old World.

The Undead are among the most

serous creatures in the known world.
Bound by the will of the lords of Undeath,
they are a fell and mighty foe who cannot

reasoned with, bribed or coerced. They
know neither fear nor mercy. They need no
sleep or warmth, neither drink nor
wholesome sustenance and, as they march
onwards, their ranks are swelled by the
corpses and trapped souls of former
opponents. The only thing they fear is the
sun, which sears their unholy flesh.

However, this is no help when the Vampire
Counts are present, since these lords of the
Undead can summon billowing storm
clouds, protecting them and their minions
from the light of day. Where the dead
walk, darkness follows.

The legions of living dead are terrible
to behold — hordes of corpses walking
resolutely forward. The nauseating stench
of decay hangs over the army like a cloud
of contagion, while the air is filled with
grave dust and glowing witch-lights. Long-
dead warriors ride to battle mounted on
the rotting carcasses of warhorses, while
mortals are filled with dread at the howls
of Dire Wolves and the moans of Zombies.

At the heart of the army stands the

fampire general, a being of incredible
It is this creature that summons the
ad legion from the grave, and it is the
Vampire's will that binds it together.

g

@) Wraiths are ethereal
creatures — the spirits of evil
Men whose physical form
has long since withered
away. Hovering between life
and death, these terrifying
creatures hunger for the life
essence of mortals.

© Ghouls were once Men,
but they turned to
cannibalism. Over the years,
madness and degeneration
overtook them, and they
became a dangerous race no
longer human, craving only
the flesh of the living.

( zacharius the Everliving
is amongst the mightiest of
Vampire Lords. He is a
master of the dark arts, who
increased his powers beyond
reckoning by drinking the
blood of a great Dragon!
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@ warlock Engineers are
powerful techno-mages,
equipped with complex
harnesses that allow them to
tap into the Winds of Magic
to fuel their spells and
power their bizarre
warplock weapons.

© The masterpieces of Clan
Moulder’s art, Rat Ogres are
hulking monsters, bred for
their brute strength and
ferocity, and are moved only
by their strong instinct for
bloodshed!

€ Grey Seers are the
prophets of the Horned Rat,
the malevolent Skaven deity.
Their powerful and unique
magical gifts bolster the
army’s prowess, powers that
are further increased by the
consumption of Warpstone.

sy
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he Skaven are a race of evil

rat-men who inhabit a vast

under-empire beneath the

Warhammer world. They

gnaw at the roots of
civilisation, eternally scheming and
preparing for the day when their
uncountable hordes will overrun the
surface world. The only thing that keeps
them in check is the constant internal
strife between the Clans that make up
their society — but one day, the Grey
Seers, who speak for the Horned Rat
himself, will unify them and lead them to
inevitable victory.

The tunnels of the under-empire reach
from the steaming jungles of the South
Lands to the snow-covered steppes of
Kislev, from the western borders of
Bretonnia to the mysterious realms of the
Far East. Their capital is'the hidden city of

e

Skavenblight, where the mighty Lords of
Decay sit in the Council of Thirteen,
preparing for the day when their armies
will emerge from their subterranean realm
to raze the entire surface world and rule
over its ruins. This is the ultimate ambition
of the Skaven race, and it falls to the Grey
Seers — powerful wizards and prophets — to
see it done.

When fighting a Skaven army, the
enemy must face great hordes of chittering
Clanrats, who swarm across the land with
staggering speed. Amidst the ranks of these
rat-men are packs of mutated war-heasts,
crazed worshippers of plague and
contagion, warped technological weapons,
and lethal, black-clad assassins. Skaven
armies generally outnumber their foes,
while their unique blend of science and
sorcery has created weapons of destruction
that can tear apart the enemy.
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ong before the rise of the
Elves, Dwarfs or Men, the
Lizardmen existed in the
oppressive depths of the
steaming jungles. Coldly alien
and enigmatic, their civilisation seeks to
restore the order in the world that their
creators, the Old Ones, envisaged before
their mysterious disappearance. They are a
powerful race, and any who enter their
lands do so at their own peril.

In ages past, the Old Ones departed
the world in an event of catastrophic
consequence known as the Fall, which
dramatically altered the world and
stranded their servants. The bloated Slann
Mage-priests are masters of magic and the
original servants of the Old Ones, and it is
they who oversee the entire Lizardmen
civilisation, guiding it forwards. Without
the guidance of their creators, the Slann

work to interpret the great plan that their
masters were working towards and attempt
to restore the order that was present before
the coming of chaos. With cold
calculation, the Slann guide their armies
towards the fulfilment of this sacred plan.

The army of the Lizardmen is filled
with colour and variety. At its heart are the
Saurus, powerful warriors spawned solely
for the purpose of war. They are revered as
sacred warriors of the gods, and each city
has an army of them dwelling beneath the
temples, ever-ready to march against their
foes. They are supported by hordes of
nimble Skinks that harass the enemy with
poisoned darts and javelins. Terrifying
creatures, such as fire-spitting Salamanders
and gargantuan Stegadons, fight alongside
the foot troops, guided into battle where
their carnivorous instincts take over, and
their foes become mere prey.

TEpen
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&) Kroxigor are giant
cousins of the Saurus, bred
for raw power, resilience
and ferocity. They are large,
powerful creatures, at their
best in the thick of the
fighting.

Krog-Gar was present
when Chaos was first
unleashed upon the world.
Carrying a sacred spear said
to have been handed down
from the Old Ones
themselves, he is the
mightiest living Saurus.

@ The Slann are masters of
magic, so ancient that they
rarely move, yet all are
unimaginably powerful.
Their will binds the
Lizardmen armies and their
spells can bring cities
crumbling to the ground.
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€ The hordes of Skeleton
soldiers that form a Tomb
Kings army fight much as
they did in life. Archers such
as these unleash their arrows
in great clouds that darken
the sky, blessed by the Asp
Goddess so that they seek
out their targets with
unerring accuracy.

© The Bone Giant is a
magical construct, created to
resemble a massive warrior
of Nehekhara. Ancient and
enduring, these creatures are
powerful indeed.

© The pride of a Tomb
King’s army are his
charioteers. These elite
warriors were entombed
beside their lord, ready to
serve him once more upon
their awakening.
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or thousands of years they
have lain within their mighty
burial monuments. Called
from their sleep of death, the
ancient kings of Nehekhara
march from their tombs to seek vengeance
on those who would disturb their slumber.
Loyal even in death, the armies of the
Tomb Kings march at the side of their
lords, as they seek to reclaim the
kingdoms that were theirs in ages past.

The ancient realm of Nehekhara was
once the greatest civilisation of Men in the
world but the treachery of the Great
Necromancer, Nagash, almost destroyed
this mighty realm. Brought back to
immortal unlife by arcane magic, the Tomb
Kings continue to lead their Undead armies
and expand their dominion.

The army of the Tomb Kings mainly
comprises rank upon rank of Skeleton
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Warriors, whose bronze wargear gleams in
the baking desert sun. Skeleton Horsemen
and chariots provide a powerful strike
force, for each time any of these Undead
warriors falls in battle, it is reanimated by
the powers of a mighty Liche Priest. It is
these priests who are also responsible for
creating the deadly constructs of bone and
metal, the Tomb Scorpions and lumbering
Bone Giants, as well as breathing life into
the fearsome Ushabti statues.

Although it is the Liche Priests who
provide the magical energies that animate
the armies of Khemri, it is only by the
sheer will of the Tomb Kings and Princes
that the army moves and fights. These
powerful individuals are mightier in
undeath than they ever were in life,
mummified corpses animated by a baleful
drive to reclaim all that was once theirs,
whatever the cost.
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ar to the east of the Old
World lie the Mountains of
Mourn. In this frozen and
desolate region live the
Ogres: ugly, violent-minded
monsters with enough brute strength to
destroy an entire farmstead or village, so
the seemingly ramshackle armies that
march forth from the Ogre homelands are
powerful enough to lay waste to empires.
Ogres are easily recognised by their
massive frames and boulder-like guts, but
any that come across one would do well to
stay out of its way, for an Ogre will, more
often than not, club to death and devour
any living thing it finds! The Ogre
Kingdoms are disparate and scattered
throughout the Mountains of Mourn and
beyond. The Ogres themselves travel the
world fighting as mercenaries and picking
on those weaker than themselves, which,

to be frank, is nearly everybody. To the
dismay of the civilised races, the Ogre
populations in the mountains have grown
so large that they have begun to foray into
the outside world, no longer in groups of
two or three, but in their hundreds.

An Ogre Kingdoms army is a massive,
blunt instrument that smashes into the
enemy with incredible force. With the
emphasis firmly on impact, an opponent’s
battle line can be broken before a single
club is swung. Alongside the ranks of Ogre
Bulls march bestial Yhetee packs, shark-
toothed Gorgers, the diminutive Gnoblar
slave-race, cannon-wielding Lead-belchers
and the shamanic Butchers, who wield the
mighty magic of the Great Maw, the Ogres’
ever-hungry god. These intimidating armies
are led by Ogre Tyrants — hulking warriors
who are arguably the mightiest fighters in
the Warhammer world.
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&) Relatives of the Goblins
that plague the Old World,
Gnoblars are a diminutive
and weak slave-race, who
are entirely malicious and
unpleasant! They serve their
Ogre masters, and even
accompany them in battle in
disorganised mobs.

6 Some Gnoblars rise
above their kin by riding into
battle atop a mighty Rhinox,
equipped with a fearsome
Scraplauncher that rains
pointy death and junk down
on the enemy.

@ The elite of the Ogre
army are the Ironguts. These
powerful warriors have
access to the best armour
and weapons in the tribe,
and are usually hand-picked
by the Tyrant himself.
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@ At first glance, Dwarf
cannons appear inferior to
the Great Cannons of the
Empire. However, they are
the only such weapons to be
made of steel, and the
Engineers make artillery of
the very highest quality.

© should a Dwarf suffer
shame or personal loss, then
he may become a Slayer.
These unhinged warriors
spend their live seeking out
glorious death in combat,
and are utterly fearless and
ferocious individuals.

© Dwarf Lords are among
the most powerful warriors
in the army, having centuries
of fighting experience to
draw upon. This one is horne
into battle by shield-bearers,
a Dwarf tradition.
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he Dwarfs are the most
tenacious and determined
warriors of the Warhammer
world. Their mountain holds
are under constant pressure
from Orcs, Goblins and Skaven, so they
must frequently march out to defend their
homes and treasure hoards. Even in defeat
they record and remember every affront
and will miss no opportunity to settle their
grudges with the edge of an axe.

To the east of the Empire lie the
ancestral homes of the Dwarfs, one of the
most ancient races of the Warhammer
world. Their domains were once greater,
but their realm remains as unyielding as
ever. In these dark times, the Dwarfs
represent a bastion of honour, strength and
courage in a world assailed by Chaos.

On the battlefield the Dwarfs are
known for their stubborh courage. Fighting
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on foot in close formation and bearing the
finest wargear, they are the most resolute
and determined of warriors. They are also
the most inventive race in the world.
Dwarfs have mastered the arts of
blackpowder, steam power and a dozen
other crafts that are a mystery to much of
the rest of the world. This creativity is
manifest in their many and varied war
machines — from Grudge-Throwers and
bolt throwers, to cannons and Gyrocopters.

In battle, before an opponent can
smash himself against the unyielding shield
wall of the Dwarfs, he must first brave a
bombardment of artillery, handgun and
crossbow fire. Finally, they must fight the
Dwarfs themselves, warriors as vengeful as
they are skilled. The enemy had best be
prepared for a long and bitter battle, for
Dwarfs will often fight to the very last
rather than flee the field.
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ike a massive, green tidal
wave crashing down upon the
land, the tribes of Orcs and
Goblins rampage on their
unceasing wars of conquest
and carnage. Hungry for battle and
mayhem, the brutish but unpredictable
Orcs and their diminutive cowardly
cousins, the Goblins, overwhelm their
enemies with near immeasurable numbers
and unheard-of savagery.

In every forest and beneath every
mountain lurk the warlike greenskins, who
love nothing more than a good fight.
Unfortunately, so belligerent are these
creatures that, if there are no enemy
around to fight (or even if there are) they
will start hitting each other, just for fun!
Orcs live to fight. For an Orc, there is
nothing greater than to be in the thick of
the battle, where the biggest and meanest

warrior carries the day. Smaller and more
nimble that their Orc cousins, Goblins
have a more developed sense of self-
preservation. They are cunning rather than
strong, and tend to leave the serious
business of fighting to the Orcs. Of all the
varieties of greenskin, the Black Orcs are
the most fierce. These Orcs are hard as
nails, but scarce, though they inevitably
take over any tribe they join, leaving a trail
of butchered rivals in their wake.

An Orc and Goblin army contains a
vast array of different troop types, from the
wide variety of greenskins themselves, to

monstrous beasts such as Trolls and Giants.

While Orcs prefer to hurl themselves into
close combat as quickly as possible,
Goblins bring a lethal array of sneakiness
to war, such as foolhardy Doom Divers
and the crazed, mushroom-fuelled Night
Goblin Fanatics.

@ Boar Boyz are the shock
cavalry in the Orc and
Goblin army. The giant boars
of the badlands are even
more bad-tempered than
their Orc riders, and the two
creatures combined make an
almost unstoppable mass of
Orc, beast and sharp steel!

@ Drawn to Orc tribes by
their love of a good fight,
hulking Giants are honorary
greenskins, and provide
some serious muscle to an
already violent force.

@ After imbibing a brew
made of the rare Mad Cap
mushrooms, Night Goblin
Fanatics become strong
beyond reason. They go into
battle whirling a huge ball
and chain about their heads.
They are dervishes of death!
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(1] Hailing from the Pine
Crags, the Warhawk Riders
hunt and fight as one with
their majestic mounts,
Scouting for intruders to
their realm, they swoop
upon the foe with incredible
speed and ferocity.

@ Terrifying to behold,
Treemen are the result of a
symbiosis between tree and
powerful spirit. These
creatures are ancient and
incredibly powerful, and are
the ultimate defence against
enemies of the forest.

© wardancers are wild and
unpredictable Elves, whose
speed and grace in battle is
legendary. Leaping over the
enemy and striking in mid-
air, their war-dances spell
doom to their foes.
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he Wood Elves of Athel Loren
are mysterious and secretive
beings, rarely seen beyond
their forest borders. Those
foolish enough to set foot
within their woodland realm invite the
fury of the Elves and their forest spirit
allies, whether in open combat or through
sudden ambush.

The Wood Elves are an elite army of
highly skilled EIf archers supported by the
mysterious spirit beings of Athel Loren. All
Wood Elves are archers of unparalleled
skill, but other disciplines can also be
found amidst their warriors. The Glade
Riders and Warhawk Riders are swift and
skilful beastmasters, striking with speed
before the foe can react. The Wild Riders
are deadly and relentless huntsmen driven
by the ferocity of the ancient god Kurnous,
while the Eternal Guard‘are stoic and
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determined warriors. In contrast, the
Wardancers of Loec are agile warriors,
whose grace and sublime skills are used to
lethal effect in battle. The Highborns rule
Athel Loren with wisdom, and fight with
the weight of responsibility on their
shoulders. Able to command rare and
powerful Forest Dragons, or even the noble
Great Stags, they are powerful warriors and
canny generals.

When danger threatens the forest, the
sentience of the wood manifests itself in
many different ways, from the lithe and
spiteful Dryads, the legions of ephemeral
Spites, the gnarled and tough Treekin, to
the most powerful of all the beings within
Athel Loren — the Treemen. All the while
the Spellsingers — mages with an almost
symbiotic relationship with the forest —
channel magical energies to strike down
their enemies with nature’s wrath.
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WARHAMMER BASIC PLAY SHEET

TO HIT CHART

Opponent’s Weapon Skill
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ARMOUR

Unarmoured No Save
Light armour 0+
Heavy armour 5+
Shield +1
Barding +1
Mounted +1
Hand Weapon & Shield +1+

(* only in Close Combat)

TO WOUND CHART
Opponent’s Toughness
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Attacker's Strength
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ARMOUR SAVE MODIFIERS

Strength of hit Save modifier
3 or less None
-1
-2
-3
4
5
6

-7

COMBAT RESULT BONUS

Bonus

+1 per rank
after the first
(max.+3)

Situation
Extra rank

Outnumber enemy +1

Battle standard +1

Standard +1

High ground +1

Flank attack F1

Rear attack +2

Overkill +1 per excess
wound
(max.+5)

WARHAMMER ADVANCED PLAY SHEET

PANIC

A unit must take a Panic test in the following cases:
1. It suffers 25% or more casualties.
2. A friendly unit within 6" is destroyed.
3. A friendly unit within 6" breaks from combat.
4. Fleeing friends move through the unit,
You need to take one Panic test per unit in each
phase (start of turn, movement, magic, shooting
and close combat phase). If a unit fails a Panic test,
it flees directly away from cause of panic. After first
flee move, the unit will uy to leave the baulefield
as soon as possible, fleeing towards the closest
table edge until it leaves the barttlefield or rallies.

FEAR

A unit must take a Fear test if it is faced by one of
the following situations:

1. If charged by a Fear-causing enemy. If they
pass the test, they react to the charge as
normal. If they fail and the chargers have
higher Unit Strength, they flee; if not they
need &s to hit.

. If a unit wishes to charge a Fear-causing
enemy. If they pass the test, they may charge
as normal. If they fail. they may not charge
or move this turn

TERROR

Troops only ever test for Terror once in a battle
and are not affected again, even if the test is
failed. If a creature causes Terror, it causes Fear as
well, and all rules for Fear apply. You never have
to take a Terror test and a Fear test from the same
enemy or situation — just a Terror test. If you pass
the Terror test, you pass the Fear test. As any unit
of troops only ever takes one Terror test in a
battle, any subsequent encounters with terrifying
monsters or situations will simply count as Fear.
A unit must take a Terror test if it is faced by one
of the following situations:

1. If charged by a Terror-causing enemy. If test
passed, they react to the charge as normal. If
they fail, they flee.

. If charging a Terror-causing enemy. If they
pass the test, they may charge as normal. If
they fail, they flee.

. If there is an enemy that causes Terror within
6" at the start of the unit’s turn. If they pass the
test, they act as normal. If they fail they flee.

MISCAST TABLE
2D6 Result

2

The Wizard is killed and removed as a
casualty, regardless of any protective
magic item or special rule. Models in base
contact, (including the Wizard's monster
or chariot mount), suffer one Strength 10
hit (no armour saves allowed).

The Wizard and all models in base
contact (including monstrous mount
or chariot) suffer a Strength 6 hit, with
no armour saves allowed.

The opposing player may immediately
cast any one of his own spells. No
casting roll is required — the spell is
automatically cast — but it can be
dispelled by the player whose turn it
is as normal (by using power dice in
the same way as dispel dice). He
needs to beat the basic casting value
of the spell to dispel it.

The caster suffers one Strength 2 hit
(no armour saves allowed), loses all his
remaining power dice and cannot do
anything else during this magic phase.
The caster suffers one Strength 4 hit
(no armour saves allowed). In
addition, all spells currently in play on
the entire battlefield are automatically
dispelled and the magic phase ends.
All power and dispel dice stored in
magic items are also lost,

The caster suffers one Strength 8 hit
(no armour saves allowed) and loses a
Wizard level (the spell lost must be
the one he just attempted to cast). If
the caster reaches Level 0, he stops
counting as a Wizard and therefore
will not be able to use any arcane
magic items he is carrying and will
generate no power/dispel dice.

The spell the caster attempted is
successful and counts as having been
cast with irresistible force. After this the
caster forgets how to cast the spell and
will not be able to cast it again,

[
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eep within the dark heart of
the most twisted and
dangerous forests of the Old
World dwell the countless
hordes of the Beastmen, the
true children of Chaos. Preying on the
weak and striking without warning, the
Beastmen are a plague on the civilised
world, murdering with abandon before
dlbappearmg back into the woods.
saturated with the
mutating power of magic. Winds of it blow
from the Realm of Chaos to the far north.
Though they weaken the further they go,
the corrupting influence of Chaos is present
for all to see. The people of the Empire
have always told stories of misshapen
beasts that walk upright in a gross parody
of Men and live in the forests. Yet these are
e folk-tales, for the Beastmen are

The
all manner of duturhmq and pu\ /
monsters, all rallying under one
They strike without warning in vicic
raids and they are intent only on may
and slaughter. Their ial appearan

halqp tow ald: the fo are supported
by such hideous creatures as Minotaurs,
Centigors and the horrendously pow
Dragon Ogres. These creatures con
on closing with the enemy as quickly as
possible and rending them limb from limb

. sts of Chaos aim to swiftly
overwhelm the foe, surround them and
then smash them in close combat. They are
a manoeuvr ng the rigid
formations of other armies anc attacking as
a loose, ravening horde.

@) Whenever the Beastmen
muster an army, twisted
W arhnundc of Chaos form
packs and lope

sside them. These wolf-
like creatures are all the
more fearsome thanks to the
warping power of Chaos.

© Immortal and powerful
lords of the Dragon Ogres,
Shaggoths are terrifying to
behold. They may have
existed even before the
coming of the Old Ones, and
their anuenl pacts with the

5 d them to an

@ All Trolls are touched by
Chaos to some degree, but
the Chaos Trolls even more
so, their aggression and
strength enhanced by the
Winds of Magic.




BATTALION

-
ORC & GOBLIN BATTAION

Contains: 20 Orc Warriors, 10 Forest Goblin Spider
Riders, 20 Night Goblins and 1 Orc Boar Chariot.

Part Code: 99120209008

RATADMLIAMAA n
WY '_tu-'l-;nu

W

‘x'u'r\.“-} }";‘"“ hl“ ER wo OD ELF
BATTALION

Contains: 24 Glade Guard,
8 Glade Riders and 12 Dryads.

Part Code: 99120204005

LIZARDMEN
BATTALION

Contains: 24 Saurus Warriors,
8 Cold One Cavalry and 24
Skinks.

Part Code: 99120208005

OGRE KINGDOMS
BATTALION

Contains: 6 Ogre Bulls, 4
Leadbelchers, 4 Ironguts and
24 Gnoblar Fighters,

Part Code: 99120213005

TOMB KINGS
BATTALION

Contains: 8 Skeleton Horsemen,
3 Chariots, 16 Skeleton Warriors
and 16 Skeleton Archers.

| Part Code: 99120207006




Ween £7.- gag
Purehasing the g,
b, Individyajy,

Warhammer Battalions contain enough plastic 8{
miniatures to form the core of your Warhammer i
army. There really is no simpler way to start v

building a force for the game of fantasy battles!

Contains: 24 Warriors, 16 Thunderers (can be
Quarrellers) and a Cannon. The cannon can be
built as either a Dwarf Cannon or an Organ Gun.

Part Code: 99120205004

EMPIRE

SKAVEN o,
BATTALION

BATTALION

¢ Contains: 1 mounted General,
12 Knights, 18 Soldiers, 8 Free
Company and 1 war machine
(makes a cannon or mortar).

Part Code: 99120202007

RATADEIANEA
W

pees sl BRETONNIA
| BATTALION

Contains: 16 Men at Arms, 16
Bowmen, 8 Knights of the
Realm and 3 Pegasus Knights.

Part Code: 99120203005

Pleturas for flustrative purposss only. Product contents may vant Products sold unpainted and unassembled. Certain Citade! products may be dangerous if used fncorrectly. Prices M‘ o
correct at fime of going {0 press, please contact us for current availability and Games Workshop pricas. Prices quoted are for products soid By Games Workshop through ifs awn wonxsmr E
» (] . 7

stores, or websits, retallers arg ibe for ining their own pricgs.

Contains: 40 Skaven Warriors, :
20 Plaguemonks, 6 Giant rats ;
with Packmaster, and 2 Rat ;,;
Ogres with 2 Packmasters. e

Part Code: 99120206003

HIGH ELF
BATTALION

Contains: 16 Spearmen, ;
16 Archers, 8 Silver Helms
and a Bolt Thrower with crew.

Part Code: 99120210007

i
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ASSAULT ON THE EASTGATE BATTLE FOR THE SECOND HALL  KILL THE GOBLIN KING

68 WHITE DWARF RECLAMATION OF MORIA



" THE RESCUE OF THRAR

THIE

_ ORDTHE:R:{

STRATEGY BATTLE GAME

This campaign for The Lord of the Rings strategy battle
game sees Balin's Dwarf warriors delving deep into Moria.
Too long have Durin’s halls been despoiled by Goblins, and
the Dwarves seek to restore Khazad-dim to its former glory.

hen Balin set out to reclaim
Durin’s halls, he found them ITILJ(h
chan;,ed infested by ueatur

darkness. In th

the mines of

countless G hlmq that

the Balrog, had made their lairs in every
corner of the underground stronghold. The
Dwarf Lord Bali d by what he
found and, a mpani d b\ a band of
proud Dv n warriors, struck deep into
the mines to confront their ancient foes. In
the early days of the conquest the Dwarves
snjoyed some success — the Goblin
inhabitants were initially caught off guard
and easily killed or driven into the deeper
regions of the mines. There was no sign of

AMBUSH AT KHELED-ZARAM

the Balrog, and all hoped this ancient
demon had returned to its slumbe
to reawaken.

THE CAMPAIGN

The Rec 1amanun of M
ampmgr‘l S

~omplete

mines of
wst ip would
par‘t of
] dmpamn
attempt to s

'I] and Confrn t their
a can never he

THE LAST STAND

NGS

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



.\

- RECOMMENDED
FORCES
~ Each scenario lists the
recommended forces,
which are chosen from
the specified i lists
: : M

~ earth. This gi
some ﬂexiblirty when
choosing which models
~ to use for each scenario.

- HISTORICAL
FORCES
The "historical” forces
are specified force lists,
representing those
Heroes and Warriors
from the fateful Moria
campaign. The models
you will need to recreate

 the campaign historically

. are shown to the right.

- SCENERY
We have used modelled
boards in the following
photographs, but all you
need are some rock piles
and the scenery from the
Mines of Moria box set.

