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You Manlings call this season the most wonderful time of the year,
and that it is! This month sees the launch of a range of hobby
accessories, army cases and other stocking fillers to aid your
seasonal gaming frenzies. Not only that, but in these pages all
you players of Warhammer, Warhammer 40,000 and The Lord of
the Rings will find more than enough gaming material to keep you
going till the New Year. _

First up, we have a Warhammer battle report with a twist (my favourite, even though
there are no Dwarfs in it). In it, a valiant force of Bretonnians and Wood Elves must defend
a castle from the besieging, 8000-point Dark EIf army. Whichever way you look at it, some
Elves are going to get hurt, so I'm happy! Next up, we bring to you two complete
campaigns, with scenarios and hobby tips galore. The first sees the Imperium facing off
against the Eldar, while the second features Haradrim versus a Khandish host for The Lord
of the Rings strategy battle game. And of course, we bring you all the usual hobby

RECT SA s goodness — truly this is a magical time!
51011921180754
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_ NEW BRELEAS :L_

(& ELDAR ¥

ELDAR WRAITHLORD

This hox set contains 1 Eldar
Wraithiord, a large multi-part
plastic kit complete with
multiple weapon variants

o 3
Sculpfeti by Jes Gaon'mn and Martin Foofitt

ON SALE NOVEMBER 25th

ELDAR SWOOPING HAWKS

This box set of metal models
contains 1 Swooping Hawks

Exarch and 4 Swooping Hawks
Aspect Warriors

| ELDAR SWOOI msum:s 'ﬁs

: Sculpréd by Mrks; Mc\«'ey
ON SALE NOVEMBER 25th
\ WARHAMMER
40000,

ELDAR ELAR
MOOPING KRIEGSFALKER
! FALCHI PREDATORI
= . ELDAR

This blister pack contains
1metal Eldar Autarch

>>> SEE PAGE 88 FOR MORE INFORMATION ON WRAITHLORDS

miniature, a fantastic army
general with fusion gun and
shuriken pistol options

'ELDAR AUTARCH WITH FUSION GUN £8
Sweden  Kri15 Denmark . Kr100
fﬁbr'nﬁu'y ; Kr'TQB ~ Fure 1€]2:50

:Scuipfed by Jes Go@dwrn

ON SALE NOVEMBER 25th

Pituras for Mustrative purposes only. Product contents may vary, Products sold unpainled and unassembied. Gerfain Crradnrpmn'ucrs may be a’angemus if trssdmmrrecm' Prices correct at time n.fgrmr;g (1] press, Dlease contact us Jor Gurrent
availabiiity and ctirrent Gamas Workshop prices. Prices quoted ara for producls sold by Gamas Workshop through its own stores, or websits, | TEfilers are resp far o their own prices.

Swooping Mawks Aspect Warriors are
exfsting Citadel Miniatures, available for
the first time in-a handy squad box set.
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ELDAR HOWLING BANSHEES

This hox set of metal Citadel
miniatures contains 1 Howling
Banshee Exarch with
Mirrorswords and Executioner
options and 5 Howling Banshee
Rspect Warriors

Swedan
“Merwey

ON SALE NOVEMBER 25th

This hox set of metal Citadel
miniatures contains 1Fire
Dragons Exarch with firepike
option and 5 Fire Dragons
fAspect Warriors

EXARCH WITH ENECUTIONER

ENARCH WITH FIREPIKE

|WE$I PON URRIANT

ENARCH WITH
MIRRORSWORDS

EXARCH WITH FUSION GUN

{ WARHAMMER

ey —

ELOAR
FEDERDRACHEN
DEABH] O

Fueca

ELDAR

Piclures for Mustrative purposesonly. Produst contants may van: Products sold unpainted and unassarmbled, Certaln Citade! products may be dangerous if used incorrectly. Prices correct al time of going fa press, please contact ue for current
avaiability and currsnt Gamas Workshop prices. Prices quoted are for products soid by Games Workshop through its 0w stores, catalogue ar website. Indapendan! retaliers are respansibie for determining (heir own prices.
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HOBBY ACCESSORIES

c“s."l M ﬂﬂ MY GASE CUSTOM FIGURE CASES

AVAILABLE FOR A LIMITED PERIOD!

Red miniatures carrying case
with infantry foam trays and
cavalry foam trays

K7 50 - Denmark
Norway K750 Eura
Prodict code: 99230299002

LARGE MODEL CUSTOM ARMY CASE

K650
- €80

Green miniatures carrying
case with customisahle foam
inserts for large models

LARGE MODEL CUSTOM ARMY CASE - £50
Sweden  Kr750 “Denmark  Kré50

Norway  Kr750 Euro £80
Pfdh*ud code: 99230199002

WARHAMMER COUNTER SET

Contains all the counters

you will ever need for your
games oi Warhammer

WARHAMMER COUNTERSET €6
Sweden  Kr100 Denmark K83
Narway — Kr100 _ Euro £11.50

Prodluct code: 99220299021
ON SALE DECEMBER 2nd

Pigturss for iilustrative purposes only. Produiet contants may vary. Products sold unpainted and unassembled. Cerain Gitadel products may be dangerons if used incorrectly. Prices correct at time of going {0 piess, please contact us for currsil
avallability ang current Games Workshap prices. Prices quoted are Tor produt!s sold by Games Workshap thraugh ils own stores, satatogue or website. Independent retailers are-responsilis for dstenmnining thalr own pricas.

L T e R e
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RULES CASES WHILE STOCKS LAST!
WARHAMMER 40,000

WARHAMMER

Special Edition Warhammer
40,000 Rules Case

Special Edition Warhammer

Rules Case

_£10

‘WARHAMMER RULES CASE ; ULE £10
Swedan  Kri40 Denmark K115 ‘Sweden  Kr140 Denmark  Ki115
‘Morwaly Euro £15 MNorway  Krl40 Euro €is

Product coder 992307928001

Product cocle: 9923029200

ON SALE DECEMBER Znd

THE LORD OF THE RINGS

Snecial Etition The Lord of the
Rings Rules Case

THE LORD OF THE RINGS RULES o
Sweden | Kel40  Denmark  Krl15
Mooy K0 Eao el
‘Praduct code: 99231499001

ON SALE DECEMBER Znd

WARHAMMER 40,000 VEHICLE DAMAGE DICE

SIX DIFFERENT TIN DESIGNS

- WARHAMMER
40000

ON SALE DECEMBER 2nd

Contains 6 Glancing Hit dice,
4 Penetrating Hit dice and
2 Ordnance Hit dice

£6
adle Denriark K85
Norway K100  Euo  £11.50

Product code: 99220199031

Gauds WORTSHOP *

ITADEL

HERO BASING KIT
WHILE STOCKS LAST!

LDEN B

Contains 2 sizes of slate, clump
foliage, dead grass and 12
resin skull piles

....... _£10
‘Denmark  Krl15
Euro €15

140
Praduyct code: 99229999064

~ ON SALE DECEMBER 2nd

Pictures for iustrative purpases only. Praduct contents may vary. Products sold unpainted and unassembied. Certain Gitadel produsls may e dangsrous if used incorrectly. Prices correct at ime of going fo press, please contact us for currant

relallers are

far

availzbility and current Games Workshop prices. Prices quoled arg for products sold by Games Workshop through its own siares, U or aisite.

ing their ¥t pnicas.



NEVU RELEASES

@ THE EMPIRE
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REIAMMES

EMPIRE ARMY

The Empire is the largest kingdom of Men in the
Warhammer World, and its people have become
accustomed to constant warfare as their lands are
threatened by a multitude of enemies, from both
within and without.

Available 3 weeks before the main release!
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METAL BRIGHT WIZARD
EXCLUSIVE TO THIS BOX!

This box set contains 1 mounted

General, 1 Army Standard Bearer,

1 Bright Wiizard, 20 State Troons,
10 Kandgunners, 10 Crosshowmen,
5 Outriders, 5 Pistoliers, 12 Knights,
1Great Cannen & Empire Army Book.

|EMPIRE ARMY W e
‘Sweden  Kr1900 Denmark  Kr1600
Kr1900 “Eure: €220
= 99110202206

| Models sculpred by e Citadel design team

ON SALE DECEMBER 16th

ARMY STANDARD BEARER

Ficturas for Niustrative purposes only. Produet contents may vary. Producls sold unpainted and tnassembled, Gertain Gitadel products may be dangerous if used incorrectly. Frices correct at time of going fo press, pldse contact v for current
availsbility and Gurrant Bames Workshop prices. Prices. quoted dre for products sold by Games Warkshop through its own stores, gue or website. I refailers are itnle far their own pricss.




BLACK LIBRARY

and sourcebooks that

novels

Black Library publishes a range of

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

b e e T e e

| finding it difficult to get hold of any of their publications then go to their website, where !.

their books may be purchased directly.

S T e = - e AL SRER . B ks

DEATH WORLD EMPIRE AT WAR OUTLANDER

When a squad of elite Catachan This lavish book examines some of When a stranger comes to town,
Jungle Fighters is sent to the death the most famous battles of The the local gangs see a golden
world of Rogar Ill in response to an Empire. Rich with maps and opportunity to put the man’s

Ork incursion, their training is truly illustrations, each battle is forgery skills to nefarious use, But
put to the test, As well as deal with examined, discussed and dissected: in the nightmare world of

the Orks, they must also do battle its historical context, tactics, forces, Mecromunda; nobody is as they
with the planet itself and the important personalities and events, seem —revenge is the only thing
mysterious figures that stalk them the outcome of each and lessons to on the stranger’s mind, and he'll
through the deadly terrain. be learned. pay any price to achieve it.

DEATH WORLD £6.99 EMPIRE AT WAR £15.00 {OUTLANDER ‘£6.99
by Steve Lyons i by Matt Ralphs . N by Matt Keefe ] s
(Sweden KrlZ20  Denmaork KriQ0O Swaden Kr250  Denmark Kr200 ‘Sweden K120  Denmark Krl0QO

Morway K120 Euro €13 Euro £25 Neorway K120  Euro €13

(1SBN; 1-B4476-398.9

Morway Kr250
1SBN: 1-84476.415-2

call hell, they call home!

DEATH WORLD

Steve Lyons

SOUL DRINKERS
OMNIBUS

The Soul Drinkers Space Marines
have served the Emperor loyally for
thousands of years, bul their desire
to retrieve an ancient chapter relic
throws them into conflict with
thase they are honour-bound to
obey. Faced with an impossible
choice, will this proud and noble
chapter back down, or rebel to
forge a new destiny for themselves
among the stars?

SOUL DRINKERS OMNIBUS £8.99
by-Ben Counter
Sweden  Krld0

. Denmark K115
I BLUsS €15
ISEN: 1-844 1a416-0

WITCH KILLER

Witch hunter Mathias Thulmann is
desperately searching for an evil,
forbidden tome. Trailing the thieves
who stole it into the wilderness,
Thulmann and his murderous
assistant end up in a mysterious,
isolated town, where they must
find the book and escape before
their souls are trapped forevet.

WITCH KILLER £6.99
byGLWermer:
Sweden Kr120  Denmark Kel0O

Morwoy, Krl200  Euro €13

ISBN: 1-84416-395-4

WITCH KILLER

www.blacklibrary.com

Pictures far illustrative purposes only. Product contents may vant Products seld unpaiited and unassembled. Caraln Citade! products may be dangerous if ased incorreclly. Prices cartect af ime of going lo press, please contact us tar current

or witlisita,

refailers are

for ining thair oun prices.

avalability and ourent Games Waorkshop prices. Prices-quiled are for praducts sold by Games Workstiop through its own stores;




NEUW RELERSES

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.

www.forgeworld.co.uk

COMING SOON |
DEATH KORPS OF KRIEG IMPERIAL GUARD

This multi-part resin squad REVERSE |
contains 10 Death Korps '
of Krieg madels, which
includes a Sergeant and
flamer-armed trooper,
backpacks and other
equipment including
bayonets, entrenching tools
and grenades,

“w®

Models designed by Simon Egan
and Will Hayes.

GUARDSMAN WITH FLAMER DEATH KORPS SERGEANT

REWERSE|

Picturas for ilustrafive gurposes ol Product confents tmay very, Products sold unpainfed and unassembled, Cerfain Citader products may be dangerous if ised imorrestly. Prices correct af fime of gomng {0 press, please contact us for current
availability and current Games Warkshap pricos. Prices guoted are for produsts sold by Gamas Workshap through its own stores, or websita. relaifers arg il for d gy their own prices.




1 S s M TR

THERU

n the wild lands of Eriador, a

kingdom lies shattered. For

countless leagues, jagged spurs of
stone pierce the sky, bleached and
crumbled ruins that speak of glories
long forgotten. In happier times,
Arnor was the greatest of the
northern realms — kingdom of the
sons of Numenor, but it was a land
doomed to die in blood and terror...

game, cmd is re
otrcebook

sment, plavc
gh aseto
Arnor Lind the
Arathorn.
aking of Arathorn, thi
of many new n

Sourcebook. Fans of th
| also be able to field L\r v
ing of Arnor, and the le
Rangers of Arnor. Playe

Gilavhar, the mighty demon, and
Bardhur, Troll Chieftain, join the war!

Within this 64-page Sourcebook you will find a definitive guide to the
region of Arnor, a bestiary that includes all the new rules and profiles,
several new army lists and scenarios, and loads of great hobby material.

e ‘*MGU *Msnrﬁ
THE GREY COMPANY
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New Miniatures

All of the new Heroes and Warriors are present in the Ruin
of Arnor miniatures range. The fantastic new models will
allow you to assemble your very own army of Arnor,
Angmar or the Grey Company.

Bardhur, Troll Chieftain

Arathorn Halbarad

Rangers of Middle-carth Warriors of Armor

S R S P R s AR S i
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BLACK LIBRARY NEWS

Warhammer 40,000 Rolepiay

March 2007 will see the long awaited
release of Dark Heresy — the Warhammer
40,000 Roleplay Game. This awesome
new game will allow players to take on the
role of an Inquisitor’s retinue and explore
the dark and gothic 41st millennium. But
the really great news is that this is just the
first in a series of three games!

The second game will debut around 18
months after Dark Heresy and players will
take on the role of rogue traders and
explorers and begin to explore more of the
universe. The final game will be released
18 months after that, and experienced
players will take on the role of the mighty
Adeptus Astartes as they form kill-teams
and face down the worst that the universe
can throw at them.

In the meantime, check out
www.blackindustries.com for more
information. Remember — innocence
proves nothing.

All across the country thousands of eager Warhammer
hungry hobbyists got down to their local Games
Workshop, or received their new copy of Battle for Skull
Pass at home. All our Hobby Centres were bedecked with
red and white bunting, special Warhammer balloons and
stenciled hessian cloth — but most of all they were full to

the gun whales with hobbyists!

If you took part in this truly unique celebration hopefully
you'll have some fond memories, but if not we've got
plenty more great events coming up. Keep your eyes

peeled on White Dwarf!

SﬂNS_[IF FENRIS

The Space
Wolves storm
back into action
in January when
Sons of Fenris
hits the stores.
Ragnar is back
at the helm and
this time he
comes face to
face with his
Chapter's
ancient rivals,
the Dark
Angels.

Talented author Lee Lightner takes up
the reigns on this new novel and it
promises to be a smasher!

Visit www.blacklibrary.com for more

information!
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Now Available At HOBBYCRAFT

Games Workshop products are now available in the hobby and craft
superstores - HobbyCraft! Available in over 20 superstores nationwide, they
provide a convenient stopping off point for hobby reinforcements and also
an excellent range of our miniatures, games and hobby tools!

HobbyCraft Basildon Towngate Centre Tel: 01268 240100
HobbyCrait Bolton Bolton Gate Retail Park Tel: 01204 374300
HobbyCraft Bristol Cribbs Causeway Tel: 0117 959 7100
HobbyCraft Chester Chester Retail Park Tel: 01244 650 110
HobbyCraft Coventry Central Six Retail Park Tel: 02476 234520
HobbyCraft Crayford Crayford Retail Park Tel: 01322 552120
HobbyCraft Ferndown Longham Tel: 01202 582444
HobbyCraft Gateshead Retail World Tel: 0191 482 7410
HobbyCraft Gloucester The Peel Centre Tel: 01452 424999
HobbyCraft Greenford Weshway Cross Shopping Park Tel: 0208 747 7500
HobbyCraft Leeds Crown Point Retail Park Tel: 0113 389 3020
HobbyCraft Maidstone St Peters Wharf Tel: 01622 623750
HobbyCraft Milton Keynes Central Retail Park Tel: 01908 308 330
HobbyCraft Northampton Weldon Road Id. Estate Tel: 01604 591800
HobbyCrait Nottingham Lady Bay Retail Park Tel: 0845 051 6549
HohbyCraft Preston Deepdale Shopping Park Tel: 01772 661200
HobbyCraft Reading Forbury Park Tel: 0118 902 8600
HobbyCraft Romford Brewery Sopping Centre Tel; 01708 776880
HobbyCrait Stockport The Peel Centre Tel:0161 429 5400
HobbyCraft Tamworth Ventura Retail Park Tel: 01827 300800

To find your nearest store, check out the HobbyCraft website at:
www.hobbycraft.co.uk

BOXED SUBSCRIPTION
New For Christmas!

Although hard to imagine, White Dwarf
subscriptions just got a whole lot better, with the
introduction of White Dwarf Boxed
Subscriptions!

This is the perfect gift for any hobbyist this
Christmas, a one year subscription to White
Dwarf and an exclusive Goblin Warboss not
available anywhere else. The gift which keeps
on giving — on the day and then monthly!

It is also perfect if you want to subscribe
yourself to White Dwarf, with a collectable memento of your subscription,
and a unique miniature to go with it!

Available from the 2nd December in all Games Workshop Hobby
Centres and from Direct Sales!

CONTAINS SUBSCRIPTION EXCLUSIVE
GOBLIN WARBOSS MINIATURE!

WD BOXED SUBSCRIPTION £40

Contains one year suhscription
to UK White Ilwa_rl niauazine Product code; 6024999900012
and an exclusive Goblin

Warhess miniature. ON SALE DECEMEBER 2ND

Pictisres for Wlugtrativi purdases tily, Product contents may vary. Pragucts sold unpaintad and unassemblad, Gertain Citadel produicts may be dangerous if used incorractly. Frices comect af fime of going to press, pledse contact ug for currant
avallatility and prices. Prices quated are for products sold by Gamess Werkshop through its own slores, catslogue or wabisite, indepgndent retallars are respansible far daterminiag thelr own pricas.
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COMING NEXT MONTH

Eldar Wraithlord 25/11/06  £25.00

Fldar Fire Dragons 25/11/06  £18.00 TAY/R\ID JEAEJAYA EDl
Eldar Howling Banshees 25/11/06  £18.00 : A
[Eldar Swooping Hawks 125/11/06  £18.00

‘Fidar Autarch with fusion gun 25/11/06  £8.00

WARHAMMER

Skarsnik and Gobbla box set 128/10/06  £15.00

Goblin Warboss 28/10/06/  £7.00

Goblin Heroes 128/10/06  £7.00

" Goblin Shamans 28/10/06 £7.00

28/10/06 £7.00
16/12/06 £135.00

Empire Army Book 06/01/07 £12.00

Empire General box set 06/01/07 £12.00
Empire State Troops box set 06/01/07 £12.00
Empire Battalion 06/01/07 £50.00
Empire State Handgunners box set 06/01/07 £12.00
Empire Detachment box set 06/01/07 £30.00
Empire Pistoliers 20/01/07 £12.00
Ludwig Schwarzhelm 20/01/07 £15.00
Kurt Helborg 20/01/07 £15.00
Empire Warrior Priest 20/01/07 £5.00
Mounted Engineer on Clockwork Steed 20/01/07 £10.00
OTHER RELEASES

Death World 02/12/06  £6.99
Empire at War 102/12/06  £15.00
|Outlander 02/12/06 £6.99
Witch Killer 02/12/06  £6.99
‘Souldrinkers Omnibus 02/12/06 £8.99
‘Warhammer Rules Case 02/12/06 £10.00
Warhammer 40,000 Rules Case 02/12/06  £10.00
The Lord of the Rings Rules Case 02/12/06  £10.00
Custom Army Case 02/12/06 £50.00
Large Model Custom Army Case 02/12/06 £50.00
Warhammer Counter Set 02/12/06 £6.00
Warhammer 40,000 Vehicle Damage Dice 02/12/06 £6.00
Hero Basing Kit 02/12/06 £10.00
White Dwarf Boxed Subscription 02/12/06 £40.00

You can buy our products from
the following sources

Empire General

Bichures for luefrative piinases only. Product confents may vary. Products sold unpaintsd and unagsembled. Carfain Gitade! products may be dangeraus if dsed incorrectly: PErices correst 4t Nms of gaing (0 prass, please contact us for current
avaiiability and surrant Games Workshop prices. Pricas quoted are for products sold by Games Workshop through its own slores, catalogue or wehsits. Independent refailers. are responsibile for determining their own Drivis.




Aspect Warriors are masters of the arts of war, and are the mightiest warriors in the Eldar army. Each
Aspect Warrior is a highly specialised killing machine, representing an aspect of Khaine, the Bloody- =
handed God. Now all of the Eldar Aspect Warriors are available in handy squad box sets. -

e " | Eldar Dire Avengers
_HARH%EME_R_-_‘.__ “wme gl * | This new multi-part plastic
; & | box set contains 10 Dire
Avengers Aspect Warriors

Product Code: 99120104011
£18.00

Kr270 (SwefNor), Kr225 {Den), €30

Eldar Dark Reapers

Eldar Warp Spiders

Eldar Striking Scorpions

Contains 6 Striking Scoypiohs Contains 5 Warp Spiders Contains 5 Dark Reapers Eldar Guardians
Product Code: 99110104095 Product Code: 99110104096 Product Code: 99110104094

£18.00 £18.00 £20.00

Ks250 (Swe/Nor), Kr200 {Den), €27.50 Kr250 {Swe/Nar), Ki200 (Den), €27 50 Kr250 {Swe/Nor), Kr200 (Den), £27.50

Eldar Swooping Hawks Eldar Howling Banshees Eldar Fire Dragons

Caontains 6 Swooping Hawks Contains 6 Howling Banshees Contains & Fire Dragons

Product Code; 99110104103 Product Code: 99110104102 Product Code; 99110104108 Eldar Farseer “’Eth
£18.00 £18.00 £18.00 Warlock Bodyguard
Kr250 {Swe/Nor), Kr200 (Den), €27.50 Kr2s0 (Swe/Mor), Kr200 (Den), £27.50 Kr2si0l (Swe/Nor), Ki200 (Den), €27.50

Pictures for flustrative purposes only. Product contents may vary, Products Sold unpainted and tiassamibled. Certain Citadel produets may be dangaraus if used Incorroctl. Prices corract al fime of giing 1o firass, please aonfaot us for
aurcant avaiability and current Games Worksiop prices. Prices quoted are for progycts sold by Games Workshop through its aven storss, catalogus or websits, Indeperdent rofailors are responsitle for delerminiog their own prices.
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~ 'W'elcome ynu to the amazir
e A

wargame is nothing less than a
A battle between entire model armies

of mighty warriors. The battle is
fought by two or more players, each
controlling an army of Citadel miniatures
complete with heroes, monsters and war
machines! To play you need a collection of
models to select your army from, and you
will almost certainly want to paint your
miniatures. These three things: collecting,
painting and gaming, are the heart of the
wargaming hobby.

Games Workshop

Games Workshop is the largest
manufacturer of wargames and wargaming
models in the world. There are other
wargames, but the players of these tend to
devote themselves to re-enacting historical
conflicts. We, howevet, are concerned with

16 WHITE DWARF  WELCOME TO WARGAMING
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creating the best possible science-fiction
and fantasy miniatures possible, and
writing rules so you can game with them.
We also make everything else you need to
have a battle, from terrain to paints.

War!

We have three main games: Warhammer is
the game of fantasy battles, set on a war-
torn, magic-saturated world; Warhammer
40,000 describes a dark, dangerous future
where the fate of humanity hangs by a
thread; while The Lord of the Rings strategy
battle game allows you to play games set
in JRR Tolkien's Middle-earth. Over the
next few pages we'll be taking a look at
these game systems, some of the armies
and miniatures that are associated with
each of them and how the games differ
from one another.



COLLECT
:You can't 'f'igh't a battle without troops,
models about an inch (3_0mm] high.
Model armies, just lilke real armies,
contain different kinds of troops and
are commanded by valiant generals,

Most players start by buying a few
Citadel miniatures and painting them
without wurrying too much about the

soon grow.
The bigger your collection the more

be able to flgh_t blgger battles too!

PAINT
Painting Citadel miniatures is one of
the 'must 's'atisfyih'g parts Of th'e 'hbb’by
massive army you have pamted
yourself. Although it takes time to
become as good as the 'Eavy Metal
team, who paint most of the models in
our books, it doesn’t take much
practice to be able to cre_a_tg an eye—
of paints, brushes and tools to help you
build your army. We also have a
number of books to teach you how to
paint. Who knows, maybe one day you
will bé one the lr;lcky 'fe'w td lift' a

detalls of aII our: events]

R N e r i Tt T AT i P

GAME

Each of our games can be played m a

completed in an hour, to vast battles

involving hundreds of troops on each
side. Playing a wargame is a great way
to spend time \mth your frnends, and in

_competitlons_an_cl even_t_s,_ tgstmg your
mettle against opponents from all over
the world.

tactncal cunnmg, and nota llttle luck'
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+ The game of Fantasy Battlcs s

|

}you mlghr
_ﬂ nd it very easy to defeat

ang of
reflected in
the W'a'y 't‘ne rules: work Each army has its
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Regiment of Knights

Cavalry are more powerful than infantry and they can
move about the battlefield more quickly. Knights are
capable of launching devastating charges to shatter the
eneniy’s anmy. As with infantry, a regiment usually
contains five or mare models arranged inta several ranks.

Regiment of Infantry

The mast iniportant part of an army is its {afantry
regiments. Each regiment is made up of five ar mare
individual models of the same type. They are ananged
into a line or “rank” of rmopl;, or into a “formation”
consisting of several ranks, one hehind the ether. As a
regiment suffers casualties in battle, models are
removed. Once all its component models are gone the
regiment is destroyed.

army boaks. E\:er i

it is-unlikely you'll ever find an army
exactly the same as yours.
‘Magic and monsters %urh as Dragons

ef a batf e can be tlpped'- by heroes :
wnefdmg magatal swards or wuzards callrnb




Army General
Every -army is
commanded by a
General, who is the
most important piece
in the whale army, The
General represents the
player in person!

Games Workshop stores

ill be perf
you adW(

:none at all. It’s up to rins a.
you what to include!

olrses and

L‘l’or.(«.hnp
modei' shop-on p(

wwnug.\mc&\mrksh co.uk/storefinder

There are many. clubs where
you can take part in the
hobby-and meet like-minded
gamers. Find these at;

wwwgames-workshop.co.uk/gamingclubs

The Online Store
4: atir anme Store

{ 3 nthe 1 peasant refainers march 1o war
suffuses the Warhammer .[Uren Tﬁe}r ﬁave formad F bona‘ alongside thelr master
, Beastmen are cvil creatures- with the torest, becoming a part of
whose ranks include: ety foul
monstets.

Hordes of Chaﬂs M‘any are the
i win i theﬁ fot

Skaven — The evil ratmen lurk
underground, Enawihg at the roots g : 4
S i e White Dwarf and Online
desa’ucmn of mankind, White Dy

www.games-workshop.co.ukfstore

Y éagm and its
1 fmever cursed' with

-ancient Khemi, !he vampires-are
o *m‘ry lies: immortal monsters who would
“fo the msf of the Empire. lts armies “subjuzate the living with their
“are full of noble: knights, whase “armiles of Zombies and Skeletons.

‘www.games-workshop.co.uk




The models for all three of P -

K:I; Ei:::::;:fl’_r?::?:&?rlr(}::; J " The main Warhammer 40,000
lastic, Our multi-part plastic rules can be re.xreancc'lf b_\_f NI :
lEf;_q Lo ol 1 CI:‘-;M:? .;n SL.n’p;Jlr{-?.'T?E'I?fE, Thfs first of which, Cities m_De,a{h,
A a s foree Gy gives you fh{l'd information to play games in urban
and easili Ml e BaRerally centres, adding new .cha.l'.fengc_fi to your gares. ?Ahe‘r'e
SRR S,LJ(’('EEIK_".H o are some fantastic Citadel Mmrat_nms I)J_.rr}dmg kits ;
eharactsr iecorsuihas this amn'abflc-, 50 you can creale a ruined crty;;c‘a,uc‘ _qUIJcI'kFy'
AR By mlrd easily. More .l;uppf_emcms_ along the lines of Cities
l of Death are planned for the future.

y : heavy tanks whose guns can destroy entire
' far future, Warhammer 40,000 units with one shot. Careful use of cover,
W allows you to command armies of well-thought out lines of fire and rapid
¢ /

and much of the advanced science offers numerous armies to choose from,

employed by the armies of humanity is  Armies for both Warhamme

Warhamimer 40,000 are selected using
“points values”. A typical game is maybe

1500 points, meaning you have 1500
points ta spend on different models, each
cosling a certain amount. Of course, both
games can be played with fewer or many
more points! The choice, like with so.
much else in the Games Workshop hobby,
is entirely up fo you.
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FOR MORE INFORMATION O
'MACRAGGE.GAME

- Imperial Guard - The vast armies of

“the Imperiuny are m&de up in the
main by the imperial Guard. Their

regiments are ﬂ‘rawn fromi worlds all

i treatron m’ ane: of the Chaos (‘oﬁs‘
The.r’ew wrwm(s fhus fead szrlufy

Dark Eldar— Sore: Eldar escaped by

fleving intothe webway, a network
of 'e;\—-éra:-dimérmmai nfmf'e!s' that
thmr

ga!axy: sf-:elf_rmﬂ victims.

Space Marines 3
- Adeptiss Astartes are the mightrest in

“race, the: Tau seek 0
- galaxy under the beneficent rufe of
“the Eihereals, whose creed-of the

: &rearer (@] ood 'pmm‘or'e's 'ei:ﬂ.aal'.l‘ty ity

the gafaxy. They are genetically

cenhanced, supérhumam wihir are.
equipped with the best vargear the

: J'oyah‘y to Ihe Emperor 10, 000 yPars
ago; these traitors represent one of

fhp greatesr threcﬂs Io rhe fmper .

B ]

Huge fanks, such as
- this Space Marine Land
‘Raider, play a major role in the
“Warhammer 40,000 game. Each
carmy has access to its own unique
“and powerful war machines.

‘A squad of valiant
Space Marines.
These plastic
models come in a
nurnber of pieces,
allowing vou o
customise and
tailor your squads
-and regiments.
They are glued
together with
polystyrene
cement, the
completed model
is then glued to a
slottabase, the
madel’s black
plastic stand.

undying semmfs of rhe & Tan, a
\terrible race of star-gods who
Chunger for the souls of the living.
Tricked into everfasting servitude in
bodies of cor'd m'eraf rhp Npcrons

; Tyramds ~ A hive mreﬁigmro from

faxy, rhe Tyramds have

-genetrc E_T.Jd(_‘ is evafuated by the
Hivermine. and utilised to make
Cever-moreefficient organisms.

Orks— The Orks are a green
gk mn_ed_r_ace,_ created fong, long ago
sonly to fight. They have outlived

their mysterious nakers, who: died

“aul in the forgotten past, and are

now ascourge tpon all the races of
the galaxy.

Events
Games W

:' vou can take part in
htige games, meet the

Wiwwigames-workshop. l‘:p,;lllf gamesday

Golden Demon

the competition.

You can find details
Golden Demon at:

W\t\qumk&wmuh’g&laﬁlﬂmm

Grand Tournaments

Mvwgames \rorkshl:rp 0 ulurtuurv’lamenl-:

Glubal Campaigns




~—-f ST Pw GY [u f'J E GAME
The game of adventure and battles in the world of Middle-earth

E-Mlddle- :
real p!e&wre
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journey supplements

These rules supplements
give you all the
information you need to
recreate key moments
from JRR Talkien’s story
as they detail specific
periods in Middle-earth’s
“history. Each Journey
contain a number of
scenarios for you to play
through, guides to
painting the models that
feature in the scenarios
and step-by-stage
modelling sections that
teach you how to make
the scenery and
accessories that will truly
bring your games to life,

Legions of Middle-earth
Legions of Middle-earth
is an expansion that
helps you to field themed
armies. The expansion is
split up into different
realms, and each of these
contains several army
lists which play upon
different themes within
that realm. All the
‘models that you can use
in one of these themed
armies are listed, along
with points values for
each model. Armies can
also be allied with one
another, enabling you to
build a force that reflects
Middle-earth’s patchwork
of shifting allegiances.

Sourcebooks

Sourcebooks contain
detailed background
information for a specific
area of Middle-earth,
Each also contains
statlines for all the
models released
alongside that particular
book. These work with
Legions of Middle-earth,
giving you all the
information necessaty

to create armies for
points match games.
Sourcebooks also present
several scenarios that
follow the theme of the
hooks, as well as scenery
and painting guides.

AND THERE’S MORE...

% range
tin-the

www.specialist-games.com
Forgeworld

Black Library
The Black Library nubh

set within the dar
ammer and

and other products.-

www.blacklibrary.com

Black Industries

Live out a life of peril and

adventure in the Warhammer
world! Black Industries.

ext year,
www.blackindustries.com

'Sabertooth Games

WWW; mbertouth;,ames com

Warhammer Historical
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Game Stacisci

Scenario
Siege

Points
Special

Participants
Bretonnians (Phil Ke
Wood Elves (Mat Wz
versus

rk Elves (Adam Tr

Referee
Mark Latham

Setting
L’Anguille, Bretonnia

“Yvery so often here at White Dwarf,

we like to try something a little

| different with our battle reports. Here
we decided to stage a siege. Not just any
siege, but a castle-based battle of epic
proportlom... “But there are no rules”, we
hear you cry. Fear not, for in the true spirit
of cooperation, our players have come up
with a narrative scenario and a rough and
ready set of siege rules to go with it.
Dwarfer Mark Latham also got in on the
action as special guest referee (and to keep
an eye on Matt, of course), and the stage
was sel for an epic confrontation,

The Seccing
ive Dark Elf slave fleet hz

many
capturing
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ving in
ike lurthw

slayer, a powerful knight who has
made his name as a protector ot the me
Luring the Elves deeper into
domam, he goads them into besi L,Ir‘li., hl'u
keep, realising that it is the b
Bretonnia has of breaking the
hc:!dc His men, hr)mhlv Dutnumber

umslde rhe astlc', and unfamiliar warhorns
out in the distance. Could it be that




The Scenario
This game pits a Dark Elf arm
i - ibined for

d onan 8' by 4!
v the
an¢ :tl:“ We used a
, which runl\ up an area 48"

wide b
has acce
available fr

The I:m'w

Bretonnians. The force may |nc|udc~ one
unit of Knights of the Realm, and one unit
of Pegasus Knights, but no other knights,
Lord Balderin ¢ s the

and the army General as normal,

“the game and compris

) controls the G
NVood EIf Relief Force. The
i usual
later in
, a unit of
of Forest

Player 2 (
I\nluht and tf

rules, while the Reli
Grail E'\"nights

Player
Adam Troke) .
They h: 000 points e the N
must take v ulath|, and thc army may not
include more than 1
flyers. All infantry
have siege ladde
who have grappl

°h. J’\Ilhuugh there
the Daik Elves count as a
e only one
{; neral and one BattlL btandm:i Bearer
between them.
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Lord Balderin made his
way up the worn stone
staircase with a heavy
heart, the words of his
impassioned speech like
ashes in his mouth. He
had sent for aid, but
held little hope of its
arrival. It was just a
imt-tcr 'of 'timc l.uitﬂ :t'hc:y

\hli capturcd

From a small arrow
slit, Balderin beheld the
serried ranks of the foc
arrayed before the castle
They seemed btyond
counting. A horn
sounded and, as one, the
Dark Elves advanced.

Balderin gritted his
tecth and stepped into
the light of what could
be his laist'day.




tial weak
matically in close
er of hits caused by

targets the gate to the

> numb

Wounds in total; when it loses these it is
considered destroyed.

Moving within the Castle
All units on a wall or tower count as
skirmishers.

Defending the walls

When a section of the castle is charged,
any defending models on that section may
make a 2" move to block the progress of
the attacking unit. If a model cannot reach
an enemy unit, then the attacking models
‘may simply move over onto the
battlements in their next turn. Otherwise,
the two must fight. Defending units count
as occupying a building and fighting
behind a defended obstacle, as described
in the main Warhammier rules. A model
defending a castle wall will only be hit on
~aroll of a 6 in close combat, In addition,
they gain +1 combat resolution for
occupying high ground until they lose a
round of combat, though they do not gain
rank or outnumbering bonuses.

The gatehouse

The gatehouse is generally treated like a
wall, although the gate itself may be
battered down, as described above.
Additionally, whichever side controls the
gate may freely open and close it during
the Movement phase.

Siege Accackers

All infantry units — except for skirmishers —
on the attackers’ side are assumed to have
siege ladders. Siege ladders enable
attacking units to charge a wall section or
gatehouse ramparts and fight the defenders
in close combat. Siege ladders are not long
enough to attack towers. When an
attacking unit reaches combat with the
defenders of a wall, the front rank may
attack as normal. However, as the castle is
so well defended, they require 6s to hit
until they win a round of combat.
‘Additionally, the attacking unit cannot
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Skirmishers m.

‘edge is in the middle of the unit's front

‘combat rules, and negate the defended

Count its ranks or outnumbering bonuses

whi e'figﬁt'i'n'gg over the walls.
i

oks

acking infantry unit (see fig. 7).
ay not push siege towers.
The siege tower is placed so that its front

rank. It replaces six ranks in the centre of
the unit. Displaced models may be placed
either at the back of the unit, or on top of
the tower. Models may move up and down
the siege tower during the unit's

This siege tower is converted, but
the basic model is available from
Gameas Workshop Direct -
497120299001

to a unit makes them a Large Target.

Moving the siege tower _

A siege tower makes a free move after
deployment but before the game begins.
This move is 2D6", and the unit may
perform manoeuvres as usual during this
move, For the rest of the game, the siege
towers move at the same rate as the unit.
The unit controlling the siege tower may
not march.

Fighting from the tower

Once a siege tower contacts a wall section,
the access ramp is lowered and any
models within or atop the tower may be
ranked up to fight on the ramp. Models
fighting from a tower follow all the usual

Relief force
board edge

obstacle status of the battlements.

The siege tower sits in
the middle of this
unit. The characters
| and command group
| are placed in the front
rank, atop the tower.
The rest of the unit
pushes the tower.
Siege towers may
be attacked and shot
| at. They have
| Toughness 7 and 4
| Wounds. As it is such
a large target, it or
the unit may be
targetted by the
enemy. Template
attacks, such as a
Trebuchet shot, will
affect whatever the
|| template is touching. |
: S AR s =

T I e S
E . T

ETeT,
R

1




The Breconnian General
Lord Balderin Beastslayer

M WS BS R TR S AL SR
Aol S D S S S G R

Bretonnian Lord with the Knight's Vow.
Weapons & armour: Heavy armour, shield
and the Sword of Heroes,

Balderin has the Virtue of Empathy, and the
Falcon-horn of Fredemund.

This model is available from Games
Waorkshop Direct — COMPD203004

Defenders’ deployment

Deploymenc

The besiegers are deployed first. They may
be deployed anywhere on the battlefield,
but no closer than 24" to any part of the
castle. The defending force is then
deployed anywhere in the fortress. The
defenders have the first turn,

Special Deployment

Any troops with special deployment rules,
such as Dark EIf Shades, may not use them
in this scenario.

Winning the BGame
The Dark Elves must capture the fortress.
The defenders must hold the fortress and
repel the assault,

Each wall section and tower counts as
‘a separate section. The courtyard is divided
into three equal-sized sections. To control &
‘section, a player must have an unbroken

Attackers’ deployment

unit of Unit Strength 5 or greater within it.
Flying units cannot claim sections. If a
section is contested, it cannot be claimed.
The player who controls the most sections
after seven full turns is the winner.

The Green Rnitg’rn'

This character follows all the rules from the
Bretonnian army book. He is controlled by
the relief force player, who may roll for the
Green Knight's arrival from the first turn.

The Relief Force

At the start of the defenders’ second turn,
roll a dice — on a 4+ the relief force turns
up, and units may enter play from either of
the short table edges. Units may not charge
on the turn they arrive. If the relief force
does not turn up, roll again at the start of
subsequent turns, adding +1 to the dice
roll each time.

Relief force
board edge

Qicadel Siege
HAccessories

All of the siege
accessories, from the
castle to the ladders,
are available from
Games Workshop. Give
Directacallon 0115
91 40000 for more
information.
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Phil Kelly took a break
from writing Warhammer
40,000 rules to defend
the flower of Bretonnian
chivalry in this battle
report. Apparently, he
plays a mean game of
Warhammer...

The Design Studio’s
resident The Lord of the
Rings bod, Mat was also
one half of the writing
team for Warhammer
Armies: Wood Elves.
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Phil: Defend a castle against a kitted-out
Dark EIf horde using only a bunch of
grubby peasants and a couple of units of
cavalry? Child’s play! Hmm. On paper, this
looks like a very tough game, but I've
played a lot of sieges in my time and |
know that even a peasant is enough to
defend battlements where the enemy needs
6% to hit. With that in mind | took two units
of Men-at-arms, intending lo put their 4+
armour save to good use. A couple of units
of bowmen would be good for thinning out
the more lightly-armoured units, and some
Stubborn Battle Pilgrims were just the thing
for holding the castle walls. These W52
wonders are the closest things | have to
elite defending troops; after all the ramparts
are no place for a horse. I'll just have to
hope that good old peasant pluck and a
copper coin each will be enough to keep
the keep in my keeping.

Still, | haye a few aces up my sleeve:
Lord Balderin is one tough customer, and
will bolster the line wherever the Dark EIf
siege towers seem likely to breach my
defences. A pair of Damsels will provide
some solid magical defence, and my
Trebuchets can smash apart a siege tower
or two with ease — or bullseye a dragon if it
comes to it. Not only that, but the
conveniently ethereal Green Knight will be
harassing the Dark Elf lines — the land of
Bretonnia objects to the presence of the
Druchii just as much as her native sons.
Last but not least are my cavalry. My
Knights of the Realm will sally forth and
take on the largest Dark Elf unit they can
find, and my Pegasus Knight unit will be
ideal for stopping any large flying gribblies
from ripping apart my poor peasant
defenders. After all, all | have to do is hold
out until the reinforcements arrive, right?

B ——



Mat: Truth be told, I'm not much of a
rescuer, I'm more of a “well, | came here to
kill these folk anyway, but if you think I'm
on vour side; so much the better” kind of
guy. While a similar ethos rests at the heart
of the Wood Elf/Bretonnian “alliance” these
days, there's one character above all who
exemplifies it: Drycha. | haven't had the
opportunity to put Drycha on the field
since we were playtesting Wood Elves, and
I was happy to be reunited with her.
Drycha comes with a good chunk of
special abilities, a killer profile and a solid
core of magic offence and defence. She
may limit my army to Forest Spirits only,
but that still offers plenty of choice.

First | had to fill out my Core, which
took all of the twenty-four painted Dryads
available. Normally I'd like to have slightly
larger units but, an the plus side, it left me
with plenty of points to spend on my

Special and Rare choices. The first of these
was to be a big unit of Wild Riders of
Kurnous; swift, deadly and (handily) Forest

-Spirits — clearly Drycha has twisted their

minds through their mutual connection
with the forest. Just in case ten Wild Riders
aren’t devastating enough, | also forked out
for Braddych, a Noble of the Wild Rider
Kindred, to lead them.

No Forest Spirit army would be right
without a couple of Treemen and bunch of
Tree kin, so these were next on my list.
Now, if Treemen have a disadvantage, it's
that they are quite slow (by the standards
of other monsters, at least). However, using
Drycha’s:ability to awaken Forest Spirits
from nearby woodlands, | can hopefully
get them into position quite quickly. My
last few points went on a Spellsinger,
Meygan, to help me endure any vicious
Dark Elf magic.
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The Bretonnians

Lord Balderin Beasislayer
203
Gileufe the Pureheart
Paladin Battle Standard
Bearer with shield, Banner
of the Lady and warhorse
176
Damsel Sandrille (Level 2)
with two dispel scrolls 155

Damsel Sirienne (Level 2)
with Chalice of Malfleur
and dispel scroll 150

20 Men-at-arms
with command group 127

19 Men-at-arms
with command group 122

20 Peasant Bowmen
‘with command group 140

20 Peasant Bowmen
with command group 140

11 Knights of the Realm
with command group 288

5 Pegasus Knights 275

Grail Reliquae with
20 Battle Pilgrims 244

Field Trebuchet 90
Field Trebuchet 90

The Relief Force

The Green Knight 275

12 Grail Knights
with command group 486

Drycha 355

Spellsinger Meygan (Level
2) Glamourweave
Kindred, Divination Orb,
Dispel Scroll 195

Braddych, Wood EIf
Noble - Wild Rider
Kindred, The Spear of
Dusk, Elven Steed,
Murder of Spites 177

3 x 8 Dryads
with Branchnymphs 324

10 Wild Riders of
Kurnous with command
group and the Banner of

Dwindling 346
2 x Treeman 570
2 x 3 Tree Kin 390




As a child Adam Troke
was so hyperactive he
denied his parents sleep.
Now, his own baby
daughter is enjoying
restoring karmic balance
to the universe.

Matt spells his name with
two t's, because he
doesn’t want to be a
door-mat. However, by
this reasoning he should
have a dull finish...
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Adam: Selecting 4000 points of Dark Elves
is surprisingly easy once you get started.
Item one on my itinery was Morathi. She's
two things at once for me: A wonderful,
evocative playing piece (beautifully
sculpted and painted) and an incredibly
powerful spell caster. | quickly moved on,
adding another Sorceress, equipped with a
Power Stone and the Soulstone. | picked a
Dark Elf Highborn for his obvious close
combat potential, and kitted him out
accordingly with a halberd, the Seal of
Ghrond and the Deathmask (Terror should
be devastating against cowardly Bretonnian
peasants). Lastly, | bought an Assassin to
hide in one of my units.

Speaking of units, | was quite amazed
by how many you can pack into a 4000
point army, and added two blocks of 20
Dark Elf spearmen, a further two blocks of
20 Dark EIf Warriors with repeater

THE SIEGE OF 'ANGUILLE

crossbows, 20 Corsairs, 20 Witch Elves
and... well, see for yourself.

The real “aces in the hole” for my force
are going to be a Manticore-riding
Beastmaster, and a War Hydra. While the
Beastmiaster and Morathi sweep the castle
walls clear with aggressive strafing runs,
the Hydra will storm the gates and actasa
many-headed battering ram. The Hydra
will then eat its way through the front door,
while the bulk of my army advances on the
walls. Matt and | have agreed that [ will
tackle the left flank, and with this in mind
my Highborn will lead the infantry assault
via the siege tower.

To guard against the inevitable flanking
farce, | plan to position the spearmen (with
an Assassin), along with the Dark Riders
and Cold One Chariots on the extreme left.
They should be able to keep any tricksy
flankers at bay.



Matt: Although this game is a siege, the
imminent arrival of a large flanking force
means that | will need a conventional force
to take on the late arrivers. The General of
my force is Highborn Korhedron, who
leads a unit of Cold One Knights (including
a Battle Standard Bearer with the Hydra
Banner). Added to this, | took two units of
Dark Riders. Although completely useless
at climbing castle walls, this small force
should be perfect at holding my flank
against any Wood Elves daring to come
onto my board edge.

I couldn’t call myself a proper Dark Elf
player if | didn't take a few underhand and
sneaky surprises, and with so many points
to play with | could really indulge myself.
Adam and | had already decided
beforehand that War Hydras would be the
Dark Elf equivalent of the battering ram, so
| took one too. A Beastmaster riding a

Terror-causing Manticore to accompany
Adam's will also prove useful in scaring
away peasants, Dark Elf Assassins fall
perfectly into both the “underhand” and
“sneaky surprise” categories; so | took two
of them (we originally thought about taking
Shadowblade but thought this was

probably a bit too underhand).

To make sure we had magical
superiority | picked Corguerae, a level 4
Sorceress equipped with 2 Dispel Scrolls
and 2 Power Stones.

The rest of my force comprised all my
Corsairs, spearmen and Witch Elves, all in
20-strong blocks backed up by four Reaper
Bolt Throwers, 20 crosshow-armed
warriors and 10 Shades.

The plan was identical to Adam's - all

the infantry would go up the centre, with
the spearmen (and Assassin) protecting the

flank along with all the cavalry.
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Muorathi

Highborn Korhedron

with heavy armour, Sea

Dragon cloak, Sword of

Might, Shield of Ghrond,

Black Amulet and'Cold One
279

‘Highborn Kaleth with heavy

armour, Sea Dragon cloak,

‘Crimson Death and Seal of

Chrond 200

High Sorceress Corquerae

(Level 4) with two Dispel

Scrolls and two Power Stonies
355

Beastmaster Furion with light

armour, 5ea Dragon cloak,

lance and Manticore 242

Beastmaster Korraheyn with
light armour, Sea Dragon

cloak, Manticore and Weh of
Shadows 263

Noble Malius with heavy

armour, Sea Dragon cloak,

Cold One and Hydra Banner
186

Sorceress Amamayn (Level 2)
with Power Storie and Soulstone
180

Assassin with two hand
weapons, Rune of Khaine and
Manbane 179

‘Assassin with two hand

weapons, Rune of Khaine and
Dark Venom 164

Assassin

with two hand weapons,

Hand of Khaine and Manbane
179

30 Corsairs with command
group and Standard of Slaughter
360

30 Corsairs with command
group and War Banner 350

3 x 20 Warriors with shields
and command graup 555

2 x 10 Warriors with repeater
crasshows and command group
270
2 x 20 Warriors with repeater
crossbows and command
Broup 440
4 x 5 Dark Riders with
repeater crosshows and
command group 620
10 Shades with light armour
and Bloodshade 162
5 Shades with light armour
and Bloodshade 87
20 Witch Elves with command
group and Rune of Khaine 315
20 Witch Elves with command
group and Witchbrew 315
8 Cold One Knights with
command group and Banner
of Murder 322
2 x Cold One Chariots with
repeater crosshows and spears
214
2 x War Hydras 440
6 x Reaper Bolt Throwers - 600

2 x Siege Towers 200




There were an impressive
number of spells-flying
around in this game, and
here’s what the Wizards

had at their disposal:

Morathi (Dark Magic):
Chill Wind; Doom Bolt;
Soul stealer; Black Horror.

High Sorceress Corquerae
(Lore of Shadow):

Steed of Shadows;
Creepm;, Death; Shades
of Death; Unseen Lurker.

Sorceress Hagetha
(Dark Magic):
Chill Wind; Word of Pain.

Damsel Sirienne
(Lore of Life):
Mistress of the Marsh;
Master of the Wood.

Damsel Sandrille
(Lore of Beasts):

The Bear's Anger;
The Oxen Stands.