CAMPAIGN SPECIAL RULES
When playing through the campaign,
you will use the forces suggested in each
scenario. You will notice that some Heroes
must be present in certain scenarios
(notably Balin). If these Heroes are killed
during a game, the continuity of the
campaign could potentially be ruined.
Heroes are supposed to have enough
time to rest and heal between one event
and the next, so they always recover all
Might, Will, Fate and Wounds they have
lost in the previous scenario, as long as
they survived. However, if a named Hero is
killed during one game and is set to appear
in a later game, roll on the Death of a Hero
table to see what happens to them:

WHITE DWARF

RECLAMATION OF MORIA

All models at 50%

THE DWARVES

The sons of Erebor set out in search of
revenge and glory. Led by Balin, they will
see Moria reclaimed, or die trying!

8 Khazéd Guard

Dice Score

1

2-5

DEATH OF A HERD
Result

The Hero is dead and can
take no further part in the
campaign. Replace him in
further scenarios with a
Captain model.

The Hero has been badly
wounded but is still alive.
He begins the next game
with no Fate points. If the
Hero had no Fate points to
begin with, he begins the
next game with 1 less
Wound instead.

The Hero makes a full
recovery and begins the
next game as normal.

9 Dwarves with Dwarf bows

WINNING THE

CAMPAIGN

The player who wins
the most scenarios
wins the campaign.

Scenario 6, The Last
Stand, counts as two
victories for the
purposes of
determining the
overall winner.




LEGIONS OF
MIDDLE-EARTH

MORIA GOBLINS

The hordes of Moria have dwelt in the
gloom for many years, and will not easily
abandon their lairs.

LEGIONS OF
MIDDLE-EARTH

In order to select

your army for the
Recommended Forces
sections of these
scenarios, you will need
a copy of Legions of
Middle-earth.

This indispensible guide
to the forces of Middle-
earth contains 49 army
lists, along with a
comprehensive allies
system, allowing you to
create themed armies
for all of the major races
in The Lord of the Rings
strategy battle game.

2 Cave Trolls with Troll chains Goblin Drum 12 Goblins with Orc bows

ALTERNATIVE THEMES

While this campaign is designed with
Dwarves and Moria Goblins in mind,
you might like to try it out with other
forces, such as Rohan, Gondor or
Mordor. In these cases, you could either
play the campaign as a straight points
match, or as a whole new theme with
relevant scenery. This could take the
form of Osgiliath Veterans
clearing the sewers of
Orcs, Warriors of
Rohan hunting
. Uruk-hai in the
dungeons of
Isengard, or even
Elves descending
into the noisome
pits of Mordor.

The fearsome Balrog will
prove to be Balin’ ultimate
challenge. Will it also be

his undoing? 90%

Osgiliath Veteran

www.games-workshop.co.uk/moria 71




SCENARIO1

RECOMMENDED
FORCES

:z0OD

e Up to 200 points worth
of models chosen from
the Erebor army list. You
may include up to one
Hero. Up to 33% of
these models may carry
a bow.

EVIL

® Up to 200 points worth
of models chosen from
the Moria army list. You
may include up to one
Hero. Up to 33% of
these models may carry
a bow.

HISTORICAL
FORCES

000

 Fl6i, Dwarf Captain with
shield.

® 15 Dwarf Warriors; 6
with Dwarf bows, 6 with
shields and 3 with two-
handed axes.

EVIL

® 24 Moria Goblins; 8 with
Orc bows, 8 with shields
and 8 with spears.

® 2 Bat Swarms.

SCENARIO SET-UP

The game is played on a board
48"/112cm by 24"/56cm, representing
the main eastern gateway to Moria —
the gate itself is in the middle of the
western board edge. The playing area
is covered with plenty of hills and
climbable cliffs (see map).

THE EASTGATE

DOWARF
DEPLOYMENT

SPECIAL RULES

Unstable Footing. The slopes of the
mountain are covered with loose
scree, making footing incredibly
treacherous. All jump and climb tests
taken by models other than Moria
Goblins suffer a -1 penalty.

Balin's scouts are
within sight of
the Eastgate -
the battle to
reclaim their
ancestral realm
has begun!

STARTING POSITIONS

The Good player divides his force
into two groups with an equal
number of models in each. He
deploys one group within 3"/8cm
of the northern board edge and the
other within 3"/8cm of the southern
board edge. The Evil player then
deploys his entire force within
6"/14cm of the gate.

GOBLIN [IEPLOYMENT

DOWARF
DEPLOYMENT

The Good side wins if at least
2 of the Good models exit

board through the
The side wins in any
other eventuality.




SCENARID SET-UP

The game is played on a 48"/112cm
square board, representing a great
hall within Khazad-d(im. The playing
area is covered with plenty of pillars.

OWARF
DEPLOYMENT

GOBLIN
DEPLOYMENT

SPECIAL RULES

Stygian Gloom. This hall is dark,
even by the standards of Goblins and
Dwarves. Due to the reduced
visibility, models may not shoot at
targets more than 12"/28cm away.
However, because it is harder to
avoid a shot in the dark, all Shooting
attacks receive a +1 bonus on the roll
to wound.

BATTLE FOR THE
yECON

" HALL

STARTING POSITIONS

The Good player deploys Balin and
up to twelve additional models
within 6"/14cm of the centre of the
board. The remainder of the Good
force is then deployed within 3"/8cm
of the eastern board edge. The Evil
player then deploys two Cave Trolls
within 6"/14cm of Balin and the
remainder of his force within 3"/8cm
of the western board edge.

BALIN'S

DEPLOYMENT

ion to a quarter
of its original
at the end of any

turn wins the game. If Balin
is slain, th t result the
Good side can achieve is a
draw. If Durbiirz is slain, the
best result the Evil side can
achieve is a draw.

Balin and his
followers drive
deeper into the
mines, only to be
met by ever-greater
resistance.

' RECOMMENDED
. FORCES

| GDoD

e Balin with Durin’s Axe.

® Up to 400 points worth
of models chosen from

l\ the Erebor army list. You

§ may include up to one

i additional Hero. Up to

i 33% of these additional

models may carry a bow..

EVIL

® Durbiirz.

® 2 Cave Trolls with Troll
chains.

e Up to 250 points worth
of models chosen from
the Moria army list. You
may include up to one
additional Hero. Up to
33% of these additional
models may carry a bow.

HISTORICAL
FORCES

000

¢ Balin with Durin’s Axe.

e Fl6i, Dwarf Captain with
shield.

® Buri, Dwarf Captain with
shield,

® 6 Khazid Guard.

® 17 Dwarf Warriors; 6
with Dwarf bows, 6 with
shields, 3 with two-
handed axes and 2 with
banners.

Tasen semeen

R T T e L e L P

EVIL

® Durbirz.

® 1 Moria Goblin Shaman.

® 2 Cave Trolls with Troll
chains.

® 24 Moria Goblins; 8 with
Orc bows, 8 with shields
and 8 with spears.

e 2 Bat Swarms.

e T e AT

T e T
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SCENARIO 3

74 WHITE DWARF  RECH

RECOMMENDED
FORCES

GOon

® 1 Dwarf Captain.

® Up to 175 points worth
of models chosen from
the Erebor army list. You
may not include any
more Heroes. Up to
33% of these additional
models may carry a bow.

EVIL

® Durbiirz.

® Up to 200 points worth
of models chosen from
the Moria army list. Up
to 33% of these models
may carry a bow.

HISTORICAL
FORCES

GOOD

® Dwarf Captain.

® 8 Khazad Guard.

e 12 Dwarf Warriors; 4
with shields, 4 with
bows and 4 with two-
handed weapons.

EVIL

® Durbiirz.

® 1 Moria Goblin Captain
with hand weapon.

® 12 Moria Goblins; 4 with
spears, 4 with Orc bows
and 4 with shields.

® 1 Cave Troll with Troll
chain.

e 1 Moria Goblin Drum.

SCENARIO SET-UP

This game will require a Goblin
throneroom, covering an area roughly
36"/84cm square. The fighting area
should be quite tight, with lots of
pillars and alcoves,. as shown.

GOBLIN .
REINFORCEMENTS
ENTER HERE

DWARVES !
ENTER HERE 3 B
9

SPECIAL RULES

Endless Horde. There are Goblins
without number in the deep dark of
Moria. To represent this, whenever a
Goblin warrior is killed, the Evil
player should set it to one side. At the
start of his next turn the Evil player
may roll a dice for each dead Goblin.
On the roll of a 3+ the Goblin is
returned to the board, moving on
through one of the doaors at the rear of
the chamber. If the Evil player rolls a
1 or 2, then the Goblin is removed
from play.

After days of intense
fighting, the Dwarves
have arrived at the
Goblin King's Lair
and are preparing

! w : ;
B Li themselves for the
= - A : final assault.

STARTING POSITIONS

The Dwarves will enter the board
through the large main doors
opposite the throne. The Goblins,
Durbdrz and the Cave Troll are
deployed within 10"/24cm of the
throne. Goblin reinforcements will
enter play through the doors at the
back of the board.

THE THRONE

GOBLIN
REINFORCEMENTS
ENTER HERE

The Good side wins when
Durbiirz is killed. The Ewil
side wins if all the Dwarves
die. If Durbiirz has bee
killed earlier, the Dwarfs win,
unless the Goblins can wipe
them out, in which case the
game is a draw.

If Durbiirz survives, then the
Evil player may use him in
the later scenarios for free,
until he is slain.



SCENARID SET-UP

The scenario is played on a board
48"/112cm square. As this scenario
takes place in the depths of Moria,
there should be plenty of rocky
outcrops and rubble.

DIWARF
DEPLOYMENT

STARTING POSITIONS

The Good player first of all takes three
pieces of paper and writes Thrar’s
.name on one. He then passes the
pieces of paper (face down) to the Evil
player who places each piece next to
some rubble or another suitable
terrain feature. No piece of paper may
be within 6"/14cm of another. This
represents where Thrdr is hiding from
the Goblin searchers. In this way,
neither player should know where
Thrér is hiding, but the papers will
give some idea — the Dwarves roughly
know where he is, and the Goblins
will be using their darkness-honed
senses to sniff him out.

The Evil player then deploys his
force within the Goblin deployment
area (see map).

Finally, the Good player deploys
Balin and the Khazad Guard within
their deployment area.

GOBLIN
DEPLOYMENT

THRAR IS

THIS AREA

SPECIAL RULES

Thrar. The hidden Dwarves are not
deployed at the start of the game.
When a model from either force
comes within 6"/14cm of a piece of
paper it is turned over. If Thrar’s name
is on the paper, then the Good player
may place Thrdr and the two
Dwarves with shield within 1"/2cm of
the piece of paper. If the paper is
blank, simply remove it from the
game — Thrar is elsewhere.

The Good side wins if it
manages to Kill all of the Evil
force or drive them from the
field. If the Balin or Thrar is
slain, the Evil side wins.

If both sides meet their
victory conditions in the same
turn, the game is a draw.

PLACED WITHIN

In the aftermath

of the assault on the
throneroom, Balin’s
scouting parties
come under attack.
Balin must mount a
daring rescue...
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RECOMMENDED
FORCES

GODOD

® Thrar, Dwarf Captain.

® 2 Dwarf Warriors with
shields.

¢ Up to 250 points worth
of models chosen from
the Erebor army list. You
may include up to one
Hero. Up to 33% of
these models may carry
a bow.

EVIL

e Up to 200 points worth
of madels chosen from
the Moria army list. You
may include up to one
Hero. Up to 33% of
these models may carry
a bow.

HISTORICAL

FORCES

GDOD

® Balin with Durin’s Axe.
® Thrir, Dwarf Captain.
® 8 Khazad Guard.

e 2 Dwarf Warriors with
shields.

EVIL

® 1 Moria Goblin Captain
with hand weapon.

® 18 Moria Goblins; 6
with Orc bows, 6 with
shields and 6 with spears.

e 1 Moria Goblin Drum.

b OIHVNAIS
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SCENARIO 5

76 WHITE DWARI

RECOMMENDED
FORCES

000

e Balin with Durin’s Axe.

¢ Up to 300 points worth
of models chosen from
the Erebor army list. You
may include up to one
Hero. Up to 33% of
these additional models
may carry a bow.

EVIL

e Up to 400 points worth
of models chosen from
the Moria army list. Up
to 33% of these models
may carry a bow,

HISTORICAL
FORCES

GOOD

® Balin with Durin’s Axe.

® 8 Khazid Guard.

e 17 Dwarf Warriors; 6
with Dwarf bows, 6 with
shields, 3 with two-
handed axes and 2 with
banners.

EVIL

® 1 Moria Goblin Shaman.
® 36 Moria Goblins; 12
with shields, 12 with
spears, and 12 with
Orc bows.
® 1 Moria Goblin Drum.
e 2 Bat Swarms.

SCENARIO SET-UP

The game is played on a board
48"/112cm square, representing the
Eastgate and the shores of Kheled-
zaram. The playing area is covered
with plenty of hills and climbable
cliffs (see map).

DWARF
DEPLOYMENT

THE EASTGATE

KHELED-ZARAM

SPECIAL RULES

Ambush! Balin has been taken
unawares by the Goblin attack and,
though his bodyguard rush out to
defend him, the Dwarf king has lost
initiative to the Goblins. Evil has
priority in the first turn.

Unstable Footing. The slopes of the
mountain are covered with loose
scree, making footing incredibly
treacherous. All jump and climb tests
suffer a -1 penalty.

Assured of victory,
Balin goes to gaze in
the waters of Kheled-
zaram as Durin once
did. It is a journey
from which he may
not return.

STARTING POSITIONS

The Good player deploys Balin and
up to six additional models in base
contact with the water’s edge. The
remainder of the Good force is then
deployed within 4"/10cm of the gate.
The Evil player then deploys his
entire force anywhere on the board,
at least 12"/28cm away from any
Good model.

BALIN’S
DEPLOYMENT

S f Balin
exits the board through the
ny other result is

The Gooc ins

Eastgate.
an Evil vi
If Balin survives unscratched,
then you may u im for
free in the final scenari
However, if he suffe
single wound he succumbs to
Goblin poison and dies.
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SCENARID SET-UP
The scenario is played on a board

48"/112cm square, with an 18"%42cm

square tomb chamber in the centre.

A Balin’s Tomb model is placed in the

dead centre.

SPECIAL RULES _

No Mercy! The Dwarves will not
easily let Balin’s Tomb be overrun (if
Balin is still alive, this will be the
tomb of an ancient Dwarf Lord). The
tomb counts as a Dwarf banner
bearer in this scenario.

The Goblin Horde. At the start of
each Evil move phase, the Evil player
rolls 2D6 — this is the number of Evil
models that can be placed on any
board edge. These can be chosen
from any models that have not yet
entered play, though the Balrog may
not arrive until all other models have
entered play. Models may not charge
in the turn they arrive but may
otherwise act normally.

STARTING POSITIONS

The Good player deploys his entire
force anywhere within the tomb

chamber. The Evil force is kept to one

side and will be available as

reinforcements later on in the game.

OwARF
DEPLOYMENT

The Good side wins if the
force is reduced to
starting numbers befo

liminated.
The Evil player wins in any
other event.

CAMPAIGN CONCLUSION
Balin's campaign was not the
last time Moria s:

Some thirty years later, The
Fellowship of The Ring trod

the same path. Their
adventures are charted in The

et, where
the fate of Middle-earth hangs
in the balance!

The Goblins have
regrouped, and the
plight of the Dwarves
grows ever more
desperate - the Balrog
has awakened!

RECOMMENDED
FORCES

GOOD

® Up to 750 points worth
of models chosen from
the Erebor army list. You
may include up to five

: Heroes. Up to 33% of

{ these models may carry

a bow.

Tease aans e

EVIL

® The Balrog.

e Up to 350 points worth
of models chosen from
the Moria army list. You
may include up to one
Hero. Up to 33% of
these additional models
may carry a bow.

sz,

HISTORICAL
FORCES

:0oD

® Buri, Dwarf Captain
with shield.

® Nari, Dwarf Captain.

® Morin, Dwarf Captain
with two-handed axe.

® Thalin, Dwarf Captain
with two-handed axe.

® Frar, Dwarf Captain.

® 8 Khazid Guard.

e 25 Dwarf Warriors; 9
with Dwarf bows, 10
with shields, 5 with two-
handed weapons, and 2
with banners.

SR Myt e

EVIL

® The Balrog.

® 36 Moria Goblins; 12
with shields, 12 with
spears, and 12 with
Orc bows.

® 1 Moria Goblin Drum.

® 2 Bat Swarms.

R L R e
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1 TSTRATEGY BATTLE GAME S

AN INTRODUCTION 10O STRAIE

Recreate The Fellowship of The Ring’s journey through
Moria with this fantastic boxed set. Bursting with hobby
materials, it includes all you need to get playing The Lord

of the Rings strategy battle game immediately.

CITADEL

MINIATURES &




BOX CONTENTS

34 Plastic Miniatures

Many of these models are only available
in this boxed set!

= Frodo = Merry * Legolas
* Sam = Boromir « Gimli -
* Pippin = Aragorn * 24 Goblins

« Cave Troll (with two weapon options)

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

Balin’s Tomb Plastic scenery
Recreate the Chamber of Mazarbul on the
tabletop!

= Well

* Balin’s Tomb

* Dead Dwarves

» Four pillars

* Doorway

= Two trapdoors

* The Book of Mazarbul

Gaming Essentials

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

» Small format 112-page rules
manual

» Fantastic introductory booklet

* Four dice » Two Rulers

NORTHERM EUROPE PRICES®
BAND N




45000 e

The armoured
fighting vehicles of
the 41st Millennium
include towering
constructs which
have neither tracks
nor wheels, but
stride into battle.

Guy Haley takes a
look at how these
powerful machines
can help you on the
road to victory.

WARHAMMER 1

Venerable
Dreadnought

Venerable Dreadnoughts
are incredibly difficult to
kill, as you can force your
opponent to reroll results
on the damage tables.

Warhammer 40,000 has many, many
brilliant aspects. Great models, great
rules, great background. One of the best
parts of all our miniature ranges is the
walkers. These towering, clanking, walking
tanks just look so darn cool that you'll find
at least one in every army. Whether we're
talking about the armoured rust-buckets of
the Orks, the finely decorated sarcophagi
of Space Marine Dreadnoughts or the
sleek Wraithlords of the Eldar, these
miniatures hold a place close to many a
player’s heart.

But though walkers can be battle-
winners, each has its own particular
strengths and weaknesses. I'm going to talk
about these amazing machines, because |
love ‘em. This obviously covers all models
with the “walker” rule — Dreadnoughts of
all kinds, Efdar War Walkers, Sentinels,
Defilers and so forth. But the same gaming

principles also apply to other large models
that operate in a similar way.

Walker or tank?

In certain circumstances walkers win out
over tanks. Tanks have better armour, more
weapons mounts, often have troop carrying
capacity and the ability to move 12" in a
movement phase if you so wish, making
them somewhat more manoeuvrable than
your average walking war machine. But
they are also nice, big targets and are
martyrs to dense terrain. Walkers, because
they move as infantry, get to move and fire
all their guns, and do not have to make a
Dangerous Terrain roll when entering
Difficult Terrain, and so can make their
way across swamps or through forests
without danger. This is especially useful in
Cities of Death games, whose urban
landscape is thick with unstable buildings.




Fire Support
Dreadnought
This Black Templars
Dreadnought is equipped for
a long-range support role

with twin-linked lascannons
and a missile launcher.

Bring up the big guns
Walkers can fulfil a number of roles in an
army. Which you choose depends very
much on your style of play, and
furthermore whether you base this style on
a desire to win tournament-type
encounters or engage in battle with a
narrative approach in mind. Both ways of
enjoying Warhammer 40,000 are equally
valid, and the roles for walkers overlap the
two. Basically it boils down to how you
feel about “min-maxing” — squeezing
maximum killiness out of an army list. This
might cover, say, fielding 12 sentinels with
Lascannons when you know your
opponent will be bringing mostly tanks...
But whatever you feel to be appropriate to
your games is what you should go for.
The roles for walkers break down into
three categories, and this depends mostly
on what you want them to be shooting at.

Long Range Fire Support

This kind of walker sits at the back
and blasts the enemy (see above for
an example). They can be anti-tank
death machines with feet, or, if you
alter the weapons they carry,
infantry blasters.

Close Fire Support

Kitted out with shorter ranged
weapons, these vehicles can
advance behind your foot troopers,
blasting the enemy force while your
men advance under the protective
umbrella of their fire.

Close Assault

Who needs guns? Give your
mechanical monstrosities nothing
but close combat weapons and
send them barrelling into squads of
helpless troops.

ASSAULT CANNON

Range Strength AP Type
Heavy 4, Rending

24" 6 4

TWIN-LINKED LASCANNON

Range Strengith AP Type
48" 9 2 Heavy 1

MULTI-MELTA

Range Strength AP Type
24" 8 1 Heavy 1, Melta

MISSILE LAUNCHER

Range Strength AP Type
Krak 48" 8 3  Heavy1
Frag 48" 4 6  Heavy 1, Blast
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Ork Killer Kans

Monstrous Creatu res They whir, they stomp, they chop and they
Some armies, such as the Tyranids, don’t have access to shoot. Killer Kans are the bane of light infantry
standard walkers. However, they often have access to the the galaxy over. Their choice of rokkit launcha,
next best thing: monstrous creatures! This category of heavy shooter and skorcha makes them versatile.

model includes Avatars for the Eldar, Greater Daemons for
Chaos armies, C'tan for the Necrons, and Hive Tyrants and
Carnifexes (below) for the Tyranids. Even the Tau get one
in the form of Commander Farsight, thanks to his
dawnblade. These imposing models often look like walkers,
_ and actually serve many of the same functions (close

| support, fire support or long-range fire), depending on
their armament, Their sheer size and destructive power
makes them just as effective as the clanking, mechanical
marvels of other races, and they look rather nice to boot.
The Carnifex, in fact, is the most versatile, as it's bio-
weaponry makes it highly customisable.

Long-range walkers Space Marine Dreadnoughts can swap out
You can outfit many kinds of walker with their close-combat weapon for a missile
‘? supporting weaponry, and indeed some launcher. This is a versatile heavy weapon,
| walkers — Sentinels and Eldar War Walkers good against troops and tanks, and so you
— are best used in this role, not having can outfit your fire-support Dreadnought as
combat capabilities to survive close either a tank hunter (give it a twin-linked
contact with the enemy. But even assault lascannon) or infantry killer (with an
nasties like Space Marine Dreadnoughts assault cannon) and still have capabilities
and Tyranid Carnifexes can be kitted out to in the other department.
fill this battlefield niche.

A long-range walker can take up Chaos Space Marine Dreadnoughts can
position in a piece of cover that may well also take a havoc launcher. Attach one of
damage a tank — remember tanks have to these to a Dreadnought armed with an
test when they move into and out of the autocannon and a missile launcher and
terrain — and snipe at targets in relative pray for a “Fire Frenzy” rolll
safety. They get the full advantage of

;‘*f‘kb,”“a Bayz am gealat ) Concealed, plus, in larger terrain pieces, Defilers can be a real headache for your
ringing down walkers Despite ; 7

dhieir hamis, thiel clon’s sust it perhaps being hidden from the enemy enemy, as they are amongst the toughest of

themselves to destroying tanks — which aren't directly in front of it. all the walkers we produce models for.

their stikkbombz can destroy Here are a couple of examples of long- Although they may look like the ultimate

Bt E Siectaniaal, range walker types: combat machine, they make a very good
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Chaos Defiler

Whilst most walkers fulfill their battlefield role
rather admirably, the Defiler goes one better
and does them all! A real jack of all trades (and
a master of some), the Defiler boasts fantastic
long-range weaponry, topped by a mighty
battle cannon, and houses a heavy flamer for
purging infantry up close. Its daemonic nature
makes it a monstrous creature, meaning it's no
pushover in close combat. Cleanse and burn!

artillery piece. Upgrade the battle cannon
to fire indirectly, and replace the heavy
flamer with a havoc launcher. 185 points
buys you a lot of hurt — stick it behind a
hill or in a ruin.

Sentinels and War Walkers. These models
are designed for this role — the trick with
them is to make sure you have plenty.
Eldar can take up to nine War Walkers —
that's a lot of Starcannon shots, while
Imperial Guard can field 12 Sentinels.
Equip them with upgrades to increase their
survivability, and make sure you decide
what targets they will go for when
choosing their weapons — a mix of guns in
one unit is a bad thing. Don’t forget that
Sentinels, though fragile compared to War
Walkers, can take Hunter Killer Missiles.
They are pricey at 10 points, but when
used en masse can be deadly.

Carnifexes with two venom cannons and
enhanced senses — for 155 points you get 2
twin-linked Strength 10 shots per turn,
hitting on 4+.

Close Fire Support

Dreadnoughts fall into this category. They

are good at shooting and fighting, meaning
you can use them to give mobile covering
fire to advancing infantry, and plug gaps in
the lines during close combat.

Killer Kanz in a mob — one each with a
Skorcha, Shooter and Rokkit Launcha,
gives you a nice spread of capabilities to
support your infantry’s advance. Armour
Plates are a must, as these tinboyz are
going to get shot at. It's amazing how
many 6s you can roll when you shout
Waaagh! repeatedly in your terrified
opponent’s face.

Reaper Autocannon
Range Slrength AP Type
36" 7 4 Heavy 2, Twin-linked

Range Strength AP Type:
72" or 8 3 Ordanance 1/Blast
G36'-72" 8 3  Barrage, Causes Pinning
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Sentinel

This tank-hunting Sentinel variant has an armoured crew
compartment upgrade, protecting it from small arms fire
by removing the open-topped rule. Armoured sides for
Sentinels are available in the plastic kit (the one on the
facing page is equipped with these), but this particular
model has additional metal components - a great way of
personalising your vehicles. These are so chunky they
could also represent the Extra Amour upgrade. The
components are available from Games Workshop Direct.
Call them on 0715 97 40000, or go to the online store at
www.games-workshop.co.uk/store/imperialguard

Eldar War Walker

. The War Walker can mount a wide range of
2 weapons, all of which come in this brilliant
1o new kit, to be released soon. Keep an eye out

for it in future issues of White Dwarf.

Venerable Dreadnoughts are the ultimate
all-rounders. They are difficult to disable,
and can be made more so with the
addition of Extra Armour. Make sure
you take advantage of their ability to
choose a Veteran Skill.

Sentinel Squadron. Even the thin-skinned
Sentinel can be handy in supporting an
advancing platoon. Give them multi-lasers
so they can lay down a barrage of fire as
they advance, or consider heavy flamers
when playing Cities of Death to negate
some of those cover saves.

Wraithlords make brilliant multi-purpose

Boware huudes of fyranics With machines. Under the new rules (see next

Rending claws! When such

creatures attack in large numbers, month’s issue), they can take two heavy
they make short work of all weapons. But they are especially
pEhiiug e e hon el vulnerable to power fists and rending
armoured they are.

weapons, so be wary of who you engage.

Close Assault

Dreadnoughts can be well-nigh
unstoppable in close assault, but how
successful you are with them depends
entirely on what you decide to attack and
when. High-strength characters, units with
more than one power fist or loads of
rending claw-equipped Tyranids are best
avoided. That said, the vast majority of
troops have no close combat capabilities
for dealing with Dreadnoughts, and even
those who have melta-bombs or
comparable weapons have only a slim
chance of hitting a walker in a fight. If you
have any difficulty picturing who'll come
off worst, well, let's just say that a big
metal fist backed by twenty tons of
punching power tends to make a mess of
squishy biological bipeds, no matter how
thick their armour. The biggest problem
you have is how to make sure the walker
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THERE ARE
WALKERS...

...and then there are walkers!
The largest walkers in the
Warhammer 40,000 universe
are the mighty titans.
Pictured here are just the legs
of a Warhound titan. Yes, it
really is that big! This huge,
magnificent model is
available from Forge World.
Log onto their website to see
the complete model
(miniature doesn’t seem quite
the right word) and the rest
of their super-heavy
Warhammer 40,000 vehicles.

www.forgeworld.co.uk

A
A

EMPEROR'S SHIELD

arrives intact. Various vehicle upgrades
can be added to them to make them more
durable, and you might want to consider
advancing them behind a screening
transport vehicle.

Above all remember, assault is no
place for weapons platforms like Sentinels
or War Walkers.

Ork Dreadnoughts are utterly deadly,
having the advantage of not two, but four
arms! They are also significantly cheaper
than everyone else’s Dreads. An Ork
Dreadnought equipped with two Skorchas
(good for hotting things up before going in)
is a mere 80 points, leaving you with
plenty to spend on upgrades. Yes, that
means Armour Plates!

Chaos Dreadnoughts are meaner and
cheaper than their hated Space Marine

counterparts, though they do jostle for
attention with the tanks in the Heavy
Support section. A Chaos Dreadnought has
access to a large number of vehicle
upgrades that help to protect it. Daemonic -
Possession (ignores shaken and stunned),
Parasitic Possession (can grow back
damaged components on a 4+) and
Mutated Hull (+1 armour all round) make
a Chaos Dreadnought almost unstoppable.
At least an additional 70 points, this
combo is perhaps too costly for long-range
Dreadnoughts, but it almost guarantees
that your close-combat monster will get
into assault.

The MNecrons’ Gauss Weapons
make them the ultimate anti-
vehicle army (see more of them
on page 86). When playing these
unliving fiends, best leave the
Dreadmob at home...

And there’s more...

This is just the merest overview of what
walkers are all about. Try taking varying
numbers of them in your games and
develop your own tricks.
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Destroyer Lord

Necron Lords mounted on Destroyer bodies are powerful indeed,
and make focal points for a Necron army. These models are
deserving of special care and attention when painting.

The Resurrection Orb The Destroyer body was

was painted with a painted a deep red,

swirling pattern starting with Scab Red

representing the energy and carefully blending

burning within. up to Blood Red at the
very edges.

The most sophisticated of the C'tan’s servants,
Necron Lords are a chilling sight on the battlefield,
and have access to an array of deadly wargear.

The Lord’s metallic The Chaos Black cloak
body has been washed is highlighted with
with Black and Brown increasing amounts of
inks to represent his Codex Grey to define
immense age. the folds of the cloth.

L
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’Eavy Metal are the best
team of professional
miniatures.painters in _

: ; This Lord has ragged, The blue colour scheme
the World. Here we take blue cloth hanging from is continued on the non-
P e S L him — this colour metal chest plates. The
F: | ’Dﬂk at .t-he"'.'wo rk on provides an excellent detailing is picked out in
S o - contrast to the mostly a dull gold colour to
the mysterlous, ever- metallic body. provide contrast.

living N‘eﬂp’ntyr.,




Nightbringer

The C’tan are monstrously powerful star gods, and
are deserving of the best possible paint job you can
give them. Here we look at the Nightbringer — the
embodiment of death.

Nightbringer’s body is mostly The Scarabs at Nightbringer’s

black and grey, with blue feet have been painted
tones added to the paint to Chainmail and washed with
create a cold, metallic Brown and Chestnut inks.
appearance.

The Deceiver

The Deceiver is the most insidious and capricious of
the C’'tan. His awe-inspiring presence is represented
here by the use of rich golds.

The golden body is worked The Deceiver’s horns are

up through increasingly highlighted up to pure Mithril
brighter layers, starting with Silver at the very ends, and
Tin Bitz, through to glazed with Blue Ink.

Burnished Gold. Washes of
Purple, Magenta and Blue
inks give the finish a
distinctive sheen.
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Alternative
Colour Schemes

Of course, you don’t have
to paint your Necrons the
same as ours, Here are a
just a few of the variants
that the 'Eavy Metal team
tried out.

This Warrior was painted by
mixing Regal Blue with
Boltgun Metal.

This ancient-looking Warrior
was base coated with Brazen
Brass, with Mithril Silver
added for the highlights.

You don't have to stick to
metallics — this Warrior was
painted Skull White.

Necron Warriors

The bulk of any Necron army is made up of
Necron Warriors, so finding a good technique for
painting metal is a necessity!

The chest glyphs on the The translucent green
Studio Necrons were rod is added to the
carefully picked out with model after it is finished
Shining Gold. - the last thing you want

is to get paint on it!

A Necron Warrior squad, assembled, painted and ready for action.

FLAYED ONES

The metal of the Flayed The flayed skin the
Ones’ bodies is painted Flayed ones wear has a
the same way as the base of Dwarf Flesh.
Necron Warriors’”.

WHITE DWARF 'EAVY METAL: NECRONS



The Monolith is a large and imposing model, and
will likely be the centrepiece for your army. Necron
However, it is surprisingly simple to paint. Hieroglyphics

Many Necron models
display hieroglyphic
symbols like these — try
using these designs a
reference for your models.

The Monolith was
undercoated Chaos
Black and drybrushed
with Boltgun Metal. A
very light drybrush of
Chainmail finishes the
model nicely.

The hieroglyphic device
was painted Dark Angels
Green and highlighted
with Snot Green to stand
out against the dull
metal background.
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‘Eavy Metal are the best
team of professional
miniatures painters in
the world. Here is some
of their work on The
Two Towers range for
The Lord of the Rings
strategy battle game.

THE FREE PEOPLES

This latest version of Aragorn depicts the Ranger as he hunts Uruk-hai
across the plains. Clad in simple, weatherworn clothes, his
appearance belies the true heritage of this powerful Man of the West.

The details on Strider’s The Elven dagger gifted
sword, including the him by Celeborn hangs
small hunting knife, at Aragorn’s belt,

have been picked out
with Mithril Silver.

This Elven Prince may not be at home on the plains of Riddermark, but
his archery skills are a great boon to The Fellowship. Fair-haired and
eagle-eyed, his adventures have taken him far from his forest home.

The intricate wood The arrow fletchings
grain and gold detailing have a base of Dark
of Legolas’ bow have Angels Green. The
been carefully applied detail is picked out
by hand. with Camo Green.

A Dwarf of a noble line, Gimli is a no-nonsense warrior. Armed with
finely crafted Dwarven axes and wearing a suit of finest armour, the
son of Gloin is a valuable asset against the forces of Saruman.

The patterning on Gimli’s red clothing is

Gimli‘s armband is painted Red Gore, with
painted on with Dwarf Dwarf Flesh added for
Bronze highlighted with the highlights. Glazes of
Mithril Silver. Chestnut and Red Inks

enrich the colour.



The Ents of Fangorn Forest are amongst the most ancient
creatures of Middle-earth. Slow to anger and utterly implacable,
they alone have the strength to destroy Saruman's fortress.

The foliage is carefully picked
out first with Dark Angels
Green, then Snot Green.

The distinctive silver birch
bark is painted Fortress Grey.
A little Skull White was
added to the Fortress Grey for
the highlight.
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Uruk-hai Flesh

Vraskil’s skin is painted
in the same way as our
other Uruk-hai. The
following is the method
the "Eavy Metal team use
to paint the legions of
the White Hand.

Apply a basecoat of
equal-parts Scab Red,
Scorched Brown, Chaos
Black and Dark Flesh.
Highlights are added
using an equal parts mix
of Scab Red and Dark
Flesh for the first stages,
before adding small
amounts of Bleached
Bone to this mix for the
final highlights. The flesh
is then given a wash with
a watered down mix of
equal-parts Brown Ink
and Chestnut Ink.

FORCES OF DARKNESS

Bred from the Orcs of Minas Morgul by the evil Witch-
king, the Morgul Stalkers are silent killers who protect
the realm of their sinister master.

The cruefl weapons of
the Morgul Stalkers are
dulled down by
washing over the
Chainmail basecoat
with Black, Brown and
Green Inks.

The fangs are picked
out with Skull White to
make them look sharp
and vicious, drawing
your attention to the
model’s face.

When highlighting
black robes, it's easy to
make them look too
grev. A few washes of
thinned-down Chaos
Black will remedy this.

Vraski

Commander of Saruman'’s Uruk-hai scouts, Vrask{ is
cunning, resourceful and utterly ruthless. His modified
crosshow is testament to Saruman'’s skill and ingenuity.

Vraskd’s crossbow is
covered in scratches,
painted on with
Mithril Silver and a
Fine Detail brush.

The padded,
segmented armour is
painted in a lighter
shade of brown than
the rest of the clothing
to differentiate it.
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Orthanc Diorama

This fabulous diorama of Saruman and Grima with the
Palantir was made by Anja Wettergren of the ‘Eavy
Metal team. The separate elements are tied together
with realistic “directional lighting” effects, while every
component is treated with stunning attention to detail.

Each of the models has been
painted the ‘Eavy Metal way.
Mote how the warm,
directional lighting actually
makes Grima look a bit
healthier than usual!

By painting a bright ring
around the Palantir, Anja has
made the source of the light
more obvious.

Directional lighting is an
advanced technique, but it is
a great way to add
atmosphere to a model. Anja
has painstakingly painted the
orange glow onto the folds of
Saruman’s robes.

The marble floor of
Saruman’s chamber was
carefully painted by
adding Skull White to
Chaos Black and
applying it in streaks in
a realistic pattern.
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One of the lost seeing
stones, the Palantir’s
dormant form is that of
an obsidian sphere.
However, when Saruman
uses it to contact The
Dark Lord, it is filled with
the image of Sauron’s
Eye. Anja shows us how
she achieved this effect.

& Begin by painting the
sphere with an even coat
of Blood Red.

9 Layer Fiery Orange
onto the front portion.

© Layer Sunburst Yellow
over the orange, blending
it around the edges.

@) Paint fine lines of
Blood Red and Fiery
Orange around the edges
of the yellow portion.

@ cCarefully paint the
centre with Skull White,
drawing out fine lines of
paint around the edges.

@ Paint the oval pupil
Chaos Black, then very
carefully dot in Sunburst
Yellow in the centre.




Painting Workshop
is your number one
source of painting
tips, techniques
and expert "Eavy
Metal advice.

With the release of the new Orc and Goblin Citadel
miniatures, it’s a good time to take a look at painting your
greenskins. Here we examine a variety of ways to go green.

f all the things you need to learn
O when painting an Orc and Goblin

army (or Orks, for that matter), the
most important one is how to paint green!
Nearly all the models in these armies have

green skin and this alone goes a long way

The ‘EAVY METAL way

We asked ‘Eavy Metal painter Anja
Wettergren how she approaches
painting green skin. The method she
described to us is more time
consuming than some of the other
techniques shown here, as it requires
multiple stages. However, we think the
end results are absolutely stunning. If
you were to batch paint around 10 Orcs
a time in this manner, it needn’t take
too long. One of the main focal points
of a miniature is its face and skin, so
get this right and you will be able to
use a less involved painting style for
the rest of the model.

to making the force look coherent on the
tabletop, regardless of what colours you
paint the rest of the models. On these
pages you will see several ways to paint
green skin, from the most basic to the
‘Eavy Metal treatment.

1 Paint all the flesh areas with
a flat coat of Dark Angels Green.



Method 1: Flat Colours

By far the simplest method — and an especially useful one
for painting large numbers of madels — is to just use flat
colours. Aim for neatness rather than detail.

Dark Angels Green. Goblin Green. Camo Green.

Method 2: Drybrushing

One easy way to add a highlight to your model is to use
the drybrushing technique to apply a lighter tone of the
base colour to the skin.

Dark Angels Green

Goblin Green Camo Green
drybrushed with drybrushed with drybrushed with
Goblin Green. Sunburst Yellow. Rotting Flesh.

Paint a diluted, 1:1 mix of Dark
Angels Green and Chaos Black
into the recesses to provide
further shading.

Apply Goblin Green for the first 3
highlight layer. Leave the
basecoat showing in the recesses.

TEEF!

The teeth of the models
can simply be painted
Bleached Bone, as
shown in figure (1).

Alternatively, you can
use more advanced
techniques, illustrated
in figure (2) on an Ork
Nob. This model had its
teeth and helmet horns
painted Scorched
Brown, then gradually
layered up through
lighter tones of brown
until Bleached Bone
was reached. A wash of
Brown Ink helped
define the areas, before
the final, fine highlight
of Bleached Bone mixed
with Skull White was
carefully applied.

(‘o sy ap o samany ) Y

Apply a 1:1 mix of Goblin Green
and Rotting Flesh to the raised
areas to provide the highlights.
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Method 3: Ink Washes

Inks provide an easy way to add shading, as they are
runny and naturally settle into the crevices on the model —
all you have to do is paint it all over the skin.

WARPAINT

AND DAGS

A good way to unify your
units — particularly
Warhammer 40,000 Ork
Mobz - is to apply
warpaint to your models’
skin. Bold colours painted
as triangular dags or Orky
glyphs look great. Blue,
yellow and red are
particularly effective.

Dark Green Ink over a Skull Dark Green Ink over Goblin Camo Green drybrushed
White undercoat. Green paint. Rotting Flesh, then washed
with Dark Green Ink.

Black Orcs " Grotz & Goblins b
Black Orcs are mean, dark-skinned The bigger the greenskin, the darker
Orcs. The trick to painting them they are. Goblins and Gretchin look
is not to go too far when great when painted lighter than their
highlighting. Beginning larger cousins. This could mean
with Dark Angels beginning with a lighter basecoat,
Green, mix in or simply applying some
DAGS Goblin Green extra highlight stages to
Also called dog-tooth for the the models’ skin.
patterns, dags are a highlights. If
good Orky decoration it looks too
for both troops and light, use
vehicles. First paint a washes of Black

and Dark Green
Ink to tone down
the colour.

zig-zag pattern and
then fill in each
alternate triangle.

AAAA

5 Once the rest of the
model is painted, the Orc
is ready to join his unit.
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Oigfers of Balfle

Forbidden by decree from keeping men
under arms, the Ecclesiarchy instead
maintains an army of women...

The Sisters of Battle share many things in common with the
Adeptus Astartes, including a similar organisational structure
and advanced weaponry. They are, however, perhaps even
more fanatically devoted to the Emperor.

SISTERS OF BATTLE

Contains ten Sisters of Battle

Product Code: 99110108062

£20.00

Sweden Kr270, Denmark Kr225
Norway Kr270, Euro €30

PENITENT ENGINE

Contains one Penitent Engine
Product Code: 99110108053

£20.00

Sweden Kr270, Denmark Kr225
Marway Kr270, Euro €30

IMMOLATOR

Contains one Immolator
Product Code; 99120108001
£20.00 -

Sweden Kr270 ||
Denmark Kr225 f
Norway K270 &
Euro €30

The Witch Hunters
range also includes:

» Inquisitors

* Retributors

« Death Cultists
« Exorcist Tank DIRECT ONLY!
* Seraphim

* Celestians

WARHAMMER

40,000,
www.games-workshop.com Inquisitor

Pictures for illustrative purposes enly. Product contents may vary: Products sold unpainted and unassemblod
Ceraln Cltadet products may be dangerous if used incorrectly. Prices correct a1 time af going to
contact us for current availability and prices. Prices quoted are for products sold by Gameas Worl
oW Stares, or websits. retailers are ible far ing their own |




MISSIO

A The Lord of The Rings miniatures showcase

A selection of Dwarf characters that make up the force.

rolific is the one word that best
p describes Derby Hobby Centre

Manager, Chris Peach. He has more
painted armies than most people have
miniatures. You'd think he was Eldar were
it not for the fact he doesn’t have pointy
ears, such is his fleet of brush. A fan of all
our game systems, we just took a look at
some The Lord of the Rings models of this
painting/gaming dynamo to find out how
he does it.

“ They have to be massive. That's what
the image of your army should be -
massive lines of warriors. 7/

“| love painting and | love gaming.”
This is Chris's opener as he reveals figure
case after figure case of nicely painted
models. There are armies of every system,
every race and creed — it's quite an
impressive sight.
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Only a truly dedicated hobbyist could
boast of such a collection. “I like to paint
and game in equal measure,” he says. But
it's not for glory, nor the trophies of war for
which Chris endeavours so diligently, oh
no. “] spend time doing an army and it gets
battered,” he tells us. He's not talking
about dipping his models in a mixture of
flour and eggs though. Chris gets beaten...
a lot. Alas, as a tactician he makes a great
painter. “I spend hours setting my army up,
minutes removing it from the table.”
Fortunate then that he can paint his forces
so quickly, “My Mordor Orc army was
done in four hours,” he says. That's a total
of 30 models! “I do them like a factory
line,” he explains.

The Lord of The Rings is one of Chris’s
favourite systems — “I find the small scale
scenarios challenging and evocative but |
really love fighting big battles — making
phalanxs of troops,” he says — and he has
sizeable themed forces of Gondor, Rohan,
Mordor, Harad and Easterlings and Uruk-



Heroes and Kings

“For this model, | used the Amon Hen
Gimli as a base,” Chris explains. “That’s
no elven cloak he’s wearing though. |
added Green Stuff eye guards on his
helmet and a Mordor mace head on top,”
Chris says. “The tassels on his cloak are
Green Stuff too, they’re meant to
represent a record of his family’s deeds

and history.”

“The Dwarf Kings have no helmets, so |
made this one out of Green Stuff and
plasti-card,” says Chris, “The axe
2" head comes from a Mordor Orc
e and | green stuffed the fingers
around the haft so he was holding

two weapons.”

hai. In fact, there’re not many The Lord of
The Rings models that Chris hasn't painted.

Into the cold dark of Moria

Perhaps one of the most striking though are

his Dwarves, more of a company than an
army in truth. Chris’s Dwarves are a mere

15 models, pretty scant when compared to

his other armies.

“They are an expedition,” he says, “I
like to use them to re-enact the battles in
Moria when it was still occupied by
Dwarves but | also use them as Erebor
and Rhovanian.” Chris painted and
modelled this army before there were any
Dwarf models available and actually used
the Dwarf King models to represent his
expedition. As a result, he’s produced
some pretty cool models. “I couldn't
possibly convert a whole force of Gimlis!”
he says. Quite!

One tenet that Chris applies to almost
all of his armies is, “They have to be
massive. That's what the image of your

“I modelled the shoulder armour to give
this Dwarf hero more stature. Both the
helmet and shoulder guard were made
from Green Stuff.”

army should be — massive lines of
warriors.” Ironically though Dwarves are
one of his favourites, they are one of the
few races Chris doesn’t have a massive
army for — they’re next on his list.

Tournament test

Chris also has aspirations to upgrade his
force to take along to The Lord of The
Rings Grand Tournament, “I am currently
building up the rest of my Dwarf force for
the Grand Tournament this year. |'ve been
wondering what to use my Dwarves as,
either as Khazad Guard or as regular
Dwarves, Either way they're a bit special
and they’ll make an impressive bodyguard
for Dain.”

Chris’s motives for going are not what
you'd expect either, “The Lord of The Rings
has always been one of my favourite
games, and at the GT | get to play a
whole weekend of it! Ill probably get
thrashed, but at least I’ll have a great time
in the process!”

OF THE

27th-28th January 2007
Warhammer World, Nottingham

What you will need to attend:

* Two 700 point armies, one
Good: one Evil. Models must
be painted and based, and the
army must be constructed
according to the rulespack
and Legions of Middle-earth.

* You must be at least twelve
years of age to enter. Players
between the ages of twelve
and fifteen years must be
accompanied by an adult.

What does the ticket cover:

* Eight rounds of The Lord of
The Rings over two days.

¢ Lunch on Saturday and
Sunday and an evening
meal on Saturday. It also
includes tea and coffee in the
morning on both days and
doughnuts on Saturday to get
you started.

« Access to Warhammer World
facilities, including the Citadel
Miniatures Hall.

Tickets cost £50,
- for more information,
- call 0115 916 40000,
or e-mail events@games-
workshop.co.uk

& New Lina theatrical productions:

Al materiais periainin
The Two Towers; and The Return
Fi

; .
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The 2006 National Schools League came to an exciting climax at Warhammer World on July 5th. Fi
With teams from fifteen schools and over 100 students and teachers taking in the grand final part -
it proved to be a very close run tournament. '

Fil Dunn and Darren Latham from the
Metal team were on hand to present av

through regional finals to earn their place at the
National Final, and this was the culmination of a year’s
effort of army building, painting and game playing.

The tournament used the popular Combat Patrol, Border
Patrol and War Party rules, allowing students to field small,
but very tactical armies. A great deal of effort was put into
everyone'’s forces and there was a great standard of painting
at this year’s final.

Apart from the gaming, the students were also able to
take part in painting and scenery masterclasses and had an
exclusive look at the brand new Warhammer boxed set -
The Battle for Skull Pass!

All in all a good time was had by everyone and if this
year’s increase in the number of teams competing in the
Schools League is anything to go by, next year’s regional
heats and grand final will be even bigger!

E ach of the teams of students had battled their way

Matt Anderson,
UK Community Manager

Congratulations to everyone who took part!

The Winners for Best Painted Army were:

e Best Painted Warhammer Army — Chris Ronan
(Windsor High School)

¢ Best Painted The Lord of the Rings Army — Elliot Hodgeson
(Mill Hill School)

¢ Best Painted Warhammer 40,000 Army - Joe Bradley
(Windsor High School)

The overall Champions, by system, were:

¢ Warhammer — Southend High School for Boys

e The Lord of The Rings — Redcar Community College
e Warhammer 40,000 — Redcar Community College
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SHIELD OF THE

The Legio Custodes, guardians of the
immortal Emperor, have stood watch since
the dark days of the Horus Heresy.
Inspired by the art books of the same
name, Andrew and Nicola Taylor
converted and painted two Combat patrol
forces based on the Custodians and the
Sisters of Silence for the 2006 Doubles
Tournament. Andrew then decided to
expand the Custodians into a 1,500 point
army for the Grand Tournament. We
asked him to tell us what inspired them...

DOUBLES TOURNAMENT FORCE
What was it that drew you to the army?
The background from the Horus Heresy
books, with particular reference to the
artwork by Adrian Smith, was a major
inspiration. The modelling and painting

challenge was also a big draw, as this is
something we knew would push our skills.
Initially, it was just going to be Andrew
making a Legio Custodes army as an
ongoing project, but after we started
thinking about the Doubles Tournament,
we hit on the idea of making the Sisters of
Silence partnered to the Legio Custodes.
We overcame the problem of neither of
these forces being covered by any of the
existing Codexes, nor for that matter any
planned future Codexes, by treating the
Legio Custodes as Grey Knights using the
Codex: Daemonhunters — the closest 41st
Millennium analogy | could find and one
that fitted the idea of the Custodians best.
The Sisters of Silence was an altogether
different problem as there is simply no 41st
Millennium counterpart to the enigmatic

Available now-Volume
four of the Horus
Heresy: Visions of Death

www.games-workshop.co.uk
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VLTSRNV ARMY SHOWCASE

| V¥ Squad Proctus

© Tin Bitz
Brazen Brass
Dwarf Bronze
Shining Gold
Burnished Gold
Burnished Gold
Mithril Silver

| RED ROBES

@ Scab Red

@ Red Gore

@® Blood Red

WHITE ROBES
@® Shadow Grey
@ Space Wolves Grey

O Skull White

BLADES

© Boltgun Metal
© Chainmail

© Mithril Silver
@ Blue Ink (glaze)

CLOAKS

@ Scorched Brown
@® Dark Flesh

@ Bestial Brown

@ Snakebite Leather




¥ Oblivion Knight ¥V Winter Leopard Prosecutor Squad

ARITTY LISTS

THE LEGio CUSTODES
(Represented with Codex:
Demonhunters)

TROOPS

Squad Proctus

9 Grey Knights (22

2 psycannons (50

1 Justicar (50)..........325 pts

ELITE

Servants of the Throne
Inquisitor (20): Incinerator
(20), Emperor’s Tarot (15)

2 Mystics (12)

1 Familiar (6) ............73 pis

Total: . .398 pts

THE SISTERS OF SILENCE
(Represented with Codex:
Witchhunters)

TROOPS

Winter Leopard Prosecutors

9 Sisters of Battle (99):

Melta-gun (10), flamer (6),
leteran Sister Superior (14):

power weapon (10) 149 pts

ELITE
Oblivion Knight 3
| Callidus Assassin ....120 pts |

| Ice Falcons Witch-seeker
nquisitor (20):
rower weapon (10),
power armour (10),
Liber Heresius (20),
2 Crusaders (40),

| 3 Acolytes (24),

| 1 Familiar (6) ..........130 pts

TOTAL: 400 pts ||
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¥ Tribune Diomedes

ARIMY LIST

THE LEGgio CUSTOBRES

{Represented with Codex:
Demonhunters)

HQ

Tribune Diomedes

Grand Master (145):

Master Crafted Nemesis

Force Weapon (15),

psy-cannons (30),

Sacred Incense (10),

Hammerhand (10) ..210 pts

ELITE

Centurian Squad Daedalus
4 Grey Knight Terminators
(184): psycannon (30),
Brother-Captain (61):
psycannon (25), ...300 pts

TROOPS
Squad Proctus

TSN ARMY SHOWCASE

V¥ Centurion Squad Daedalus

paper and Green Stuff. The Sisters of
Silence were based on Dark Eldar bodies
with the ‘spiky’ details removed, cloaks
from the Mordheim Middenheimers, and
paper, Green Stuff and bolters.