Drycha

(Lore of Athel Loren):
Ariel’s Blessing;

Call of the Hunt.

Spellsinger Meygan
(Lore of Athel Loren):
Ariel’s Blessing;
Hidden Path.

Spell Seleccion |

Knigl ummedlately mcwed him to
threaten the enemy flank. Phil flew the
Pegasus Knights out onto the west flank.

In the Magic phase, the two. Damsels could
not muster much offence in the face of so
many Dispel dice, but Sandrille managed

to cast. The BearsAnger on herself

flee o_ff the board. F_’amc swept Ihrough the
-Dark Elf ||nes and Matt's: General fled the

_round killmg a \;mgle Dark Rider, and the
Bretonnian turn ended.
The Dark Elves began their first turn

“unexpectedly on the back foot. The army

surged forward as one, with Matt carefully

positioning his models so that the Green

Knight couldn’t charge them next turn, The

two Beastmasters on Manticores swept

along the flanks, with the one to the west

“making a play towards the Pegasus Knights.

One of Adam’s chariots failed its Stupidity

“test, but the rest of the force behaved itself.

The Magic phase also went badly for
the Dark Elves, with only Morathi
managing to cast a spell. Her Chill Wind
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" ¢ realm B

claimed the lives of five Men-at-arms, but

they passed their Panic test and held firm.

“The Shooting phase was also

unspectacular, with the Bolt Throwers

managing to kill only two Trebuchet crew
between them. It was a stuttering start for
the attackers, and the Bretonnians were

now full of confidence.

Bretonnians

@ 20 Bowmen

@ 20 Meo-at-arms
@ Trebuchet

&) Grail Pilgrims

Dark Elves

@5 Durk Riders

@ Beastmaster

® Cold One Chariot
€ 20 Spearmicn

© 5 Shades

B 10 Crosshows

& Mairathi

© Krights of the Rl
mﬁch'asus Knights
&) Creen Koight

:@'Eﬂ :Corsxirs
@ Bolt Thrower

) 20 -Crosshows

D20 Witch Elves
B War Hydra

B 10 Shides
AB) 10 Cold Ope Kaights
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Deadly Accuracy

The peasant Bowmen in the east tower
had obviously been practicing hard, as
their archery saw off around 800
points’ worth of the enemy in the first
two turns! This illustrated how decisive
Panic tests can be, especially early on
in a game in the midst of so many
mounted models. A Highborn, a large
unit of Cold One Knights and a unit of
Dark Riders fled the field. In the second
turn, the same Bowmen claimed one of
the Beastmasters, taking advantage of
the Large Target modifiers.

Turn 2

Mat began by rolling for the arrival of the
relief force, which failed to turn up, The
Pegasus Knights charged the advancing
Dark Riders, while the Green Knight
moved round behind the Shades, hoping to
terrorise the Dark Elf line. Finally, the
Knights of the Realm opened the gate and
moved forwards to meet the foe.

The Bretonnian Shooting phase was
again impressive. The Bowmen who had
done so well last turn now fired at the
oncoming Manticore, killing the
Beastmaster and wounding the monster
twice. Not to be outdone, the Bowmen in
the west tower targeted the second
Beastmaster, killing both monster and rider
outright. Finally, the Trebuchets fired at a
siege tower apiece. One shot killed three
Corsairs, while the second scattered
fortuitously and crushed 10 Witch Elves!

Passing their Stupidity tests, both of
Adam’s chariots crashed into the Pegasus
Knights, whose days looked numbered.
The bulk of the Dark Elves again advanced
steadily towards the gatehouse and walls,
unperturbed by the appearance of the
Knights of the Realm. Taking command of
the Dark EIf army, Morathi flew into the
woods to the west, ready to unleash her
magic at the castle defenders.

Fearing the Dark Elf magic; the
Bretonnians were forced to expend two
Dispel Scrolls to prevent Chill Wind and
Unseen Lurker, However, Morathi’s Black
Horror was cast, and the nearby Bowmen
took five casualties and promptly fled from
the west tower. The Dark Elves’ poor
shooting was made up for by the Hydras,
whose flaming attacks slew five Knights of
the Realm — Phil shook his head in dismay
when so many dice came up with 1s!
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The east tower
Bowmen claim
more than their
fair share of Dark
Elf lives with two
excellent turns of
shooting.

Morathi’s Black
Horror spell
causes the west
tower Bowmen to
flee from their
position.

The two Hydras by
the gate unleash
flaming death at
the Knights of the
Realm; killing five!

Despite losing
most of their unit
to the Chariots’
impact hits, the
Pegasus Knights
hold when Phil
rolls a lucky
double 1 for their
Break test.




nironted by hideous

mensters and.a horde of evil, the valiant Knights of
tle. Suffering terrible losses, they stayed on a true course, for

Turns 3-4

Hidden Deach

With three deadly Dark
Elf Assassins in play,
Phil was starting to be
wary of all enemy
infantry units!

Turn 3

Again the Bretonnians looked to the
ancient woods; but no one was yet coming
to save them. The Bowmen of the west
tower rallied and turned to face the threat.
The Knights of the Realm sallied forth,
charging into the nearest War Hydra.
Elsewhere, the Green Knight charged a
unit of Dark Elf crossbowmen, who fled in
terror and were charged down. In the
Magic phase, it seemed that the Lady had
forsaken the defenders, as one of the
Damsels miscast and lost a Wizard level.
Even the shooting was disappointing,
although the Bowmen in the east tower
finally slew the remaining Manticore.

In the Combat phase, the Pegasus
Knights miraculously defeated their
opponents by wiping out the fragile Dark
Riders, causing one of the Chariots to
break and flee! The Knights of the Realm
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were similarly successful, killing the War
Hydra and overrunning into Matt’s Corsairs
and their siege tower.

In the Dark EIf turn, Adam’s siege
tower, his Witch Elves and Warriors all
charged the walls. Matt’s Witch Elves and
spearmen did likewise, while the second
Hydra charged the Knights of the Realm.
To the south, Adam’s Assassin left his unit
and charged the Pegasus Knights.

In the Magic phase, the Dark EIf
Sorceresses mauled the wall defenders with
Word of Pain, Chill Wind and Doom Bolt.
As the west wall peasants and their Damsel
were now WS 1, Adam chose not to waste
a Power Stone to dispel The Bear’s Anger,
which proved to be a costly error, as the
Damsel was instrumental in holding off the
Dark Elf Corsairs. Not a single Dark EIf
managed to scale the walls, and the
Bretonnians weathered the storm.
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| Bretonnians

@ 20 Bowmen

© 20 Men-at-arms
{ @ Trcbuchet

i @ Cnil Pilgrims

© Knights of the Realm
® Pegasus Knights
@ Creen Knight

Dark Elves
@ 5 Dark Riders @ Balt Thrower
@ Beastmasicr (D 20 Crossbows
® Cold One Chariot D 20 Witch Elves
@20 Spearmen B War Hydra
© 5 Shades ® 10 Shades
B Crossbows B 1) Cald One Kuighes
@ Morathi Y Assassin
@ 20 Corsairs
Turn 4 flank of the Grail Knights. In the Magic
Mat began by rolling for the relief force, phase, Matt’s Sorceress cast Steed of
and they finally arrived! Moving on from Shadows on herself, and belatedly
separate table edges, the defenders’ dispelled The Bear’s Anger.
prospects suddenly looked brighter! Mat In the Close Combat phase, the
held back both of his Treemen in the hope Chariots, Assassin and Dark Riders killed 3
that Drycha could awaken them within the Grail Knights, broke them and ran them
woods, but neither of them turned up this down. Matt's Assassin, meanwhile, was Played for, Andsct!
turn. The Green Knight made the only slain by the Bretonnian Battle Standard
2 T j o s i When Mat used a
charge, hurtling into the rear of a unit of Bearer, but the Hydra tore into the Knights doubleldosa of Tree
Witch Elves. In the Remaining Moves of the Realm and won the fight. True to Singing to creep
phase, Drycha redeployed herself and the current form, Phil failed his break test and Drycha and her tree-

Tree Kin into the nearest wood. In the
Magic phase, Phil cast Mistress of the
Marsh on the second siege tower. Mat used
Drycha’s Tree Singing on the wood she was
in twice, moving 4" in total. Elsewhere, the
Spellsinger cast Ariel’s Blessing on the
beleaguered Men-at-arms on the west wall,
and Call of the Hunt on the Wild Riders,
which sent them charging into the nearby
Dark Riders, who fled and were chased
down, allowing the Wild Riders to overrun
into the Shades.

The Combat phase was suitably
dramatic. On the west wall, the Damsel —
still under the influence of The Bear’s
Anger — accepted the challenge of a Dark
Elf Noble, who cut her down only to see
her Regenerate and wound him back. Her
peasants won the fight overall, and the
Noble and his Corsairs fled, getting cut
down by the Tree Kin behind them. By the
gatehouse, the Knights of the Realm were
soundly beaten as Matt revealed an
Assassin in the ranks of his Corsairs.
However, Phil promptly scored his second
double “1” of the game to stay in the fight.

In the Dark Elf turn, Morathi led the
charge as she soared to the top of the west
tower and smashed into the Bowmen. To
the west of the board, the Cold One
Chariot and the Assassin charged into the

the remaining knights were eaten by the
Hydra, which overran into the castle gate.
Morathi killed only two of the Bowmen on
the walls, but it was enough to send them
packing and she chased them down, The
Wild Riders defeated the Shades and opted
to restrain rather than chase the one
remaining model. Lord Balderin and his

‘Grail Pilgrims held Matt’s Witch Elves to a

draw, and the Green Knight rounded things

off for the Bretonnians by defeating Adam’s

Witch Elves and chasing them down.

Kin a mere 4", Adam
and Matt couldn’t see
the sense in this
strangeness, and didn't
bother to dispel it.
However, Mat’s sneaky
Tree Singing had
positioned Drycha
directly behind Adam'’s
Corsairs unit, and when
the Dark Elves fled
they were wiped out!
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1 Adam charged the

Dryads with a
chariot and an
Assassin, but these
Forest Spirits
proved too tough
to crack!

2 Both Morathi and

Corquerae cast
Chill Wind at
Drycha, causing 3
Wounds and
slaying the Wood
EIf hero outright.

Adam fired single
shots at the
Treeman, causing 3
Wounds. Likewise,
Matt sent four
solid shots at the
Wild Riders, killing
three of them.

Though the
spearmen caused
no wounds against
the Tree Kin, their
weight of numbers
was sufficient to
win the fight.

The Green Knight
killed 5 Dark Elf
crossbowmen for
his efforts. Though
he restrained, the
Dark Elves fled
through a friendly

to flee, too!

The Corsairs and
Witch Elves won
the fight for the
gatehouse and
killed Balderin in
the process. By
controlling the
gatehouse, they
could simply open
it for their forces
next turn.

| Taccical Noce

unit, causing them

| sticking to the plan.

Turn 5

One of the Treemen arrived, lumbering out
of the western woods towards the nearby
Dark Riders. The remaining unengaged
defenders charged into the fray — the
Dryads to the west each charged a Chariot,
while the Wild Riders smashed into Matt's
spearmen. The Damsel Sirienne cast The
Bear’s Anger with Irresistible Farce, and
dispelled Word of Pain.

Matt revealed another Assassin in the
ranks of his spearmen, but the Wild Riders
still defeated the unit with the help of the
peasants on the wall, and chased them
down. The Witch Elves by the gate still
could not make Lord Balderin flee. Finally,
the Dryads performed abysmally, with one
unit being chased down by a chariot, while
the other could only draw.

Warhammer can be an
unpredictable game,
and after a few turns of
bad luck Adam and
Matt had almost given
up. However, just as
they despaired, a lone
Witch Elf tipped the
balance back in their
favour and chased
down a unit of Grail
Pilgrims and a
Bretonnian Lord! This
was only possible by

Play the long game,
and never say die.

?'hough the strength of the walls and the bravery of the Men of Bretonnia were without question,
‘and though the forest itself had come to life to aid the defenders, it seemed as though the dark host
was without number — a sea of evil sent to crash upon the walls of this proud fortress.

In the Dark EIf turn, Matt and Adam set
about spitefully assaulting the Wood Elves,
A magical barrage from Morathi and
Corquerae slew Drycha, while an Unseen
Lurker sent the spearmen by the walls
charging into the flank of the Tree Kin. A
solid Shooting phase saw the Wild Riders
take heavy casualties, and the Treeman
wounded by the bolt throwers! The Dark
Elf combats exceeded expectations,
however. Though the Green Knight caused
panic amidst the crossbowmen, the
Spearmen broke the Tree Kin, while Matt's
Witch Elves and Corsairs defeated the Grail
Pilgrims. The last remaining Witch EIf
pursued the Reliquary, destroying it and
Lord Balderin in the process, while the
Corsairs restrained. At the end of Turn 5,
the Dark Elves held the gatehouse!
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@ 8 Diryads and Wizard
& 3 Tree Kin

Dark Elves

@5 Dark Riders

@ Beastmaster

® Cold Oge Chariot
@ 20 Spearmen

© 5 Shides

B 1) Crosshows

) Monthi

@ 20 Corsairs

Sieqe Towers

0 Knights of the Realm
0 Py Knights
@ Green Knight

@ 10 Wild Riders
& Treeman

@ Bolt Thrower

i 20 Crossbows

0 20 Witch Elves

B Wir Hydra

B 10 Shades

B Cold One Knights
&) Assassin
® Corquerae

Matt’s Corsairs and their siege tower had a tough
time of it in this game. Being charged by the Knights
of the Realm and their Paladin, and having Mistress of
the Marsh cast upon them, it seemed they'd never
reach the walls. However, when they arrived, the
siege tower - combined with the sterling efforts of
the Witch Elves - allowed them to almost casually
walk onto the walls, showing the rest of the army
how to do it in style.



1

The Green Knight's
charge effectively
takes two units of
Crossbowmen out
of the game, and
almost caused the
bolt throwers to
panic.

The Dark Elves
dominated the
Magic phase,
dispelling most of
the defenders’
spells, while
successfully
casting a barrage
of their own.

The bolt throwers
wiped out the Wild
Riders. Mat had
positioned his
Wood Elves flank-
on to the bolt
throwers in order
to charge the
Hydra next turn,
but his gamble
certainly didn't
pay off!
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‘across the field. The defenders’ situation seemed grave indeed.

farﬁpegs/s

With the loss of Lord Balde{'m, the confidence of the Bretonnians
‘ebbed. Never before had the walls of this fortress felt the tread of the
.impure, and now even the fey warriors of the Enchantress were falling

€ € We are the most civilised race in

the world. We have more exquisite

ways to kill than any other.

— Lord Vraneth the Cruel, Master of Har Ganeth

Turn 6

With nothing else in range, the Green
Knight charged the fleeing crossbowmen,
who escaped his wrath. However, the
resulting panic caused a second unit to flee
off the board. The Treeman charged
Adam’s spearmen. Braddych left his unit,
while the rest of the Wood Elf force
manoeuvred into better positions. Damsel
Sirienne recast The Bear’s Anger on herself
to make it harder to dispel. The only
shooting came from the Trebuchet, which
wounded Morathi’s Dark Pegasus with a
spectacular shot.

The defenders’ Close Combat phase
was short and deadly. The Dark EIf
spearmen opted to use their hand weapons
to increase their armour saves, and this
tactic worked wonders as they saw off the
Treeman! The only saving grace was that
they failed to catch it.

THE SIEGE OF ANGUILLE

77

Buoyed by their last turn; the Dark
Elves ran riot. The spearmen charged the
fleeing Treeman and caught it, before
overrunning into the flank of the Tree Kin.
Matt's Witch EIf ran through the tower
doors to confront Sirienne and her Men-at-
arms, while the Corsairs opened the gate to
let the Hydra into the courtyard. In the
Magic phase, Hagetha cast Word of Pain
on the Green Knight, while Morathi killec
five Men-at-arms with Soul Stealer,
boosting her own Wounds value to 6! The
Shooting phase was similarly successful, as
four Bolt Thrower shots wiped out the Wild
Riders and wounded the Wood Elf Noble,

In close combat, the Dryads on the
west flank were finally wiped out. The
spearmen, again using hand weapons and
shields, defeated the Tree-kin and chased
them down. The defenders’ forces were
looking thin on the ground.
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Bretonnians

@ 20 Bowmen

® 20 Meo-at-arms
& Trebuchet

© Cuail Pilgrims

Wood Elves

0 8 Dryads
€ 8 Dryads and Wizard

3 Tree Kin

Dark Elves

05 Durk Riders

8 Deastmastcr

® Cold One Chariot
€ 20 Spearmen

O 5 Shades

O Crossbows

@ Morathi

@ 20 Corsairs

© Knights of the Bealm
O Pegasus Kaights
@ Green Knight

€10 Wild Riders
& Treeman

© Bolt Thrower

D 20 Crossbows

D 20 Witch Elves

B War Hydea

® 10 Shades

B 10 Cold One Krnights
) Assassin

@ Corquerac

The Tree-killers

After a very slow
start to the game,
Adam’s Dark EIf
Warriors with
spears had come
into their own in
the last few turns.
Fending off a
Treeman, running it
down, and beating
a unit of Tree Kin,
too, these lowliest
of Dark Elves
earned the title
“Tree-killers’, much
to Mat and Phil’s

disgust!
Turn7 Damsel Sirienne easily hacked down the
The Bretonnian turn began with even more  Witch Elf while under the influence of The The Resulc...
bad luck, as the proximity of the Hydra Bear’s Anger. With the panicked
caused the Trebuchet crew to flee in Terror. In the Dark FIf turn, the Assassin on the screams of the Damsel
However, the fleeing Tree Kin rallied, and west flank unexpectedly fled from the Sirienne came the

the second Treeman finally arrived to
threaten the Cold One Chariots. The Green
Knight charged a Bolt Thrower’s crew,
while the Damsel Sirienne and her
remaining Men-at-arms charged the lone
Witch Elf. The Wood EIf Noble, Braddych,
moved headlong towards the spearmen
unit by the west woods. The Treeman
made an immediate impact on the battle
with its Strangleroots; which wiped out the
nearby unit of Dark Riders.

The Green Knight easily slew the Bolt
Thrower crew and overran off the board.
There were no Victory Points in this battle,
but Mat wanted to deny the Dark Elves a
cheap kill in the next Magic phase. The

Treeman. Despite this minor setback,
Morathi turned to face the Men-at-arms on
the west wall, while the Corsairs moved to
occupy both the gatehouse and one of the
towers. In the Magic phase, an Unseen
Lurker sent Morathi charging into the
peasants, while Hagetha killed Braddych
with Chill Wind. The remaining Bolt
Throwers killed just enough Men-at-arms
on the east wall to cause a Panic test. The
test was failed, causing the peasants to
‘abandon the wall. In the only combat of
the turn, Morathi cleaved into the peasants
and chased them down, ending the threat
of the upstart Sirienne once and for all. All
that was now left was to count the cost...
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signal of a famous
Dark Elf victory. The
defenders had put up
a valiant resistance,
but the cruelty,
number and tactical
acumen of the Dark
Elves had won the day.
And what a dark day
for Bretonnia it was!

Dark Elves

VICTORY
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Co tbe last

Hero of the Hour
Without doubt the
men of the match were
the Peasant Bowmen.
In the very first turn of
the game, they shot
down an entire unit of
Dark Riders, causing
the Dark EIf General to
flee the board along
with his Battle
Standard Bearer and a
large unit of Cold One
Knights. Around 800
points dealt with in
one volley; and this is
before they bagged
the Manticore and his
handler. Hurrah!

Phil: We may have technically lost but my
lord did that ever feel like a win. During
the first half of the game my peasants could

“do no wrang — everything the Bowmen

shot at died, and right up to the last
moment the Men-at-arms just would not
budge an inch from those battlements. On
the other hand, Matt and Adam had the
most calamitous luck, with their units
running off, failing Stupidity tests and
generally acting like headless chickens. |
must have passed about 80% of the 4+
saves | was called upon to make with my
Men-at-arms, and even the Witch Elves
couldn’t slice and dice their way through
the Battle Pilgrims in the gatehouse. When
he eventually got stuck in, Lord Balderin
happily slaughtered three or four Witch
Elves a turn, and it was only when he had
no more psychotic Elf chicks to kill that his
unit finally buckled. Even the human ladies
excelled themselves — I'll never forget the

map)!

Conversely, the knights pretty much
disgraced themselves — it felt like every
time | was called upon to make 2+ saves |
ended up looking at snake eyes or worse.
The “rescue” force ended up stymied when
it eventually deigned to turn up (poor Mat
was plagued by bad reserve rolls; we all
know how that feels). This was mainly
because the Dark Elf players had cleverly
ensured that when the cavalry did arrive
they were welcomed by Chariots, Assassins
and spiky spearmen. My poor old Grail
Khights didn’t know what hit them, and
though the Wild Riders made their mark on
the other flank, their charge came one turn
too late to stop the Corsairs from charging
the gatehouse walls and ultimately winning
the game for the Dark Elves. The rest of the
Wood Elves had a lot of fun killing their
dark cousins, but had little effect on the
castle itself, which after all was the final
arbiter of victory or defeat.

€ € 1t was only after he’d run out of psychotic
Elf chicks to kill that Lord Balderin and
his men finally buckled... %

damsel who had magically transformed
into a regenerating bear (as you do)
duelling the Dark Elf Lord to a standstill
before seeing him head for the hills. | can
just imagine her changing back into a
comiely maiden and dabbing the corners of
her mouth with a lacy hankerchief.

THE SIEGE OF I'ANGUILLE

Although a siege was never going to be
a good place for the Knights of Bretonnia
to strut their stuff (play on an open field
and they absolutely rock) it's not the first
time that the peasants have outshone their
masters. | distinctly remember playing a
campaign game where an army comprising
six Giants attacked a conventional
Bretonnian army — the peasants killed four
Giants, whilst their “betters” fled in terror
off the battlefield whenever a Giant so
much as belched at them. After this siege
game it's my considered opinion that the
true flower of Bretonnia grows in the
manure of the underclass rather than in the
greenhouse of the nobility. Next time bring
me more peasants, and we'll be toasting
victory with turnip beer before teatime.

The way is closed

Best moment? Had to be the Damsel
and her peasant bodyguard beating
the snot out of a Dark EIf Lord and his
retinue (alright, they only won by a
single point, but it’s results that count,
right?). Of course, the Damsel would
have been food for the crows if she
hadn’t the benefits of Ariel’s Blessing.




Beq for mercy

Adam: To say that Matt and | were Elves and two units of spearmen (and the -
surprised by the final result is putting it Hydras) was what won it, and only one Dark Elf of the day
mildly. At several points in the game unit of Corsairs actually made it up. It all In the end it had to be
(normally where Leadership tests were came down to slaying the cursed the Black Ark Corsairs.
required) we had watched our chances of Bretonnian Lord, who was holding all the They pretty much won
winning shrink dramatically. The first peasants in line — once he died, the grubby the game for us. Of all
volley of the game, wiping out well over little Men-at-arms were all too easy to our units, they had the
800 points” worth of Dark Elves was just overwhelm. hardest time getting to
the beginning. With the Green Knight Given another chance at the scenario, the walls, Not only did
running amok in our battle line, Dark Elves I’'m not sure there's much we'd change. It they have to push a
fleeing from battles with low-born peasants may sound arrogant, but our plan was a siege tower all the way,
they had to battle
_ through the Knights of
€€ 1 sure hope that castle has a lot of slaves the Realm and then the
. o S 2t R reS Bretonnian Lord so
worth taking, because there’s not many that they could take
. two castle sections and
Dark Elves returning to the Black Ark! 99 | open the gates forthe
War Hydral
and the insane (and frankly disheartening) pretty good one. The problems it ran into
accuracy of the Bretonnian archers who were all the work of the enemy. Perhaps if
killed the Manticores, things were looking we could have stolen Phil’s ¢razy good
pretty bleak. | sure hope that castle had a luck, things would have gone smoother —
lot of slaves worth taking, because there but overall, there’s not a lot that we'd need
are not very many Dark Elves returning to to change, The attacker in a siege just has
the Black Ark this time. to accept the fact that a lot of his men are
Whinges about foul luck (bad on our going to die...
part, and incredibly jammy on Phil’s) aside, To comment on the defenders’ tactics,
the battle was a close-fought and exciting I'd have sallied out faster, while all our
contest. Matt and | desperately clung to our missile-troops were blocked off by the
original strategy, and that's what brought us infantry units. I'm not sure it would have
the win in the end. Critical to our chances helped at all, but it certainly wouldn’t have
of victory was maintaining the focus on hurt their chances and it could have spared
capturing the walls. The massive push of them a painful encounter with a pair of
two units of Corsairs, two units of Witch War Hydras.

Set me on fire

There’s no contest for
my favourite moment
of the game. There are
few stronger images of
heroic chivalry than
brave knights riding
out against a vastly
overwhelming

enemy. There's fewer
things still that
embody Warhammer
as much as two

giant, five-headed
monsters breathing
fire on them! From a
thematic point of view,
it was cool, but what
made it even better
was the number of 1s
Phil rolled for his
armour saves.
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In this campaign, exclusive to White Dwarf, the Saim-Hann Eldar
attempt to wrest control of a maiden world from the Imperium.

The Black Templars maintain a
Chapter keep on, and recruit
extensively from, Lilia Mundi.

the feral tribes of the Iron Blood

clans, an aggressive, unruly and
primitive people who have provided many
generations of recruits into the Black
Templars of the Adeptus Astartes. Their
culture is one of martial pride and a
savage warrior code, and Iron Blood
watriors are required by ancient tradition
to undertake potentially fatal honour-trials
so frequently that only the most
accomplished survive to middle age.