How do your paint your models
Painting wasn't simple. We used glazes,
blending and other such techniques. The
colour list (right) shows an approximate list
of the colours we used

The challenge for both armies was to
get the gold looking right. It needed to
have a richness that could not be achieved
easily by using inks, while being careful
not to go too dark or too bright. We
avoided inks completely and went for a
layered progression of paint.

Is there any background for your army?
Most of the background is already

\ WARHAMMER

/40000
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established. However, we did picture our
force as the sort of ‘special assignment’ that
the Emperor would send out during the
Horus Heresy. During the attack on
Prospero by the Space Wolves, the Legio
Custodes and Sisters of Silence were sent
to ensure the Emperor’s will was followed
and they would have fought side by side
on that occasion, and we imagined this
force along these kind of lines.

We left it at that, as one of the
appealing things about the Legio Custodes
and Sisters of Silence is the mystery that
surrounds them.

GRAND TOURNANENT FORCE
Why did you expand the army into a full
sized tournament force?

In many ways it was always on the cards fo
build a full sized army of Custodes, as |
had already built Gatekeeper Mausolos.

13th—14th January




Gate Keeper P
Agothodes .o

\

The Doubles just turned out to be the
perfect forum to try things out on a smaller
scale to see if it worked.

Though Nicola loved making the Sisters
of Silence, she already had a regular 1,500
point Sisters of Battle force, so it would
have been a little repetitive for her to make
another Witchhunters force. Also the
background for them seemed to imply they
work in small squads.

| had already made one Dreadnought
(Mausolos) and | had big ideas for a second
one so it made sense to include both of
them. | had also sketched out some
designs for the Terminator squad that | was
itching to put together!

| added a second ten man squad of
Custodian Guard as they are the iconic
image of the Custodes, plus | had ideas ‘left
over’ from making the first squad which |
wanted to put to good use. Then it was

Requirements

Mausolos

just down to painting gold, lots and lots
of gold...

What is your next project for the next 40k
doubles event?

We are tempted to try something
completely new, after all the Eldar are on
their way!

What do you enjoy most about the
Warhammer 40,000 Doubles event?
For us the best part of the tournament is
getting to make friends and chat to lots of
like-minded players. Perhaps we were
lucky, but we had a weekend where all our
opponents were friendly and great, fun
and it made for a really good weekend

It was also nice to see other boy/girl
teams, so we encourage other hobbyists to
get their other half involved, and the
Doubles is a good introduction.

Gate Keeper P ﬁ_

e (it (& teriesl o

(3

9 Grey Knights (225):

2 psycannons (50)

1 Justicar (50): Targeter (1),
Frag grenades (1) ....327 pts

Squad Xanathos
As Squad Proctus....327 pts

Gate Keeper Mausolos
Dreadnought (80):

assault cannon (30),

smoke launchers (3),

extra armour (5) ...... 118 pts

Gate Keeper Agothodes
Dreadnought (80):
twin-linked lascannon (50),
missile launcher (10),
smoke launchers (3),

extra armour (5)...... 148 pts

Orbital Lance Stike .70 pts

{51 7. PR 1500 pts

ot de e

* Two 750 point allied Warhammer 40,000 combat patrols using the standard force

organisation chart.

e There will be six games across the weekend.
« Event includes two lunches, and evening meal on the Saturday.

e Tea & coffee available both mornings with doughnuts on Saturday morning.

* Ticket price £70.
« Purchase tickets by calling 0715 97 40000 on, or after, the 7th of October 2006 (the

expected release date).

www.games-workshop.co.uk/tournaments
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teve Slatford is the manager of Games

\ Workshop Romford and is an all

round Orcs and Goblins fanatic. But

it's not just for Warhammer that he collects
Orcs and Goblins, he also has a fantastic
Blood Bowl team — the Flash Gitz. If you
want to take a closer look at his models
pop down to Romford this half-term!

Grombrindal: What is it that first drew
you to collecting Orcs and Goblins?
Steve: It started about three years ago... I'd
been to a tournament with a friend, both of
us felt relatively confident. It didn’t go to
plan and we found ourselves on the back
end of a severe pasting. It was then
decided, that we needed a change of
forces. | decided on Orcs and Goblins.
After a long hard look through the army
book and some of the stories inside it, a

green tint appeared in my eyes. | read
everything | could get my hands on, from
old army books to Black Library novels. It
wasn't long before 1'd bought my first
boxed set of Orc warriors, dug out a
regiment base and got cracking with four
Orc Boyz. Up to that point I'd never
painted an Orc, | had no idea of where |
was going with my colour scheme or the
army itself, but when | started to paint
them it just flowed. Before | knew it, | was
the proud owner of 30 Orc Boyz, with a
full command group and movement tray. It
didn’t stop there, | then bought a Shaman
on foot. Never before in my life had | spent
such a long time painting the flesh of a
single model. | now have somewhere close
to 250 Orc and Goblin models, most of
which you can see in the photos. I'm still
painting them though, having just ordered
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25 savage Orcs and 11 Savage Orc Boar

Boyz...Waaagh!

How do the new Warhammer rules affect
your army‘-‘
One of the recurring problems | have with
my army is the fact that they run away. In
the new rules there are a couple of new
bits that have done me many favours. The
first is the ‘Insane Courage’ rule. Having
the chance, no matter the odds, to pass any
Break test on a roll of double 1 is great!
Especially when playing against fear
causing troops. Now my weedy little gobos
can channel Gork (or was it Mork?) and
stand firm in the face of absolute
destruction, stupid goblins!

The second of these rules is a little
paragraph hidden away in the combat
section of the rulebook, ‘units engaged in

bbbk *

AAMR

army courtesy of
Games Warkshop
Romford

combat with the enemy are immune to
fear, terror and panic’. Unless you are

an Orc and Goblin player, you have no
idea how useful this is! Now when my
Black Orcs are fighting against anything
weedier than them, they no longer care if
something like a Wraith says “Boo!” and
makes them run away, trust me it used to
happen all the time!

The changes to ‘Regenerate’ aren't
unfriendly either, what with me having
Trolls. One of the best things, in my
opinion, about Orcs and Goblins is their
magic. So, when | found out about the
changes to Power dice in the Magic
section of the rulebook it made me think
more about how to use my shamans to
their best advantage. It took me some time
to remember, but by using different sized
dice (obviously | couldn’t

www.games-workshop.co. uk/orcsandgm 107 ’&-
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LORDS

Black Orc Warboss: Heavy
armour, Warboss Ums Best
Big Bosses 'At, A Huge
Array of Choppas ........ 181
Night Goblin Great
Shaman: Staff of Baduum,
2 Magic Mushrooms,

Level 4 upgrade .......... 255

HERGES

Orc Big Boss: Light
armour, shield, boar,
Bashas Bloodaxe.......... 140
Goblin Big Boss: Hand
weapon, great weapon,

| Amulet of Protectyness,
Tricksy Trinket................ 89
Night Goblin Shaman:
Level 2 upgrade, The pipes
of Daom ...iiimsmag 120
Goblin Shaman: Level 2
upgrade , 2 dispel scrolls,

i 13 | R D S b 152

CORE

25 Orc Boyz: Choppa,
light armour, shield,

full command .............. 180
16 Orc Arrer Boyz:
Choppa, light armour,

o T SN 112
34 Night Goblins: Hand
weapon, shield, 3 fanatics,
full command .............. 163
24 Night Goblins:

Hand weapon, shield,
Fanafic: o aanmainsnn 73
24 Night Goblins:

Hand weapon, shield,
EamatieG G s 73
13 Goblin Woldriders:
Hand weapon, spear,
shield, light armour,

full command .............. 199
5 Goblin Wolfriders: Hand
weapons, spears, shields,
short bows, musician ....76
5 Goblin Wolfriders: Hand
weapons, spears, shields,
short bows, Musician ....76

SPECHAL

Rock Lobber ..................70
Spear Chukka ......... 35
Spear Chukka ................ 35

Goblin Chariot: Hand
weapons, short bows,
spears, extra Goblin, extra
Wolf, scythed wheels ....66
Goblin Chariot: Hand
weapons, short bows,
spears, extra Goblin, extra
Wolf, scythed wheels ....66

RARE

4 Stone Trolls: Club ....240
Giant oo 205
PO 2,606

s
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change the colour, they're green) it sunk in
quickly.

Any Goblin player would probably
agree that Goblins themselves are useless,
it's what they bring with them that makes
them rock! One of these being war
machines. Being able to target any
character that dares venture out on his own
is a Gork send. Now when | can see it, [
can shoot it!

With the changes to how individual
combats work, and overrunning thereafter,
| have just recently bought 12 Savage Orc
Boar Boyz. The thought of flank charging
unit after unit and being able to fight more
than one round in the same turn is great.

How do the new Warhammer Orcs and
Goblins rules affect your army?
The first thing any Orc and Goblin player

by i

dreads at the start of every turn is the
Animosity roll. When that 1 used to come,
there was always the slight chance of it
working for the better by rolling a 6 on the
second roll and moving towards the
enemy. Equally there was the chance of
rolling a 1 and shooting at, or charging a
friendly unit. Now there are no second
chances.

Being a fan of magic in Warhammer,
finding out | have a whole bunch of new
and altered spells for the army makes me
very happy. A lot of the spells remain the
same, some are changed for the better and
there is a brand new one, D6 strength 10
hits anyone!

Next on my list of joyfulness are magic
items. | was having a long chat with a
fellow manager, who'd managed to devise
a combination that allows a single model

foe



to receive a potential whopping 25 attacks!
Yes, really, 25! You mount an Orc Warboss
on an Orc Boar Chariot, you add an extra
crewman, arm him with Basha's Blood Axe
and Imbad’s Iron Gnashas. Check it out!
Having Orcs in an army has never been
so advantageous. They have two major
changes which will tear players away from
their little green counterparts. The first is
the changes made to Orc choppas, of
which there are two. Firstly, an Orc choppa
finally counts as a hand weapon, meaning
Orcs gain the hand weapon and shield
bonus to their armour save in close
combat. Secondly, Orc choppas now
confer a +1 to Strength in the first round of
combat. These bonuses combined with
Black Orcs makes them devastating. The
second major change is the allowance of
Big ‘Uns in the army. You no longer need

to have a unit of the same type and size
before you can take a unit of Big ‘Uns in
the army, so bring on the Savage Orc Big
‘Uns with two Choppas! That's 3 strength 5
attacks per model in the first round!

Speaking of Black Orcs, until recently |
had not used them. It was only when | read
about the ‘Armed to da Teef’ rule that |
began painting a unit of 24!

When | first started playing with Night
Goblins in my army, | had units with
netters and found that they lacked
somewhat. Nowadays | can’t see any
reason not to have them in units. Being
able to reduce the strength of would be
attackers by -1 when they're fighting in a
combat involving Night Goblin Netters
makes me smile and giggle, especially
when | think of beating up on some
strength 3 Chaos warriors.

www.games-workshop.co.uk/orcsandgoblins * 1

GREENSKINS
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| PAINTING GUIDE

@ Dark Angels Green
" @ Goblin Green
& @® Green Ink

' @ Scorpion Green

@ Regal Blue
@ Enchanted Blue

. Regal Blue
Black Ink

WOGD & LEATHER

@ Scorched Brown
@ Bestial Brown
@ Snakebite Leather

CLOTHES

@® Codex Grey
@® Black Ink

METAL

: | © Boltgun Metal
e O Chainmail
Black Ink
Brown Ink

B TEETH
5 R Bronzed Flesh
¥y Bleached Bone

- | @ Brown Ink
.4 @ Graveyard Earth
Bleached Bone

p I R )
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What is the background of your army?
(Written through the eyes of the Night
Goblin Great Shaman):

Us Blue Uns ‘ave lived in Dragon Back
mountins fur long time. Its just souf of da
Black Gulff ta yooz monkeys. We loves
nuffin betta dan kickin humies butts and
makin’ ‘em look stupid. We like playin
tricks on ‘em ‘cos dere dumm see. Dis one
time we got dis geeza called Jacob
Stakelldorff to give us toll three times on da
same road in da same day.

We had a bash wiv some sneaky dark
elf gitts once, gave ‘em a roit kickin’ and
nicked dere boat. We like bein pirates. We
took dere boat across da wet stuff and we
ended up on da penninnsulla, we called it
“Dat skinny bit on da end” and some of us
lives ere now.

We got in lots o rukks wiv da humies in

{..

80%

Tillia, dem put up good fight, we win some
and dey win some but wese had lotta fun
wiv ‘em. We get in fights all da times, it's a
way of life for us init. We alwayz beattin
up somewun, even each uvver when we
getz bored. We alwayz beattin up
somewun, even each uvver when we getz
bored.

All us blue ‘uns do is bash stuff, our
favy is beardies, dey give us lotsa bashin.
Too slow dems are and you believe me
they make up for it bein gitts. All fat and
hairy, s'not green so its deaded that's whats
| say, anywayz my ead urts so that’s it.

THERE’S MORE IN-STORE

Buy this army on the Online Store.

www.games-workshop.co.uk/store/greenmenace
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et down to your local Hobhy Gentre this ORGtober
half-term to unleash the Orc Waaagh!

Ring you nearest Games Workshop store  Orc and Goblin Waaagh!

to get involved in the green mayhem! We will be allowing

Here’s what Steve’s store is up to. Orc and Goblin players to
use everything in their

GAMES WORKSHOP ROMFORD armies and GW Romford is

All week during the half-term, from planning to have the

4pm, GW Romford will be playing 500 biggest Orc and Goblin

point games of Warhammer - one-on- army ever seen in a _

one. Orc players may take an extra 50 Hobby Centre, including %

points for every Orc victory throughout  Steve’s whopping 4,500

the week. point green menace

The games climax on Saturday with army featured in
Grimgor Ironhide leading the ultimate this article!




Store and Community news

¥ |GAMES WORKSHOP ia
F
ADIN

Games Workshop Reading has recently Address:
moved to a new location. Owen Rees and Games Workshop Reading
Rik Turner decided to pay a visit and find 29 Oxford Road

out more. Reading
Location, Location, Location Telephone:
eading is one of Games Workshop's 0118 959 8693
Roidest stores. Long has it been in its
old location, but this year it has Opening Hours:
moved. Even the most hardened nostalgic Mon to Sat: 10am - 5.30pm

will be swayed when they learn the new Sunday: 11am to 4.30pm

store has four times as much gaming space,  Thursday games night until 8pm
a painting area three times bigger, an extra Sunday beginners club night 4pm - 7pm
big cabinet to see the fresh new staff - _
models, and plenty of room for Games e
Workshop models. Oh, and it's open for ' '
longer! Proud Manager, Andy Hatton,
explains “The old store was tiny, and had
restricted opening hours because of the
shopping centre. Now our store is huge and
is open for longer!”

Finding Reading

Finding the Reading store couldn't be
easier! Simply locate Broadstreet Shopping
Centre, one of the two biggest in Reading, A
and you'll find the store on the main street The Reading store’s enormous Helm’s Deep gaming table allows you to
on the outside of the shopping centre! recreate the epic battle of the second instalment of The Lord of The Rings.

112 WHITE DWARF FRONTLINE
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Flight of the
GRUNDENBURG

Inspired by the cover of the Black Library novel,
Dlagr_mqla\ er, this amazing Dwarven airship is part of
g's amazing Games Day game. The game is set

durlm,t e War of Beard, and features the Dwarfs of
the Old World trying sault Ulthuan. But before they
can begin their landing their must first best the Dragon

f Caledor - on real Dragons — with the mighty
Airship Grundenburg and Gyrocopters!

“Dragonslayer” image used courtesy of the Black Library

Games Workshop Reading runs a new gaming event every single week, so there is always
something going on and all the staff are more than willing to help out with improving
your hobby skills.

Vincent Albery is an expert in painting transfer quality symbols onto miniatures and is
more than willing to pass on a few skills. You can see his work on his Wraithlord right.

Gampaign-tastic

The store runs campaigns
on a regulz is fi
\-\-"hicht s

amp.m,n hoartiq “We
thought, why hav
when you can hav
Andy told us. Old
campaign boards are put to
good use, “we donate them
to the local gaming club —
the Spiky Club”.

Waves of Orcs try to
assault an Imperial and
Dwarf alliance. Bring
down your Battle for
Skull Pass models or
Greenskin armies. The
battle begins at 1pm, ring
the store for more details!

Check out this monm’s;iéfnre b. l:luin Iiiider a§ wéll as the ‘Eve.ins Diary ' b

www.games-workshop.co.uk/shopping
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THE EVENTS DIARY

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

00‘“"!“ the restrictions listed in the tournament pack.

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:

® 1st September...WD324 (Dec)
e st October .......WD325 (Jan)
s 1st 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
Whsiisinnamuditeg Warhammer
| ..Warhammer 40,000
BB s asnsuy Blood Bowl
WAB ....Warhammer Ancient Battles
WPS....Warhammer Players” Society
WECW Warhammer English Civil War
ERIG cvronneasmses Epic Armageddon
..The Lord of The Rings
......... Games Workshop
Grand Tournament

AV R

WARGANMMER
GRAND TOURNAMENT

*7th-8th October 2006

+4th-5th November 2006

»18th-19th Nevember 2006

www.games-workshop.co.uk/events

SLAYER DAY: From the Ashes

Date: Sunday 1st October, 2006

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

Details: 4-a-side team tournament; 2 x 1,500
points Warhammer singles and 2 x 1,500
points 40K singles. Prizes for the winners.
Trade stands, participation and open play
tables, plus the ‘Slayer Day Axe' painting
competition. Tickets cost £40.00 per team or
£5 for an open ticket.

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

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

QUIENIEEEEE]? presents;

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

presents: with the event pack.
kets cost £20 including | h :
n"wn liﬂlllll Tournament: Tickets cos including lunch on the day:.

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

EUEFCETIER 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

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

114 WHITE DWARF FRONTLINE
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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: Second 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

TTLE GAME \

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 opponents.
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

presents:
GRAND TOURNAMENT: Heat Three

Date: 18th-19th November, 2006

Venue: Warhammer World

Details: This is the third 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 Three

WARHAMMER 40,000

Date: 25th-26th November, 2006

Venue: Warhammer World

Details: Third 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

GRAND TOURNAMENT

JANUARY 27TH~28TH 2007

WARHAMMER

s 740,000

GRAND TOURNAMENT

*14th-15th October 2006
*11th-12th November 2006

*25th-26th November 2006
www.games-workshop.co.uk/events

coming January 2007...

-

.. WARHAMMER

/40,000

DOUBLES
TOURNAMENT

/

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

www.games-workshop.co.uk/events
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SIORE & GLUB HINDER

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

GAMES WORKSHOP 1)) I:EIIII'ES

-

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.

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

42
)
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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 well as all the hobby
materials you need to collect, build and
paint your armies.

IN-STORE ORDER POINT

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

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.

116 WHITE DWARF FRONTLINE
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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.ul/storefinder.

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

0115 91 40000

otore directory

AVON
rw BRISTOL (CENTRAL
ihwtr. Tal: 011 51533
E \I\u' BRISTOL (CRIBES CAUHWAY].
Unit rhe Ml 17959 2520
BERFORDSHIRE
GW BEDFORD:
L friars, Tr 3427 1663
LUTON, Fimal Fanlasy
45 New Bedford Road, Ted; 61582 729001
LUTON, Dritakers:
Tel: 01562 436999
CRANFIELD, Wargames Workshop:
Tel; 01234 757878
BERKSHIRE
* CW MAIDENHEAD:
Unit Parked Streel. Taol: 0162 863 1747
GW READING:
28 Chdoed Road, Tel: 11113 959 8593

NEWELIKY, Miniature Merchants:
B1

144 4507 24

SANDHURST, Tmmlrl:
Tel: 01352 873350

WINDSOR, Ottaker's Bookshops Windsor:
Tal: 01753 856456

WINDSOR, W) Daniets:

Tel: 3862106

oW BIKMIN(‘H&M-

LW \Ml!nu.
il Square: Shppi
07

BIRMINGHAM, Cansole Games:

1159 Bristal Rosd South. Nodhfield, B31 251
Tel: 0121 477 0
GREAT BARR, Gaming Crypt:

Tel: 0121 Ja0 5080

RUBERY, Roy's Hobbies & Tays:

Tel: 0121 453 3280

ELD, Digital Dragons:
3

GW HIGH WYCOMBE:
29, The Cctagon Centrn, Tel: 0149 453

a8
uun:nmrnm Abacus Tays:

m.u BIB1S
05 CROGES, Howard Marshalt:
'1 EX-LFLLE
PIlINCB RISBOROUGH, Treats:
Tel: 01544 344354

WL
54 Regent Street. Tel: 0722 331 3
GW PETERBOROUGH

3 Wantwnrth Siroet, Ted: 01733 890
ELY, City Cycle Centre:
Tel 01353 b 111

0N, Sports & Fashinns:

54541
IGH, Westgate Dep Stare:
Tel: 01733 563151

ST NEQTS, Westgate Department Store:

Tel: 01480
WISBECH, wm;m Depariment Slare:

The Little Shop:

ST. HElIEl Bambnh Ltd:
Tel: 0604 29828

CHESHIRE
GW ALTRINCHAM:
Crafton Street, Tel: D161.929

argate Streel. Tel: 0124 431 1967

* GW MACCLESFIELD:

Aall, Gresvenare Centre,

474 1437

Unit 20, Tirre Square. 1 2565 1984
MIRNCH.I\M The Gammg Crypt:

CHE‘\DLE. Fantasia:

491 1130

cmcumu Deans Tos & Cyeles:
Tel: (426 0273177

Tal:
CREWE, Patters Hndrl Waorld:
Tel: 21270 2
MACCLESFIELD, Jac in a Box:
11625 502 221
N.QNTW'ICH Flmlayn.

INESTON, Camln:f.
Tel: D151 336 621
NORTHWICH, Level 1:

STALYBRIDGE, Hand(asﬂ?s
Tel: 0161
STOCKPORT, (:oslm;; Toymaster:

Teli (1161 427 2009

WARRINGTON, Steve Webb Models &
Hobbles:

Ted: 01920 735 225

WIDNES, le Hnbhy Shap:

Tel: 0 f

= GW MIDDLESBROL
Linit 33, 49 Dundas Strees
HARTLEFOOL, Hiusinns:
Tal: 01429 233 199
HARTLEFCHON, Westgate Department Store:
Tel: 01429 244 357

GW TRURO:

150, M Bridye Steet.

llOlWlN !m:lmells.
Tel: 01208 77088
BUDE, Nitro RC:
Ted: 01288 35
BUDE, More Value:

Ted: 01288 352 362

FAI.MCIIJ'IH Wuudedmd Fabmaouth:

H.lYLE Blmﬂs of Hayle:

Tel: 36 753 012

HELSTON, Eeddy & Son:

Tel- 01326 572 787
NEWCILAY, Planet Hobbywood:
Tel: D1R3T 859 941

ST AUSTELL, Md‘li Tays:

Tol- 017, 2

S'I .'\US'IEll M fior Miniatures:
01726 7215

S'I' l\’ES Dragon’ ’l Haard:

Tol: 01736 fla‘hs

TRURD, Toymaster

Tal: 018,

* GW DURHAM:
&4 North Road, Ted
GW DARLINGTOMN:
B Skinnergate. 538 2463
BISHUP AL)CI&!.ARD Windsock Models:
3 Tih

91 374 1062

SEAHAM, Games of War:
Tel: 19915 317 118
ussmu Tay Shap:
739

* GW CARLISLE:

Linit 2, Earls Lane. Ted: 0122 859 8216
BRRR‘O\'\ S-FURMESS, Heaths:

8 135
BOWNESS-ON-WINDERMERE,

Ernest Atkinson & Sons:

Tel: 01539 441 D47
COCKERMOLUTH, Playtimes:

Tel: 190
COCKER.\'\OU'IH.
Tel: 01900 B2!
KESWICK, | B Dlmn Lid:
Tel: 0176
KESWICK, I..nlaeland Toys and Hobhies:
Tel: 01768 773

PINMTH Harpers Cyches:

he Toy Shop:

Ted: 4

IJl\"EIS'ION, Sawwdust ‘i Stitches:

Ted: 01229 582

WIGTON, la(hsom Diecast Madels:

Tel: (1BAT 342

WO!KIN(:'IUN KSA Madels and Hobhies:
0 873 338

mm IRE

GW DERBY:

42 Sadler Gane, Tel: 0133 237 165

BELPER, Frearsons:
Tel- 01773

CHB'I'D'LFIELD. Chesterfield Department Stores
Tel: 01246 220 200

CHESTERFIELD, Madel Trader:

Tel: 07951 #4776

CHESTERFIELU Peak Brakstore:

M.\Tl.(x:l, Shawes:
Tol: 51629 582 482

DEVON
= GW EXETER
11a Sidwell Street. T
CW PLYMOLITH:
4 Carnwall Strees
W TORQUAY.
12 Market Street. Tel: 0180 320 1036
BARNSTAPLE, The Battlezone:
Tel: 01271 321 344
DARTMOUTH, WG Pillar & Ca:
Tel: 01003 832 139
EXMOUTH, Galﬂuxnnf Madels:
Teli (11 39! 13
HU{SM'W Bagaar:
Ted: 01404 243092
HONITON, Honiton Tay Shop:
Ted: (404 43741
KINGSBRIDGE, The Trading Post:
Tel 548 852923
NIWYOV\ ABBOT, Austins:
26 313 444
Pi \"HBU‘IIL Mudel Shup:
Tel- 01752
TAVISTOCK, Xalud.ml:upe
Tel: 0182 136
YEIGNMOU'H IizlmmlTnybm T/A:
Tal: 01624
TIVERTON, Wlﬂy ’N' Wheels:
ol 01884 242 619
TORRINGTON, Angling Pastimes:
Tel: 01805 625 BB&

DORSET

GW BOURNEMOUTH:

3% 249 (305

24 Pest Oificn Road, Tel 3 292
« GW FOOLE:

Unit 12 Tewrsgate Certre, Tei: O
BOURNEMOUTH, Batthe-Scar:

Ted: 358 194

BOURNEMOUTH, Raberts Toys & Games:
Tel: 1202 482 431

Bklumrr Frosts Tn\vmadn.