At the turn of the eighth century of the
41st millennium, Lilia Mundi came under
alien attack. An Eldar envoy from the Saim-
Hann craftworld appeared as from
nowhere at one of the Iron Bloods’ yearly
moots, where two clans had gathered to
trade under the flag of peace. He marched
straight into the centre of the Circle of
Justice, the sacred place at the heart of
every moot where warriors settled their

The world of Lilia Mundi is home to

IRON WILL, IRON BLOOD

disputes through ritual combat, one of
which was due to commence. As the
crowd about the ring fell silent, the Eldar
issued the assembled Iron Bloods with a
terse ultimatum — the world belonged to
the Eldar: leave it, or die. They would, he
stated, receive no second warning.

The Iron Bloods' response was
predictable, if ultimately fruitless. Old
Ikaiku, hetman of the largest Iron Bloods
clan, stepped up to the Eldar envoy and
attempted to draw his blade. Before his
sword was even out of its sheath, the Eldar
had not only drawn his own sword, but
swept it outwards in a glittering arc and
returned it to its scabbard. As the blade slid
home, Old Ikaiku's head thumped to the
ground and rolled to the alien’s feet, its
eves glazing over as they stared up at the
invader. The Eldar repeated his ultimatum
and left, leaving turmoil in his wake.

Old lkaiku's son, Khemu, was unproven
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\WORLD STATISTICS
> PLANET NAME:  Lilia Mundi

> CLASS: A? (Feral World']
> POPULATION: anprox. 4,500,000
> TITHE GRADE:  Solutio Tertius

>AESTIMARE: D100
Comments:

Lilia Mundi was settled prior to the Age of the Imperium, its population
regressing to a pre-blackpowder feral state during the Age of Strife. The
planet was brought into the Imperium of Man during the Great Crusade,
and after the breaking of the great Space Marine legions became a
recruiting world for the newly created Black Templars. The population has
remained in its feral state ever since, its warriors producing fine aspirants
for the Black Templars when they are chosen once every generation.
Although the clans have some stocks of basic Imperial weaponry and
equipment, many of the savage warriors prefer to fight with their
traditional blades and axes, maintaining the martial traditions that make
them so valuable as recruits to the Adeptus Astartes.

The Black Templars built one of their
keeps on Lilia Mundi shortly after the
second founding. The keep has been
abandoned several times over the
millennia, as Crusades have drifted
away from the system, but the Black
Templars have always returned.

The Keep lies within the
mountains near the equator, far from
the Iron Blood homeland. Towering,
snow-capped peaks and sweltering,
jungle-choked valleys hide a sizeable
installation, with a small spaceport and
facilities for the support of over 200
Battle Brothers, though most times but
a skeleton staff man the station. At the
time of the Lilia Mundi war, around 40

in the eyes of the veteran warriors, but
stepped forward nonetheless. The young
man gathered the clan leaders and called
for him to be allowed to avenge his father.
He demanded war against the aliens.
None, he preached, had a claim to their
world. These interlopers had broken the
peace of the moot and would be forced to
pay. The warriors of the two clans were
moved by the words of Ikaiku’s son, and
they were not the only ones. A huge figure
stepped out from the shadows of the trees
nearby, and the tribesmen fell to their
knees, recognising him for a Sky Warrior of
the immortal Emperor, one of those who
would watch the honour trials from afar
and take the most promising youths away
to fight beyond the stars. In a voice like
thunder, he told them that they would
fight, that this world would be purged, and
that their brothers would return from the
sky to aid them in their hour of need.

brethren were present there, and it
was they who staged the initial attacks
upon the Eldar, buying time until
reinforcements could arrive,

Why the Eldar did not attack the
chapter keep upon Lilia Mundi remains
a mystery. It is possible that even the
Eldar's psykers could not detect it, or
that their forces were too weak to risk
a frontal assault. But the Eldar are
xenos and unknowable, and it is
possible that one of their seers sought
only to provoke the Black Templars
into committing a substantial force to
the planet by attacking the Iron
Bloods, so diverting their attention
from elsewhere in the galaxy.

“ This world you call Lilia Mundi, but
whose true name is Lelialthar, is not
yours. It is a world of the Eldar
people, seeded an age ago. It now calls
that it is ready to feel the tread of
Eldar feet. We come in answer to that
call. You and all of your people will
leave Lelialthar before the third moon
rises, or your blood will feed the
ground. The choice is yours. %9

Triadhu Firesong, Autarch of Saim-Hann
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€€ Three days after the coming of the xenos, many warriors had flocked
to Khemu’s camp, each bearing vessels of alien blood to be spilled when

the war was won. These they hung from the Sky Warriors’ banners.
The Eldar took great offence, and were drawn to attack in haste. ))

he Lilia Mundi Incursion is an
Texample of the type of small scale,

human/alien conflict taking place
across the galaxy all the time. Such
conflicts rarely escalate to the level at
which the Imperial Guard would be
mobilised en masse. As Lilia Mundi was an
Adeptus Astartes recruiting world, it was
the Black Templars Space Marines who
provided the resistance to the Eldar’s
unprovoked attack.

Campaign
We've put together a short series of
interlinked games, exclusive to White
Dwarf, designed to represent the key
battles of the Lilia Mundi Incursion. This is
a linear, narrative campaign, designed to
retell a particular story, game by game,

The missions start small, as at first the
Black Templars were fully occupied trying
to pin down the swift Eldar raiders and stop
their assaults on the local populace. As
time went on, the small keep garrison was
able to concentrate the Eldar and bring
more of their strength to bear in one place
on the xenos forces. The missions build up
to a cataclysmic battle at the end as Black
Templars drop troops rain down from the
sky in true Adeptus Astartes style to purge
the world of alien filth.

Victory for a particular side, in most
cases, confers a minor advantage in the
following battle.

The Lay of Khemu

Forces
Select your forces from Codex: Black
Templars and Codex: Eldar.

Optional game

Game seven is an optional, Battlefleet
Gothic engagement, representing the
moment when a Black Templars Crusade
arrived in the skies above Lilia Mundi.
Here they had to fight the Saim-Hann fleet
stationed in orbit before they could execute
their combat drop and relieve their
embattled brethren.

Victory provides extra troops to the
Black Templars side in the final game of
the campaign. Should you decide not to
play this battle, move straight onto game
eight from game six. Neither side gets any
advantage in this case.

Winning the campaign
According to the Iron Bloods’ great saga,
the Lay of Khemu, the Black Templars were
victorious and drove the Eldar away from
the maiden world. So impressed were they
by the bravery of Khemu and some of the
other young Iron Bloods that they took
them away to serve the Star Emperor.
However, your games may tell a
different story. The winner of the campaign
is the one who claims the most victories.
The final game — Angels of Vengeance —
counts as two games for the purposes of
determining the winner.

[RON WILL, IRON BLOOD
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CAMPAIGN SCENARIOS

Honour trial

“,..as the sun set on that first day, the Sky Warrior led
Khemu, who was determined to spill Eldar blood, to prove
his skill to his men and to earn their trust for all time.”

Scenario: The first mission is a Kill-team game, as detailed
in the Dark Millennium section of the Warhammer 40,000
rule book. Play Kill-team Mission 2 “Assassinate”, with the
target representing an individual within the Eldar force.
Terrain should be largely wooded, with the Eldar force
encamped in a central clearing. Opposing them is a Black
Templars Kill-team.

Rewards: Whoever wins this game may take an extra 100
points of models in the next game.

Historical note: The first battle was fought by a group of
Iron Bloods being led by the mysterious Sky Warrior and
some of his companions. You can represent this using
Black Templar Initiate and Neophyte miniatures.
Alternatively, you can build your own models to represent
Khemu and the other lron Bloods.

Mission 2: Combat Patrol

The battle of the sky dragons

“...as the crimson sky dragons descended, the Chief Sky
Warrior bellowed the warcry of his people. Soon blood
stained the fertile ground, that of Man and Xenos both.”

Scenario: The second game is a Combat Patrol scenario, as
detailed in the Dark Millennium section of the Warhammer
40,000 rule book.

Rewards: Should the Black Templars win this battle, the Sky
Warriors will take the blood of the foe and present it to
Khemu, as is the tradition of the lron Bloods. When the war
is won and honour satisfied will he spill it upon the ground,
but until then he will keep it in a vessel, as symbol of his
ongoing quest. The vessel of blood counts as a Holy Relic
(see Codex: Space Marines), which the Black Templars
player may assign to one of his characters at no extra cost.

Should the Eldar win the battle, they may choose to
attack at night in the next game, bringing the Night
Fighting rules into effect.

Mission 3: Sabotage

Blood raid

“The sons of Kronenon, hetman of the Direhound Clan, did
speak of how the Eldar had come in the night and slain
their folk, and the Sky Warriors prepared for the same.”

Scenario: The third battle is a Sabotage mission, as detailed
in the Raid Missions section of the Warhammer 40,000
rule book. The Eldar are attacking, and forces should be
between 500 and 1000 points in size,

Mission 4: Cleanse

The battle of Wikoli’s Landing

“Having fought the aliens in a series of skirmishes for ten
days, the Sky Warriors brought them to battle proper at
Wikoli’s Landing, a wide clearing in the verdant forests.”

Scenario: The fourth game is a Cleanse mission. The
winner of the previous game automatically goes first.
Forces should be around 1000 points in size.

Mission 5: Recon

Breaking the line

“Gathering his army to him once more, the chief of the Sky
Warriors addressed his companions, They must push on,
and break the xenos lines. Even as he did so, the sound of
sky dragons filled the air.”

Scenario: The fifth game is a Recon mission. The winner of
the previous game automatically goes first. Forces should
be around 1000 to 1500 points in size.

1\ §
The tide turns

“Beset upon all sides, the soldiers of the Star Emperor let
out a great cry. Should they die, they would do so well.”

on 6: Rearguard

|l
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Scenario: The sixth game is a Rearguard mission, as
detailed in the Breakout Battles section of the Warhammer
40,000 rulebook. The winner of the previous game is the
Attacker, Forces should be of around 1500 points.

Mission 7: Battlefleet Gothic

Planetary Assault, Death From Above

“dt the last, the Eldar believed they had their foe at bay.
Until the skies opened. Now it was not the sky dragons that
descended upon tails of fire, but the Angels of Death!™

Scenario: This game uses the Battlefleet Gothic system, and
is a Planetary Assault. The Attacker is a Space Marine fleet,
and the defender is an Eldar fleet.

Rewards: Use the Victory conditions

from the Planetary Assault mission. ¥
For every Assaull point earned by
the Attacker, the Imperial player
may field an additional 50
points of Space Marine
maodels in the final battle.

75%
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As the Eldar closed in for the

Defenders’
Deployment Area

Mission 8: Annihilation

Scenario

Allied forces in the area are outnumbered and
surrounded. Your task is to rescue the beleaguered
defenders, whatever the cost. The Eldar player is the
Attacker, Forces should be at least 1500 points, but the
more the better.

Mission Objectives

To win the battle the attacker must completely destroy
the defenders, He wins if, at the end of any turn, all the
key defensive units are slain or broken and unable to
rally. The defender wins if, at the end of the game, there
are any key defensive units in play.

Set-up

1) The defenders’ deployment zone is up to 12" in from
‘one of the short table edges. Only the key defensive
units are placed — all other defenders are kept in
reserve, The attackers deploy within 12" of the
opposite table edge.

kill, the skies filled with drop
pods. The Sky Warriors had
returned, come to the aid of
their kin.

2) The attackers have the first turn.

Line of Retreat: Units that are forced to retreat will do so
towards their deployment zone.

Scenario Special Rules:
Reserves, Deep Strike, Random Game Length.

Key Defensive Units: Up to 20% of the defending force
may be nominated key defensive units. These are
deployed in the defenders’ deployment area.

Random Game Length: The game lasts for six turns, after
which begin rolling for random game length.

Reserves: The bulk of the defenders are kept in reserve,
When they are available to enter play they may do so,
either by Deep Strike, or by entering from any table edge
at a point chosen by the controlling player.
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Battlefield Terrain

Lilia Mundi is a world not unlike ancient Terra, comprising numerous, overlapping
environment zones, The lron Bloods are mostly confined to a part of the northern
continent, a temperate region of mixed lowland plain, mountains and forest, where
they dwell in fortified hilltop villages. At the time of the Eldar attack, this area was
undergoing the Lilian equivalent of autumn. The battle took place in a wide meadow
on the massive Serpent River's floodplain. Low hills lay to the north, covered in thick
woodland. The area the Black Templars had encamped themselves was near a hill
which stood free of the main range towards the edge of the plain. A few copses of
woodland and large boulders dotted the area.

Rules: To represent the battlefield, you will require a hill in the centre of the board,
some rock piles or boulders and woods. Set up as detailed in the picture below.

Attackers’

Deployment Area
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Expanding the Lilia
Mundi Incursion
These battles have been
linked in order to create
a feeling of an ongoing
story, with the most
important and decisive
battles being played out
on the tabletop. The
strategic significance of
winning a game is

-deliberately limited to

such things as
determining who gets the
first turn, or who is the
Attacker in the next
battle. If you would like
to add more significance,
then the Dark Millennium
section of the
Warhammer 40,000 rule
book describes more
ways of doing so.

Equally, feel free to add
in more battles in
between each of those
presented here. The
Warhammer 40,000
Standard Missions are a
good place to start, but
playing a series of linked
games presents the
perfect opportunity to
play some of the Special
Missions presented in the
aforementioned Dark
Millennium chapter of
Warhammer 40,000.

Taking this point
further, why limit your
games to Warhammer
40,0002 You could open
the series with another
Battlefleet Gothic game,
pitting the Eldar attackers
against an Imperial Navy
force guarding the world.

At the other end of the
scale is Kill-team, which
is ideal for the size of the
conflict described,
fighting out the many
small-scale actions of the
campaign can add a
wealth of memorable
moments to the series.
You could even create
models to represent Iron
Blood warriors and
Khemu, and have them
fight alongside the Black
Templars in an allied
force. You could use the
Imperial Guard doctrines
system as a starting point
to create rules for them.

Alternatively, use this
article as inspiration for
your own tales of human-
alien conflict. It's a big
galaxy, after all.




Eldar Forces

According to the lore of
the Xenologists of the
Inquisition, the name
“Saim-Hann” means
“Quest for
Enlightenment”. Although
the craftworld is not the
most aggressively intent
on conquest, on several
occasions they have been
recorded as attacking
defenceless Imperial
settlements without
warning or provocation.
Sometimes they have
stated that the Eldar have
prior rights to the worlds
they have a assaulted, but
in nearly all cases, once
human life has been
extinguished, they have
departed, leaving the
planet uninhabited.

The leader of the Lilia
Mundi Incursion, Triadhu
Firesong, escaped the
final confrontation. He
has since been named
Xenos Damnatus by the
Inquisition, though all
attempts by Ordo Xenos
kill-teams to find and
destroy this vile alien
have thus far failed.
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Triadhu Firesong ——T

The leader of the Eldar on
Lilia Mundl, Firesong
behaved cruelly towards
captured humans,

Jetbikes ——T

Skimmers such as these
proved deadly (o the lron
Bloods, who lacked the

wedponry to down them.

IRON WILL, IRON BLOOD

Oerlin Fargaze »—I

This mysterious individual
was spotted many times
with Triadhu, and appeared
to be an advsior,

Vyper ——T

The skimmers on Lilia Mundj
were equipped with anti-
personnel weaponry, the better
to slay the feral populace.




MLUNDI

Dire Avengers 41

The bulk of the Eldar taking
part in the incursion were
of this type of warrior

Striking Scorpions —-—T

Several villages of the lron
Bloods were lost to night-

time attacks staged by
Striking Scorpions. Prince Valtun [

Xenologists say the runes on this
felled construct spell the name of an
Eldar princeling. No pilot was found.
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Black Templars

The Black Templars on
Lilia Mundi were initially
led by Castellan Morgrim.
He was responsible for
running the chapter’s
keep upon Lilia Mundi
and securing a steady
supply of aspirants to the
chapter. When the Eldar
attacked, the garrison
housed an unusually high
number of Neophytes and
Initiates, but a good deal
of these were wounded,
recovering from the
unsuccessful Milites
Crusade against the K'nib
of Do’ab. Nevertheless,
the garrison managed to
corral the Eldar, forcing
their raiding parties to
gather together, saving
many Iron Blood lives.
Two weeks into the war,
the Black Templars were
reinforced when the
strike cruiser Vigilant
Might slipped into the
system. These additional
forces, led by Reclusiarch
Veerstelt, doubled the
number of brethren
overnight and allowed
them to resist the Eldar
until the Crusade of
Marshall Albrantinus
arrived. The Crusade
immediately attacked the
Eldar fleet before
performing a combat
drop, smashing the xenos
force once and for all.
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Reclusiarch Veerstelt —T
Vieerstelt was renowned for
his hatred of the Eldar, and
his sermons against them
are legendary.

Emperor’s Champion —-]
The name of the

Champion was Herdalus.

He was killed whilst
destroying a Wraithford.

Neophytes ———T

Of the 27 Neaphytes on Lilia
Mundi, anly 14 survived the
war. Five weére made [nitiates
afterwards.

Initiates ——T

The large number of Initiates on
Lilia Mundi was fargely due to an
earlier, unsuccessful campaign.

IRON WILL, IRON BLOOD



Metos ——]

A veteran of 400 years’
service, Metos arrived with
Veerstelt, and turned the tide
at Wikoli's Landing.

Bikes ——I

The bikes of the vengeful
crusacle were most useful
in chasing down the
surviving Eldar.

Emperor’s Vow —T Venerable Barde —T
By performing a risky jump from the Barde had fought the Eldar many
back of a Thunderhawk, this squad times before. His experience proved
saved Dreadnought Metos, vital to the Black Templars’ victory.
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This “What If” campaign for The Lord of the Rings
strategy battle game sees Suladan, Serpent Lord of Harad,

make his name fighting against Khandish invaders.

The Campaign

The Serpent Strikes is a complete
campaign consisting of four scenarios.
The campaign occurs some years
before the events of The War of The
Ring. It charts the progress of a
Khandish invasion and Suladan’s
desperate defiance of, and ultimate
victory over, the men of Khand.

Note that in the interests of clarity,
Suladan and his followers are listed as
being the “Good” side in this
campaign. This doesn’t mean they have
had a change of allegiance, they are
less Evil than the Khands pillaging their
homeland!

Long before he led the Great Army of
Harad to the Pelennor Fields, Suladan
fell victim to the noisome political
intrigues of Umbar. Having fallen out of
favour, the Serpent Lord was exiled to a
crumbling fortress on the border with
Khand, a command seen to be
unimportant and quite without the
opportunity to win glory. This was
proven to be a rash assumption. Shortly
after Suladan’s arrival at Pazghar, the
Khands, always-troublesome
neighbours, launched a massive
invasion, reaching as far as the city of
Abrakén before the Serpent Lord finally
repelled them.

3

The Story

Though there is no
comparable event within
the story of The Lord of
the Rings, the passage of
events described is fully
in keeping with what
could have happened at
some point in the story -
they effectively present a
sequence of “What I
scenarios based alongside
historical events. These

scenarios are:

1. The Siege of
Pazghar

2. Moonlight Sortie

3. The Battle of
Abrakan

4, The Retaking
of Pazghar
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FORCES

Each scenario lists the
recommended forces,
which are chesen from the
specified army lists from
Legions of Middle-earth.
This gives you some
flexibility when choosing
which models to use for
each scenario.

SUGGESTED
FORCES

These are prescribed force
lists, representing those
Heroes and Warriors from
King Vangaris’ campaign
against Harad. The models
you will need to recreate
the campaign historically
are shown to the right.

Vangaris,

SCENERY

You will need plenty of
rocks and hills, and some
Khandish tents (see A
Shadow in the East). We
will also show you how to
build a fortress of Gondor,
which we have used to
represent Pazghar, a former
Gondor border fort now
claimed by Suladan.

All models
k at 30%

Khandish King

Khand

Led by King Vangaris, the Khandish
host is hell-bent on conquering their

Vangaris, Khandish
King on chariot

5

8 Khandish Horsemen with bows

8 Khandish Horsemen

Campaign Special Rules

When playing through the campaign, you
will use the forces suggested in each
‘must be present in certain scenarios
(notably Suladan and the Khandish King,
Vangaris), 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 even

Might, Will, Fate and Wounds they have
lost in the previous scenario, as long as
killed during one game and is set to appear
in a later game, roll on the Death of a Hero

Death of a Hero

Dice Score Result

1 The Hero is dead and can
take no further part in the
campaign. Replace him
with an appropriate
Captain from now on.

2-5 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.

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

WINNING THE

CAMPAIGN

The player who wins
the most scenarios
wins the campaign.

The final scenario,
Retaking of Pazghar,
counts as two
victories for the
purposes of
determining the
overall winner.




Harad

Though caught by surprise, the

Haradrim Warriors under Suladan

will not be found wanting.

Maounted Sufadan Suladdn Javiitikh,
Hésharin

12 Haradrim with bows

12 Haradrim with spears

P The Mimakil of Harad is a
powerful beast, and one of the
most fearsome creatures in all
Middle-carth, You will need two of
these brutes to play the historical
version of this campaign.

Hardn, Haradrim
Chieftain




THE SIEGE e

z= OF I)AZGHAR

Suladan’s exile to the Khandish border has placed him directly in the path of invasion!
6000 Khandish warriors, led by Vangaris, King of Surak-Khand, have crossed the border
with conquest in mind. Only the crumbling walls of Pazghar - a fortress left over from
Gondor’s dominance of Harad - can offer Suladan any hope of survival.

FORCES
GOOD

¢ Suladan.

® Up to 125 points of
models chosen from the
Serpent Horde army list.
You may include up to
one Hero. Up to 50% of
these models may carry
a bow.

EVIL

® Up to 300 points of
models chosen from the
Variags of Khand army
list. You may include up
to three Heroes. Up to
33% of these additional
models may carry a
bow. The Evil force may
have up to six siege
ladders and one
battering ram.

SUGGESTED
FORCES

GOOD

e Suladan.

® Haran, Haradrim
Chieftain with spear and
how.

® 12 Haradrim Warriors;
6 with bow, 6 with spear.

EVIL

® Vangaris, Khandish King

® 30 Khandish Warriors;
10 with bow, 20 with
two-handed axe.

Scenario Set-up

The game is played on a board 24"/56cm
by 24"/56cm, representing the fortress of
Pazghar — the fortress itself occupies much

of the board (see later in this article for
instructions on building the fortress).

Special Rules

Without Number (Evil). The
defenders of Pazghar are
horrendously outhumbered - for
every foe that is slain, another two
take his place. At the end of the Evil
player’s Move phase, he or she must
roll a D3 — this is the number of
reinforcements that have arrived.
These reinforcements can be chosen
from any participants slain earlier in
the game. Each of the reinforcements
enters the board from a point on an
edge chosen by the player with
priority. Newly arrived 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 fortress. The Evil
force moves onto the board from any edge
at the end of the first Evil move phase.

Pazghar, the
Haradrim Fortress

OBJECTIVES

The game lasts for 20 turns.
The Evil player wins if he has
ten or more models in the
fortress when the game ends.
Any other result counts as a
Good victory.




MOONLIGHT

Although the first assault of Pazghar has been repelled, Suladan knows that it is only a
matter of time before his garrison is overwhelmed, and resolves to escape the fortress. To
buy time while the rest of the garrison breaks the siege, a bold chieftain named Haran
leads a sortie into the Khandish camp - a dangerous mission from which none shall return.

Scenario Set-up

The game is played on a board 24'/56cm
by 24"/56cm, representing a small part of
the Khandish encampment. The board
should be covered with several Khandish
tents, as shown.

Khandish Tents

Special Rules

Dead of Night. The night is dark, the moon is
weak, and only a few campfires light the
battlefield. 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.

The Sound of Battle (Evil). Once the battle
begins, more and more Khandish Warriors are
drawn to the fray, leaving Haran increasingly
outnumbered. At the end of the Evil player’s
Move phase, he or she must roll a D3 - this is
the number of reinforcements that have
arrived. These reinforcements can be chosen
from any models that have not yet entered
play. Each of the reinforcements enters the
board from a point on an edge chosen by the
player with priority. Newly arrived models may
not charge in the turn they arrive, but may
otherwise act normally.

Starting Positions

The Evil player deploys half of his models
anywhere on the board, but no madel
should be closer than 3"/8cm to another —
any models that will not fit on the board
enter following the Sound of Battle special
rule, as described below. The Good force
enters the board from any edge at the end
of the first Good Move phase,

OBJECTIVES

The Good side wins if it
manages to kill at least thirty
models (cavalry count as two
models) before being
completely wiped out. Any
other result is an Evil victory.

FORCES
GOOD

® Hardn, Haradrim
Chieftain with spear
and bow

e Up to 75 points’ worth
of models chosen from
the Serpent Horde army
list. You may include up
to one Hero. Up to 50%
of these models may
carry a bow.

EVIL

e Up to 300 points’ worth
of models chosen from
the Variags of Khand
army list. You may not
include Heroes. Up to
50% of these models
may carry a bow,

SUGGESTED
FORCES

GOOD

® Harin, Haradrim
Chieftain with spear
and bow.

e 12 Haradrim Warriors;
6 with bow, 6 with spear.

EVIL

e 3 Khandish Horsemen.
e 30 Khandish Warriors;
10 with bow, 20 with

two-handed axe.




THE BATTLE 233
7 OF ABRAKAN

With the fortress of Pazghar in his hands, Vangaris turns his eye towards the merchant city
of Abrakan, whose defenders are ill-prepared for his assault. The battle goes against the
Haradrim in moments, and their only hope now lies in a flank attack by Suladan’s
surviving forces.