DOﬂ(‘H(STﬂL Dnn:huber Toys:
Tel: 01 152
EASTBOURNE, Phantasia:

Tel: 01323 723 348
SHAITLWUR'\‘ H:lldmp.

Tel: 01929 4
WEYMOUTH, Razzamataz:
Tol: 01305 700 601

(‘W CHELMSFORD:
-, The Meadows Centre

r\\ SOUTHEND:
12 Southclrch Road, Ted 0170 246 1251
GW THURRODCK:

o G
st ot b o

New Store opening.

SUTTON-IN-ASHFIELD, Bastion Gaming
Trading Post Sheppieg Cantre, Onitram.
Stroct NG1T 4AX, Tel: 07814 157160

*To he exactly sure they have what you wan! in stock, we recommend

calling the store fi
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—
o
~
m
—
Z
)
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~
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ol 3. Lakeside Shopping Centre,

5:\! ON WALDEN, Game Ong

30 High Street, Tel: 01799 506 070
BRENTWOOD, BAM Cycles:
Te 214 342

CHADWELL HEATH, Atomic Combes:

Tel: G208 597 547

CHELMSFORD - The Meadows Shopping Centre,

Toymaster Kingdom:
Tel: 01245 491 3

CLACTON 0'\ SEA, Clacton Arl & Craft Centre:
Tel: 012! 346

HARLOW, er!m Meadels:

Tel: 01279 423 134

HOCKLEY, Hobbiton:

Tel- 017 00 180

LEIGH-ON-! SED\ Caliver Books:
Tel: 01702 47

MALDON, Cnin Bln! Models:
Tel: 01621 B5

RAYLEIGH, Ty
Tel: 01266 775 501

GLOUCESTERSHIRE

GW CHELTENHAM:

16 Pirmville Street, Tel: 0124 222 8414
SLOLCESTER:
arence Street, Ted:

CHELTENNAM, Toywiz

Uinir Ta Regont's Arcade, Tel: 01242 227 325

BOURTON ON THE WATER,

| Railway:

il

| 0k

STROUD, Antics:
Tel: 01453 74 487
STROUD, Psisodt Games:
Tel: DATD 242 7428
TEWKESBURY, Toy Zone:
Tel: 01684 295 776

HAMPSHIRE

GW BASINGSTOKE:

3 Patters Walk, Tol: 0125 646 6050
GW PORTSMOUTH:

34 Arundel Streer Tel: 0234 2

GW WINCHESTER:
5t Garges Street, Tel: 019
me:sﬂor, The Game Shop:

286 0194

AI.TON Alton Mndd Cenlre:
Tol: 01420 §
ANDOVER, Hoggocaurm Toymaster:
Tel: 01264 352 263

FAREHAM, Fareham Toys and Hobbles:
Tel: 01329 252 183

FLEET, Floet Toys:

Tel: 0125 261 3849

GOSPORT, IC Books:

Tol: 02392 580 911

MILFORD ON $EA, Miliord Models and
Hohbies:
Tel: 01590 642 112

'-IEW MILTON, 'lm of New Miltan:

PﬂilSFIE.D, Flﬂ f\nr Al
Ted: 1730 267 271
PORTCHESTER, Wicor Models:
Tel: 42392 351
mucwoon Tays of Ringwood:

1. 1425 479 444
RDHSE\‘. Roundabosit:
Tel- 017494 512 145
SOUTHAMPTON, Hidden Fortress Ltd:
Tel: D2380 710 550
SOUTHSEA, Smlllwu Madels:
Tel: 02392 73
W.'\'IERLUGVIIIE, Farever Toys Lid:
Tel: 02 h 254
WATERLOOVILLE, Paul’s Hobby Shop:
Tel: 01705 25% 184

HEREFORDSHIRE

HEREFORD, Herefard Model Shop:

Tek: 01432 352 809

LEOMINSTER, Martin's Matels & Craits:
Tok; 01568 613 782

ROISS ON WYE, Revolutions:

Tel: 01989 562 6149

GW HEMEL HEMPSTEAD:
1 Bridhge Seroat. Tel: (4144 124 9752

High Strest

BISHOP'S STORTFORD, Boardmans:
Tel: $1279 654 034

COCKFOSTERS, Murray & Brand:
Tol: (2004 490 427

HARPENDEN, I':lil:i!almm.

Tal: 011
HERTFORD, Malque: Models:
Tol: 111992 504710

HITCHIN, Mainky Mod:h

Tel: D1462 422 204

LETCHWORTH, Model Images:

<0462 B8 B9

nowION, Tayshop:

Tol: (11763 243 270

5T ALBANS, E Rider and Son:

Tal: 01727 B54 634

STEVENAGE, KS Models:

Ted: OT438 746 616

WELWYN GARDEN CITY, Toys Toys Toys:
Ted: 01t

ISLE OF WIGHT
COWES, Chive I.om Mewsagents:
Tel: 01963 "

NEWPORT, Toy & Mﬂdﬁs.

Tel: D1983 526 258

RYDE, The Sparts & Madel Shop:
Tel: 01963 B2 454

RYDE, Fun, Fact and Fantasy:
Tel: 01983 617 323

G W BLI_'EW&TEI'

GW CANTERBUR’
Unit 5, tran Bar Lare, 1
l W MAIDSTONE

Lane, Tel: 016;

0123 366 399

ASHIOED, WM(‘ Eyes:
44 Dsbauran R d Wil

sarcuih, TN

Tel
BEIII.E\" HEA?H Kit Krazy:

Tal 2907177
Ilu.\usmns, Time & Space:
Tel: 01843 Bak X
CHATHAM, Maynes:
Tal; 01634 400 031

FAVERSHAM, .uum Tays:
Tel: 01
GRAVESEND, sun« Callectables and Modebs:
Shd 265

GRAVESEND, The Stamp Centre:

Tel: 01474 534 166

HERNE BAY, Spearings:

Ted: 0 74 044

MARGATE, Toymaster Kirgdam:

Tel: 01843 225 400

SEVENOAKS, H Lorimer:

01732 452 840

SEVENOAKS, Manklaws;

Tel: 01732 454
SI'I'I'INGBOUNNE Al Blundell & Son:

TONBRIDGE, Kh’! Shuff:

Tel: 01732 354 186
WOODCHURCH, The Model Shop:
Tel: 01233 860 D08

LANCASHIRE
GW BLACKPOOL
& Birley Stroet,
GW BOLTON:
Unit 27, 36 Acresfield Mall, Tel: 0120 436 2131
GW PRESTON:
15 Milber. Arcade. Tel: 0177 1855
ASHTON UNDER LYNE, Roundabout Toys:
1 (13 432 349
ELM’I!URN Batcave:
Tel: 9254 & L
BLACKBURN, Mm:er & Sons:
Tol: D125 45
BURNLEY, .-\rﬂuar Benn:
Tel: 01212 422 546
BURY, Conways Taymaster:
Tel: 01617 616 20%
CHORLEY, A & s Gaml‘l-
Tel: 01257
CHORLEY, Ilaﬂlpmm Tays & Nursery Waorkl:
el: 02
CLITHEROE, cowgllis af Clitheroe Lid:
Tul: 01200 4
KIRKHAM, RK Boyes.
Teb: 01772 67T %0

25 375 2056

NE Elite Store

NE ner Store

www.games-workshop.co.uk/storefinder
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LANCASYER, Lawsons Toymaster:

G152 464 518

LAMNCASTER, Micro Markets:

Ted; 01524 B40 436

LEIGH, Toymaster:

Ted: 01942 671 116

MORECAMBE, Micro Markegs:

Ted 01524 414 30k

OLDHAM, Ottakers:

Teb: 01616 205 543

POULTEN LE FYLDE, Aabas hookstore:
Tel 01251 B51 116

PRESTON, (_mwaysToymamr'

Tel: 01772 BAT

Tel

ROSSEN Rossendabe Models:

Tel: 01706 250 007

THORNTOMN-CLEVELYS, ToyZsave Callectables:
Tel: 01253 855 ans

WIGAN, Wigan Model Centra:

Tel: D1942 245 683

LEICESTERSHIRE

GW LEICESTER:

Unit 2,120 Silver Strees, Tel: 0116 253 0510
GW LOUGHBOROUGH:

22 Bipggin Steeed, Tel: 0150 923 8107
ASHBY-DE-LA-ZOUCH, Steve's Models:

Tel: 01530 416 827

COALVILLE, Geaffs Taymaster:

Tel: 01530832 795

LINCOLNSHIRE ARER

GW GRIMSBY:

& West St Mary's Gate. Tel: D147 234

GW LINCOLN

Unit SLA, 5, pate fon UI.I|H|JE of Waterside

Contre). Tek: 0152 254 8027

BOSTON, Models and Compuiters:
Ted: 01205 365 102

GRANTHAM, Access Madels:

Ted: HB3E 673 116

GRANTHAM, Arbom & Watts:

Tol: 0Thi4 B55 (0

GRANTHAM, Poriprince Models and
Hubbies Lid:

Tel: 01476 592 001

LOUTH, Castaline:

Tok: 01507 602 149
MABLETHORPE, Belas Toymaster:
Tel: 1507 473 3240

QUADRING, MS Sturgess:

Tel- 01775 B21 967

SCLUNTHORPE, Shermans Model Shop:
Tel 01724 842 439

SKEGNESS, The Model Shop:

Tel: 01754 763 429
SP.»\LDING Masan's Models:
21456

W BRENT CROSS:
tFA, Lower Mall fneas Fenwicks), Brent
Coos. Shopping Centre, Tel: 0208 202 4974
* GW BROMLEY;
Uinit 24, The Mall, Sromiey. Tel: 0208 466 0678
GW COVENT GARDEN:

Linit 33, The Markel. Tol: (1207 240 5106

GW CROYDOM:

Unit 35, Drummpnd Cerre foutside the back of
the contrel, Keeloy Road. Tel: 0208 680 4500
GW ENFIELD:

3/5 Genotin Road. Tel- 0208 363 1238

GW HAMMERSMITH:

161 King Street, Tel: 0208 546 97
GW HARROW:

295 Statlon Street. Vel D208 B41 2350
GW KENSINGTON

Shop 7, Lancer Squate, Kensingion Church
Streat

Ted) 0207 935 701

KINGSTON ON THAMES

33 Fife Road. Tal: 0208 549 5224

GW LONDON (OXFORD ST):

Unit F10, The Plaza Shopping Centre, 15t
Floar,116-126 Cford Stroot, Tal: 0207 436
[il:t]

GW RICHMOND:

Unit 8, Wiestminster House, Kew Road, Tel:
(118 948 6172

GW ROMFORD:

12 Quadrant Arcade. Tel: 01708 742 140
W STAINE:
& Clarenice Streer, Ted: 0178 446 D675

GW SLTTON:

Linit 26, Times Square Shopping Centr. Tel
0206 770 9454

* GW UXBRIDGE:

4

| The Paviliors Shopping

Lialt €3, 1A Quesn Street, Harlequin Contre,
192 124 5388

BLACKHEATH, 2nd Impressians:

Tol: (208 B52 6192

CHINGFORD, Hobhby Stop:

Tol: (208 520 7377

CHINGFORD, Ressis of Londan:

CLAFHAM JUNL‘I’JON.. Toystop:
Ted: G207 228 9079

DULWICH, The Ari Stationers:
Ted: 0206 693 5936

EALING, And S It Bogins:

Ted: (1204 574 2244

FINCHLEY, Ledsure Games:

Tel: 0207 435 2431

HERNE HILL, Just Williams:

18 Hall Mo SE24 GHUL,
Tel: 0207 733 1
KNIGHTSHRIDGE, Harrods:
Tel: 207 730 1234
LONDOM, just Games:

lUIﬁ.IP ]l""l sanders'

Tal: (@45 634 848
Elys:

Tel: D208 946 9191

WOOD GREEN SHOPPING CENTRE, Toy City:

Tel: 4208 801 G770

GW MANCHESTER (central):

RIS, Marsden Way South, Amdale Centre.
Ted: D161 B34 68T

[‘:\\1’ 'IRMFORD CENTRI

Tol; N6
EOCIER mazan Minhlmu-
Tel: 0161 788 TH50
MANCHESTER, Walersiones:

Tel: 0161 832 1992

MERSEYSIDE ARER

* GW LIVERPOOL:

13b Cantral Shopping Contre, Raneleigh.
Tek: 0151 703 (963

GW SOUTHPORT:

Linit k) Marbbe Place Shopping Centre,

22 Coaper Stee, Tel: 01744 285 00
SOUTHPORT, Claymore Games:
Ted: 01704 543349

MIDDLESEX

EAST SHEEN, Play Inside Qut:
Toi; 02080 763 129

EAST SHEEN, Pandemonium:
Tel: N2088 THD BEA

ENFIELD, Jennings Stares:
Tel: D208 B04 1604

NORFOLK

GW NORWICH:

12-T4 Exchange Street. Tel: 0160 376 7656
DISS, T

Tel: 01379 h-ll 743

DEREHAM, Starfings Toymaster:

Tel: 01362 697 769

EAST DEREHAM, Youngsters World:

Tol: 78B4 56 472

FAKENHAM, Lou Lous Toys and Gifts:

Tel: 01328 853 118

GORLESTON, Toy King:

Tel: 01493 443 (a7

HOLT, Starlings-Toymaster:

Tel: 41263 713 101

KINGS LYNN, Empire:

Tel: 01553 765 174

KINGS LYNN, Westgate Department Store:
Tel: (1553 760 981

NORTH WALSHAM, Games N Fun:

Tel: U857 037 245

NORWICH, Battlenet:

Ted: 09603 765 595

NORWICH, Kerrisons:

Tel: 01403 494008

NORWICH, Langleys, Rackheath industrial
estater Tel: (11603 6219549

NORWICH, Tays Plus, Norwic
industrial estate: Tel: 01227 6
SHERINGHAM, Starlings- Toymaster:
Tel: 01263 822 3648

TAVERHAM, Norvic Madels Ltd:

Unit 2, Taverham Gardon Cerire, MRS 61T
Tel: D603 845213

WROXHAM, Point House Tayshop:

Tel: 01603 706 604

NORTHAMPTONSHIRE
* GW NORTHAMPTON:
24-26 Ahingtun Square. Ted: (604 636 687
CORBY, e Department Store:

Tol: 01536 201 525

KETTERING, Batllemaster Games Lid:

Tel: 11536 414 880

KETTERING, Green Angel Cards & Games:
Tel: 01336 359 248

KETTERING, Toymaster Kingdom:

Tel: 01536 512 507

OUNDEL, Oundel News:

Tel 01832 273 518

RUSHDEN, Osborne Spurts & Toys:

Tel: 41933 312415

WELLINGBOROUGH, Software Seller:
Ted: 011933 440 861

NORTHUMBERLAND

BERWICK UPOMN TWEED, Berwick Computer
Games and DVDs:
Ted: (011 285 My
HEXHAM, Robhs Department Store:
Ted: 01434 662 151

MORPETH, TG Allan:

Ted: 01670 515 136

NOTTINGHAMSHIRE

GW NOTTINGHAM (central):

34 Lane. Tel: D115 248 0651

GW WARHAMMER WORLD:

Willow Rend. Lenton. Tel: 0115 916 8410
MANSFIELD, The Games Emparium:

Tel: 01633 640 022

NEWARK, Access Models:

Tek: 01636 673 116
SUTTON-IN-ASHFIELD, Bastion Gaming
Tradding Post Shopging Centre, Outram Strest
MNOT7 4K, Tel: D7FE14 157168
SUTTON-IN-ASHHELD, Blg Boys Toys:
Tol: 01623 557 B12

W‘Dﬂml‘ Mm‘le

GW OXFORD:
A Bush House, New tnn, Hall Streel. Tal:
1865 242 182

BANBLRY, Trinder Bros:

Tel: (11295 262 546

BICESTER, Bicester Toys & Nursery:
Tel: GIR6T 323 946

CARTERTON, Giles Sparts:

Tel: 01993 542 396
COWLEY, Dentons:
Tel: 01065 749 746

OXPORD Boswells Toymaster:

Tod: (1865 241 244

THAME, Pled Pedaller:

18440 2600 (22

WALLINGFORD, Petiits of Wallingford:
Tol; 01491 (35 253

WITNEY, Rombkeish:

Tel: 01993 704 979

= GV SHREWSBURY:
B tdarket Street. Tel

TELFORDY, Sanda Gam

4 336 2007

4 Albert Flace, Darmingtan, Tel: 11952 676 722

BRIDGENORTH, Hobby Horse:

Tel: D174 & 766 630

OSWESTRY, Funfayre:

Tel: 01641 670 646

TELFORD, Questing Knight Games:
101952 417 747

* GW BATH:

5-10 Westgate Buildings, Avon Stees,

Tel 0122 533 2044

BRIDGEWATER, Games Mart:

Tol: 0127 B 433 677

BURNHAM DN SEA, GW Hurley:

Tal: D274 763 281

CHARD, Games Wizard:

Tel: 01460 239 (90

CHEDDAR GORGE, Class Creations Lid:
Tho Lippiatt, 8527 30F, Tol: 01934 749 240
CLEVEDON, | Toymaster:

Tel: 91275 341 M9

FROME, The Hlenbray Press:

Tel: 04373 462 13%

FROME, Frome Model Cenlre:

Tel: (1373 465205

GLASTOMBURY, Pedalers Toymaster:
Tel: 11458 834 5a2

MINEHEAD, Minehead Toys & Models:
Tel: 01643 705 550

TAUNTON, Krackers:

Tel: 01823 335 057

WELLS, Wells Mode 52

Ted: 01744 675
WESTON SLIPER-MARE, Grifilas Games:
Tod; 01934 439 754

WESTON SUPER-MARE, J] Tays:

Ted: 01934 418 151

YEOVIL, Yeovil Collectors Contre;
Tel: 01935 433 739

VEOVIL, Witch Engine:

Tel: 01935 47978

= GW BURTON ON TRENT:
LUnit 8, Union Court, Union Street,
Tel: D128 353 5865
GW STOKE:
27 Staflord 51 Tel: 0178 220 5287
COCKERMOLITH, The Tay Shop:
Tal: (1900 825 855
LEEK, Chapder 1:
Tel 38 399 BA5
WEWCASTLE LINDER LYME, Saivdowner
s
Tel: 01782 610 606
STAFFORD, Stafford Games:
ul Reynalds Centre, Foregate Stooet,
§F16 2P|, Tel: 41785 255577
STAFFORD, Too Fal Gobline:
Tel: (1785 244 499
STOKE-ON-TRENT, Alsager Toys and Models:
Tel: 01270 882 871
STORE-OMN-TRENT, Baltlezone Games &
Collectslbes:
Tel: 01782 833 633
TAMWORTH, Geoff's Tays:
Ted: 01530 B32 795
UTTOXETER, The Toybox:
Tol: 01089 565 357

= GW IPSWICH:
49 Buttermaskes, Tel: 01474 210 031
BECCLES, Toy Box:
Tel: 01502 712 785
BURY 5T. EDMUNDS, Model Junction:
Tel: 01284 753
BURY 5T. EDMUNDS, Toymaster Kingdam:
Tef: 01264 761 646
PE-LD‘S'TOWG. WI ards Taxls:
Tol: 01254 2
HALESWORTH, Haleswarth Toy Shop:
Tel: 01986 874 270
IPSWICH, Galaxy Wd!h & Hobhbies Lid:
Tal; 01473 729 17
IPSWICH, '.rn,-mld Ipswich:
Tel: 01471 726 535
LOWESTOFT, Toymaster Kingedom:
Tel: 01502 565 688
NEWMARKET, Moons Toyland:
Tel: (1638 663 147
STOWMARKET, D | Collectables:
Tel: 01449 771 013
!'IO\\‘HJ\RK!T Simpson & Sons:
1449 612 514
sumumf, X6 Computers:
Tl 870 922 1313
SUDBLRY, FT Games:
Tel: Q1787 466 060
SUDBURY, Toymaster Kingdom:
Tel: 1787 372 238
WOODBRIDGE, Toytown:
01394 383170
GW GUILDFORD:
unsigate. Ted: 0148 345 1793

y Court. Tal: 0748 1
CAMBERLEY, Mornkngstar:

& Beitegheim Way, Tef: 00276 685 160
COULSDEN, Taylors Toys and Sports:
Tek: 0208 666 00710

CRANLEIGH, David Mann:

Tol: (M 483 273 777

DORKING, Duorking Models:

Tof: 01306 B&T 747

EPSOM, Ottakers:

Tel: 01372 a3
EPSOM, Treehouse Toys:
Tel: 1932 252 272
FARNHAM, Darkstar:
Tol: 01252 820 324
OXTED, JH Lorimer Ltd:
Tel: (208 656
PLIRLEY, |H lorﬁlm Lid:

Tel: D181 660 9716

REDHILL, Gamers Guild:

Tul: 01737 789 123

REIGATE, The !wy Shop:

Tel: 1737 245 300

WALTON ON IHJ\MB, Treehouse Toys:
Tel: #1932 252 272

GW BRIGHTOMN:

1675

Unit 7, Mile Pavilions. Tel: 0127 320 3313
GW CRAWLEY:

19 Bmadway. Tol: 0125 155 2072
GW EASTBOURNE:

13 Termirus Rood, Tel: 132 344 1
BOGNOR REGIS, Trains Models and Holshies:
Tel: 01243 B4 727

BURGESS HILL, Kid's Stufi:

Ted: 01444 267
CHICHESTER, Chichester Toys:

Tel: 011243 788 055

EAST GRINSTEAD, Ready To Run Maodels
Tel: 01342 300 917

Tal: (11444 455 293
HORSHAM, Geontle Gallery:
Tel: 01403 258 567
HORSHAM, Ottakers:
Tel: 0144
SEAFORD, Big Kids Toy Shop:
Tel: 01323 899 099
SOUTHWICK, The Dragons Tears:
52 Highdown, BN42 405
Tel: 01273 555418
STEYNING, Gentle Gallery:
Tal: (1513 812 931
UCKFIEID Kid's Stuff:

B25 6B 398
WDI'IHING. KC's Games Shop:
Tol: 01903 237 9a3

TYNE AND WEAR ARER

+ GW NEWCASTLE (Centrall:

Linit B4, Mewgate Shopging Centre

Tel: 0197 232 2418

GW METRO (METRO CENTRE):

Unit 2, First Flogr, The Arcade (near the
Meditemangan Vitlge). Tel: 1191 461 2950

Ted: 0791 232 5100
NORTH SHIELDS, SR Gladston & Son:
Tel: (1912 5700 335

SUNDERLAND, Juplings:

Tel: 01915 102 105

WHITLEY BAY, T&G Allan:

Ted: (11912 531 564

WARWICKSRIRE

GW COVENTRY:

Unit 39, Upper Lovel, Cathedral Lanes Shapping
Centre, Tel: 0247 621 7311

GW LEAMINGTON SPA:

32 Ruggent Steeed, Tel: THC

BEDWORTH, Railway & Modellers Junction:
Tul: 02476 116 205

KENILWORTH, Abacraft Arts & Pictures:

Tel: 01926 511 24

LEAMINGTOMN SPA, Trinders Toy Town Lid:
Tal: 01926 470 501

RUGEY, Joto Railways & Models:

Tel: 01784 562 172
STRATFORD-UPON-AVON, I Windsor Place:
Tel: 01789 295 B5S0

WILTSHIRE
GW SALISBURY:
TE Winchester Streat. Tel: 0172 233 0955
GW SWINDON;
50} Fleet Street. Tel: 0179 143 6035
CALNE, SPS Station
Tel: 49 813 540

5, Hoggasaurus Toymastes:
Tel: (11380 723 841
MALMESBURY, 5P Stationary:
Tol: 41666 B14 440
MARLBOROUGH, H Duck:
Ted: 41672 512 170
MEKDIA, The Tayshop:
Ted: (1 415
SWINDCIN Spot On Models:
Ted: 01793 522 098
TROWBRIDGE, The Toy Shop:
Ted: 01225 768 415

WORCESTERSHIRE

* GW WORCESTER:

21 Uyehpate Mall, Cathedral Plaza.

Tel; 0190 361 6707

DROITWITCH, Look-rite Ltd T/A Toyworld:
Tek: 01905 772 413

EVESHAM, Batthe Honours UK:

Tel: 0136 645 475

STOURPORT ON SEVERN, TP Activity Toys:
Tel: 01209 872 800

YORKSHIR
GW BRADFORD:
adilly, Bradiond. Tal: 0127 473 9430
M' DONCASTER:
Unid 10, The Cokeinatdes, Tel- 5130 232 0535

W HARROGATE:
1 Station Parade. Tal: 0122 156 4310
GW HUL
30 Paragon Street. Tol: 0148 258 9576
GW LEEDS {contraly:
12-T6 Central Road. Tef: (1113 242 D834
GW LEEDS (WHITE ROSER
Uit 180, White: Rose Contre, Tel: 0113 272 3471
GW SHEFFIELLY (central):
16 Fitzwilliam C Tel: 0134 2750114
GV SHEFFIELD (MEADOWHALL CENTRE!:
Uinit %18, High Street, er Mall inext 1o
entrance near Boots). Ted: 0114 256 9816
GW WAKEFIELD:
U Kirkgate, the Ridings Cente, Tel; 0193 435
4431
GV YORK:
13A Lendal, Tel: 0190 462 8014
RICHMOND, Anything Goes:
Bridge Garagn, Gatherey Road, Tel- 01748 810115
BEVERLEY, Mayfair Toymaster:
Ted: 01482 B62 777
BRIDLINGTON, Croppers:
Tal: 1263 677 727
HALIFAX, Halifax Modellers Wosld:
Ted: 01422 349 157
HALIFAX, Magarine World:
Tk 0422 330 547
HUDDERSFIELD, Games Emparium:
Tel: 01484 537 834
HUDDERSFIELD, Samething Wicked:
Tel: 0 559 24

Mayfair Toymaster:

Tel: 01462 &2 777
KEIGHLEY, Conways Toymaster:
Tel: 01535 604 D45

0

LEEDS, Toyworld:
Tel: 01112 435 800
NORTHALLERTON, T & FM Grover Lid:
Tel: 01609 773 134

OTLEY, Conways Toymaster:

Tel: 01943 462 D05

PICKERING, Puffers of Pickering:
Tel: 1751 472 762
POCKLINGTON, Chylds Play:

Tel:
SCARBOM IJGH Mlmm Militaire:
Tel: 01723 362 257

scARoRnlich; sam. Myth and Magic:
Tel: (456 4

SELBY, A Spvm amf Toys:

“Tel 1

75T T

SHEFFIELD, Wargamu Emporium:
Tel: 01142 754 826

WAKEFIELD), Model and Crafi Centre:
Tel: (1924 374 097

WHITBY, Jahn Anderson - Toymaster:
Ted: 01947 602 213

WHITBY, Mudels and Muvie Props Lid:
Ted: 01947 i3 123

GW CARDIFF:

31 High Stresl, Tel: 0292 D64 4017

* GW NEWPOR

25 Skinner Staet, Tel: 0163 325 6205

GW SWANSE,

45 Princoss Way, Tel: 0179 246 3969
CARTHGAMN, Hedm's D

Royal Buildings Priary Slrm:i. Tel: (1239 614
[

Tal: M7
ABERYSTWYTH, Albatross:

Tel: 01970 617 36

BANCHORY, Banchory Toy & Gift shop:
Tal: 01330 425 546

BANGOR, ACME Computers:

Tel: 01248 371 457

BRECOM, | Clark Toys & Gifts:

Tel: DIET4 612 B6S

BRIDGEND, Joust for Fuin:

Tel: 1656 767 G0

CARMARTHEN, Gond Mews:

Tel: 01267 237 785

CARMARTHEN, Hardings:

Tel: D267 237 774

CHEPSTOW, Artists Comer;

Ted: (1291 627 393

34 843 491
GW\"NEDB LT Lebsure:

Ted: (1341 281 402

LLANELLI, AM Frost:

Ted; GES54 777 277

LLANDRINDOD WELLS, Corven Arts:
Ted: 06700 664 904

LLANDUDNG, Dibs Toymaster:

Ted: 0978 758 451

LLANTWIT MAJOR, Rainbow Plaza:
Tel; 01 246 794 114

MILFORD HAVEN, Foster Pawell Lid:
Ted; 0166 697 111

PO, Dragm Alley:

;ﬂwﬁnm Mm:l- & Toys:
Tel: 01745 337 564

SWANSEA, Comix Sl\opp«r

Tel: 1792 (42
SWANSEA, West Cﬂnl Games Lid:

AV
10 Arran Mall, Tel: 0129 261 0673
GW BRAEHEAD:

5 Brashead Shopging Centre,

ings Inch

. GW DUMFRIES:
44 High Street, Tel; 0138

GW DUNDEE:

110 Cammercial Street. Tel: 01 38 220 23682
GW EDINBLIRGH

126 High St Tel: 131 220 6540

GW FALKIRK:

12 Cow Wynd. Tol: 0132 452 4553
= GW GLASGOW!

A1 Union Street. Tel: 0141 221 1673
ANGUS, Gardiners:

Tef: 01356 622 265

BANCHORY, Toy and Gift Shop:

T D B25 5BH

DINGWALL sgmlsmd Madel Shop:
Tel: 01349 852 145
DUNFERMLINE, .u:hc, Models:

Tel: 011383 731
EAST KIIlII.IDE. ms Modebs:

Tel: 01355 238 g4
EDINEURGH, Markorville Modiels:
Tel: 01313 177 010

ELGIN, Junmer’s T ters

Tol; 0143 542 452

FRASERBURGH, Steven's Taymaster;
Tel: 01358 72405%
FIFE (CUPAR), The Nappy Pin:
Tel: 1234 653 160
FORFAR, |. Yule and Sans:
Tel: 01241 472 195
FORT WILLIAM, The Granite Huuse:
Tal: 01347 703 651
GALASHIELS, Boolu Plus:
Tc-l D196 752
LASGOW, !uu: Glmn.
Te. 014712 265 414
HADDINGTON, Cyche Services:
Tel: (1620 8246 989
INVERNESS, j-mm Toymaster:
Tel: 01463 233 234
ISLE UF lFWIS, A D MacDonakd and Soa:
Ted: 0651 705 B50
I(I.LHARNOCK,. T4 Toys:
T 1563 520 262
KINROSS, The Hope Chest:
Tol: 1577 862 516
KIRKCALDY, The Hope Chest:
Ted: 01592 260 116
NORTH BERWICK, Laws Cycles:
Ted: D162 B90 643
ORKNEY, Mclernan-Toymaster:
Tet: 01056 677 768
PAISLEY , Paisley Model Centre:
Tal: 01418 B394 221
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T4 Toys
Ted: (738 639 4
PETERHEAD, George Donald Lid:
Tel: 01779 474 737
SHETLAND,
Teel: 01595 683 097
STIRLING, Abacus:

Crawinm Arcade, FKB 1AX,
Tol; 0178h 478 7B4
STIRLING, Do It ﬁ Your Lejsure;
Tel: 01786
THURSO, Dureal
Tel: 01847 693 165
TURRIFF, E Rae and Son:
Tel: D16EA 562 610

GW BELFAST:

204 Castle Court frowards back of the Centre),
Tal: D28% 0233684

BALLYMENA, Camerons:

haine: §t, Co Antrim,

Sh4 0321

BANBRIDGE, David Rogers:

7 Brdye 5t Co Down

BANGOR, Replay Games;
High St, Co Daown, Tel: 0489 145 2200
BANGOR, Stewart Miller & Sons:

40 Main 52, Co Down, Toli 0489 127 0108
CG{HU\IN!. Manres:
7411 Chuech 5, Co Derry, Tol: 0126 544 44
CRUMLIN, Lilliput Construction Co:

92 Br, |nl|\|t' Woaod, Ca Antrim.
ENNISKILLEN, Modellers Corner:

22 Darling 51, Tel: 0456 632 2367
LISBURS, World of Wander:

Riverside Centre, Tel: 0489 ’th A9
OMAGH, Whites T ;

17 Bririge S, Tel: 0662 242 427
PORTADO! effers:

B Mandeville 5, Tol: IM‘IB] 533 0889

EIRE
GW BLANCHARDSTOWN:

Unit 249, Blanchardstown Shopolag Centre,
35 308 223 H0k

Dept Store:

b Centre, Co \o\escmmlh Tel: 490 647 9851
BALLINA, World of Wander:

Dillon Terrace, Co Mayo, Tel: 096 76676
BLACKPOOL, Warkd of Wonder:
23 buarthpaint Bus Pk, Cork, Tel
BRAY, ER Harris & Sons:
Co fow, Tel: 012 867 995
CARRICK ON SHANNON, Mulvey's:
Maln Street. Leitrim, Tel: 071 962 2936
CASTLEBAR, McDermatis:
Co Mavo, Tel: 096 7
CORK, Art and Habby Shop:

Shapping Centre, Co Cork,

21 436 3580

CORK, Art and Hoblby Shop:

Shopping Centre, Co Cork,

21 434 7207

K, Moddy's Toymaster:

4 Commarket 5t, Co Cork, Tel: 021 £27

114 210 445

ORK, Other Realms:
Paul Street lexung Cenlre, Cork Cay,
Tel- 021 422 22

WWMWMr:

Co Cork, Tel: 021 4210445
CLONAKILTY, Coughlan Educational Supplies:
11 Rossa 51, Co Core, Tol: 023 33068
CLONMEL, Hogan's Taymaster:
31 Pametl 5, Co Tipperary, Tel: 052 2397
CLONTARF, Furlongs:
4 Wernan Avensie, Bublin,
DUBLIN, Banba T i
48 Mary 5t, Tel: 01 B72 7100
DUN LADGHAIRE, Banba Toymaster:
[wun Lacghaire Shopping Certre, Co Dubl
Tel; 012 804 011
DUNDALK, Pick n
Long Walk 5 Cendre, l’u \G\.I"I Ted: (42 332
7156

al- 01 B53 0395

DUNGARVEN, Murphy’s Toy and Cycle
Specialists:

o Main 5t Co Watesferd, Tel: 058 41276
ENNIS, Workd of Wonder:

Weadkay Car Fark, Co Clar
ENNIS, Mbl Toymaster:

ndre, Dulbding Ted: 01 864 3910
GALWAY, Games Reabm:

AA The Com Store, Co Galway, Tel: 091 563
oo

. Tel: DBS 684 1657

GALWAY, Hodol World:
u in Husimess Pk, Taum R

c.mﬂ, Jahn Webb:
Co Wi, Tel: 055
KILKENINY, Michael Cratty's:

77 Hagh St. Co Kifkonay, Tel: 056 51038
ILIILDRLLIN O'Sheas:

Kerry, r=- r‘f:b 97615919
I.IMERDCI, Hollywnnd

mas 51, o Limerick Tt 061 313 477
IIMERICK, O'Callaghans:

Dok Rel, Co Limorick, Trl 061 225 &6
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LOUGHREA, Beatty:
Church 5, Co Galway, Tol: {911 841 403

LOUGHlm. Musrphy’s Wndd ﬂf Wnnd!('
115, Main 5¢, Co Cork, Tel: 022 2713
NENAGH, JKC:

25 Pearse 51, Co Tipperary, Tel: D67 31391
NEWBRIDGE, Workd of Wonder:

Newbndge Retail Pad, Kildars,

GO, WA and AF Wiends:

Co Slige, Ted: 071 914 202 110 478
STILLORGAN, Nimble

Co Dulbsin, 012 880 'NH

TRALEE, A Caball and so

8-12 Bridge Sireet, Co Kr'r‘.! Tel: DAG 712 1847
TULLAMORE, Robbins:
Williz Co Oftaly, 506 21541
WATERFORD, The Hably Sh
34 The Cuay, Co Waterford, Tel:

WESTPORT, Waorld of Wandor.
Bridjge §t, Co My, Tel: 098 25331
THURLES,

Toymaster:
Friar 5t Co Tipperary, Tol: D62 51326
TIPPERARY, Hogan's Taymast
31 Pamell S, Co Tipperary, Tek:

TIPPERARY, Whelan's:

E4-6:5 Main Street, Co Tipperary, Tel: 062 51326
WATERFORD, Fitzmaurice Toymaster:

(051 87 566
WEXFORD, Play

& Selskar 5t, Cn Wesfond, Tel: 053
WICKLOW, Hopkins:

ain Strees, Co Wickiow, Tel: Q404 £7225

INTERNATIONAL
ACCOUNTS

BRUGGE, Fair Play

SponrweRsi
Tel: 0032 (50 38 5183

AARSCHOT, Conect'r

(‘.mnulssmm AT, 3200, Tel; 032 (016 36 B8

J\NTWERPEN Celtic Cross

nr_NDmMDNDﬁ. Tip Top Moeas
Sirt-Gillistraat 75 'Hl)o

Sin
Kuningersteonweg 43-45, 1500,
Ted: D032 (0111 32 53 55
LEOPOLDSBURG, NV Moestermans
Maarchalk-Fachstraat 20, 3970,
Tal: 0032 0111 39 35 46
LEUVEN, The Dice Pool
Parljsstrant, 44, 3000, Tel: 0032 016 29 43 54
MECHELEN, e Spelfanaat
Vepmarkt 32, 2600, Tel: 0032
QOSTENDE, King Arthur
Amalerdarsiraat B38, B400,
Tel: 0032 (0159 51 57 56
AALST, Hermelijn
Mbenstraal 36, 9300, Tel: +32 () 53 41 48 6F

nevest 5 3
W32 IHD e

BLANKENBERGE, De ek

Lanrgestraat 41, BI70, Tel: 0032 ()50 41 49 23

BRUGGE, Modelbouweenter West-Vlaanderen

Largestraat 163, 2008, Tel: DO3T (0350 34 20 71

BRUSSEL, Intertoys Laken

u. Avenun Busiayren, 1020,

a3z

BRUS&L. Intertoys Anderlecht

§ Dupluislaan 315, 1070,

Tel: D032 {012 523 84 73

DELRNE, The Gamestore

Bisschoppenhaflaan 7

Tel, +32 3 115 55 3%

W37 {01 204 A2 85
GENT, Mlnmmmlﬂ Eeckhout
Burgstraat B7, 9000, Tel: D032 (399 224
GENT, Lood &Spelen

Burgstraat 43, 500, Tel: D032 (115 124 47 34
GENT, Red Dragon Games Gent
Cverpounstragt 114, 000

HALLE, Mishra’s Playground
Minoofsesteernveg [, 1500,

Tel: 0032 (042 361 58 53

HALLE, Top Halle

‘_19»,'i|»_-ksu.u' 66, 1500, Tel: (032 {012 356 04
[k}

HASSELT, Oberonn

Kegische Steenwep 27, 3500,

Ted: 0032 11 351 358

IXELLES, Intertovs lxelles

104 Chawssee o frelles, 1050,

9%

2 514 17 03
KORTRIJK, Albic
Ducrniksedraat 52, B500, Tel: 432 (361 32 43
o7
KORTRIJK, De Canconde
Brugsestraat 40, &' Ted: 0032 {056 37 05 65
MERKSEM, Game Garden, The
Eredabaan 376, 2170, Tel; 0037 {03 666 37 73
MNEERPELT, ' Speflentuls
Fabriekstrast 10, 3914, Tel:

032 {0011 74 43 79

el
Tel: (032 (012 687 42 53

ROESELARE, Black Border

Stationsdrest G, BROO, Tel: 031/200 82 50
ROESELARE, Willi's Wereld

Henri Horriestraar 20, 8800,

Tel: D032 (D51 24 64 15

ST NIKLAAS, HQ

Ankorsiraat 44, 9100, Tek: 0032 ()3 776 15 45
TOURMAIL Intertoys Tournai

14 Bue Royabe, 7500, Tel: 0032 (6% 21 42 22

SOFIA, Magic Worlds

1000, Slaveikov sqr.d
SOFIA, Marla

1303, Sredna Gora 5,133

CROATIA

CAROVEC, Hama centar
Roban kuca “Modjimuka®
OSI|EX, Land of Magic
1000, Merkatar Cenlar, Gacka 10
Tel: 00185 31275794

OSIEK, Zelda,

g AL Starcevica

RIJEKA, Game Master

Krizganiceva 1c

SPLIT, Land of Magic

Kralja Zvonimira
Tel: D385 214
SLAVONSKI Bﬁoo. Lusic
Strussmayenaya 7

VARAZDIN, Land of Magie:
Kaciceyi 5, 42000, Tol: 00385
ZAGREB, Land of Magic

1000,

IR0 HT

100HN, I'r.lnk'.p.lmh 12, Tel: DO3ES 14B70NTT
ZAGRER, Land of Magic

10000, Radiceva 13, 0038514823817

CZECH REPUBLIC

BRNO-ABOVRESKY, Cerny r

Chlaghowa 1. Tel: 00420 615882082

CESKE BUDEJOVICE, CI

Zacharyasova 5, Tel: (042 602489158

HRADEC KRALOVE, Knihkupectyl Vathalla
Leteu TR51, Tel: (0142 495522009
LIBEREC, Ogrl Dowpe

Silkava 236711, Tel: DOM20603 0
PRAHA, Cemy Rytir

Za Poricskou branou 21, Tel; 00420 222312461
PRAHA, Ogrl Doupo

Mikulandska 4/122, Tel: 0D420 224 234 871
VSETIN, Aftantis

Prikra 42, Tol: (0 42 371411697

GV KEIRENHAYN

Frederilesborggade SKE. 17460, Tel: 331
AARHUS C, Draguns Lal
St Krads Tore 3, SO0, T
CHIENSE €, Dvaguns Lair
Kongensgade 71, 500, Tell 65571 9701
ROSKILDE, Fanalic Roshilide
Allehelgensgadn 15, 4000, Tel: 4636 3546
SLAGELSE, Fanatic Sla
Skowsigace GA, 4200,
ESBJERG, Bunkeren
|erndanegade 2, 6700, Tef: 7516 1199
HILLER@D, Hobhy & Fritid

Hostrupaej 4, 3400, T 825 2616
KEBENHAVN NV, Arena Kabenhavn
Rerdermesterve] B, 2400, Tel: 133 5700
NASTVED, Arena Nastved

Ramshorred 17, 4700, Tel: 3554 6700
REODOVRE, Mr Games

Rotoyre Stationscentor, 2610, Tel: 3672 0255

- 619 D063

e
Ted: 5854 S080

AAL 3 rg Hal nice
Marregade 18, 9000, Tel: 5612 1315
AALBORG, Bog & idé Aalborg

Iytory 3, mun Tel: 4811 6611

AALBORG SV, BO Buger Aalborg

Alborg, St Center 100, #200, Tol: 3075 1545

AARS, Ting og sager
Sardergade b, 3600, Tel: 9862 4552

ALBERTSLUND, Bog & idé Albertslund
Statipnstorvet 2, 2630, Tel: 4364 BA77
ALLERGD, Bog, & idé Allernd

M0 madsenses & 3450, Tel: 4817 2770
AARHLS €, Goblin Gate

Kyshosjen 27, 8000, Tel:
AARHUS C, Hobhy House
Marregade 51, BO00, Tel: 0612 0062

ASNAES, Bog &

Asnaws Contret 2, 4550, Tel: 5965 0014
CHARLOTTENLUND, Bog, & idé Charlotienlund
|argorsharg ARE 5, 2920, Tel: 1964 3840
ESHJERC, BO Boger Eshjery,

Kongensgade 13, 6700, Tel: 7512 1177
ESPERGERDE, BO Boger Expergierde

94311

Bog & ié Farum
Farum Bytory 64, 1520, Tel: 4495 1225
FREDERICIA, Bog & ioé Fredericia
Cothersgade 17, 7000. Tel: 7624 5969

i o]
Ceodthibsvej 36, 2000, Ted: 3819 rl.”:
IND, Legekaden F

RINGSTED, Buddy Legetaj

Moregades 15, 4100, Tel: 5767 1480
RADOVRE, B.0, Buger Radovre

kmlo\-e Cantrum 116, 2610, Tel: 3641 3485

Dorthe's Hobbystue
|I||l‘|r|r\' 14, 3700, Ted: 5695 9449

KILDE, Gnskeley
kl.,ari_ ZBC, 4000, Tel: 4531 3461
SAEDY, Buger & Papir Sahy
Grannegade 22, 9300, 9846 1644
SILKEBORG, Bag & idé Silkeborg
Vestergade 11-33, 8600, Tel: 6682 0287
SKAGEN, Legekasden Skagen
Sct, Laurntinve 40, 9900, Tel: 9644 5465
SKANDERBORG, Schmidt Bog & idé
Adelgate 82, 8660, Tel: AG52 0027
SKIBEY, Bog & idé Skil
Bymicten 2, 40650, Tel: 4751 2302
SKIVE, |ydsk Boghandel §
Marregade 19, 7E00, Tel: 4751 2599
SLAGELSE, Uldtotten
eygardo 2, 4200, n- 3

kaeden
Halhesp, arkackn 11, .nnn Tek:

'|5:I 5035

SONDERRORG, Bogeentret
Perlegade 77, 6400, Tel: 7442 2071

ST HEDDINGE, Hobhystalden

Lejrstoitevej 19, Lejriolte, 4660, Tel: 5650 8610
SVENDBORG, 8.0, r Svendbuorg
Gerritsgade 28, 5700, Tel: 6217 :wu
SVENDBORG, Farve & Hobly Hjsrmet
Kisterplads 7, 5700, Tel: 6121 sl‘n

TASTRI

Gerbrugshago
95, 2634, Tel: 4371 6115

), Buddy Legetaj
Vestorgacke 4, 7700, Tel: 9792
TORSHAVN, P/F Thormas Dam Wholesale
Boks 2148, Farg Istands, Tol: 238311400
VEILE, 8.0, Bager Vejle
A centret 10, Stll\derl‘.idr 2
Teel: 7582
VIBORG, m Bunker
Jernbanegade 19, BEOD, nl Aps0 1730
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Hiubiomvet 5, G00, F
VIBY, Rybrer Bog

Viby Core o gl S
FALKLANDS

STAMLEY, Falkland Collectables
The Generail Store, Tel: 0500 21174

GW HELSINKI

Sinonkatu 9, G100, Tel: DOI50 975 154 525
HELSINKI, Fantasiapellt Helsinki

Vilhonkatu 46, hIIOIJ. [z 0965 0803
LAHTI, Puslenkuain ¥
Raur, tu 16, 151 IlI Tel: 03 7515151
ESPOO, Pelimesta

Ulappakata 1, 02 Tel: 03 813326
O(-\ﬁuu F:umuap:ﬂ

fernbaregade 31, 3600, Tel: 4738 3959
FREDERIKSVERK, Hobby & Legeta]
Mevregade 38, 3300, Yol 21693
GILLELEJE, Lillys Legetsj

Vesterbrogade 9, 3750, Tel: 4830 3050
GRENA, Bog & idé Grend

Torvet 8§, 5500, Tel: 8632 1433

GREVE, BO Bager Hundige

Hundige Storcenter, 2670, Tel: 4390 60N
HADERSLEV, Legekaden Hadersley
Moregade 15, 5100, Tel 3 0345
HADSTEN, Mosquito Cykel Center
Kirkes 1, B0, Tel: BOGH 0839
HELSINGE, Schwartz Bog & idé
Gstorgade 17 - 19, 1200, Tel: 4878 4001
HELSINGE, Teaterhixen

Frederiksboevey 10, 3200, Tek: 2092 2991

HERNING, BO Beger Herning
Bredgar 6, 7400, Tol: 8712 0747
HERNING, Busddy Legetej
Fleming Centret, Merkuss
Tel: 9721 0552
HERNING, F. Kabder
Senallegade 12, 7400, Tol; 1510 1097
HILLERED, Legekaden Hillermd

de 27, 3400, Tel: 4424 6161
HMNG Bog & idé Hjarring
Serar u_lcle 1, BBO0, Tol; Y892 998

NG, Rossels Boghandel
[ Nrukms placs 4, 9800,
HOLBAEK, Geppels legeto
Smadelundsgack 22 E, 4300, Tel:
HOLBAK, Storkielt Bng Eidé
Ahlgade 31, 4300, Tel: 5343 (074
HOLTE, Legetojsbutikken
Holte midipunkt 23, 1, 2840, Tel: 4546 1762
HORSENS, Legekmden Horsens
Hospitalsgade 15, 8700, Tel: 7561 6011
HERSHOLM, GAD Horshalm
Hovedgaden 55 €, 2970, Tel:
HUMLEBEK, Rodes
Torponvej 4, 3050, g 1220
KALUNDBORG, Koch's Beger & Papir
Korditgade 9, 4400, Tel: 5951 0054
KJELLERUP, Ide & Hobby
Sonclergae 12, 8620, Tel: 3668 1326
KOBENHAVN K, Fantask
sk, Pederstrde 15, 1451, Tel: 1393 8538
KAGE, pirhandel
Parregade 12, 4600, Tal: 5665 (062
KOLDING, 8.0, Bager Kalding
Kolding Storcenter 52, G000, Tﬂ 7550 3634
KOLDING, Good Games
Ldshygade 13, 6000, Tel: 7550 0304
LYNGEY, BO Biger Ly
Lynghy Storconser §4, 2600, Te
SESTVED, Holsted Bog & idé
Narstved Stonenter 16, 4700, Tel: 3573 4141
NYKEBING M, Morso Boghandel
0,

GB9Z 1744

5544 1888

546 O

87 (445

NYK@BING F, Hundehuset .

Jernbianegade 33, 4804, Te
ODDER, Legokarden Odder
Rosens Gade 12, 8300, Tel: 8654 4276
DDENSE €, BO Bager Ddense €
Vestergade 59-61, 5000, Tel: 6617 4033
ODENSE 53, BO Bager Rosenghrdscentrel
Rosengdrdsoentied 3] Gl Gagade, 5220,
Tel: 6615 9928

RANDERS, Bog & idé Randers

Braxdregacke 6. B90D, Tel: 8641 0810
RANDERS, Byrge Sarensen Hoblby
Ridhustorvet 4, 1900, Tel: B6:
RANDERS, Randers Hobly Impart
Adcigade 13, 8900, Tel: 8643 3923
RINGKFBING, Buddy Legetaj
Algade 4, G430, Tel: 9732 DEOG.
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foensun
BOI00, 013 2843044
IVWASKYLA, ranmupehl Iyviiskyli
Kauppakata 2, 40100, Tel: 1114 216629
OULL, Favtasiapelit Oulu
Kowlukatu 28, 90700, Tel: Uﬂ 3}'4‘1[".
TAMPERE, Fantasiapelit Tam)
Rongankatu 5, 13100, Tel: 0:| 12‘520)
TURKL, Fantasiapelit Turku
lioplstokatis 134, 20100, Tn' U2 2328413
KUOPIO, Fantasiapelil Kuo
Myllyl 9, 70174, Ted; ulf 1(| 1148
FORSSA, Fun Stuff & Cards
Hiimesndie 7 Torlkeskus, 30101, Tel: 01 43
HAMEEN

Lelushappi

Palokunnankaty 17, 13100, Tel- 03 632 3450

HEINOLA, Tabousmuavi fa lelu

Kaupsiatu 19, 10100, Tel: 03 7154905

HELSIMKI, Fantasiapebit Varasta

PL 1, (531 KL 04':3'3-\'-'56

HYVINKAR, Royal

Maottikat 5, 05831 Tel 119 439376

NSALMI, Taikatalo

Seveonkaty 12, 74100, Tol: 017 826358

IMATRA, Kirja-Lahja Alex Ky

Mansikankuja 2, 55120, Tel 05 4319555

JAMINKIPOH]A, Yanha Kaarti

Kiimkailionntie 2054, 23210, Tel: 43 4762886

AMSA, Jaaklo Saari

Wikilie T, 42700, Tef.