FORCES Scenario Set-up Starting Positions
The game is played on a board 48"/112cm The Good player deploys his infantry
COOD by 48"/112cm, representing the land models and Javiitakh within 6"/14cm of
& Suladan on horse beyond the eastern walls of Abrakén. The the western board ec}ge. The Evil player
o Javiitakh, Hisharin. playing area is covered with plenty of hills then deploys his entire force between
e Up to 250 points of and rocky outcrops. 12"/28cm and 24'/56cm from the western
models chosen from the - board edge. Suladan and the other
Serpent Horde army list. mounted Haradrim are then deployed
You may include up to within 6"/14cm of the western board edge.
one Hero. These
additional models must Good
be mounted. Deployment

® Up to 150 points of
models chosen from the
Harad army list. You
may not include other
Heroes or mounted
models. Up to 50% of
these additional models
may carry bows.

EVIL

® Vangaris, Khandish King
with bow, on chariot.

e Up to 400 points of
models chosen from the
Variags of Khand army
list. You may not include
Heroes. Up to 33% of
these models may carry

Evil Deployment

a bow.
ety Dot

SUGGESTED Guided by Destiny. Vangaris aims to make OBJECTIVES
FORCES a name for himself in this battle. He must THE G oot itile wine it
GOOD always ¢nargsan encyimodalii e (@ Vangaris is slain. The Evil side
o Sifadan Akieeide = wins if the Good force is
® Javiitakh, Hasharin. Desperate Heroism. Suladan knows that :1 el:i;cbedstc; le‘;z"'moiigsssii‘:é?g
® 20 Haradrim Raiders; 10 he must triumph here. He will always thei E;':ecti e r_h: ol

with lance, 10 with bow. automatically pass Courage tests in this St
® 24 Haradrim Warriors; CCanario turn, the game is a draw.

12 with bow, 12 with a

Spear.
EVIL

® Vangaris, Khandish King.

e 4 Khandish Charioteers,

e 3§ Khandish Horsemen.

e § Khandish Horsemen
with bows.

e 30 Khandish Warriors;
10 with bow, 10 with
two-handed axe.
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Suladan’s desperate intervention has paid off - the Khandish army fled wrth Vangar!s
death and has now withdrawn to the border. Refusing to allow the invaders to retain even
a foothold on Haradrim soil, Suladan vows to retake the fortress of Pazghar. Though his
army is tired and diminished by war, Suladan does have a secret weapon...

Scenario Set-up

The game is played on a board 48"/112cm

by 48'/112cm, representing Pazghar and

the surrounding land. The fortress is in the

northeast corner of the board.

Starting Positions

The Evil player deploys his entire force
anywhere on the board, with at least half
the army within the fortress. The Good
force moves onto the board from either the
south or west table edge at the end of the
Good player’s first Move phase,

Pazghar, now under
Khandish control

Special Rules

Suladén. Refusing to watch from further

afield, Suladan has taken command of one

of the Mumakil. He replaces the

Commander model of the chosen Mumakil

and all rules normally applying to the
Commander now apply to him.

The Good side wins if the Evil

force is completely wiped
out! The Evil side wins if
Suladan is slain. If both
players meet their objectives
in the same turn, the game is
a draw.

Alternative Themes

While this campaign is demgned
with Haradrim and the armies of
Khand in mind, you might like to
try it out with other forces, such as
_Elves or Dwarves. In these cases, you
could either play the campaign as a
series of straight points matches, or
‘as a whole new theme with relevant
scenery. This could represent Elves
resisting Sauron'’s attempts to
reclaim the Rings of Power, Dwatves
of Erebor defendmg Lheu‘ borders
Haradnm assallmg_ Gondor’s
southern defences.

FORCES

GOOD

® Suladén.

® 2 Mdmakil of Harad.

® Up to 150 points of
models chosen from the
Harad army list. You
may not include
additional Heroes or
mounted models.
However, if Javiitikh
survived the previous
scenario, he may be
present here.

EVIL

® Up to 400 points of
models chosen from the
Variags of Khand army
list. You may include up
to one Hero. Up to 33%
of these additional
models may carry a
bow. If Vangaris
survived the previous
scenario you may
include him in this one.

SUGGESTED
FORCES

GOOD

® Suladan.

® 2 Mumakil of Harad.

® 24 Haradrim Warriors;
12 with spear, 12 with
bow.

EVIL

¢ 4 Khandish Charioteers

® 3 Khandish Horsemen

® 30 Khandish Warriors;
10 with bow, 20 with
two-handed axe.
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BUILDING PAZGHAR

This former border fortress of Gondor, which we named Pazghar, is a key objective in our
campaign, and provides a great opportunity to create a generic scenery piece — the current
occupants are represented by banners that replace the proud Gondorian heraldry.

Matetials € Main Building
and Tools

Hardboard Drawing on images of
Textured wallpaper Gondorian architecture from
Junior hacksaw Minas Tirith and Osgiliath from
Foam card the Return of The King movie,
Thin card we began by sketching out a
Thick card plan of aur fortress. Notice
Balsa wood how the walls are incorporated
Masking tape into the building components.
Hot wire cutter The model can be divided into
Scissors several distinct sections: The
Clippers main building with attached
Pencils and pens stables and tower, the
Paintbrushes gatehouse, the battlements
Superglue with stairs, and the base. Much
PVA glue of the construction is made of
Plastic glue foam board,

Craft knife

Steel ruler

Paints as required

Bricks

The easiest way to create
the bricks for this model is
to take several sheets of
card of varying thicknesses,
and cut each brick
seperately from the sheets
as you require them. By
gluing the bricks in place
individually, you'll create a
realistic effect.

Windows

The windows on this
model were created using
a layered card technique.
The arches were cut into
one strip of card and stuck
‘to the building. Along the
top and bottom of this
strips of card were added
to create a lintel. More
card strips were placed at
the base of each window
to create ledges.
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9 Main Building

The stable wall at the rear of the fort is made
from a rectangular foam card box. The wall
should be high enough to allow for the use of
siege ladders during games. To allow for the
stairs, add a triangular shape at the left-hand
side so that it meets with the top of the main
building. To make the front wall of the stables
you need a piece of foam card about half the
height of the main walls. Into this, cut a series
of arches evenly along its length to represent
the stalls. The roof is made by cutting a piece
of card that is long and wide enough to fit
across the top of the stable when it is
assembled, with tiles cut from thin card.

Making Walls

The two side walls are made in
the same way as the stable
wall. Make sure that they are
all the same height. Once the
side walls have been created,
all the walls can be glued to
the main building.
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Stairs

Once the stable wall has been
constructed, you can add the
stairs. These are made by

foam card on top of each other
until the required height is
reached.

Crenellations

The distinctive
crenellations are made
from strips of foam card,
cut with a hobby knife.
Glue these strips onto the
outer edges of the walls.
As an extra piece of detail,
you can cut several small
wedges from foam card
and glue these under the
crenellations as supports.
Once these are all dry, the
brick detail can be added
as before.

The tops of the wall
walkways, tower and,
later, the courtyard
surface will all need to
be textured. One way to
do this is simply glue
sand to the top surface,
or paint it with textured
masonry paint. However,
we've found the best
results come from gluing
textured wallpaper or
plastic card to these
surfaces. Check out your
local DIY or model shop.




For ease of construction, the gatehouse is built
in three separate parts — a gateway and two
short wall sections. The gateway is made first,
and is simply a box with an archway through
the middle. Make it slightly taller and wider
than the rest of your walls. Once the gate has
been attached, you can make the end walls and
internal walls. The internal walls are made of
thin card bent round to form the inside of the
archway, while the foam board end walls
complete the box shape. Cut a final piece of
foam card to shape and place it on top, forming
the roof of the gatehouse. The two short wall
sections that go on either side of the gateway
are made in the same way as the other walls.

e R IR L o I ST R T S s

Doors

The outer gate and the
doorway on the main
building have a reinforced,
steel-banded look. Simply
cut thin strips of card and
stick these over the balsa
wood door. The rivets at
the intersections are made
from tiny, flattened balls of
modelling putty.

@ voch o 7 TESTH.

Outpost garrisons watch the
surrounding territories for
enemy movements. Adding a
watchtower to your garrison
model emphasises this aspect
of the fort. We decided not to
stick the watchtower to the
main garrison, giving us the
choice of whether or not to use
it in games (or even to use it
separately as a free- standmg
piece of scenery). This is a
simple foam card construction,
with balsa wood dowel used
as support pillars, and an
empty yoghurt pot stuck on top
to act as a decorated roof!

e

-wd=-auv-u

Gates

You can hinge your
gates, so that they can
open. The simplest way
is to make the gates in
two layers of balsa
wood, and sandwich a
piece of masking tape
between them. The other
end of this tape can then
be attached to the back
of the arch, where the
internal wall will hold it
in place.
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Once assembled and stuck to a Painting Walls Painting Wood
hardboard base, the entire
model is given a coat of fine
textured masonry paint and
then undercoated black. The
walls are drybrushed with
successively lighter shades of
grey. The doors are drybrushed
Scorched Brown, then
Graveyard Earth, then
Kommando Khaki, before
picking out the iron banding
with Boltgun Metal. Paint and
flock the areas of the base
outside the fortress to match
your own scenery set.

Finally, make a set of
banners using the templates
below, paint them, and
temporarily affix them to the
fortress as necessary.
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Painting Tiles Painting Metal
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Khandish Banners Haradrim Banners

=i | ' Banner templates are
shown at 50%. Photocopy

at 200% to produce

banners at correct size.

& MMVI New Line Productions, Inc.
Permission granted to photacopy the
templates on this page for personal use
only, fo play The Lord of The Rings

| Strategy Batile Game. All further Rights

| Reserved, The Lord of The Rings and the

| names of the characters, items, events and

places therein are trademarks of The Saul
Zaenlz Company dib/a Tolkien Enterprises
AVAY ANNNN VNN under license to Mew Line Productions,

Inc. and Games Workshop Ltd.




Sated with roasted,
festive Cave Squig,
Jervis Johnson sits
back, takes quill-
pen in hand and
describes the
highlights of his
hobby year...

STANDARD

is a funny old place to work. It's

inhabited by an eclectic bunch of
very talented individuals, who spend their
days designing amazing Citadel Miniatures,
creating awesome artwork, and writing
incredible games rules and stories. On the
other hand, it's a bit like working in a rest
home for absent-mind inventors, who
spend their days with their heads in the
clouds and saying things like “How am |
meant to work under these conditions!”
My wife’s nickname for me is “the dolty
professor”, bless her heart. Even those few
employees who start out being fairly
sensible quickly succumb to the laid-back
Studio lifestyle (Except for the White Dwarf
team, if they know what’s good for them! ~
Grombrindal).

Three people have the monumental
task of trying to bring some form of order
to this madness. These people are not, as
you might have expected, the Studio’s
managers, as the Studio management team
is every bit as obsessed about the
miniatures, artwork and books we make as
the designers are. No, the people who
really make sure that the Studio doesn't

The Games Workshop Design Studio
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grind to a shambolic halt are Anne, Jacquie
and Julie. While the rest of us rush around
like a demented herd of cats, These three
ladies make sure that we know things like
where we're meant to be rushing to, and
what we are rushing there for. They also
keep us supplied with all of the things we
need to work, like pens and paper, or
Green Stuff and Superglue, and even (if
you're Rick Priestley) a nice hot cup of tea
and a bacon butty.

But why am [ telling you all this, | hear
you cry! Well, at around about this time of
year it is Anne, Jacquie and Julie who are
the only ones that actually notice that it's -
almost Christmas time, and undertake the
rather forlorn task of trying to make the
Studio look at least a little bit festive. It was
these decorations that made me start
thinking about the upcoming Christmas
Holidays and, as one does when one
thinks about these things, | soon started
thinking over what had happened to me at
work over the last year. | realised that there
were quite a few things that had happened
and which I’d not had the chance to talk
about in Standard Bearer... well, until now
that is...




Pushing the envelope

As | look back over the year there are a
number of things we've made that | think
have pushed the parameters of what the
Studio is capable of designing. Three
examples (chosen from many) that have
really impressed me are the Warhammer
Giant, Codex: Eldar and Cities Of Death.

The Warhammer Giant is a '
groundbreaking kit in a number of ways.
I've talked before about the cutting edge
. computer technology used to help design it,
but it was the good old-fashioned creative
ability of the miniatures designers who used
that technology that made it such an
enjoyable model to make. [t's all of the cool
extra bits and pieces the designers included
with the kit, like the different heads and
weapons, and things like the cow and the
prisoner in a cage, that make this one of the
stand-out new Citadel miniatures released
over the last year.

Our new Eldar range also includes a
number of gob-smackingly wonderful new
models, and these are matched by the
writing and artwork included in Codex:
Eldar. The more | use this Codex the more |
like it. The lavish amounts of artwork and
detailed background information included
in the book really bring the Citadel
miniatures we make to life, while the army
lists and rules manage to be characterful
without being at all difficult to use. It's a
masterful piece of work, and in my opinion
sets the benchmarlk for future Codexes and
Army Books.

And then there’s Cities of Death, which
| think is one of the most important books
to come out of the Studio for some time.
‘The Cities of Death book elegantly
provides players with a host of new gaming
and modelling opportunities, but in a way
that is really accessible and fun. Cities of
Death is a game that just begs to be

played, and | know that many of you are
doing just that! This in itself would be
pretty amazing, but for me it’s the plastic
buildings our designers came up with that
take Cities of Death to a whole new level.
These buildings provide players with the
perfect battleground for games of
Warhammer 40,000, whether they are
playing Cities of Death or using them in a
standard game, and | am sure that they will
have a profound and long-lasting impact
on Warhammer 40,000 for years to come.

Cities of Death provided
Warbhammer 40,000 players with a
whole new way of doing battle in
the war-torn streets of the 41st
Millennium, with a set of rules and
some fantastic model buildings.

“ Cities of Death is one of the

most important books to come
out of the Studio for some time. ’,

Making it real

But this is all starting to sound a bit too
much like a TV awards ceremony (“And
the nominee for ‘Best Citadel Miniature’
is...”). So, enough self-congratulation and
gushing praise, and let's move on to a
more personal highlight of my year, which
was getting the chance to do some real
gaming with my son Jack.

As a games designer in the Design
Studio | do, of course, get to do quite a lot
of gaming. Not as much as some of you
may think or | might like, but | do get to
play games at work from time to time. The
problem with this type of gaming is that it's
rather specialised; the sort of gaming |
usually get to do is either play-testing new
rules, or taking part in battle reports for
White Dwarf magazine. While still lots of
fun, neither of these things are really
typical of a normal wargame.

www.games-workshop.co.uk/forums/gamesdevelopment 65



Legions of Middle-carth changed
the way we play The Lord of the
Rings strategy battle game. Clear
guidelines and army flists mean that
themed forces with allied
contingents are more viable than
ever before.

Write to Jervis at:

Jervis Johnson
c/o White Dwarf
Design Studio
Games Workshop
Willow Road
Nottingham

NG7 2WS
United Kingdom
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However, when my son Jack decided to
collect a Space Marine army of his own,
this started to change. For a start | got the
opportunity o see how Jack went about
collecting an army, which turned out to be
rather different to the rose-tinted view | had
of how this might work. And then | got the
chance to play games against Jack's army,
and to hear about his experiences playing
games against his peers in our Nottingham

probably go for Orcs & Goblins, which
will mean that we can split the contents of
our copy of Battle for Skull Pass. Then
there’s the Legions of Middle-earth
expansion, which has got me itching to
play a couple of battles of The Lord of the
Rings strategy battle game, too..

However, my third resolutlon requires
your help. You see, while Jack is an
awesome opponent and has reminded me

“ Drop me a letter if you’re planning a
visit to Warhammer World. We may
even get to play a game. ,’ '

store. Sadly, Jack has quickly learnt that his
peers were rather tougher opposition than
his dear old dad, sniff.

But I digress. What | found (as opposed
to what Jack found) was that these games
were quicker and more savage and brutal,
with far less emphasis on getling the game
rules exactly right, and with more emphasis
on getting your new models on the table
(even if they weren’t quite painted yet).

Best of all, these games were plain old-
fashioned fun, and they reminded me just
what it was that had got me into this hobby
in the first place.

Resolutions & Invitations

Which leads me neatly to my New Year
resolutions for 2007 (well, the gaming ones
at least; you can take more mundane
things like eating less and exercising more
as read). As you might have guessed, |
want to play more “real” games against
Jack. I've also decided that it's probably
about time to start on a new Warhammer
army to fight alongside the Tomb Kings
army that I've been using since 4th edition;
Jack has decided to collect Dwarfs, so I'll

STANDARD BEARER

what its like to start out in the hobby, the
experience has also taught me that I can
learn a lot by playing games against “real”
players out there in the real world that lies
beyond the ivory tower we call the Games
Workshop Design Studio. Now, as it
happens, the Studio is on the same site as
the Warhammer World visitors centre in
Nottingham, and | have noticed that quite
a few real-life gamers from all over the
world seem to visit the place.

| have therefore hatched a cunning
plan. If you're planning a visit to
Warhammer World, and you have some

time to spare, why not drop me a letter at

the address on the left of this page? Just let
me know your address and when you plan
to visil, and if I can I'll arrange to meet up
with you at Warhammer World so that we
can talk about the hobby, you can tell me
what you think are the best Citadel
miniatures and games we've brought out
recently, and — who knows ~ we may even
get to play a game if we have time.

And that's all from me for now. Have a
very merry Christmas, and an extremely
happy New Year!



feroes are the most powerful models in an army, and are amongst
“our finest miniatures. They benefit not only from the best paint job
you can give them, but also from a finely dteailed base.
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Hero
Basing Kit EL

Dead grass

The tub of static grass that is included in the Hero
Basing Kit represents dead grass. This can be
applied all over a base — use either Superglue or
Citadel PVA to stick it down. You can also add
clumps of dead grass to a base covered in green
static grass or flock to get the realistic effect of
mixed vegetation. Static grass of all kinds can be
made to stand on end by gently blowing on it.

Slate

Having your hero looking down upon his enemies
from a vantage point upon a rock will make him
stand out. Slate is really useful for modelling, as it
has no scale, so a small piece of slate when
painted can easily be made to look like a gigantic
boulder. By adding the smaller pieces of slate
around the base of the larger bits, you'll create a
realistic rocky area.

Clump foliage

You can use clump foliage to create small bushes
or shrubs, thereby making your bases look more
real. It is made up of flock stuck together with a
rubbery adhesive, so you can pull bits off to the
size you want. Stick them to your base with
Superglue. When using Superglue on areas you
have already painted, use it sparingly, otherwise it
can leave unsightly white marks.

Skulls, glorious skulls

What says more about your hero’s prowess than
having him stand upon the skulls of his enemies?
The Hero basing kit contains around 12 resin skull
piles. The skulls take up a large area, so test fit
your model to the base before sticking it on. For
the best possible pose, do this before you have
glued the model together as this allows you to
adjust both the model components and the base.

www.games-workshop.co.uk/store/glue-flock 67



Mark of Chaos is the latest computer g ir
world. Developed by Black Hole Entertainmen

Bandai-Namco, this real-tim strategy game bri
._ worldﬁf Warhammer Fantaé’y ,Battle,to llfe eh |

Chaos Warriors
: L IR ' Strong, tough, heavily
' 07 armoured warriors - these
ik troops are as deadly in
: Eo s W Mark of Chaos as they are
£ in Warhammer!
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This devou

Empire is one of many Hero
~ types in the game.
Combining combat abilities
with Prayers of Sigmar, he's
one of the most versatile
‘heroes the Empire can field.

State Troops

The basic Empire foot-
soldiers are dependable
troops, and you can kit
them out with a variety of
weapon options just like in
the tabletop game.
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progress, pmkmg up mag,lc items and skills. For example,
the Chaos Champion aspires to become a Daemon
Prince — hete you can see his “Skill Tree”, which you use
in the game to decide which abilities and spells he will
learn next.

Night Gcblms

Not the strongest infantry
regiment in the game, but there
are so many of them that they
still make for a good fight!

The game features an interactive army painter tool,
which allows you to customise not just each unit, but
every individual soldier in a unit! Everything from faces
to colours is changeable. The less energetic amongst us
can simply click the “Random” button, and have the
computer generate it all instead.

In between games your Hero will move around on the -
tactical map. Here, you get to choose where your army
goes to next. You can pick your fights, make camp, or
investigate villages. Sometimes this will result in a randnm
encounter, whereas at other times you will get the
opportum{y to. replenlsh your forces.

The army select:on screen is where you pic k your forccs .".

for ‘each engagement.. The further you progress in the 't =)
(ampa:g,n, the more units and Heroes become unlocked..:

_Betwuan ‘games, you can top up depleted units by

s;:ﬂcndm;1 the requisite.amount Of gold, recruit new units,
and even hire mercenaries.
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Golden Demon is the world’s premiere miniatures painting
competition. Over the next few pages we’ll be looking at
some of this year’s Slayer Sword-winning entries, drawn from
all over the world. But why do we host Golden Demon, and
what does it take to win? We talk to Alan Merrett, the man
behind the competition, for the answers.

over the world, hopeful hobbyists

queue by the hundred to enter their
Citadel miniatures in Golden Demon. It is
a source of great excitement and anxiety,
for many hours of work will have gone
into each of the models presented for
show. But only so many prizes can be
won, and only one supremely talented
individual can carry away the coveted
Slayer Sword.

“Golden Demon exists for two reasons:
to showcase great looking Citadel
miniatures, and to recognise and reward
fantastic painters,” says Alan Merrett,
We're sat in one of the offices in Games
Workshop’s Tower of Power, where GW's
top brass plan the future of our hobby:.
One of Alan’s big jobs is looking after
Golden Demon. He's been with GW for
many vears, being editor of White Dwarf,
among other things, and in the miniature
wargames hobby for even longer. He was
instrumental in setting up Golden Demon,
and that included choosing the categories,
cogitating on how it should be judged, and
what it should achieve. He is the man you
go to when you want to ask questions
about the competition.

“It's all about the hobbyists. It's not
about Games Workshop or our staff, who
have plenty of occasions where they can
show off their abilities,” he says. “It’s about
providing hobbyists with an opportunity to
demonstrate their creativity. It's not our
tournament, it's their tournament. These
are people who really get inside the skin of
what we do. They produce fabulous
models, awesome bits of conversion and
great painting. Somehow we have to be
able to recognise that and say: ‘Look at
what these guys are doing with the hobby.’
It is an achievement to produce amazing
miniatures that just make you gasp. It's a
fun thing to reward that acheivement, and
it's the right thing for us to do so.”

Several times a year at Games Days all
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Inspiration

Besides a big pat on the back for all those
who wield their paintbrushes like a magic
wand, Golden Demon fulfils a number of
other functions, too. For a start, it keeps us
on our toes. As the quality of Golden
Demon entries have risen, so it has pushed
our own ‘Eavy Metal team. If you guys
keep turning out amazing models, then it
makes us try even harder. It is no accident
that many ‘Eavy Metal painters and
sculptors were once noted Golden Demon
competitors.

Golden Demon also acts as an
inspiration to all hobbyists, providing a
benchmark for us all to set our own
painting achievements by.

“Golden demon is a wonderful thing in
that it creates aspiration. Before Golden
Demon that only existed in military
modelling circles. It's a wonderful thing to
have a competition where people can be
rewarded just for being great painters.
Winning is a wonderful payback for those
who invest so much time and energy in
that aspects of the hobby. It gives great
painters something to aim for, and it
inspires everybody to paint better models.
Everybody can have a crack at painting
miniatures, but look how far you can take
itl Look how exciting it is, look how much
variety and depth you can get from our
worlds” says Alan of the Golden Demon
entries. “It never fails to inspire me.”

How to win

There are many rules for entering Golden
Demon, and you can read about these on
our website. But there are two things you
should bear in mind when preparing an
entry. The first is that it is a painting, not a
modelling, competition.

“We look at the painting first,” explains
Alan. “If we have two models that are
equally good, then it will go to the quality
of the modelling.”



Bad modelling work can let a brilliant
paint job down. “It can be jarring if the
quality of the work is not as good as that
on the original miniature. It has to be
seamless, so you have to ask yourself if you
can match the skill of the Citadel team.”

You also need to make sure that any
modelling you do is in scale and keeping
with the miniature and that all your work is
finished to the same standard.

“Many miniatures get let down because
only one side of a banner is painted, or
because the banner is attached with a
couple of tatty paper tabs, so if you are
going to do a flag, paint both sides,”
advises Alan.

€€ A Cathayan model is
not a Cathayan model, it's
just a Chinese model, and
China is not part of the
Warhammer world.

The second thing is that Golden
Demon is a competition about Citadel
miniatures that depict the Warhammer,
Warhammer 40,000 or The Lord of the
Rings universes.

“I've seen dozens of entries that have
references to films or comic book
characters. |'ve even seen a Mad Hatter
model, and an Eldar Dreadnought with top
hat and tails. These entries are often
breathtakingly painted, or funny, but they
can’t win, because it goes against the spirit
of the competition. That might seem deeply
unfair, but it's a Games Workshop
tournament for Citadel miniatures depicting
our worlds. However well-painted some of
those things are, they fall outside of the
purview of Golden Demon.”

Golden Demon also does not
encompass parts of our worlds that we
have not yet explored.

“Araby, Cathay, Nippon. Not even we
know what the characters from these
places look like, so how can people create
models from there that are in tune with our
worlds? The guys in the Studio struggle to
come up with great ideas, and they have to
do it under the most terrifying scrutiny.
There are so many checks and controls and
arguments about what a particular aspect
of our gaming worlds are like, and that's
when we do the things that we've known
about for 20 years, and then people come
along and say ‘Aha, Cathay, I've seen this
place on a map, I've decided it looks like
this.” Cathay is just a name at the moment,
and will be for a long time. Just because
we haven't revealed what these places are

like it does not mean that they could be
anything. Speculation is not the same as
derivation or evolution. A Cathayan model
isn’t a Cathayan model, it’s just a Chinese
model, and China is part of our world, not
the Warhammer world.”