JARVENPAA, Askertolutarvikoliike Taitaville

Helsingintic 13, 0440, Tel 050 413 47 &0
AANI, Leppikerttu

Kauppakatu 34, B7100, Tel

KERAVA, Antikvariaatti Kersa

PL 38, Torikahs 1, (4201, Tel: 09 2044210

KARHULA, Eaghe Card

Feldinen Kargalarie 7, 48600, Tel; 05 214238

KOUVOLA, Muaviepax

\u,ulmlu 3, 45100, Tel; 05 3117955

KLUUSANKOSKI, lHﬂ Savinen

Koupga-aul 45700, Tel: 05 3748271

LOHJA, Lohjan Kirjakaupga

Lavrinkatu 48, 08100, 01% 324150

TEHAMMN, Dillen
Torggatan 7, 1210

13377

Papato
Lahdentle 50, (4G, Tel: 019 684 1911
MIKKELL, Muppela
Vorasalmenkats 21, 50
PORE, Parin Pitkis
HertiuanTari 2.5, 26100, Tel: 02 633 2880
Askertel

Tel 015 161611

PORI, Fo relu

Yrginkat 7, 2100, Tel: 02 632 6671
RAAHE, Raahen Astarteiu ia Paperi
Lahdckorentic 12, 37130

RAUMA, Wanhan Rauman POP-peli
MNomamonkatu |4, 26100, Tel: 02 8234840
ROVANIEMI, Ligacenter Bissi

Rowakalu 28, 9200, Tel:
SALDY, Salon Harraste
wilbankatu 21, 24240, Tel: 916 3560545
SAVONLINNA, Savonkinnan Antikvariaati
Olavinkatu 51, 57100, Tel: 015 534412
SEINAJOKI, Fantasialinna

‘apaudentio 53, 60100, Tel: (405616338
SEINAJOKI, Pithikickka

Veratehlaan kalu 4, 60100, Tel: 06 4177800

560545

TAMPERE, Gamelife
F.aul.srionkul-- 3100, Tel: 03 2121244
VAASA, NI

iru

Kauharkat 19, 65100, Tel: 06 3127027
VALKEAKOSKI, Valkeakoskenkirja
Kauppaiatu 3, 17600

VAMMALA, Info- Tyriidn Ki
Maritlankaty 18, Tof; 03 512 7133

BREECE
ATHENS, Fantasy Shop: Peristeri

Themistokeous 52 & Theokritou,
Ted: 0030 250 577434

ATHENS, Action Hobbi
Cholarges, Tel; 0030 210 6564
ATHENS, Fantasy Shap: Haland
Kolokatroni & Gini 6, Tel: 0030 2 1 BRITIE
ATHENS, Fantasy Shop

1 Septesmrion e-s Tel: 0030 210 B231072
ATHENS, Fantasy shop: Ag. Paraskevi

Aginy Inanaou 248, Tel: D030 210 6065312
ATHENS, Fantasy Shop: Kifisia

Drrsint & D, Kryiakoiv 16,

Tel: (030 210 801 6
ATHENS, Fantasy Shop: Peiraias
Wpsilantou 176, Tel: G0 110 41
ATHENS, Fantasy Shop: Exarcheia
Themvistokleaus +3-45, Ted; 0030 2
ATHENS, Kaissa Amarousiou
Kondili 7, Tel: D030 210 6741675
ATHENS, Kaissa Chess & Ganes
Kallidroemiou 8 & lupohratous 114 72,

Tel; 0030 210 66458

ATHENS, Kalssa Glyfadas

Karikon 4, Tel: 0030 210 BIEL D57
ATHENS, Kaissa Halandrlou

Dioukisis Plakentizs, Tel: G030 210 BEIR4ES
ATHENS, Kaissa Mon

Tritis Sepemyriou, Tel: D030 210 8813 990

s2parr?

ATHENS, Kalssa Priraia
Ipsilantou 174-176, Tel: 0030 210 4296 636
ATHENS, Kalea Pipaton

i 2 lr

73 100, 109 Kydonias St Tel: 0030 282108990
CRETE, Fantasy Shop: Heraklelnn
Idoenenes 2, Tel: 0030 2610 301312
CRETE, Kaissa Hanla
Kydomias 107, Tol: (030 20210 AA%96
HALKIDA, CD Corner
Miaouli 24, Tel: 0030 2221 0B7315
KALLITHEA, Fantasy Shop Kallithea
Irakoous 110, Tel: 0030 29710 26782
LARISA, Kaisea Larisas
Kouroundourny 22, 0010 2410 537337
MAROUSL, Battle Bunker

: 0030 2102520738

Difews 22, Ted: 0030 2105786707
PIREUS, D) Stare

i 42, Keratsini, Ted: 00302 106929169
THESSALONKI, Fantasy Shop: Thessalonikl
PA. Navarinou 2 & D. Gounari
Ted; QO30 2310 240193
THESSALONIKL, Kaissa Thessalonikis
G46 22, Shra 4, Tel: 00 30 2390 257 3¢
VOLOS, Fanlasy Shop
Glavani \m.lui: & Galias, Tef: 0030 24210
28782

BUDAPEST, Silverfand

K36, Lajos u, 40, Tal: 003 125 04157
BUDAPEST, Trollbarlang

1061, Andrassy ut. 13, Tel: 0036 132 13279
GYOR, New Ork

9021, Arany | u. 13 1l em,

0036 706 012 340

MISKOLC, Deron

3525, Deryne w. 7, Tel: 0036 464 11528
SZOMBATHELY, Sarkanytuz

G700, Kossuth . u. 20, Tel: 0036 703 185 815
SZEKESFEHERVAR,

BO00 Pityer u. 42, Tel: (034 703 857 4
SZEGED, Csillagvey

6722, Gogol u. 15, Tel: 0036 203 371 501
VESZPREM, Sarkanytuz

8200, Kessuth . 104, Tal: 0036 705 994 130

REYKJAVIK, Nexus
HVERFISGATA 1P03 3

5, Tol: #3154 5529011

HAIFA, Kitaro
Haifa grand mall, Tel: 00972 48503232
HERTLIA,

Sodeodow 29, Tal: D097 99589077
RAMAT HASHARON, Tapuah

Oisishkin 33, Tel: 001 35404713
RAMAT HASHAROM, Tapuah Fantasy
Saknlov 3

TEL-AVIV, Kitaro

Merkaz baalel Hamelacha 123,

Tel: DUAT2 3629

TEL AVIV, Freak

Even Gevirol &1,

KAUNAS, |SC in Diza
Dircrugystes &1 13,
{ik}

11 0972 36961826

b Kaunas 31, Tel- 370

ALTA, Power
n! an Misrah H-Barner, Msida,
Q0356 21 227999
MM.TA. K Hobbies Lid
Mipesch Road, Fpusa Pla 13,
Tel: 00356 21 GH6423

NETHERLANDS
CW AMSTERDAM
Rokin 6, 1012 KT, Tel:
GW DEN HAAG
Schoalstraat 128, 2511 AX, Ted:
GW HAARLEM

Gierstraat 29, 2011 GA, T
GW ROTTERDAM

Vin tw_\m-ne.-'.;\:,du

20 B22 3863

70 392 7836

et Arnhem
Tel: 026 370 2024
2 uw Bi
Boschstraat 23, 4811 GA, Tel: 076 521 8596
RREDA, Mo v Bliek
Haschstraal 23, 4817 GA, Tel: 076 521 8596

DEN BOSCH, De Dubbelstoen

Hinthamerstrazt 90, 52171 M8, Tel: 073 614 5530

LEFDER, Viiegershop

Turfmarkt 2 PJ]) fIJ Tel- 073 513 2783

MAASTRICHT, Viieg-er-ait
17 F .I P{':. Tel: DA3 325 1653

las 53 HI)I: VK,

Teed: 038 427 6385

NE Elite Store

NE Partner Store

www.games-workshop.co.uk/storefinder
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Ml\l'l;\, Fnrhldllm Power

MALTA, K Nanﬂ Lid
Mpesch Road, Fay
Fel: 00354 21

GW AMSTERDAM
Rokin 36, 1012 KT, Tal: 020 623 3863
GW DEN HAAG
Schralstraat {28,
GW HAARLEM
11

rafrinal

2511 AX, Tel; 070 392 THIG

Tel: 024 551 7477

, M2 AP,

\E\!HTM prlk\o\nr!lw.‘\nd m
Steenstraat 4, GHIE O 41 (2h 370 2028

076 521 85%

I 076 521 B5%

Turfmarkl
MAASTRICHT,
Brussedze 70,6211 P, Tal: 143 325 1653
EWOLLE, Games-n-5tuff

plas 38, 80171 VX,

1

g 1'r-u|I

ALEMAAR, Boakers & Strippers
Baterdraal 19, 1411 FiF, Tel:
ALMERE HAVEN, Famasia
Kerkgracht 41, 1354 AL, Tel: D36 331 8017
AMERSFOORT, Spellenwinckel
chirbiors -, M17 EA, Tel 033 470 0322
ASSEN Plok
ar 1, 94001 KV, Tel: 059 231 12031
nnzc.sn OF ZOOM, Big s
Lievevrowest 23, 4617 I, Tel: 0164 25

B4

DEN HAAG, Spellenhuis
siraat B4, 2518 GT, Tel

ENSCHEDE, Pijplines

Pijperstraar 34, 7511 GM,

CGRONINGEN, Krikke's Hobly:

MNieuwe Wey 28, 9711 Tel: 030 3129314

WIMEGEN, Moenen & Mariken

ennstraal 70, 6511 MP,

024 323 6119

TILBURG, Labyrinth Tilburg/Breda

Langestraal 176, 5038 SH, Tal: 013 544 370

ALMELD, Sombserg Modelbouw

Crotestraat 136, THO7 OW, Til:

ALPHEN AAN DEN RIN, Top 1

Toys Arle vd Panne

Hooflstras 6-68, 2406 GL, Ted: 0172 47 2254

AMSTELVEEN, Het Ganzenbord

Parievinker 59, 1186 £B, Tel: 020 641 2352
VEEN, D Groul Toy Special Store

Rembrandthof 42, 1181 7L, Tel; 020 347 1344

APELDOORN, Top 1 Tays - De I(mﬁerdmnm

Oranperi 158, 731TWE,

BERGEYK, Wouters Technohobl

Pankenstraat 31, 5571 CF, Tal: 049 755 0248

BUSSUM, Bakx Modeltreinen

Laardserweg 3, 14K BA, Tel

Top 1 Tays Speldorada

tsbaun 11-25, 2611 HM

4 681 1981

B 8410

DEN BOSCH, Gameforce
._w.-mm 50, D2, Tel: 71

D!\"EN'I'H! Kniblel Comics
Nieuwsiraat 38, 7417 LM, Tel

elbouw

), 311 CX, Tal: 078 631 2711

EDE, Tinnen Soddaat

Weerdesisin 24, 6714 c's Tel: (1318 65 3298

EINDHO\'(-NI Gameforo oven

Tho, 5612 BT, Tel: 04D 2447030

EMMEN. Spirithoes
n 7E11 Al Tel: 0591 657

Angeliomstraat ] £ , Tel: 046 474 3016
‘GOES, Fantus Fantasy Store

Graene Widje 16, 4461 JW, Tel: 011 1254874
GORINCHEM, Netten Madelbou
Kwekristrant 30, 4200 IV, Tel: |‘|r| 63 BONKD
GOUDA, Intertays v/d Wal

Sigywe Marks 70, 2801 G, Tel; 018151 3525

Chude Kijk o % Jarstraat 40, ¥ 50 414 fis2zd
HENCELD 'Inp 1 Toys. Mnda:;r van Wezel

21 BR, Tel: 022 52
I.KUWA!DEN Brattinga Speelgoed

€. Jacobsstraat 4, 8911 HT, Ted: 058 212 5602
lEDEN 'lou:lmwhﬁe]
Foge Rijndifk 145, 2314 A, T
LELYSTAD, Treinenhoek
Botter 44-15, 5243 |E, Tel; 032 025 1160
MAASTRICHT, Hounjet
BurgemessterCo 18,
Tel: D43 363 677
MIDDELBURG, De Burchi
Landensekaai 19, 4331 |G, Tel: 06 2430 1195
WELINEN, Sdmlens Speelgoed
Parksiraat 24, 5677 GG, Tel: 040 263 2984
O;GSIGEESL De Tombe Toys for Boys...
a
De ku-mp:umnl- at 77, 2341 CS,
Tel: §71 517 297
nLID-ﬂEI]I]LLAND Maurits Moded-H,
Ceogninbargh 32,3267 RG, Tel: \'?’156 {12 1531
PANNINGEN, Top 1 Toys Maﬂ: Inmm
Marke 14, 4901 AN, Te
ROERMOND, !hmhm:lt H!nmeu
Massaustraat bf, 6043 ED, Tel 047 5

226 CV,

1710

ROOSENDAAL, Jadin
Chucke Markt 5, 4701 PM, Tel: 0165 55 7964
SCHIEDAM, BTS
Croenelaan 49, 3114 CH, Tal: 010 473 4755
SCHI|NDEL, Top 1 Toys Annick
Hoofdssraal 133, 5481 AD, Tel: 07
SLUIS, Top 1 Toys E vid Vijver
Cue Keriestraat 7, 4524 CT, Tel 011 746 1393
» Top 7 Toys Soest
W Weedestrast 16, 3761 CF. Tel: 015 629 D444
SPIKENISSE, Lord of Magic
Spuistraat 7, 3201 AR, Tel: 0181
TIEL, Goblincave
Zonnehloemssraat 12,
Tel: 0344 654 689

Dz,

UDEN, Gablin
Brabardplein 16a, 5401 G5, Tel 041 337 064}
UTRECHT, Ef Fanmv Shop

T NH, Te

Mnnps
w1, 3511, Tel) 030 230 4123
UTIECHT Mever Never Land [Wieder &
it

r:um Cracht 202, 4511 MR, Teb 030 233 2293
VELSERBROEK, Mol Flastic Modelbouw
Zadelmakerstraat 64, 1997 JE, Ted:
1
VENLO, Modelbouw Luthart
wkarpersiraat 103, 8012 [

Tel: 0 34 2658
WASSENAAR, Top 1 Tays Kouwenhoven

79, 2242 KK, Tel: 070 511 0211

inds
at &0, .llll EX, Tal (54 351 2827
ZOETERMEER, RC-Pistop
iraat 179, 2712 AL T
ZUYFHIN. Vreemide Zaak
; na

4 316 0560

i 447
KRISTIANSAND, Hobly Huset
Hurrik Wargelandsqt. 26-36, N-4612,
Tel: 3331
Ausn.mn Kremmerhuset

pjefiavik. N-6022,

In' 4
ARENDAL, Hobby Huset Arendsl
Torgalen 1, N4B36, 3744585
ARENDAL, Norli uemwwr
Totver 10, M-480

33850

vei 16, N 5‘ 11, 55922650
HJﬂRKl#N(.EN FX Hobl
FX Habby .'\.5 Bjorkevesen 21940,
Tel: 63831195
Underholdningamagneten
Sandgl. 1, N-DODG, Tel: 7
DDI(KA Yes vi leker Dokka
Bfoss senterct N2870, Tel: 61112090
:GEnsuND Bric Glasmagasinet Sgrey
gt 33-36, M-4370, Tal: 514679040
FALISKE, Ringa Smart
Storgt. 72, N-H200, Tel
ELISA, Ringo Bamsefar
Flisa Stormarked, N-2270, Tel: 62958290
FREDRIKSTAD, I.el::lnrv:l
Brock Gt 7. §
FORDE, Rirgoe L:Ieehund
C.rr:n-l-agrn 9, N-6OOD, T
Gley

SR4ANIT

M-2316, Tel: 62533808

Aslak Beats i
HARSTAL, Smitt og Ritt
Strand Gata, N340, Tel: 7706

HITRA, Ringa Hitra

Jaren enier NP240, Ted: 72441 245
HITRA, Yes Twins
Hitrange  Tel: 72441185

IEbSHEIM,. #ria Jesshel

Jessheim Storsenber, N-2050, Tel: 63873770
KONGSBERG, Ringo Rolf Liane AS
Kirkepaten 6, N-3616, Tel: 32731161
KONGSVINGER, Rings. Gag.m Leker
lernbanept. &, N-2211, Ted 1
KRAGERE, Brio Karis Hoblby
Tarvet 4, NI7H, Tel: 15980404
KRISTIANSAND, Outland Kristiansand
Markensym, 24, N-48T1, Tul: Jp0F9420
KROKSTADELYA, Helmax Leker,

I'su.«. |.i >.rm ntor Sandstranda 14, N-3054,

LANGB‘IJN‘D Ringo Tarangers Eitf. Por
Tarved 4, N-3970, Tel: 15973662

Lagv, Rirgo Sokrates

133185437

phrd, Tal: 75151717
umns, ¥es vi leker Leke Jarnel
1 WB413, Tel: 712159363
Musmn, Hobbysentret
C.M. Hivigagt, 18, N-B&51, T
MOSS, Brio Frisenfeldt
Dranningensgt. 10, N-1530, Tel: 49251200
MYSEN, Brio Saker og Ting
Jornbane gaten 13, N-1856, Tel: A9830194
Nn\.ll\-'ll( Bnn Lek Center Marvik

1 Amilisentrel, N-8514, 1

770

MARVIK, Ringe Barnas Verden

Korgersgr. bb-70, N-8314, Tal: 7

u!mu, Ringo Eventyriand
Vogehund Veren b NT394, Tel: 66779410

OSLO, Yes Nesodden Bokhandel

Tangen uni, Mesceden, Tel: 66311855

0510, Brio Notabene Lambertseter

Langhulgen 5, N-1150, Tel: 22280551

BIARG05

Jernbanetonged 1
O5L0, Outland Paleet
Kol juhans Gate 37-43, Te
05L0, Brio CC Yest

Lille Akerveien 16, N-D383, Tel:
RANDABERG, Ringo Sito

Randbery veisn 372 NADTD, Tel: 53420100
SANDNES, O Saetand
Langgaten 44, N-4001, Tel: 5
SANDVIKA, Hobby Larsen
ey, N-1100, Teh

B6I50%

en b, N-1401, Tel: 64857
SKIEN, Ringo Bjnml Leker

Listarvet b
SKIEN, Sokratis Hnbhyﬁl.ldm
Skistredial 7, N-3707, 4
SOLA, Ringo Sela Gaver og Leker
SU|.||crrh:G||. N-4050, Telt 51651763
SONGDAL, Ringo Sognial Gl
Segningen Slorserter, M-RRST, Tel:
SORTLAND, Ringo Bamse Lehef
Skitisgpdrden, M-S0, 13
STAVANGER, Veslelrikk

Skagen 12, M-4006, Tel: 51095232
STAVANGER, Outland Stavanger

gt 2, M- A0

STOK it
Maskedsgs, 12, N- Tol: TH117750
SYRKLYVEN, Ringo Hlindheim
Kythissien, 6239, Sykkiyven, Tel: 70251029
TONSBERG, Gledeshuset

@, Langgate 47, N-3110, Tel: 92251707
TROMSE, Tromsa Bruktbokhandel
Kirkegl, &, N-9008, Tel: 77686974
TROMDHEIM, Gatham,

Komgens gate 21, 7011, Trondheim,

Tel: 73512856

TRONDHEIM, Outland Trondbein
Munkegaten 58, 7011, Trondhain, Tel
TIA0545

TRONDHEIM, Tronderfrim

St Coave Ge 1T, N-FOTL, Tal: 73500840
TYNSET, Ringo Tyn 1

it ZA, N-2500, Tel: 62480038
VADSE, Brio Vadse

W, Anderdansgt 4, N-9B11, 78942229

AL SO PSR Gl
k 281

ul, Leglonowa 571
Tod: (48 857 993

SII'LQKO BIALA, G!mm

GDANSK, hra

1239, Miszewsings 16, Ty

GLIWICE, Game Station

ol Boh. it Warsuskiego 12, 4100

Tel: 04ME S04 255 19

JELENIA GORA, :mlm. Galeria Karkonoska
1 Maja 27, SES00,

KATOWICE, Bard Contrum Gier

40045, Kosciuszki B, Tel: 0048 322 571 817

KIELCE, Sklep RPG Gracz

25300, Mala 12 w brantie}

Tel: 0044 507 (13 387

KRAKOW, Bard Centrum Gier

1135, Batonego 20017, Tel: 0048 126 320 735

0o SB5 201 952

425, Piotrkowska 107,

Tel: 0044 631 1141

LUBIN, Halrog

59-300, Grotigera 9, (048 602 714 813
LUBLIN, Krzys

20009, Kapucyrska &, Tel: D046 §15 322 986
NOWY SACZ, Hobl

33-100, lagiellonsks 500, Tel: 0048 604 133
2

OPOLE, HMS I Con

45011, Krakowska £Ta, Tel: 0048 774 547 213
POENAN, Bard Centrum Gles

69800, Sw. Marcina 41, Tel: 0044 418 538 277
POZNAN, Sklep Wilczek

ul. Zielong 1, Ted 0048 615 036 52888
SWIEBODZIN, Cremploni

O, Moludniowe 39, 66-200,

Ted: D048 6062TI45T
TORUN, Sklep Papierniczy

B7-100, Srevokn 46, Tel: 004 566 522 593
WARSZAWA, Arkana Ksiazki

P Wilsora 4, Tel: 0048 228 399 417
wumwa Crhdl:la

77T, it K
5
WARSZAWA, Ksngnn-a

0 068, Krnkowskln ’im‘mwg;m N

K38 124 261 707

\'a'AlSIAWA Fabser Faber 5]

02-515, Pulawska 11, Tel: D046 228 491 263
WARSZAWA, Ksiegarnia Saska CENTAUR
03-9665 Brazylijska 5, Tel: D048 226 175 746
WARSZAWA, Sklep Morion

ul. Pewsancen I“k\ln 124 Paw 72, 01420
M8 22 4229120

WARSZAWA, Wim Model Centre
ul. Pevaireska 42544, 02-90

Tel| DO4E 22 BOZ 305 070

WARSZAWA, Warsaw Model Centre

ull- Bibwy Warszawakief 1920 1. nr 4
Tol: D048 228 o

WARSZAWA, Warsaw Model Centre

ul. Ostrobrarmska 75 ¢, Tel: D048 226 113 796
WROCLAW, Skavenblade Centrum Gier

ul, Lardna 154, 50353, Tel: D048 600 426 371
WROCLAW, Skelp Pracownda Fanta

ul. Sokotnicza 7117, Tel: +48 71 354 43 44

Tel: D048 713 417 472
WROCLAW, Ogryn
SO-052, Szowska 7, Tel: 0048 717 851 957
ZIELONA GORA, Avalon

[T Cemtrum, ul. Domatensw Westerplaor 214, 65:001

CLUFMAPDCA, Otala
Regode Fordis A, Tel: 00 4072 72069

KRASNODAR, N?gr_b-
3, Tei:

M.INSIL Valzhanovich ent

Masherowa v bd, Falace of Sports, second floor
Tel: QOBOTY BS48425

MOSCOW, Alegris

Meteo station Alieksiejewskaya Prospekt Mira
104, Tel: 70952168126

MOSCOW, Al

Metm station Dubianka, Miasnickaya St 2001,
T 59261537

HOSCD\\‘ Urdin Juice

tsa 1905 poda” Zvenigaredskojo

shasse 4, Ted: +79057846
MNORLISK, Na Styke Miroy
Komsomaolskaya 2, second flnor, Com Byta, 127
74, Tel: GOBITY 6548420

NOVOSIBIRSK, |

Krasnuy av, bS50, Dom Byta

SARATOV, Detskiy Mir

irow av, b3, Detskiy Mir, second foar, gallery,

Ted: 64 5040

ST PETERBURGH, Art-Miniatures

Sedova at, 11, third flaor, trade center Evrika,
Tel: DOMI2 3321820

TAMBOW, Hobby and tgrushki

Intematsionalnaya ¢, b34-b, Torgoviy M,
T 75 2728811

SERBIN-MONTENEGRO
BELGRADE, Exit Hubby Store
Clka Lijubing 1, Tel 00341 11 62 78 27
BELGRADE, ANET Hobbystore
Wisegracska &, 19000, Tol: 00 381 11 3612 525
BELGRADE, ANET Hobbystore
11000, Zvecanska 1a, Tel: 00381 112652216
BELGRADE, White Dragon
T10040, Vojvade Mileika 44,
Tel: D0 381 BIA27222
NOVI 5AD, Valhala
21000, Masarikova 18, 7
NOVI SAD, Dray
21000, Kralia Aleksandra 4,
Tel: 0 381 B3b 38

ORICA, Neutron Podgorica
Trig Ropubilike, Tel; 00 381 69 060 B&49
ZRENJANIN, Takeda
23000, Sarafkijing 5. Tel: 00 381 2364572

SLOVENIA
LIUBLIANA, Craa Luknja
V00K, Paljarska 19, Tel: S04 $1 2802220
LILBLIANA, Pri Goblinu
1000, Dolenjska Cesta 19, T

BLOEMFONTEIN, The Dy
13 Shom Stree, 9301, Tef D27 51 447 2034
CAPETOWN, The Boys and Mens Habby Shop
121, Tiges Valley Shopping Contie,
4 RS
CA‘PEIOWN, Wizards
iurm on e Main Koad,
Yel tI‘JZ' '165J0]1»\I
DORINGKI.DDF; Banle I‘Ianel
Ca

381 21315538

M)380 4EIIZI0

DU“!N The Hobby Specialists
sty Shoppieg Cenor, ] Paim
A Vi, o ot Ui

DIJIIAN Wizards Waldm\ne
L1d, Windermare Cani 7
indermere Road, Mor-u.n.lslm. 400, Ted;
Ry 1 e

GAUTENG, Wizards Warchouse

Shop Gd, LulUl‘\f 5hc pirg Centre, 3345 Jan
Semuts Avenue, O ark, 2196, Tel: 0027
11 BHD 9252

JOHANNESEURG, Esswes Retail

Shog 20 Nohcliff Comer Shapping Ceatre,
Tol: DOZ7 11 BABIGTY
JOHANNESBURG, Wizards Warchou

Lower leved, Eden Vade, Tel: 027 21 683 036
LINMEYER, Dragons Den

203 Peter Avenue, Tel: DOZ7 D82 834 4124
PRETORIA, The Smelly Troll

297 Lynrwored Ressd,
RANDBURG, Qthertand

Shap G10 B, Brightwater, Rebpubdic R,

Tel: D027 11794257

RUSTBERG, um Books & Games
Boschdalstand 309710, Helenjoseph Drive,
0300, Tel: DOZ7 B3 292 9373

SOUTH-AFRICA, Battle Planet

Mo 4 WEH Centre, 177 Cecile Street, Tel: 00 27
B24593913

7 DB33 079107

GW GOTEBORG
Urattninggatan 52, 417 07, Tel
E..w STOCKHOLM.
Regeringsgatan 30, 111 53, Tel: 0046 8 213 840
GAVLE, Hobbyshopen

Dhodininggatan 25, BOA11, Tel: D26186290

G046 311 33 658

|: 090770360

ESKILSTUNA, Lasses Leksaher
Kunpsgatan 21, 512 20, Tel: 016130335
KARISTAD, Spel och Fantasi

L

Kungastan 6, 4, Ted; 054 15 10 70
MALMO, Utopia, Mabmi

Kegementspatan 8, 211 42, Tel: 040 127250
NORRKOPING, Hobbyhdman

Urosinings 18, 602 24, Tal: 011162120
NORRKOPING, Lekhuset

Jirmgatan 21, &02 23, Tel: 011287070
NORRTALJE, Fantasybutiken
Baltartorpaviigen 8, 761 Ted: (76 57400
STOCKHOLM, Science Fiction

Skeppebrog, 12, 392 11,
KALMAR, Kalmar Lek & thhr

Sidra [ Anggaran 32, 382 12, Tel: 48024717
KARLSHAMN, Leksakshusot

Rannbyg 17, 374 35, Tel: 045410281
KARLSKOGA, Leklidar

Bergsmansg 17, 691 31, Tel: 058634331
KARLSKROMA, Fact & Flethon

gatan 7, 17133, Tel: 45

uset
4, Tol: 145525082
KATRINEHOLM, Leksaksboden
Kapmangatan 1%, 6413, Tel: 0150 79720
KIRUNA, Lekhuset
Box 2001, F21 012, Tol: (48082350
KOFING, MD Habby
Schellegatan 7, 73732, Tel; 0736426178
KRISTIANSTAD, Spel PA Val
L ‘allgatan 2, 291 31, Tel: 0441050897
KUNGALY, Lek & Hobby
st Gatan B2, 442 31, Ted; 30313940
KUNGSBACKA, Lek & Habhy
S.Torggatan &, 434 30, Ted 30014136
LAHOLM, Leksaksaffiren
Tradidrdsgaran 14, 312142, Tal: DAL
LANDSKRONA, Leksakshuset
Timmermansg, 43, 261 30, T
LIDINGO, Karena
Stockbodmsy 53¢, 181 34, T
LIDKOPING, Brin Linkiiping
Framnas City 531 54, Tel: (0 36 510 284 (X}
LIDlﬂFING Game Manlacs
gegatan 11, 531 00, Tel: (705 190274
LINKGFING. Sagodandd
Swndengatan. 18, 5873, Ted: 613122290
LINKOPING, Skogstralior
Barmhemsg Ga, 562 20, Tel: 011124006
LIUNGEY, Brio-Lju
Eskitsgatan 1, 341 30, Tel: 037213481
LULEA, Barnens Hus
Bamy 25, 973 40, Tel: U¥20220095
LUND, Spel ph Clemens)
Clemenstorget &,
LYCKEBY, Serieslsssen
Rikgy 34, 475 62, (4552
MALMEY, Lek & Spel pa Djikn
Dijdknegatan Fa, 211 15, Tei:0a0 .)n||||
MORA, Lek & Hobby
Sicalmyrsv. 31 Naret Km:a‘:muul. 792 30, Tel:
QXE07 168
MACKA, Amusar
Siroccogatan 1, Terininalgatan 3, 131 34, Tel:
OB54a054
m:onm, Laka TV Spel

ioria Axrt, Viisira Storpatan 13, 61111, Tel:
|||5748|0||.J
OREBRO, Lekcenter
Mygatan 32, 70211, Tel: 0196114903

, Modellex AR

Engefbrektsgatan 30, 702 12, Tek: (196111534
ORNSKOLDSVIK, Sound & Vislor
Sholgstan 11, 8%1 33, Tel m.ﬁmw )
ORMINGE, Happies
Crminge Centrum, 132 00
DSKARSHAMM, Brio-Oskasshamn
Lilla torget 572 34), Tel: 0491 170 66

|: 041810790

OB7TR566E0

torgel
1 2THT

OSTERSUND, Hobbybaden
Kapmangatan 31, 811 30, Tel: 061513310
PITEA, Barnens Hus

Backew 55, 941 47, Tel: 031119910
RIMBO, Fantasybutiken

Kipmanragatan 7, TE231, Tel: 017372777
SALA, Ebons Leksaker

Rédbasgatan 10, 733 30, Tel: 022410519
SKELLEFTEA, Barnens Hus

Uppfinrar 5, 931 42, Tel: 091013990
SKELLEFTEA, Lek & Hobby

Nygatan 48, 931 31, r:l.n;n:-unau
SOLENTUNA, Barnens Hus

Buollstandsy. 1, 192 74, Tel: (86265040
STENUNGSLIND, Barnhuset

Stenungstong, 444 30, Tel: 030380384
STOCKHOLM, Dragons Lair

Kungsholmstor 8, 112 21, Tel: 08 654 60 50
STROMSTAL, Kjefls Lek & Hobby
Sodra Hamngatan B, 452 10, Tol: 0524
SVEDALA, Elbe Lekis

Starg 40, 233 31, Tal: (404003168
SAFFLE, Bergers Lek & Basatini

WA Storgatan 1, 61 30, Tel: 053310345
A A

T

ilsterling Gatan 48, 111 27, Tel: 08215052
SUNDSVALL, Orionspel och biicker
Riipmangatan 23, 452 32, Tel: DAOTS
LIPPSALA, Prisfyndet

ungsgatan 39, 753 21, Tel: 016106607
VASTERAS, Zetterbu

Sweapatan 33, ?:212 Tel: 021 1044 91
VAX|(), Helges HA

Klosterg, 4, 352 1|I T:-i- 715 25 M
ANGELHOHM, Leksaksmagasi
Framtidsgatan 1,263 64, Tel: 0431 50
ARVIKA, Perry Data

Kipmangatan 4, 67137, Tel: 0570710660

ASARUM, Lek & Fritid

Granvidgen 2, 374 52, Tel: 0434329906
AVESTA, Vega Video

Kungsgatan 16, 774 30, Tel: 022680078
BORAS, Hobbex

Skaraboigsy hI-b4, 506 30, Tol: 033418380
DEGERFORS,

Buskul
Agersgatan 2, 693 30, Tel: 00 46 586 92 034
ESKILSTUNA, Barnens Hus
Folkestafedin A0, 635 0, Tel: UT6481138
FALKOPING, MysPys
Storgaten 22-26, 521 42, Ted: 051581150
FALKENBERG, Bric Falke
Storgatan 35, 311 37, Tol: +46 () 346 807 60

FINSPANG, Aumet
B:rpuwmgu - Kelkugnsgatan 1,612 30,
Tel: 01221412
r&nla‘r.-\DEN. Leksakso
Dilands Kopstad, 196 31, Tel: 040534570
GISLAVED, Albe Leksaker
Sixdra Storgatan 10, 132 33, Tel: 037110733
GALLIVARE, Lekin
Megall Vagen 14, 982 348, Tel: (970
GUSTAVSRERG, Lilla Guls Barnsligheter
Gustavsberg Certrun, 134 40, Tel: DBS7036500
HALMSTAD, Brio-Halmstad
Stormgatan &, 02 b0, Tel 451539175
HUDIKSVALL, Albins Loksaker
Storgatan 24, 024 30 Tel: 0650595082
JARFALLA, Hohbex
Flyavlarten, 17534, Tel: DUSEITB0%]
JONKOPING, Play Planet
5t Glransvigen, 55454, Tel: 036122634

DOty

501

E-Crntoe, B26 40, Tel: 027014200

TOMELILLA, Alfs Loksaker

Mornegatan &, 273 30, Tel: 041710008

TROLLHATTAN,

Ladugdrdsvigen 12, 401 70, Tel: 052079459

TUMBA, Leksakskungen

Tumba Torg 7, 147 30, Tel: BA53034000

TUMBA, Kom & Lek

Bryggarv. 57, 147 30, Tel: 0BS

TABY, Hohly & Prylar

Walatorp 1F, 18752, Ted: 0851050426

UMEA, Bamens Hus

Bjtimy 10, 90Ha 40, Tel: 0907

UPLANDS VASEY, Lekia

Dragony, @6, 194 (0, Tel: 659030913

UPPSALA, Barnens Hus

. 753 23, Tel: D18602970
Spelbutiken

Norrgatan 10, 432 41, Tel

VETLANDA, Leksskslagret

Lasarettsgatan 21, 574 40, Te

VIMMEREY, Brio Vir

Stidra Industrigatan 15, 398 40, Tel: 0432311684

VISEY, Lokstugan

Histgaten 18, 621 57, Tel: 0498,

Da0aT1

0678610

HE31 9590

5050

vis‘rmm Lokstugan

damn Gatan 38, 593 30, Tel: 49036171
us-m FROLUNDA, Tays
Markonigatan, 421 11, Tel: 011459301
VAXID, Helge H

ks
Kloswers, 4,352 30, Tel; 08715
YSTAD, Tv Fman
Tobaksgatan 16, 271 41, Tel: 041 166600

TANBLIL, Sihir

esiktas, Siranpasa 215, Tel: (090 212 227 9855
ISTANBLIL, Gereldi Soyler

Tosvikiyr, i Sk, 111, Tel: 000
ISTANBUL, Ureten
Bakalny, Ratecesaray Sk. &4, Te
1ZMIR, EﬂlMlﬁll
Alsancak, 1447

KIEV, Charge
Lagerma str 40 (Mot Beresteskal, Sat 29
Tal: DR D4445676T1

291 DBEY

364

090 212 6

L 4, Tel: 0090 232 464 7669
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1st Company Veterans

(Warhammer World)

Contact; Chris and Scott

E-mail: info@1stcompanyveterans.net

Aftermath (East Anglia)

Contact: Lee Lowe

Phone: 07921 859 581

E-mail: leelowe@btopenworld.com

Armageddon Inc. (Bucks)
Contact; James Schofield
Phone: 01494 865 905

Battlenet (Norwich)

Contact: Richard Miller

Phone: 07710 702297

E-mail; Richard@battlenet.co.uk

Battlescar (Poole)

Contact: Paul Cleveland
Phone: 01202 385 632
E-rail: paul@battlescar.co,uk

Blackiish (North Walsham)
Contact: Guy Blashill
E-mail: guyblashill@yahoo.co.uk

Bracknell Forest Gamers
Contact: Daniel Currey
Phone: 07951 936 955
E-mail: chair@bigclub.org.uk

BRBBA (Bognor Regis)
Contact: Frank Hill

Phone: 07896 319683

E-mail: mrfrankhill@yahoo.com

Bridgend YMCA Games Club
Contact: Matt Churchill

Phone: 01656 668298

E-mail: velvetfiend@yahoo.co.uk

Brighton Warlords

Contact: Peter Cooke

Phone: D797 409 4240

E-mail: Peter.cooked23@ntlworld.com

Buckenham Bone Crushers

Contact: Paul Girling
Emailawww.banhamandthebucks.co.uk
Jwargames

Chelmsford Bunker
Contact: David Chilvers
E-mail: bunkersecretary@vyahoo.co.uk

Clapham Wargames Guild (London)
Contact: Thomas Petit

Phone: 07966 969 309

E-mail; info@claphamwargamers.org.uk

Clayton Warlords(Hampshire)
Contact: Roger Smith

Phone: 07711 556 296

E-mail: Roger_gs_smith@hotmail.com

Coppull & Chorley Knights
Contact: Jonathan Taylor-Yorke
Wehsite: hitpy/cack-warga lub.net

Colchester Games Club

Contact: David Freeman

E-mail; info@colchestergamesclub.org.uk
Phone: 07859 775 572

Cross Swords Gaming Club
Contact: Anthony Cross
E-mail:antandshell@cross247.
wanadoo.co.uk

Phone: 01752 837 133

Dice and Dagger (Bude)
Contact: Kurt Baker
E-rail: celtofkernow@aol.com

Dudley Darklords
Contact: Paul Sheldon
Phone: 01384 288 360

Dursley Games Club
Contact: Dan Bishop
Phone: 01453 549 377

Dysartes
Contact: Nick Johnson
Phone: 01924 374097

Edinburgh Pub Bowl League
Contact: Dave Avery

Phone: 07837 380713

E-mail; daveryedin@hotmail.com

Gambit Games UK
Contact: Gareth Wynn
E-mail: Gareth.wynn808@ntiworld.com

Gatekeepers Wargames Club (Shrewsbury)
Contact: James Sherry
E-mail: info@gatekeepers.me.uk

Gobstyks (Lincoln)
Contact: Will Platten
Phone: 01522 803310
E-mail: info@gobstyks.co.uk

Hammer N Ales

Contact: Daniel Few

Phone: 07816 889028

E-mail: sonofsmy@hotmail.com

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

Jersey Privateers Gaming Club
Contact: Paul Noel

Phone: D1534 738192

E-mail: noelwarlock@aol.com

K.LA (Midlands)
Contact: Che Webster
E-mail:Blackfalcon@bruxx.net

Kirriemuir Wargames Club

Contact: Michael Anderson

Phone: 01382 454068

E-mailswwew. kirremuinwargameselub.co.uk

Last Stand (East Anglia)

Contact: John White

Phone: 07861 136140

E-mail: whitewaterD034@hotmail.com

Leeds Night Owls
Contact; Steve Nolan
Phone: 0113 225 0461

Macewargames (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

Middleshorough Gamers Club
Contact: Shaun Atherton
Phone: 01642 272 021

Mitcham Marauders (Mitcham)
Contact: Jason Fowler

Phone: 07766 3403472

E-rail: gabrias_thebard@yahoo.co.uk

Newmarket Dwarf

Wargames Society

Contact: Chris Peachey
Phane: 07967951289

E-mail: nktdwarf@hotmail.com

Morth West Warriors (Kendal)
Contact: Adam Turner

Phone: 07905 410 067
E-mail: OrcA9@hotmail.com

Northumbrian

Adventurer's Guild

Contact: Mark Anderson Coulter
Phone; 0772 767 398

E-mail: nagonline@hotmail co.uk

Nuneaton Model and
Gaming Club

Contact: Brian McCormack
Phone: 07976 884 558

Oxford Gaminé Club
Contact; Mike Sharp

Phone: 07802 764143

E-rnail: Mike sharpd@btopenworld.com

Phoenix Gaming Club (Rushden)
Contact: Darrell Lee
Phone: 07951 728142

Plymouth Association of Wargamers
Contact: Orlando Murrish
Phone: 0175 251 1402

Portbury Knights

Contact: Alan Vowles

FPhone: 07771 985488
E-mail: alanvowles@msn.com

Rainhill Wargames Club
Contact: Paul Tennant
E-mail: paultennant@hotmail.com

Royal Guild of Minted Boards (Cheshire)
Contact: Christopher Fry

Phone: 07976 878732

E-mail: Chris_Fry@FryupFilms.com

Redcar Ironbeards
Contact: lan Widdowson
Phone: 01642 503207

Sad Muppets Society
(Basingstoke)

Contact: David Offen-James
E-mail: david@sadmuppets.org

The Spiky Club (Reading)
Contact: David Cole
E-mail: spikyclub@hotmail.com

South Oxfordshire Wargamers
Contact: Darren Basset
Phone: 0199 370 0226

St Aidans Warriors Club

Contact: Paul Fletcher

Phone: 01415 770196

E-mail: paulmcgregorfleicher@hotmail.com

Stirling Wargamers

Cantact: Paul Brooks

Phone: 07879 612 033

E-mail: paul@treeandleaf.plus.com

Stortford Stormers

Contact: Richard Bower
Phone: 01279 465 574
E-mail: rh@abbyy.co.uk

Suffolk and Essex Gamers
Contact: Mark Aldhouse
Phone: 01440 785589"-

Swarmm Wargames Club

Contact: Matt Holden

Phone: 01473 827 208

E-rnail: matt@holdenhouse freeserve.co.uk

Swindon and District Wargamers
Contact: Paul Nettle

Phone: 01793 700609

E-miail: nettle.tribe@ntlworld.com

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

TGC (Tamworth)

Contact: Phil Hannigan

Phone: 01827 287446

E-mail: philhannigan2002@yahoo.co.uk

That Dam Gaming Club (Newmillerdam}
Contact: Matthew O'keeffe
E-mail: matt_okeeffe@hotmail .com

Tolworth 1st Founding
Contact: Peter Corps
Phone: 07788 790136

Tunbridge Wells Wargame Society
Caontact: Colin Stone

Phone: 0175 340 0211

E-mail: colin@castane. freeserve co.uk

Walburton Wargamers

Contact: Mike Roddham

Phone: 01245 554185

E-mail: walbertonwargamers@yahoo.couk

Mittnrd Eadl

Contact: Robert Phipps
Phone: 01494 465244
E-mail: rp@a-b-a.co.uk

Warlords of Walsall

Contact: john Davis

Phone: 01922 724278

E-mail: warlords_of_walsall@hotmail.com

Woking 1st Founding
Contact: Peter Corps
Phone: 07788 790136

Yeovil Games
Contact: Chris Lowe
Phone: 07811 843747

York Garrison (York)

Contact: Robey Jenkins

Phone: 07967 277994

E-mail: garrison_wargaming@yahoo.com

>

\E Elite Store

NE Partner Store
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Components and Advance Order information

ORDERING DIREGT

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.

* 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

Fast, secure and straight to your door!

HOW YOU CAN ORDER!

e On the internet: Visit our secure Online Store at:
www.games-workshop.co.uk/store

* In-Store: Order from any Games Workshop Hobby
Centre at the in-store order point.

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)

* By FAX: Fax your order on: 0115 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

"
e

ELDAR rpse

COLLECTORS’ GUIDE

i

Catalogues showing all the
miniatures for each range.

Each Gollectors’ Guide features:

« The full range

» Gomponents

» Direct exclusives

» iolden Demon winners
o Army Showcases

o 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 e
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 ¢ Undead

Ficturas for liustrative purposes only, Product contents may vary. Products sold unpainted and unassembled. Certain Citade! produets may be dangerous if used
incorrecHy. Prices correct at fime of going to press, please contact us for current availability and Games Workshop prices. Prices quoted are for products sold by
gue or websita,

122 WHITE DWARF ORDERING DIRECT

Games Workshap through ils own slores,

relanars arg for determining their own prices,



__URUERING DIRECT

This months GlllllllllllﬂlllS

6RC

AVAILABLE -NOw!

NIGHT GOBLIN SHAMEN 1 NIGHT GOBLIN SHAMEN 2 ORC SHAMEN ON FOOT
9947020916401 £4 9947020916402 £4 9947020915301 £6

NIGHT GOBLIN HERO 1 NIGHT GOBLIN HERO 2 NIGHT GOBLIN HERO 3 BODY NIGHT GOBLIN HERO 3 SPRUE
0947020916001 £4 9947020916002 £4 9947020916003 £4 9947020916004 £1.25

AVALABLE -NEXT MONTH!

GOBLIN HERO 3
9947020915503 £4

GOBLIN HERO 1 GOBLIN HERO 2
9947020915501 £4 9947020915502 £4

GOBLIN SHAMAN 1 GOBLIN SHAMAN 2 MOUNTED GOBLIN WARBOSS 1 MOUNTED GOBLIN WARBOSS 2
9947020916301 £4 9947020916302 £4 9947020915401 £5 9947020915402 £5

Pictures for ustrative purposes anly, Product cantents may vary. Products sald unpainted and unassembled. Certain Citade! products may be dangarous if used
incorrectly. Prices correct al time of going to prass, please confact us for current avallability and Games Workshop prices. Prices quoted are for products sold by

www.games-workshop.co.uk/store 123
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~ ORDERING DIREG save time, shop online.. www.games-workshop.co.uk/store... fast, secure an

KMAS IS GOMING o

WARHAMMER THELORD OF  SPECIALIST WHITE

N
UK ONLINE STORE WARHAMMER 5 QAMES WORESHOP

40,000 THE RINGS GAMES DWARF

Advance Orders New Releases Terms and Conditions Checkoit

el ATaE ] Senof e Shapeing Cot
Imperial City (10 Buildings) Welcome Guest (Log Oul)
View Your Car
T E— Price: £100.00 Refease: Out Now Mtems: 000
- - Meim Type: Boxed Sel Part Code: 39120199007 Value: £.00
[seaichl | Postage: hiis,

This awesome box sel gives you everydhing you will need 1o
create a ruined city for the soon to be released Cities of Death,

In this box you will find enough sprues to build 10 buildings in —
any mixure of the Sancium, Basilica and Manufactorum! Suggestions

© Gefing Started . ] 4 . “
-
o Cifies of Death More Information  Add to Cart

e g m—'aQ&“?&iﬂg—‘s Advance Order — 40K Expansion: Cities of Death O 'ﬂ1_,-.:-2-‘_‘
2 - Price: £40.00 Release: 262006 ! W

C h ri Stmas IS Mem Type: Bared Set Part Code: 60120199001 Acaiam B dAlna
around the corner

and getting your i
presents couldn't Mﬂua pamt SEt
be easier when
you use the Online
Store.

e DON’'T LEAVE
YOUR HOUSE
From order to
delivery.

e ENTIRE RANGE
Available
whenever you
want.

e EASY TO USE
All models
grouped by
system.

Tau Megaforce

www.games-workshop.co.uk\store

aue time, shop online.. www.games-workshop.co.uk/store.. fast, secure and straight to your door.. www.games-workshop.c

Pictures for ilustrative purposes only. Product contents may vary. Products sold unpainted and unassembled, Corfain Gltadel products may be dangergus if used incorrectly.
124 WHITE DWARF ORDERING DIRECT Frices correct at lime of going lo prass, please confact us for current avaitability and Games Workshap prices. Prices quoted are for products sold by Games Workshop
through ifs own stares, or website. r retailers arg itile for ing thair own prices. “Comparsd fo buying contents seperately




tto your door.. www.games-workshop.co.uk/store.. save time, shop online..

E['Tl"ﬂ STM“H]... The best way to start playing.

The easiest and
economical way
to start or add
to an army!

Battalions

Wary
wARMA AL,
K =

i

| AN INTRODUETION TOTHE TA8

)re.. save time, shop online.. www.games-workshop.co.uk/store.. fast, secure and straight to your door.. Www.games-wor

Picturss for [ilustrative purposes only. Product contents may vary. Products sold unpaintsd and unassamblad. Certain Citade! products may be dangercus if used incorrectly.
Pricas corect at time of going to press, pléase contact us for current availability and Games Workshop prices. Prices quoled are for products sold by Games Workshop www.games«workshop.co.uk/ store 125
through its own storas, cafalogue or website. i rétallers arg ible far ining thelr own prices, *Comparad fo buying contents saperately




g .
Exclusive Autarch only
availabie in this set!

'WAR"AﬁMEn

40,000,

£50 Batthforcq RELEASED 04/11/06

Against buying the contents separately

Pictures for flustralive purpases only. Product contents may mry.' Products sold anpainted and :inas_smma. Ceriain Citadel pradusts may be. dangerous if used
126 WHITE DWARF ORDERING DIRECT Incorrectly. Prices cowect attims of going to press, please comact us for current Svailabilir and Games Workshop prces. Prices quoled are for products sold by
Games Workshop through its own sfores, Qe Or wiebsits. retaers afe Ihle far d ining thelr own prices.




Eldar (ar (Ualker Yquadron

RELEASED 04/11/06

ELSLR WEA WILKER
SOHATADN anrT
WARHAMMER /oo s
B GUERAE ELBARS
- ESCUADRIM OF BIFDBES
BE COMBATE

Eldar (Uraithlord reieasep 25/11/06

FANTOME ELDAR

ELDEH FLOGR
WARHAM MER “cwew  semwcasnoe
—

Eldar Dire Avengers
RELEASED 4/11/06

ELDAR ELDAR
BIRE AVENGERS ASURTANS JAGER
w““ﬂ,‘%ﬂ MER / “m® e

VENDADORES
IMPLACABLES

Picturas for ustrative purposes only. Product contents P X LASSE ain Cifadel umm:-. may ba dange

inporrectly, Prves correct al fime of going o press, ’ Garnes D prices. P olei are for pmn'u
Games Workshop through its own stores, calaiog, 2, cas

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.

s Postage for Advance Orders is only £27%,
so you can afford to get more models
for your money.

Advance order now:

26th August (released 21st October)

& Bl AV corsrnesersnverniiser e ik ol L)
Advance order now:

26th August (released 28th October)

e Goblin Warboss on Wolf ............ £7.00
* Goblin Heroes ............... .. £7.00
* Goblin Shaman ...... £7.00

s Skarsnik and Gobbla ...
* Orc Arrer Boyz (Direct only; ........ £7.00
e The Armour of Contempt............£16.99
¢ His Last Command ........
¢ Death’s LEBACY 1 crvmismeimimisessss

Advance order now:
30th September (released 4th November)
wades Eldarini eyl 200

.. £50.00
£18.00

* Eldar Battleforce .........
o Eldar Dire Avengers .........ccoveuns
s Eldar Farseer and

Warlock bodyguard ...................£18.00
¢ Eldar Dark Reapers ........ ...£20.00

» Eldar Striking Scorpions.. ...£18.00
 Eldar Warp Spiders ... .. £18.00
e Eldar War Walker Squadron .. £40.00
® Eldar Farseer .. £ ..£7.00

* Eldar Yriel - Autarch of Iyanden £9.00
» Eldar Eldar Autarch with power

sword . N T
s Eldar Ranger [DJI'ECt OnIyJ .......... £5.00
- Advance order now:

- 14th October (released 25th November)

¢ Eldar Bonesinger .........ccoveeennennn . £7.00
¢ Eldar Wraithlord ..... -

¢ Eldar Fire Dragons .....
* Eldar Howling Banshees
* Eldar Swooping Hawks......
e Eldar Eldar Autarch with fu';lon gun

« Eldar War Walker
*£2 postage only applies to Advance Order products being

. delivered to addresses in the UK or Ireland. Orders including

Advance Order products will be held until the last available
product is released.

www.games-workshop.co.uk/store
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But you only get it for this price

~ when you take out a subscription!
Subcriptions guarantee you will

8l° not miss an issue, and offer savings
8 .over buying individual copies. There
are a number of ways to subscribe.

- » Call Games Workshop direct on
0115 91 40000

* Log on to
www.games-workshop.co. uk/store/wh:tedwarf/

THE RETURN BF THE DACS & GOBLING
« DESIGHER'S MOTES

+ WEW MINIATURES REVERLED

« MNESIVE BATTLE REFORT

* Visit your nearest Games Workshop store
* Complete the form belowsand return to:

GW DIRECT SALES, WILLOW ROAD,
LENTON, NOTTINGHAM; NG7 2WS
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