Interpretation

However, the competition is not
prescriptive, entries have to be true to the
spirit of the world, but this spirit is broad,
and there are many subjects to be
explored. What fits our worlds is something
Alan says hobbyists know instinctively.

“Qur worlds are open to a degree of
interpretation. That's part of the fun. For
example, Ogres have
always veered between
flesh and grey-ish. What
defines an Ogre is that he
is eight or nine foot tall,
has a voracious appetite, a
big fat belly, a big club
and is about to whack you
on the head. Grey skin, on
the other hand is not a

defining characteristic, it's
’, a trait. So you can paint

them flesh coloured.

Gaoblins, on the other
hand,” he continues, “they are green.
There's flexibility in what shade of green it
is, but green skin is part of what defines a
Warhammer Goblin.”

Another example is Space Marines. The
Warhammer 40,000 background suggests
that anything goes with regards to Space
Marines heraldry and uniforms, but we all
know that heraldry based on flowered
patterns is not “Space Marine”.

Creativity

Our judges, then, are looking for
beautifully painted models, modelled
perfectly which capture the soul of one of
our gaming universes,

“Genuine creativity,” explains Alan, “is
taking something that we think we know,
and then presenting it with a style and a
quality that is so brilliant that it makes you
look at the thing you think you know
again. Golden Demon has dozens of
entries every year that do just that. Great
art in history comes through people doing
unexpected, brilliant things with what's
already there. Michaelangelo didn't invent
statuary, but he mastered it and took it to a
completely new level. Mozart didn't invent
violins, flutes and cellos, but look what he
was able to do with them. Reinvention,
that's where real creativity lies.”

Golden Demon season is over, but a
fresh year lies ahead. Now is the time to
wet your paintbrush, fine tune your ideas
and get painting. Who knows, if you can
impress us, it may be you who holds aloft
the Slayer Sword at the next Games Day...
There is no greater hobby honour.
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Youngbloods and the
Open Competition

These two competitions
tun side-by-side with
Golden Demon,
Youngbloods allows
young hobbyists a chance
to compete againts their
peers — people who, like
them, have only been in
the hobby a while.

The Open is a little
different. Golden Demon
is really for you guys, but
we still want a chance to
show off too! (We are all
hobbyists, after all), so
we can enter the Open
Competition.

“It’s also a catch-all for
models that don’t fit
neatly into Golden
Demon,” says Alan. “It's
a place for the best of the
best to do some crazy,
bespoke things that really
wow people.”

Anyone can enter the
Open Competition, and
with pretty much
anything. but if you do,
remember you might be
competing against the
'Eavy Metal team!
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Orion _
Stefan Rath
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" France

| Blood Pact soldier
Alfonso Giraldes Bermejo
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This 54mm scratch-
huilt model is based
on the Blood Pact
soldiers from the
Black Library’s
Gaunt's Ghosts
novels. It was
inspired by this
illustration, from
White Dwarf 293

www.games-workshop.co.uk/goldendemon 75



AR s =
Converted Space Marine Hero
Fernando Prieto

Fernando made great use of our plastic
Space Marine kits’ modular construction
in creating his winning entry.

Interview with Fernando Prieto
This Space Marine hero took Fernanado
180 hours to convert and paint. The body,
arms, face, and bionic leg are all elements
that Fernando did himself, while the
homunculus, based on art from page 11 in
Codex: Space Marines, is completely
scratch-built.

“I like the Space Marines because they
are flexible,” says Fernando, “not only
because they are multi-part, highly
poseable models, but because the number
of different chapters means you can give
them the look you like most. In this case, |
chose the unicorn as the symbol on the
shoulder pad because it's my girlfriend’s
favourite fantasy creature.”

Fernando uses Citadel Colour applied
with Citadel Brushes. “They are the bhest to
paint models with,” he says. His trick is to
apply many thin coats of paint to get the
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clean finish you can see on the model.
“You need a lot of patience,” he tells us.
“My friends call me ‘Fernando the
methodical’. | know many painters who
like to get the model painted as soon as
possible and so they overlook the finish.
However, | take it easy and don't stop
working on a part until | am 100% satisfied
with how it looks. I'm a perfectionist.”

Creating a winning model like this
requires some degree of sacrifice. As
Golden Demon approached, Fernando
directed all his efforts to getting the model
done perfectly (“You can’t imagine how
many weekends he owes me...” says his
girlfriend Marta).

“Although | don't narmally paint every
single day, before painting competitions |
paint between ten and twelve hours per
day,” he says. “But it was worth it.”



¥ Ttaly

Inquisitor Eisenhorn
Andrea Oftolini

This Eisenhorn miniature
is an unconverted 54mm
modef fronm our Inquisitor
range, He features
heavily in the game and
also stars in a series of
Black Library novels.
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Gamesday Ghicago

The Fellowship of the Ring
‘Natalya Melnick

United States of America

Interview with Natalya Melnik
Russian painter Natalya Melnik (pictured
left) won this Slayer Sword at Games Day
Chicago (The United States of America is
s big that they hold four Games Days and
Golden Demon competitions a year). It is
but the latest award that Natalya has won,
as she has picked up numerous statuettes
from Golden Demon competitions in many
countries, and is widely regarded as one of
the planet’s best miniatures painters.

“The Lord of the Rings is by far one of
my favorite movies,” explains Natalya of
her choice of miniatures. “My intent was to
depict the characters as realistically as
possible, to match how they appear in the
films. For that | had to use natural colours
and tones to paint my figures. Without that,
it would be impossible to attain the level of

WHITE DWARF GOLDEN DEMON

realism on the miniatures that | wanted to.”

Natalya’s models exhibit an amazing
degree of fine brush work, especially in the
embroidery on Boromir's sleeves and
Gimli's cloak, as well as in the character’s
expressions, an element of miniatures
painting she is renowned for. She has, she
insists, no special tricks.

“My only secret is a thin brush and a
firm, confident artist's hand,” she says.

As Natalya is such a big fan of The
Lord of the Rings, we asked her if she has
a favourite amongst The Fellowship.

“This is a difficult question to answer. |
cannot pick a single character from the set.
I like all of the Habbits, but at the same
time Aragorn and Gandalf are also special
to me.”



Gamesday Los Angeles

'High Marshal Helbrecht and Chaplain Grimaldus
Tim Holly

High Marshal Helbrecht & Chaplain Grimaldus
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Gamesday Atianta

‘Wood Elf Lord
Jeff Wilson
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Gamesday Baltimore
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United States of America

Interview with Todd Swanson
Todd shared with us how he set about
winning his Slayer Sword.

“Firstly, choose miniatures that you
absolutely love. If you are passionate about
what you are painting you will want to do
a better job. Choose miniatures that you
feel are the most superbly sculpted. | have
always thought that the painting is limited
by the sculpture of a miniature. | spent
hours looking through the Games
Workshop Catalogue and Hobby Reference
choosing what | regard as the best
Beastmen models to use for my Warherd.

"1 also feel that conversion is very
important as it makes the miniature unique.
It is very important that you do a quality
conversion so that the finished model looks
like something that Games Workshop
would produce. You don’t want your
conversion to look like a conversion!
When converting a miniature | study it
hard and think how | can work on the pose
to make it as dramatic as possible.

“This is a painting competition after all,

GOLDEN DEMON

so this is the most important. Quality is the
paramount aspect of painting for me. This
means there are absolutely no mistakes
anywhere on the model. This is very time
consuming but is well worth it if you are
serious about winning a Demon statuette.
Quality also means doing your best to have
seamless color transitions when blending.
Don't hesitate to repaint something if it
does not turn out as planned. On many
occasions | have repainted areas that |
spent hours on because it did not come out
right. Always look for a place to
incorporate freehand designs on a
miniature. This is where you can really
make your model stand out and make it
unique. Be as creative as you can with
freehand and spend some time doing
sketches before you apply your ideas.

"Lastly, remember that quality work
takes time. | invested over 300 hours in my
Beastmen Warhand.”

As you can see from these amazing
models, it was time well spent.
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Orc Warlord
Albert Moreta Font

Interview with

Albert Moreté Font

There are loud whoops of joy and not a
small amount of tears from “Team Spain”
(the contingent of Spanish painters that
enter multiple Golden Demons every year)
as Albert Moreté Font’s name is announced
as this year’s UK Slayer Sword winner. We
caught up with him as he left the stage and
was engulfed by his overjoyed comrades.

“It was exhausting,” explains Albert,
when asked how long the model had taken
to paint. “I started thinking about it in
October last year, after being inspired by
Adrian Smith’s art in the (then current)
Orcs & Goblins book. | actually started
work on the model in February and then
worked on it on and off until June. From
then | did at least four hours a day right up
until we flew over to Birmingham.”

The model was painstakingly put
together, with many scratch-built elements.
Even though it is all equally well-crafted,
he must have some favourite bits.

“There are loads,” he proudly states.

“But if | had to choose | would say the face
— specifically the teeth — and the feet. They
took the most time to finish.”

Albert looks thoughtful as we ask if,
with all the effort needed, there were times
he wanted to throw the whole thing away.

“Yes, | came very close to binning the
model on several occasions, but I'm very
focussed. At the end of the day the
standard for Golden Demon is so high that
if you want to win then you have to
commit to that level of dedication. | came
second in my category last year and vowed
| would take the Slayer Sword this year.
That is what kept me going.”

Will Albert be back to defend his title
in 20077

“You bet! | already have plans and
ideas in mind for a model but I'm not
going to tell you what that is,” he says. He
is once more piled on by his delighted
countrymen, all dressed in their bright red
“Team Spain” T-shirts.
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Later in this series...

The Tactica series will
cover a variety of topics
from our three core
games systems, Coming
soon in this series you
will find, among other
topics, the following:

e Shooting
* Magic
* Psychology

WARHAMMER
& /40000,

¢ Choosing an army
s Vehicles

¢ Assaults

e Close combat

s Cityfighting

[ORD
=1 STRATEGY E LLE
* Army selection
e Using infantry
e Spellcasters

* Monsters

* Heroes
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Believe it or not, you can gain a potentially game-winning
advantage in a Warhammer battle purely during the deployment
phase. Veteran players and rules scriveners Phil Kelly and Ant
Reynolds take us through the basics.

he first thing to learn about the
Tcieploymenl‘ phase is that it really

matters. It's always worth spending a
bit of time thinking about your deployment
plan rather than just plonking your units
down in a big chorus line. Like a football
manager, you should have a definite
formation in mind that plays to the
strengths and weaknesses of your troops
before battle is joined. Here we'll be
looking at some classic deployment
strategies that most armies can employ.
Later, we'll examine some special tactics
for armies that don’t quite fit these models,
namely small, elite forces and the every
unusual Vampire Counts.

Deploy cheaper units first

Most armies have some small and not-
very-expensive units in their number,
These are the ones you want to deploy
first. By holding back your expensive and
powerful units until later in the
deployment phase, you force your enemy
to reveal his hand. This enables you to
react to your opponent’s deployment,
leaving his elite infantry with no-one to
face off against, and you can avoid his
shaoty units altogether. Some armies even
have several small units that work really
well in enhancing the use of this tactic. For
example, when playing Skaven

competitively take one two-man unit of
globadiers, two five-man units of Night
Runners, and two units of Skavenslaves -
the enemy will have deployed six or seven
of his units (usually the majority of his
army) whilst you've placed a mere 150
points’ worth of cheap sacrificial units.
This complements a refused flank strategy
very nicely (as described later).

First-turn bonus

Not all armies have access to nhumerous,
cheap troops. If that's you, then try as hard
as you can to get the +1 to the dice roll to
see who gets first turn by finishing
deployment first. Your opponent will get to
react to your placement, but if your army
is smaller, he would anyway, and that
bonus +1 can make up for it. Though
going first isn't as important as a solid
deployment strategy, if your army is small
but has decent ranged or magical abilities,
it can tip the balance in your favour.

Deploy deeper

A sneaky tactic is deploying a little back
from your deployment zone's limit.
Deploying your units 10" on instead of 12"
may keep you out of range of a first-turn
volley from enemy missile units and
spellcasters, or even confound your
opponent’s guess-range estimates.




Keep out of the cannon sights
You may be thinking “Well, duh,” at this
point, but placing your best units last will
often enable you to interpose a nice big
wood or building in between them and the
opponent’s guns. This is especially
important for large targets such as Giants
and Dragons — don’t deploy them until
you’ve seen where the opponent is putting
his war machines. There’s little more
annoying than having a smoking hole
blown through your best model before it's
even off the starting line.

Deploy your characters wisely
Characters come last in deployment order
and some players, once they have placed
their General in a nice central position, see
the placement of the others as an
afterthought, This is folly! Firstly and most
importantly, try to ensure that your
characters are placed within units, even if
you intend to move them out later in the
game. Proximity to a unit is no longer
enough to protect a character, so there are
a lot of snipers out there. Secondly, place
your Wizards in nice chunky units that you
can move forward with impunity. Even if
you are playing defensively, you will need

Scout’s honour

to move your Wizard’s unit forward a few
inches so that he can cast his magic
missiles effectively (the vast majority of
these have a 24" range). Thirdly, place
your combat-oriented characters so that
they can bolster your line where necessary,
or within units that have low Leadership.
Battle Standard Bearers should be placed
in close proximity to your General, but
beware deploying several characters in the
same unit. Think eggs and baskets...

Get out of the way

When deployment space is tight, or you're
trying to employ a particular strategy such
as those discussed later, it can be tempting
to bunch up your units. Where possible,
try to avoid getting your units in each
other’s way. Theres no point forking out for
a huge unit of Black Orcs, for instance, if
they get stuck behind your (squabbling)
Gobbos for the first few turns.

Don’t rush

Finally, don’t be in a hurry to deploy. Every
time your opponent puts down a unit he
gives you a little more information to mull
over — give it some time, and respond with
a unit of your own when you are ready.

Scouts are great nuisance troops but you need to give some thought to what you are trying
to achieve with them, Deploying them in a hidden corner enables them to take on enemy
artillery or magic users eatly in the game. Deploying them in a wood in your opponent’s
deployment zone allows you to restrict opponent’s march moves while remaining safe. You
can also put them behind a building or other scenery feature, ready to dance out in front of
powerful enemy units to provoke unwise charges; from which, of course, your scouts can flee

back into the safety of cover,

T

+

ol
o
. Not only can your shooty f
infantry deploy in two |
«  ranks and fire at full (1
« efficacy, but units in less .
lofty positions do not (
block your line of sight. ¢
.+ Theyalso give a handy +1
* combat resolution bonus. i
Choose the deployment 4
“zone with the hill, evenif  /
4




€ lagsit

DEPLOYMENT

There are several classic deployment set-ups that most Warhammer players will have
faced at some point in their gaming career. The reason that they are classic is that they

work really well! Here’s a brief overview.

_The_ 'Ca'st_lr-e

Missile troops and
war machines,
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How it works...

When drastically outnumbered, deploying your troops in one

corner of the board is a great tactic, and is a special favourite of

Dwarfs when fighting hordes of Skaven. The aim is to negate the
enemy’s numerical advantage by limiting how much of his army

he can bring to bear against you }. Your enemy will have to

deploy his force over a wide frontage, whereas you concentrate

your force in a small area that bristles with guns @ and blades €).
Your flanks are anchored by board edges, and the enemy will only |8
be able to match you unit for unit instead of being able to charge ’
you with several of his at once. Under these conditions, your top-

quality troops will really shine.

These units will have the
hardest time taking part in
the battle.

Defensive combat units form
a prickly perimeter arouncd
your more vulnerable units,




Fast Cavalry, Skirmishers,
or cheap, expendable
units go here ready to
heroically die whilst tying
up the enemy, or run off,
thus leaving the opposing
units stranded.

These units will be left
harribly out of position.

The main thrust of your
army goes here.

How it works...

In the world of
wargames, the term
“refused flank” is used to
describe the practice of
deploying on one side of
the battlefield. The idea is
to deploy in such a way
that you leave several of
your opponent’s units
without an enemy to
fight € .Deploy your
faster or expendable
units first, on one side of
the board @ luring your
opponent into deploying
his troops opposite them.
Your prize units, however,
are placed on the other
flank €).This often
means your opponent
will not be able to bring
all his army to bear on
your best units, who can
romp home to victory.
Alternatively, redeploy
fast units in the first two
turns to join with their
buddies on the other side
of the field.
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The hardest units advance dead

The Hard Centre SEMESEGR

Your flanking force will
hand to counter the enemy’s
tlank threat.

The enemy may try
p the hard centre
ankers,

Players who like fielding extremely powerful units such as
Grail Knights just hate it when they have no one to kill. To
prevent your opponent pulling a refused flank manoeuvre
on you, simply deploy your iiber-unit dead centre € -
whatever happens, you will be able to crush some skulls this
way. Of course, the danger here is that your opponent will
outmanoeuvre and subsequently flank you € - prevent this
by staggering your battle line and having flanking units €
that can intervene if the enemy tries to encircle you.
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Exceptions to the rule

Some armies, such as small, elite forces
and the Undead, act unusually and hence
must be deployed differently. Though you
can adapt any of the strategies presented
earlier, here are some more tips to getting
the most out of them.

Causing chaos

Small forces, like Lizardmen or Ogres,
need to be carefully placed and protected.
The points below also apply to Chaos, but
their armies are so diverse it's difficult to
write a definitive tactics guide for them!

e Your expensive units will attract a lot of
enemy shooting and magic. Deploying
them behind a screen of troops can be
vital. Screamers make a great choice as a
screening unit, as they are hard to hit
(being a flying unit, and as such
skirmishing), have good Toughness, 2
Wounds each, and their Daemonic ward
save. Other good screening units are
Furies, Skinks and Beastherds — in fact,
any skirmishing or flying unit.

*You will most likely be outnumbered and
outgunned by your foes — minimise the
casualties you will take when advancing
across the table by careful deployment —
use the terrain to your advantage, and
consider using a refused flank.

s Protect your flanks! Small, elite armies
can be outflanked, spelling doom for
your force. Use fast cavalry and
skirmishers to threaten any units trying to
get around. the side of your powerful,
expensive blocks of troops.

Deployment counts

Warhammer is a game that is won and lost
in the Movement phase, and in a Vampire
Counts army, only units that are within 12"
of your Undead General are able to make
march moves (characters, Ghouls and
flyers excepted). As such, setting up any of
your units further than 12" away from your
General is generally a bad idea.

However, you have to set up your
whole army before you set up your
characters. Therefore, you need to know
where you are going to be putting your
General right from the outset. A unit of
Zombies out on a flank moving 4" a turn is
not going to take much part in the game!

As such, it is generally a good idea for
a the bulk of a Vampire Counts army to
start the game clumped around the unit
that you intend to place the General
within. Even if it means stacking your units
up, one behind the other.

The trick to this is knowing where you
intend to place your general, but not
giving that away to your opponent. Fake a
refused flank by placing units on one side
of the board that really don’t matter. Small
units of Ghouls, Fell Bats and Dire Wolves
are great to for this, as they have the speed
to be able to rapidly redeploy to where
you have really set up your army (of
course, your opponent may have read this
article, so some very clever double-bluffing
may be in order). Not that your opponent
should know where that will be before he
sees your best units hitting the table. Then,
once you have thoroughly confused him
and he has placed the mainstay of his own
army in entirely the wrong plaLe, you can
place the heart of yours.

~e

. skirmishers 2" into a wood,

IF YOU GO DOWN
- TO THE WOODS
TODAY...

A favourite tactic of mine
is to place some

looking out in all
directions. The enemy
cannot usually charge the

.. skirmishers because the

wood slows them down,
but the skirmishers can

. charge out in any direction
- they please without
penalty. Furthermore,

-woods impose yet another

-1 to enemy shooting due
to being soft cover. Yay'
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Wraithlords are deadly wraithbone
constructs piloted by the spirits of fong-
dead Eldar heroes. Their weapons
options make them adaptable to many
battlefield roles, while their Toughness 8
provides good survivability.

ELDAR WALKERS

“WARHAMMER

740000,

In battle, the Eldar
employ two types

of Dreadnought-
equivalent walker.
The piloted weapons
platform known as
the War Walker, and
the spirit-guided
Wraithlord.




=
The Wraithlord plastic kit has an impressive 48 pieces,
_ allowing you to personalise your model as well as
choose the right weapons-fit for a particular enemy.

Wiraithlord assembly

13 Starcannon
energy cells

www.games-workshop.co.uk/eldar 89
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War Walkers are an ubiquitous Eldar vehicle. They
- are capable of carrying a huge range of powerful
weaponry, making them feared the galaxy over.

Key

1 Chassis top

3 Sensor 1

15 Pilot body

17 Pilot head 2

21 Cockpit left

27 Left leg piece 1

War Walker assembly

90 WHITE DWARF ELDAR WALKERS



War Walkers often
operate in squadrons
of three, so that their
firepower can be
better archestrated.

War Walker components

- “To strike at
will, swiftly and
surely, and stride
‘beneath the

. open sky =7

L | that is freedom.” -

Autat_‘ch Shanj_ai Miennan

L5

~ www.games-workshop.couk/eldas 9T
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ELDAR WALKERS

Biel-Tan

The War Walkers of the Swordwind court have a fierce rivalry with
the pilots of the Craftworld’s battle tanks, and they constantly try to
outdo each other on the battlefield. Each thorn on the flowing vines
painted across their vehicles represents the death of a hated enemy.

Bright lance

e P i o

Weapon Range Str AP Type '
Bright lance J6! B h 2 Heavy 1, Lance
Starcannon

L
S
(40 B
Weapon Range 5tr AP Type
Starcannon 36" 6 2 Heavy 2

The Wraithlords of Saim-Hann form the indomitable centre of their
Craftworld’s strike forces. Enemy forces have launched offensives
upon seemingly isolated Wraithlords only to find themselves
surrounded and cut down by lightning-fast Wild Riders.

Shuriken cannon

Weapon Range Sir AP Type
Shuriken cannon 24" 6 5 Assault 3

Wraith sword

Weapon Special Rules
Wraith sword Re-roll failed rolls to hit in close combat




lyanden

Of all the Craftworlds, Iyanden has the most wraith-constructs. They
commonly use Wraithlords as long-range support and, having
pioneered the most recent patterns of Wraithlord, are also
investigating a pattern of Wraithguard optimised for close assault.

Eldar missile launcher

Type
Heavysda
Heavy 1, Blast

Weapon Range Str
Missile launcher (krak) 48" 8
Missile launcher (plasma) 48" 4

Ta
-h-w._c

Shuriken catapult

Weapon Range Str AP Type
Shuriken catapult 12" 4 5 Assault 2

Telennar

The War Walker pilots of Telennar are organised into a loose
fraternity known as the Scythestorm. It is common practice for them
to synchronise their targeting systems so that when they open fire the
air itself ignites.

Flamer
Weapon Range Str AP Type
Flamer Template 4 5 Assault 1

Scatter Laser

Range  5tr AF Type

Weapon 1
36" 6 6 Heavy 4

Scatter laser
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FILM REFERENCE

Boromir is one of the most powerful Good Heroes in The Lord of The
Rings strategy battle game. This month, we take a look at using film
reference when painting this mighty warrior.

hen painting characters from The He chaose to paint the plastic Boromir
WLord of The Rings movies we, as miniature from the Mines of Moria box
hobbyists, have a great set, as the miniature is posed and sculpted
advantage — images from the films provide to directly represent the character from a
us with definitive reference guides. We particular movie scene — the dramatic
asked Neil Hodgson to paint us a model, battle in Balin’s Tomb. Armed with
using the films as reference, to illustrate essential film reference, Neil shows us
what a valuable resource these images are. how it's done...
Stage by stage i : z :
Stage 1 Stage 2 Stage 3

Begin by painting all the flat Shade the hair and beft with Apply middle highights to the skin
basecoats. Neatness is the most Brown Ink, and the skin with a and h('ln'r. Mix a tiny amount of
important thing here. Flesh Wash, Apply dark grey Dwarf Flesh into Scab Red for the
highlights to the outer tunic. inner tunic highlights.
Stage 4 Stage 5 Stage 6

Highlight the leather belt, bracers Shade the inner tunic with a thin Paint the final deiar'{s (see r{'ght,i.
and metal parts of the model. wash of Chestnut Ink. Apply final Add final hair highlight. Paint the
highlights to the leather areas. lip with a 2:1 mix of Dwarf Flesh

and Scab Red. Base (see boxout).

COLOUR GUIDE

Gecab Rey S‘;ofched B’OW,, & caveyard £, s

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




Face

Sleeves
The pattern is painted
onto the sleeves first with
Bubonic Brown, then with
a mix of Sunburst Yellow
and Bubonic Brown.

After a basecoat of Dwarf
Flesh, shade with Flesh
Wash, Add Forlress Grey
and Skull White for the
final highlights.

Bracers

The very edges of the
bracers are highlighted
first with Bestial Brown,
then with a Bestial Brown
and Bleached Bone mix.

Horn of Gondor
Beginning with Codex
Grey, gradually work up
to pure Skull White.

Robes

The weathering is stippled
on to the lower portions of
the tunic, using Graveyard Brown for each layer. Mix
Earth, Bubonic Brown and in Bleached Bone for the
Bleached Bone. dinks and scratches.

Shield
Add increasing anmounts
of Dark Flesh to Scorched

THE FELLOWSHIP OF THE RING
Baromir is just one of the Nine Companions to
venture inta Moria. You can apply the same
principles of using movie reference to all the
models from the set. :

Basing

Neil has based the model
to represent the ruinous
caverns of Moria. Apply
sand very sparingly to the
base, then paint the whole
thing Codex Grey. After a
drybrush of Fortress Grey,
carefully paint in the
cracks with Chaos Black.

www.games-workshop.co.uk/thefellowshipofthering




EhEd Whether you’re looking
u for a way of safely
transporting your
miniatures, or just want
to add that little extra
something to your games,
you'll find what you need
at Games Workshop.

" NVALUABLE ACCESSORIES FOR YOUR GAMES
FIGURE CASES

Custom Army Case

VIAREANMER. YT ELI T oot
n counter set Large red miniatures

" Contains all the ca e s peh I
Geintars you il lever foam compartments
need for vour games of hoth far iﬂfal'ltl'y and
Warhammer. cavalry-sized models.
'; ;‘;i‘;;‘g‘;‘;‘;‘;-’ Product code: 99230299002
£50.00

Large model custom
Army Case

Large green miniatures
carrying case with
customisable foam
inserts for large models.

Product code: 99230199002
£50.00

Warhammer
40,000 Cities of
Death counter set

Contairis all the counters
you will evernieed for

Citadel Figure Case

your games-of Cities of Miniatures carrying
Death. case with three foam
Product code: trays for infantry-sized
9920199029 Citadel miniatures.
SOLD ouUT

Product code: 99239999007
£30.00

GAME TEMPLATES TAPE MEASURE

Includes both
metric and imperial
measurements.

Suitable for both
Warhammer and
Warhammer 40,000,

Product code:
992207199009

£4.00

Product code:
99239999009

£6.00
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WARHAMMER GAMERS' EDITION

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

o Hardback rule book

e Small format rule book

s Dice pouch
» Special edition dice

e Special edition templates

s \Warhammer counters

s Shoulder bag with
embroidered logo

Product cqde:
60020299006

£60.00, .

9 RULE BOOK CASES

« lemplate pouch
Rule book slot

Dice pouch

Tape measure pouch

Rule book, dice, tape
medsure and templatres
are aol included in the
Rules Cases,

Special Edition Special Edition Special Edition

Warhammer 40,000 Warhammer The Lord of the Rings
rules case rules case rules case

Product code: 99230199001 Product code: 99230299001 Product code: 992371499001
£10.00 £10.00 £10.00

Warhammer WARHAMMER' |

40,000 vehicle
damage dice tin
» 6 Glancing Hit dice

+ 4 Penetrating Hit dice
* 2 Ordnance Hit dice

Product code:
99220199031

£6.00

O S Y
,ﬂﬂ% 5;-‘.‘15 [E';N {t%ur

o

Warhammer
dice tin

¢ 8§ Warhammer dice
* 1 Artillery dice

= | Scatter dice

Product code:
9922029902002 _

Warhammer
40,000 dice tin

= § Warhammer
40,000 dice
e 1 Scatter dice

Product code:
99220199023

£6.00

Battle dice tin

* 20 red dice

= 10 black dice

* 2 Artillery dice
= ] Scatter dice

Product code:
99229999051

£5.00

The Lord of the
Rings dice tin
+ 8 stone effect dice
= 1 priarity marker

Product code:
99221499009

£6.00

www.games-workshop.co.uk/store 97



GHHND gL i ARMY SHOWCASE

- LEGIONS

Using fowyn as the basis
of his army general, Chris
performed a simple
weapon-swap, changing
the original sword blade
for that of Siladan's
scimitar.

eteran hobbyists, Chris Peach and
VRik Turner reveal some of their

plans for their forthcoming The Lord
of The Rings Grand Tournament armies.
Chris: The Lord of The Rings story has
always been an inspiration for me, but
since seeing The Two Towers | have
wanted to field an army of Easterlings. It's
the look of their armour that really attracts
me to them and the fact that they're ‘the
elite of the elite’.

With the arrival of the Legions of
Middle-earth Expansion book and the
changes to the size of the tournament
armies, | have added five Kataphrakts to
my army and will probably include a
banner bearer too. A small contingent of
Haradrim spearmen will also support my
Fasterlings. These will be employed to slow
my opponents down with numbers while
the Easterlings move in and mop up.

98 WHITE DWARF LEGIONS GATHER

GATHER

"_Tournament Armies for The Lord of The Rings

In the background | have created for
the army, the Haradrim are in my Easterling
force because the two formed a coalition
during a campaign to expand the territories
of Mordor. Ever since they have traded in
weapons, armour, silks and slaves. Where
the Easterlings have strength and protection
the Haradrim bring speed, poisoned
weaponry and Mamakil.

My army should be able to deal with
most of the forces found in Middle-earth.
I'm also be fielding Khaml the Easterling,
a fantastic model and a character that has
some awesome special rules, especially his
ability to regenerate his Will points for

every wound caused.

My main strategy is having two to three
blocks of Infantry in the centre, supported
by heroes, banners and cavalry at either
side as a flanking force. Having Khamdl in
the centre of the battlefield and supported



Chris Peach’s

HEROES
Khamil the Easterling ... .. ... .. 120
Nikita the Cold-hearted (Easterling Captain)

Armoured horse ..o s S 65
Haradrim Chieftain ........ ... in ey 45
WARRIORS
1 Easterling Kataphrakt Banner Bearer

Armoured horse ... f e 39
5 Easterling Kataphraks

Swords, shields, armoured horses 1! 70
1 Easterling Banner Bearer

BaNRet s s o e e e B

by Easterling spearmen, he not only drains

the courage of enemies around him but
packs quite a punch once in combat.
Having the ability to restore his Will, |

have no worries about his spirit crumbling

‘when he gets himself into any tight spots.
My force is led by a female captain
called Nikita the i
Cold-hearted, not a
nice lass this one. It
wasn't her abilities
that made her leader,

her commander’s

/iThe Easterlings are
among Sauron’s most
more the sliting of - gdvanced warriors -

army are led to war under the banner of Nikita the Cold-hearted, accompanied by Sauron’s ever-present amba

8 Easterling Spearmen
Swords, shiglds, Spears. . ..., cewiiieninieninn B0
8 Easterling Swordsmen

SwirdsShBlds . v e s s 64
8 Easterling Bowmen

Swords, bows ... S R R b4
1 Haradrim Banner Bearer

Banner ....... P e e 30
15 Haradrim Spearmen

SRaarE AR K sl | A N e ek e M N 2 ] 90
Total ... . ol A, " L)

| wanted my Easterlings to look
different from the red and gold ones seen
in the movies, so | went for black and
orange robes with brass armour. The
colours contrast well and give them a
sinister but regal look. My Easterling force
resides in the temple city of Tset-Hedren,
‘the closest city to the
lands of the Dwarfs,
which strangely
enough, is my
second Grand
Tournament force,
1'm really looking

throat while he slept The ‘elite Of t_he elite"!’ﬁ' forward to the GT.

in his tent. | used the

model of Eowyn to create my character,
‘and swapped her sword for Suladan’s
scimitar — not a massive or complicated
“conversion but it is my favourite figure in
the force.

It's a great
opportunity to see loads of fantastic armies
converted from the minds of gamers that
are completely dedicated to the hobby and
who, like me, just want to have a wicked
day of death and destruction!

www.games-workshop.co.uk/tournaments 99
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ssador, Khamdl the Easterling.

PAINTING
EASTERLINGS

Robes

@ Chaos Black

@ Codex Grey

@ Black Ink

Head Scarves & Sashes
@ Vermin Brown
@ Blazing Orange
@ Fiery Orange
Armouy

() Brazen Brass

() Chainmail

@ Brown Ink

@ Black Ink
Weapons

() Brazen Brass

(» Chainmail

O Mithril Silver
Baser

@ Graveyard Earth

Bleached Bone
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The rules for Elven
. Knights are not currently
available, forcing Rik to
leave his valuable cavalry
out of his Grand
Tournament army list.
Unoffical rules for the
Elnaith (Elven Cavalry)
can be found on the UK
website, however, you
must get your opponent’s
permission before you can
use them.

PAINTING
ELVES

Robes

@ Regal Blue

@ Ultramarines Blue
@ Black Ink

Sarhes

@ Codex Grey
Fortress Grey

@ Black Ink

Armour
Shining Gold
@ Dark Green Ink
Burnished Gold
) Mithril Silver
Weapons
© Boltgun Metal
@ Blue Ink
() Mithril Silver
Baves
@ Graveyard Earth
Bleached Bone

s A = sl i

Rik’s entire Elven host prepares for war — though not all will fight in the coming Grand Tournament,

HEROES
Gil-galad

Heavy armour, Aeglos ... P &1
Elrond

Heavy armour, Elven blade, Vilya ..., . 170

WARRIORS
Banner Bearer
Heavy armour, banner

Rik: I've always loved the Elves of Middle-
earth, From the moment they first
appeared in the prologue of The
Fellowship of The Ring, amassed for war at
the foot of Mount Doom, | knew | would

‘collect an army of them.

This year will be my first The Lord of
The Rings Grand Tournament and now,
with my army nearing completion and the

‘arrival of the new Legions of Middle-earth

Expansion book, there has never been a
better time to step into the arenal

Pictured here is my entire Elven army —
well over 1,000 points. For the Grand
Tournament | plan to select heroes and
warriars from my main army — the final
composition has yet to be decided as |
continue to play test ideas and tactics, right
up until the last possible moment.

When | began the army | decided to
paint similarly armed warriors in groups of
12. This seemed like a good number as it is
easily divisible by 2, 3, 4, and 6, allowing
me to field them in visually pleasing
groups or units. When you're an Elf,
looking good at what you do is almost as

LEGIONS GATHER

Sw v

12 Spearmen

Heavy armour, shields..............s 132
12 Swordsmen

Flesayy A PHG T s e S e R S 4145
8 Bowmen

|5 22 0P E Ty o | B 1 £ B LN IR 88
U it A el T S B e 094

important as doing that thing well!

| also tried to incorporate a suitable
hero to accompany each of my units,
selecting characters who were again,
similarly armed. | chose Elrond to lead my
swordsmen, while Gil-galad, High King of
the Elves during the Last Alliance, would
lead the spearmen. As Gil-galad was slain
during the last battle of the Second Age, to
include him would mean fielding an Elven
army of Eregion, as laid out in the Legions
of Middle-earth Expansion book.

To my delight, an army of Eregion also
presented me the opportunity to convert a
group of Elven Knights. However, since no
official rules for these miniatures currently
exist, | will have to leave these behind
when | go to the Tournament.

As | like all things Elven from The Lord
of The Rings, | eventually plan to expand
the army and make it an army of the Grey
Havens. The advantage of doing this is in
the list of allies available to the Grey
Havens; Rivendell (Elrond, Elladan &
Elrohir, Erestor, Glorfindel and Arwen),
Eregion (Gil-galad, EIf Chariots, EIf Knights,



/IThe Great Eagles

provide an awesome air

force for my Elves... 7/

Elf Rangers and EIf Catapults), and for that
extra bit of kick, | can ally with Fangorn
(Ents) and the Great Eagles!

EAGLES

| really love the Great Eagle kit and was
eager to provide an air force for my Elves
to combat the occasional Fell Beast.
However, if you want to-include more than
one in an army, you have to put up with a
bit of duplication — something I've never
been a fan of.

| looked at reposing the wings, using
different positions to imply gliding or
swooping actions, but ultimately | wanted
more diversity. Eventually | decided |
would embark upon my most ambitious
conversion to date and sculpt a whole new
set of wings.

After a little research into the
mechanics of actual eagle wings, | chose to
create a dive-bombing pose, as though the

eagle were falling at great speed from high
above to strike it's target at the last
moment. | began by sketching out the
shape of the new wings on paper before
transposing the shapes onto some 2mm.
thick plasticard, | then used a hobby knife
to carefully cut the wings out.

Working on one surface of a wing at a
time, | applied a liberal amount of Green
Stuff and set to work with my sculpting
tools and water, and began the painstaking
task of sculpting each new feather, working
in layers from wing tip towards the wing
blade (or leading edge). | left each side to
dry for 24 hours before | began to work on
the reverse side.

With the wings textured, | glued them
to the body and used more Green Stuff to
fill in any gaps. | also took my clippers to
the tail feathers on the body to create a
more streamlined position. A little more
Green Stuff to neaten up the edges and my
new Great Eagle was ready for painting.

GY BATTLE GAME

RIND TOURNATTENT

w

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
hetween the ages of twelve
and fifteen years must be
accompanied by an adult.

What doés 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.

e 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
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The name Gareth Hamilton will be familiar to re%lqlar
n

times than most, and here he is again with somet

readers of White Dwarf. He’s been in its pages more
of a rag-tag Empire army which we first spied at last

year’s Rise of Kingdoms: Athel Loren Campaign Weekend. Survivors of the Storm of Chaos and an eclectic
mix at that, White Dwarf got the low down on this Empire army.

this army. It's comprised entirely of metal models.

This method of collecting an army is anathema to
the more economically minded hobbyist but it wasn't
Gareth's original intention to field such a ‘weighty’ force.

“The idea behind the army at first was to see how
much of it | could do entirely in plastic,” says Gareth. “Of
course, it’s nothing like that, now.” Talk about a U-turn; so
why the dramatic transition?

Well, it all started when Gareth went looking for a
General to lead his first 500 points of plastic... ”I decided
to use a Mordheim model, a Witch Hunter, and it got me
thinking, if | can use one Mordhiem model, what other
model's can | use?”

Gareth proceeded to scan through the Online Store for
the entire back catalogue of Games Workshop miniatures

L ooking closely, there’s one thing you'll notice about

102 WHITE DWARF SURVIVORS OF THE STORM

in a quest to uncover the models he wanted for his army.
From this online expedition, Gareth has yielded a whole
range of different models from Betonnians, to Dwarfs, to
High Elves — all of which go some way to provide the rag-
tag flavour to the army.

The vast amounts of infantry in the army offer a lot of
scope for such unique and diverse units, and it's these
footsloggers that Gareth most identifies with in this, and
indeed all of his armies.

“| use Skaven, Dwarfs and Empire — they all have the
same troop-based theme to them,” Gareth tells us, who
prefers this type of force to something like Bretonnians or
Chaos, which tend to have a reliance on cavalry or
monsters, respectively.

“With the Empire, in particular, | think it’s the same
thing that attracted me to Imperial Guard in Warhammer



40,000 — ordinary humans against all manner of adversary,
from the exotic to the horrific.”

PROVINCIAL ALLEGIENCE

In Gareth’s background, the army hailed originally from
Nordland, with some Marienburg influence, but you're
unlikely to notice any provincial colours, as he's
subsequently developed the narrative of the army to
represent leftovers from the Storm of Chaos.

“They're the homeless, the orphaned, the people
who've just lost everything and want to fight,” Gareth
explains, Even the Knightly Order is a mix of different
knights, including Elves and Bretonnians.

TACTICS

Gareth is well known for playing in tournaments, but how
do you tactically prepare with such a disparate force?

“l don’t tend to build models just for tactic’s sake, |
tend to collect models | like and then work out how to use
them afterword.”

In saying that, Gareth has developed some ploys he
uses in his games. An unusual combination, for example, is

Above: Gareth’s Knights unit is
made of the remnants of other
cavalry , he has used everything
from Bretonnian Knights to High
Elf Dragon Princes to show this.

Left: This Free Company unit
represents the rabble of the cursed
city of Mordheim. Gareth
painstakingly painted the artwork
from the cover of the Mordheim
rulebook onto the banner.

his Elector Count with a Rod of Command, leading the
Free Company.

“\With them in the battleline, | have Stubborn
Greatswords, Swordsmen with the Griffon Banner, then
Flagellants — the tactic to have a wall of infantry the enemy
would just crash against that | can then counter-charge
with other units.”

A LONG ROAD

This force has been a long time in the making, two years to
be precise.

“1 didn’t play with it the first year, | was collecting,
building and painting.”

The army numbers 2,500 points now and Gareth has a
unit of Spearmen and some more Cannons on his list, next.
He still plays with it on a regular basis too, against
tournament partner and fellow Empire general, Pete
Delafield at his local club, Gobstyks, where they always
have a fairly evenly matched game.

“That's the good thing about playing at a club, there's
enough people that you can usually find someone who
plays at your level and your sort of game.”

www.games-workshop.co.uk/empire
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¢¢Gareth scanned
through the entire
back catalogue of
Games Workshop
miniatures in a
quest to uncover
the models he
wanted.??

@ Wizard Lord on Pegasus

© Helblaster Volley Gun

& Mortar

© Master Engineer

© Great Cannon

© Elector Countess on Griffon
@ Warrior Priest

© 16 Crossbowmen

© Captain with Battle Standard
© Battle Wizard

@ 20 Free Company

® 15 Flagellants

® Baggage Coach

@ 8 Halberdier Detachment

® 15 Great Swords

® Steam Tank
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@ Battle Wizard

® 9 Huntsmen

® Captain

@ 12 Handgunners
@ Battle Wizard

® Captain on Pegasus

@® 7 Knights with a Warrior Priest
@ Warrior Priest

@ 20 Swordsmen
@ Battle Wizard
& 5 Pistoliers

Maost of the models and components shown in the

the army above can be found online at:
www.games-workshop.co.uk/store/empire

Alternatively The Empire Collectors’ Guide has the

complete range of current and classic models for
The Empire as well as for Mordheim,

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



Here are a few samples
of the range of models
Gareth used for the
rank and file, and for
conversions. Also
included are the
component codes
(where possible).

@ Empire Knight
99380202003

@ Averlander 2
9947110203202

© Mordheim Warlock
99061102019

@ Halfling Thief
99061199023

© Halfling Hotpot
99060202028
{Complete)

® Dwarf Treasure
Hunter Lord
9947110500201
(requires weapon and
backpack accessory
sprues, sold separately)

@ Greatsword
999380202003
(uses Empire Knight sprue)

© Teutogen Guard
99060202200
(3 random models)

0 Kislevite Youngblood
99061102036
(3 random model)

THE RETURN TO KARAK EIGHT PEAKS

14th—1 sth April 2007

en many years of conflict, bloodshed and ind
gst the ruins of their once proud keep,
for anr.)thcr C

se as the secre
for tho nuhle (J(.TL‘!'I(‘I(—'I. . What horrors IA\ aiting in th& Jep

ibable horrors. T
er watchful for the



@ Imperial Confessor
99060108011

@ Pit Fighters
g9111199010
(6 figure boxed set)

® Kislevite Henchmen
99061102037
(3 random models)

® Mordheim Witch
9947110700601

@ Steam Tank
Engineer
9947020211723 (body)
9947020211724 (arms)

® Witch Hunter
War Hound 2
994711202702

® Imperial Preacher 1
8947010802201

® Maquand Volker &
Ulli Letitold
99061102035 (complete)

REQUIREMENTS

» There are 2 parallel events run on the day; A Warhammer based Campaign and a
Mordheim based Campaign running side by side.

e You will require a painted 2,000 point Warhammer army to take part in the
Warhammer campaign. You will need a 500 gold crown warband to play in the
Mordheim Campaign.

e You must bring any appropriate army books or rule books you will need to play.

e Ticket price £50, sale from 13th January 2007, by calling 0775 91 40000.

www.games-workshop.co.uk/campaignweekends

Ancient promises have been remembered, and old alliances have been re
to lend : those in peril. But there is | db

of fello /
i ] that lay undisturbe

e drawn, : athered and ¢ e sworn. The march
to battle is only the start of the adventure. .. Ve see how it will end.



NSTORE THIS
HRISTMAS

Running around getting those last minute presents? Not sure what to buy for yourself or someone
else this Christmas? Games Workshop Hobby Centres are a beacon of light in the drudgery that
can be the Christmas shopping trip! Unlike other stores we help you find what you need, our staff,
helpful as ever, are on hand to advise and help.

—— P, 2 : CHRISTMAS GIFT GUIDE
RHAMM 7 .F?j S U Available for free instore now, the Christmas Gift
o W = Guide is the indispensable guide to helping you
get exactly what you want for Christmas! Each
item has a handy tick box so you can compile
exactly what you want for Christmas as an aid
memoir or as a wish list for friends and family!

Within its invaluable pages it contains:

e Special Christmas Gift Sets
(these are also on page 126 of this issue!)
e Unique Christmas Gift Items
e The Lord of The Rings Gift Ideas
e Warhammer 40,000 Gift Ideas
¢ Warhammer Gift Ideas
e Essential Hobby Supplies

RKSHOP.CO

sihere posibls stofes will ppen ot 10, .. !

Fn EE It's not too late to shop instore, you can pick
up the Christmas Gift Guide free today.
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INSTORE THIS CHRISTMAS

CHRISTMAS SHOPPING

Open From I0am

For your convenience throughout the festive
period, our Hobby Centres will be opening
earlier. From the 1st November to the 31st
December 2006, where possible, Hobby
Centres will open at 10.00am. Ring your local
store for full details.

Let U= Do All The Hard Worist

Pop in and our helpful staff will pick your
Christmas presents for you while you wait, or
you can come back later and we'll have it all
bagged up and ready to buy!

Expert Advice

If you're not sure about what to get, our
knowledgeable staff can help advise you in
making sure the family member or friend gets
what they want on Christmas Day! We can
also hold onto your presents until the end of
the day — allowing you to continue shopping,
hassle free.

Handy Wish List

Already know what you want? We've
produced this handy Wish List below which
you can photocopy, fill out and take into your
local Games Workshop.

NAME OR ITEM DESCRIPTION PAGE |QUANTITY| PRICE

95N Jeuosiad oy Adodojoyd o) pajuess uoIssItiIS]

The hobby doesn't end at Christmas, turn the page to findout! pp

www.games-workshop.co.uk/shopping 109
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INSTORE THIS CHRISTMAS

APrREL e

WINTER

WA

The 2007 gaming season begins
with Winter War! The perfect lead
up to Conflict, Summer
Campaigns, Campaign Weekends
and the Grand Tournament season!

sThere will be a League for each
system — Warhammer, Warhammer
40,000 and The Lord of The Rings.

sEach league will have three divisions
~ Beginners, Hobby and Veteran.

e\Winter War will finish on Sunday 4th
February 2007,

Will you muster to the roll call and
lead your troops to victory?

Sign up at a store
near you nowl

Lol

The build up to the 2007 gaming seasons begins in-store now with
the Prelude to War! Throughout December all Games Workshop
Hobby Centres will be helping hobbyists with their forces.

Army Building

Not sure whether you need to take a Helblaster Volley Gun or an
Empire Steam Tank? Can’t quite get what you want in your 1,500 point
Space Marines army? Our staff can help.

Painting and Maodeiling

— Get helpful and insightful tips on how you can develop and improve
your painting and modelling skills.

Tactical Advice

Need to best your friend’s all conquering Hormagaunt horde army?
Can't quite figure out a way to get round those Ratling Guns? Have a
chat with our hobby experts!

Test out your new army lists, painted models and strategies in the heat
of battle using Combat Patrol, Border Patrol and War Party!

CONTACT YOUR STORE FOR DETAIL

WHITE DWARF

INSTORE THIS CHRISTMAS



INSTORE THIS I:HFIISTMAS.

Got your new models for Christmas, and want some help on what to do
| next? All Games Workshop Hobby Centres throughout the UK will be
| running special days to help you get the most from your new purchases. The
Hobby Academy is the ideal place to start. Dedicated to beginners, each day
| will focus on how to paint and play with your new miniatures.

ach day will be set aside for a particular game system.

ay 7th January - Warhammer
Saturday 13th January -~ Warhammer 40,000
Sunday 14th January — The Lord of The Rings
Saturday 20th January — Warhammer
Sunday 21th January — Warhammer 40,000
Saturday 27th January — The Lord of The Rings

Hobby Overioad
To finish we have the huge Hobby Overload on 28th January — a celebration for
everyone who's taken one of the Hobby Academy days! This is one bash not to miss!




FRONTLINEQL

Next month sees the release of the most powerful nation in the
Old World — the Empire. Full to the brim with exciting new
models, army list entries and old favourites; plus stuffed full of
the most definitive background for the army yet — this is one
book all Warhammer generals will be wanting. Can’t wait? Well,
the good news is that you can get a special preview of the book
just by popping into your local Games Workshop Hobby Centre
from Saturday 23rd December!

See page 116 to for details on finding your nearest
Hobby Centre.

| 75%

— Relocation, Relocation, Refit!

Everyone's favourite Dwarven The Adeptus Mechanicus have been busy once again, with Games Workshops
drinking hall, Bugmans, Doncaster and Swindon moving location to more convenient premises. This
starting serving a new menu Christmas take a trip down to these stores if you're local, as they will have loads
for all the hungry Beardlings of great hobby activities going on for Prelude to War! Their new homes are:
and Longbeards recently.

There's a selection of ciabatta Doncaster Swindon
’E)and;;;ﬁh2555;ﬁ-i-aﬁiﬂzé;j::r-frles,e 26 High Street 18 Brunel Centre

Sl Sl Doncaster, DN1 THF Swindon, Sw1 1LF

P S L Sl T TR : Phone: 01302 320535 Phone: 01793 436036

menu is twice as long as it

‘used to be, with selections to

please the most particular of Games Workshop Basingtoke has also had the attentions of the Adeptus turned to
Troll Slayers. Grombrindal was it this month too, with a complete store refit. Basingstoke also features some
particularly pleased with the fantastic painters 0o, so be sure to pop down and check out the new store and
meals to share, as even he some awesome hobby!

‘nearly faltered when having :

‘one to himself! Give Bugmans Basingstoke

‘a ring now on 0115 916 8377, 3 Potters Walk, Wote Street

“or better yet pop in and see Basingstoke, Hampshire, RG21 7GQ

the new menu for yourself. Phone: 01256 466050

112 WHITE DWARF FRONTLINE
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Games Day 2006 has been and gone, and for all you
nostalgically minded or naturally curious here’s a
quick selection of photographs we managed to
squeeze into Dwarf just before it went off to the
printers.

Don’t miss White Dwarf 325 as we have a special
full length report coming on the biggest hobby event
of the year!

Check out this month's Store & Club finder as well as the Events Diary pp

www.games-workshop.co.uk/shopping 113
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THE EVENTS DIARY

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

Upcoming Events

L

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:

WD327 (March)

WD328 (April)
WD329 (May)

s 1st December ...
® 1st January ...
e st Febuary ...

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

Events diary abbreviation guide

[? presents;

DOUBLES

WARHAMMER 40,000 TOURNAMENT

Date: 13th and 14th January, 2007

Venue: Warhammer World, Nottingham

Age Limit: 12+

Details: Compéte in a fun tournament with a
friend as an ally. You will need a fully
painted 500 points force for Warhammer
40,000, Play at least six games over the
weekend, using a variety of fast play
scenarios. Points are awarded for gaming and
there is a special award for Best Painted
Alliance. Tickets cost £70 per two player
alliance, and include lunch an both days and

@AIFIERET) presents:

Yorkshire Open Tournament
Heat - Warhammer 40K

Date: Sunday 28th January

Venue: Games Workshop Wakefield

Details: The Yorkshire Open tournaments are
now in their 7th year. Competition is fierce
but if you think yvou have what it takes to be
the best contact us now as tickets will go fast.
You will need a 2,000 points Warhammer
army to take part in this tournament.

Tickets cost £10 ;
Contact: GW Wakefield on 01924 369431
for more details,

OMINTIIET presents:

WBE s i Warhammer i : : . |

""""""""" an evening meal on the Saturday night for

ANk Warhammer 40,000 bothvpla;(;grs, rite lﬂlﬂ"n Tﬂ“ﬂHﬂHEHT: |:|Ilﬂ|
S oo Blood Bow! " Contact: Hobby Specialists ~ 0115 9140000 wnn “AM M En
WAB ... Warhammer Ancient Battles Website: www.games-workshop.co.uk/events

WPS....Warhammer Players’ Society
WECW Warhammer English Civil War

Date: 3rd and 4th February, 2007

Ep|(:,,,,_.__,..,i.,_.||:p|c| A:cr?_?geéidun Fanalic Maastricnt 2“01 X;:uLe:m\:\t/arThﬁa+mmer World, Nottingham
LOTR ....T : :
BT e .‘ﬁ.G(::n:s W;erkslirgs Date: Sat. 13th and Sun. 14th Jan. 2007 Details: Qualifiers from the heats compete for

(&1 B e Grand Tournament

WAREI‘,%MMER Play eight games over the weekend, using a Details: Entry Form will be
variety of scenarios. Points are awarded for available from the WPS
gaming and there is a special award for the website,

Best Painted Forces. Tickets cost £50 per Contact:

DOUBLES
TOURNAMENT

Venue: Festi Village, Boschstraat 30a,
Maastricht, Netherlands

Details: Fanatic Maastricht is back for two
days of awesome Games Workshop fun. On
Saturday the (injfamous Beardy Battle makes
an eager return and on Sunday a Doubles
Tournament for Warhammer and Warhammer
40,000 is available.

Contact: Vlieg-er-uit, info@vliegeruit.com
Website: www.vliegeruit.com

presents:
GRAND TOURNAMENT
THE LORD OF THE RINGS

Date: 27th and 28th January, 2007

Venue: Warhammer World, Nottingham

Age Limit: 12+

Details: To compete in this tournament you
require a fully painted 700 points Good force
and a fully painted 700 points Evil force for
The Lord of The Rings Strategy Battle Game.

player, and include lunch on both days and
an evening meal on the Saturday night.
Contact: Hobby Specialists - 0115 9140000
Website: www.games-workshop.co.uk/events

their 2007 ranking in the Grand Final. They
need a fully painted 2,000 points
Warhammer army and will play six games
over the weekend, with the winner being
recognised as Warhammer Grand
Tournament Champion 2006.

Points are awarded for sportsmanship,
gaming and painting. This event is open to
qualifiers from the heats only, any players
who have not gualified through the heats
will not be allowed to play. Feel free to come
and watch the gualifiers in action.

Contact: Hobby Specialists = 0115 9140000
Website: www.games-workshop.co.uk/events

WPS presents:

WPS Warhammer Ancient
Batties Grand Tournament

Date; 17th-18th Febuary 2007
Venue: Warhammer World
Lenton

Conrad.Gonsalves@ge.com
Website: http Jiwww.player-
society.com

114 WHITE DWARF FRONTLINE
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presents:
Yorkshire Open Tournament
Heat - Warhammer Fantasy

Date: Sunday 18th February

Venue: Games Workshop Wakefield

Details: The Yorkshire Open tournaments are
now in their 7th year. Competition is fierce
but if you think you have what it takes to be
the hest contact us now as fickets will go fast.
You will need a 1,500 points standard
mission force to take part in this tournament.
Tickets cost £10

Contact: GW Wakefield on 01924 369431
for more details

Fanatic Tampere 2007

Date: February 2007 (TBC)

Venue: Sampola, Tampere, Finland

Details: Fanatic Tampere returns once again
in 2007 and offers a Warhammer and
Warhammer 40,000 tournament., But, you
can also take your friends along who will be
entertained with intro games and intro
painting.

Contact: Fantasiapelit Tampere,
tampere@fantasiapelit.com

Website: www.fantasiapelit.com

QMRS presents:
GRAND TOURNAMENT: Final
WARHAMMER 40,000

Date: 3rd and 4th February, 2007

Venue: Warhammer World, Nottingham

Age Limit: 16+

Details: Qualifiers from the heats compete for
their 2007 ranking in the Grand Final. They
need a fully painted 1,500 points
Warhammer 40,000 army and will play six
games over the weekend, with the winner
being recognised as Warhammer 40,000
Grand Tournament Champion 2006.

Points are awarded for sportsmanship,
gaming and painting. This event is open to
qualifiers from the heats only, any players
who have not qualified through the heats will
not be allowed to play. Feel free to come and
watch the qualifiers in action.

Contact: Hobby Specialists - 0115 9140000
Website: www.games-workshop.co.uk/events

presents:

Blood Bowl
Yorkshire Rosebowl IV

Date: Sunday 15th April

Venue: Games Workshop Wakefield

Details: The Yorkshire Rosebowl
Championships are back. Have you got what

www.games-workshop.co.uls/events

it takes to smash your opponents inio the
ground and lift the fabled Rosebowl? To join
this Blood Bow! tournament you will need a
1 million gold crown starting team with no
star players. Tickets cost £10

Contact: GW Wakefield on 01924 369431
for more details

Fanatic Turku 2007

Date: April 2007 (TBC)

Venue: Turku, Finland

Details: Fantasiapelit Turku host their annual
Fanatic in April 2007 (TBC). You can partake
in a Warhammer, Warhammer 40,000 or The g .
Lord of The Rings tournament. For everybody . . ];
who is interested in the hobby but not well ; e
versed enough yet to take part in these, there
are intro games and painting classes.
Contact: Fantasiapelit Turku,
turku@fantasiapelit.com

Website:

www.fantasiapelit.com

Conflict Scotiand ......4/3/07
GConflict South West ..11/3/07
Gonflict North ..........21/8/01
Gonflict London..........3/6/07

presents:
40k Doubles Tournament

Date: Sunday 13th May

Venue: Games Workshop Wakefield

Details: Pair up with a friend to battle against
others in this competition of deadly duos. To
play you will need two Combat Patrol forces
of 500 points and a friend to play with, Full
details of the rules will be sent with the event
pack. Tickets cost £15 per team.

Contact: GW Wakefield on 01924 369431
for more details.

presents:

The Lord of The Rings
Doubles Tournament

Date: Sunday 20th May

Venue: Games Workshop Wakefield

Details: Pair up with a friend to battle against
others in this competition of deadly duos. To
play you will need two warbands of 300
points using the Legions of Middle-earth and
a friend to play with.

Tickets cost £15 per team.

Contact: GW Wakefield on 01924 369431
for more details.

WPS presents:

WPS CLUB CHALLENGE

Date: 26th and 27th May 2007

Venue: Warhammer World Lenton

Details: Entry Form will be available from the
WPS web site. Multi system club based
tournament - Warhammer, Warhammer
40,000, Warhammer Ancient Battles and
Blood Bowl

Contact: Conrad.Gonsalves@ge.com
Website: http:/fwww.players-society.com

GRAND

TOURNAMENT

JANUARY 27TH~28TH 2007

CONFLICT 2007

J

Event infarmation correct al time of gaing to press. Garries Workshop is not responsible for events not ran by Games Warkshop,

www.games-workshop.co.uk/events
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All the Games Workshop stores, independent stockists and GCN clubs, at your fingertips

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

s 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

4
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Monday - Friday: 10am - 6pm
Saturday: 10am ~ 6pm
Sunday: 11am - 5pm
Except for:

e Stores in shopping centres still open
and close according to shopping
centre fimes.

s Some stores are not open every day.
Please ring the relevant store for
details.

o FREE PAINTING & MODELLING ADVICE
No matter what your level of painting or
madelling 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.

L]

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!

¢ 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.

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 stackists »»

ss the UK, p

; Wi old by a large number of shops in 16 different
:countr 3 across. the world What follows is a listing of all
' sho : rts of Europe, South Africa and he

e stores that sell

Middle: East. Games Workshopé are open seven days a week wrth gaming into

the evening on' certain nights.

details.

‘You can find a full hst of our UK re‘tall outit—:ts on our webslte.

Uy re unsure where your nearest stockist is Iucarted then call GW Direct on:

0115 91 40000

store directory

RUON

GW IRISTOL [CENTRALY:
13 Broadwelr, Tel: 01 3
GW BRISTOL ICRIBBS
Llisit 120, Tha #
BRISTOL, Area 51
Te: 17 9244655

BEDFORDSHIRE
G BEDFOR
10 Greyfrizrs, Te 123 427 3661
LUTON, Final Fantasy

02 7200)
LUTOM, Ottakers:
Tal: 01502 48

BERMSHIRE

. EW MAIDENHEAD
2,17 Market Stieat

G\v\' RD\DINIG'

Roiad, Tol:

WHLRY \4|l||.\|ur|. Merchanis:

Ted 635 528176

ER.\EKN[LL Dl‘mri-

¥

el 31344 ¥
mw:nmm Tn, Planet:
Tel: 01344 426262
SANDHURST, Topworld:
Tel: 125X 873350
WINDSOR, W) Daniets:
Tel: 01753 862106

BIRMINGHAM AREA

oW I'HEM'I\IL;HAM'

Unit 116, By g Link. Ted: €

GW DUDLEY:

Unit 36, Morry Hilt Centre. Tel: 011 44

oW SD.LIHULL.

150 W d Tel: 0121

= GW iL"I'[ON COLDFRELD:;

4547 Warrmdnghary Risd

CW WOLYERHAMPTON:

1 Kimp Strewt. Tob 0190 211 (460

oW \V.n\LR.I\L
el

21 BN TIE

LT

5

o iiapping Gerire

GHEAT BARR, Gaming Crypli

Tid 01217 360 5080

RUBERY, Roy's Hobbics & Toya:
a2

SUTTON COLDHELD, Digital Dragons:
Tel: 07541 637793
BUCKINGHAMSHIRE

GV HIGH WYCOMB

it 249, Thie Dciag
1ata

.\VLESBUR}'. Bnar Mecessiti
Tel: 0124
HUEI‘.INGH)\M, Abarus Toys:
Tel; 2
(ER.\RDS CRDSS, Howard Marshall:

21331 3360
ow FETH'IHOKOUG
1 Wontweorth Sircet, Tel; 01733 59
ELY, City Cycle Centre:

Tol: 01352 6311
HUNTINGDON, Sports & Fashions:
el 01400 454341
I’ETEKEOR(’UCH Wslgale Department Store:
Yol: 017, 3
51 NEQTS, Flm f'.ﬂmpuin Ganes:

sT NEOTS, w:svgm Deprariment Store:

wmsc H. Weﬂg)ﬂo Department Slore:
1536 3525

e Giuey Gobling

2326

CHANNEL ISLANDS

JERSEY, 57, HELIER, The Little Shap:

Tl 11533 7A0167

GUERNSEY, 1. PETERS POAT, Carvusel;
Tel: 0744 17

$1, HELIER, HErsHY

a0 13828

CHESHIRE
CW ALTRINCHAM:
LIt 1, 19 Grafion Sueer, Tl 0161 908 #1050

* GW CHESTE
112 Fr - 124 431

&LrlﬂNfHﬂM Thl: Eammg Crypl:
‘:'

\ (R RCEEE

Ellm Paiters Modd World:

r “REWE, Jacina er

Tel 0361 118
NANTWICH, Funfayre:

Tal: 01270 626 I

NESTON, Carousel:

Tol: 0151 336 8l1
NORTHWICH, Level 1

Tel: (1600 45053
NORTHWICH, The Model Shap:
Tel: 01606 B20 146

sTAL\'B!IDGE. Hardeastles:

H\‘DE Goslm Toymaster:

Ted: ¢ ¥ 095

w.-\mucmn, Steve Webh Moidels &
Habbies:
Tel: 01928 7
WIDNES, The Hakbby Shop:
Tel 241 947

BUU[ Mare Valoe:
Tol: 01268 152 I62
FALMOUTH, \'\'nndl:rland.

HAYLE, Hlum:nn of Hayle:
Tel: 03736 Y52 012
HELSTON, Eddy | & Son;

Teb: 1

NEWGQLUAY, I‘I.mel Holibywaod:
Telt 7850 941

ST ALSTELL, Mm Tays:

Tol 0172

ST ALISTELL, Mad' for Minzatures:
el
STIVES, Dragnn s Haard:
Tel: 01736 79020
TRLIRD, Tuymaste
Tel: 01872 27

COUNTY DURHAM
* GW DURHAM:
4 Marth B, Te
GW DARLINGTON:
78 Skinanrgatn, Tel: 0112 538 2461
BISHOF .-\UL,Kl-l\ln Windsack Moiels:
Tel: 07388 GO
CONSETT, Kwﬂ:part
Carsett, Tol; 0121
PARLINGTON, Laml.l‘!.
Tol: 411125 466 14
SEAHAM, Games af War:
Fol: (o 5017 118
TEESDALE, Toy $hop:
Tel: D183 637 104

» GV CARLISLE:
Unit 2, Earls Fane. 10122 859 H21%
BARROW- IN-FURNESS, Heaths:

1374 1067

DOWNISS-ON -WINDERMERE,
Ernest Atkinson & Sors:

e 5
LUCKI:RMOLITH Pllyllme,.

cu(.x MO rH The Tay Shup:
Tel; 01 L 5

. Girdsvenal Canifo,

KESWICK, Lakeland Toys and Hobbies:
01768 275 275

PENRITH, Harpers Cycles:

Tel: 01760 Ha4:475

ULVERSTONN, Sawilust *n Stitches:

Tel; 01229 28
WIGTON, Jacksars Diecast Models:
Tel: 010697 342 53

DERBYSHIRE

GW DERDY:

42 Sydllor Gate. Tel:0133 237 1657
BELFER, Chuldrens Cholcn:

Tel: 01775 82

!l.zl'l'DN, D&E KMW’EI & Sans:

0129 f24 200

CHESTERFIELD, chesl«fhld Department Stare:
Tel: DF244 220 X

CHESTERFIELD, Mnﬂel Trailer:

Tol 51947736

CHESTENﬂFLD Pl:al( Eoakstare:

Teli 01 24

GLOSSOP, Waln S!rw:cs.
Ted: 01457 B53 540
ILKESTOMN, Illseslon Co-npi
Tel: 01759
MATLOCK, ﬁlumu.
Tel: (1622 582 482

+ GW EXETER:
11a Sidwoll S
f\'-' PLYMOUTH:
fi Stroct. Tel:t
(\'\‘ TORQUAY:
Aal Sireet, Tel: 0180 3.
BJ\ENFI'APLE The Battlezone:
Ted: 01271427 344
DM"MO'IJTH “'G Fillar & Cot

Te ]
HONITON, Honlton Toy Shop:
Tel: D4 4374

KINGSBMDGE. The Trading Past:

Tel: 01626 3314
PLYMOUTH, Model Shop:

Tel: 01752 221 &
TAVISTOCK, Kaleidoscope:

Tali 01022615 230

TEHGNMOUTH, jkam Toybax TfA:
Tedi 01626
TIVERTON, \nlngs
Ted: G154 2
m;uuNGwN. .-\mglng Fastimes:
Tel: 01605 625

DORSET
GW BOLRNEMOUT
24 Past Oiffice Koad

0120 331 9292

HD‘UKN(MOU' Raberts Toys & Gamves:
Tal: 01202 483 111
BRIDPOE'I. Frosts "oym:ull:l'

EA“BULIRN[ Hmnlruil:
(327 721 388
SH&FIEQBIJﬂY }I:rdmp
h_ 156

Tal: 0193
Swﬁl\ﬁbh lmauk_

WEYMOUTH, naw-m:m-
R

Cenire

GW COLCHESTER
it Wi Stroet, Teb 0120

SAFFRON WALDE
163 Migh Street,
anwrwmn s C}L|e :
ol 01277

CLACTON ON SEA, Clactan Art & Craft Centre:
Tk O 5436 344

HARLOW, Marquee Modeds:

Tel: (127 425 534

UK Hobby Stockist

NE Elite Store
NE Partner Store

SUTTON-IN-ASHFIELD, Bastion Gaming
delﬂl, st Shoppin Centre, Qlitiua)
WL A, Teli 7R84 157160

“Ta b exactly sure they have whal you want in stock, we recommend

calling the store first,

() Indicates Gaming
Room facilities,

Offers a hobby gaming
and painting service.
Stocks the complete
Games Workshop range.

Stocks most of the Games
Workshop range.*

New Store opening.

HOCKLEY, Hobbitor:
Tel: 01702 200-18
LEIGH-ONSEA, Caliver Books:
Tal: D170 473 346
MALDHON, Colin Bliss Models:
Tol: 01621 831 337
RAYLEIGH, Toys N Tuck:
Tel: 01268 7

HI.WGEI'E“IHIE
W CHELTENHAM!
o Pitevitle 5 Tal: 0124 2238410

HARPEN DEN fl:||dbl[|nl|5'
Tol: 0

HERmmn Marr.u:e Madels:

HIT(.HIi\, Maml, Mmlcl:.
Tet: 14
LETCHWORTH, Mom Images:
Tel: 01462 684 058

Tel: iNF

1 .&LB»WS £ Riderand San:
Tal: 727 #1636
STEVENAGE, K5 Madels:

Tel! (1434 746 616

5250 503 WELWYMN GARDEN CITY, Toys Toys
CHELTENNAM, Toywi Tali 01707 391319
Unlt 1 Rega Arcdee; Telt 11242 223 325 ISLE OF MAN

BOURTON ON THE WATER,
Bourion Madel Railway:

Tal: Q1451 820 666
STROUD, Antics:

‘I!W‘XESBUR\'. 'lw Zone:
Tk 01684 3

HAMPSHIRE
GW BASINGSTOKE
1 Patters Walk. Tol: T
GW PORTSMOUTH:
34 Aruadel Streer, Tel
GW SOUTHAMPTON:
x| veet. Tel: (238 053 1962
GW WINCHESTER:

e Sthoet. Tal: 0195 2846 0199
ALDERSHOT, The Game Shop:

Tal: 01252371 443

ALTON, Allan Model Centre;

Tel: (1420 542 244

ANDOVER, Higgosaurus Toymaster:
Tet 22061

FAREHAM, Fareham Tays and Hoblies:
Tel: {11329 282 183

FLEET, Fleet Toys:

Tl h] 3
GOSPORT, JC ﬂonki'
Tol & x

239 267 h2Gh

MILFORD ON SEA, Milford Models
ami Hohbles:

WEW MILTO "n\ﬂ of Mew Mibtan:
Tel: 01425 617 804
FHERSFIEID Fnil\r Mobels:

FEER”IH.D Fun far Al

RIN(..\‘\OOI'J bv'x of Ringwood:
Tel: L 44
RoMsEI tnund:hml.

suumHmﬂON Hidden Fortress Lid:
Tol: 02380 710 350

SOUTHSEA, Southsea Models:

02392 733 206

WATERLOOVILLE, Forever Toys Lid:

Ted: 02393 266 251

\ummnvlue Paul's Hobby Shop:

9 166

IlEDEEIlIIIIS“lBE

HEREFORD, Herefurd Mol Shap:
Tal: 01433 352-80%

LEQMINSTER, Martin's Models & Crafts:
Tel: 01568 & 4

ROS5 ON WYE, Revolutions:

Tel: D198 562 Rid

HERTFORDSHIRE

BERKHAMSTED, Haslns:

Tri: (11442 864 641

EISHOP'S STORTFORD, Buardmans:
Tel: 01279 634 0
COCKFOSTERS, Murray & Brand:

DOLGLAS, Toymaster:
Tol: 01624 622 154

ISLE OF WIGHT

COWES, Chiverions Newsagents:
Te
NEWPORT, Tay & Models:

Tel: 01283 524 258

RYDE, The Sparts & Madel Shop:
Tal: (11503 5
RYDE, Fun, Fin:l and Faniasy:
Tol: 019/ §17

GW BLUEWATER:

EEUADSIMHS, 'l me & Space:
Tel: 01443 B66 0
CH.\THAM. Maynes:

LMNBROGK Whites:
Tel| 1380 71398
DOVER, Turners Models:
Ted: 011304 2
FAVERSHAM, by Toys:
3381 201

HERNE BAY, Spearings:

Tol: 01227 374 049

MARGATE, Taymaster Kingdom:
Tadi 01843 225

ORPINGTON, |H Larimer:
Tel: OTABY B23149

Sﬂwom. iH lorlmr-

Tl:mmu(.r, Kllk Stuff;
1453 1406
rlu: Madel Shap:

(.:\‘\' 3UL1UN
| 36 Acresfiold Mall, Tel: 0120
ON

B85S

ASHTUN LNDER I.YNE Roundabaut Toys:

Tel: 0111 4
BLACKBURN, Balca\-e.
o

BLACKBLR, M.rn.:rﬂ-Sﬁm.
Tl
numm, .-\rnmr Benn:
Tal: 41202 422 548

BURY, Conways Toymastes:
Tol: (11617 616 209

101257.263

ADI YIANIHFFOILS

Toys:

SNM’E Calloctables and Models:

CHORLEY, Hlmpwm Taye & Nursery Warkl:

!..LPTHEROE Cawgills of Clitheroe Ltd:
23 3687

'L»\VL-QS'!’FK Micro Markets:
3 B4 A0

NE Elite Store

NE Partner Store

www.games-workshop.co.uk/storefinder
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B ] 01 R R R B s e

HM’WMIDS HEATH, $IRIN Ltd:
MERSEYSIDE AREA 2l 'Illis
. CW I.I\«'ERI"DUI. GV CARDIFF:
i 31 High Ssrout. Tel: 0291 064 4417
. c.w NEWFORT:
mer Steet, Tk, 0103 315 6295
r‘.\\" SWANSEA:
45 Princess Way, T

LEIGH, Toymaster:
Tel: 1110
MORECAMBE, Micro Markets:
Tel; 01524 416 306
OLI}HAM,('M hers:

TELFURD, umting Knight Games:
Tl 01 417 74

Hoasnm , Gentle Gallery:
Tel: 014413 256 567
HORSHAM, Obfakers:
g, A Sireel Tel: 01403 268 (43
SEAFORD, Big Kids Toy Shop:
Tl 1323 89% (99

GW SOUTHRORT;
L K3, Mahle Flarn Shopping Crntne

ORMhIIRN,_ !aylara 179246 1964

Tel 01h4s 373518

BKID(.:I:WR"II, Games Mart:

pou| TEN LE FYLDE, Aabias baokstore: FET A 431 67T SOUTHWICK, .M Diragad e CARDIGAN, Ilclm 's Decp:
8 0 Bume ON SEA, GW Hurley! fol: (11 273 59541 Tl unasy
Ie S STEVNING, l.cmsc Gallery: i F.h:hmds of Abergavenny

RO!SEND.\LE E,Du_!.:mli.l! Mondebs; Tel: 01073 852 466

ABERYSTWYTH, Afhatrass:
Tel: %70 617 B3

CHARD, (HMH Wizard: Tel: 01903 812 933
Tel; 01460 239 (90 UCKFIELD, Kid's Stuff:
CHEDDAR GORGE, Class Creations Lid: Teli (11835 766 398

THIUKN"ON CL!\"EL\‘S, ToyZsave Collectables:

i This Ligpiatt, 8527 30F; Tel) 01934 749 240 WORTHING, KC's Games Shap: BANGOR, ACME Computers:
mc\;ﬁ:‘ﬂﬁ?gﬂer Hanlts: EAST SHEEW, Play Insidle Out: CLEVEDON, || Toymaster: Tol: 01903 237 903 Tel: (1248 371 457
(AL 765 429 Tel: 01275341 10 WERR AREA BR!(‘CN | Clark Tuys & Gifls:
lilnmmlm EAST SHEEN, Pandemnaium: FROME, The Elenlray Press: TYNE AND A (74 622 1
I 700 B Tal: 01473 462 139 = GW NEWCASTLE (Centrall: Ble..ENn. Jast for Fun;

Undt fuh, New,
Ted: 0191 232
GW METRO (METRO CENTRE):

te Shopping Centre

Tl 0656 767 B0
CARMARTHEN, Good Mews:
Tel: 1267 237 782

ENFIELD, Jennings Stores: FROME, Frome Model Centre:
Tel: 0208 S04 1304 Tel: 001373 16529

GLASTONBURY, Pedaters Taymaster: y : sl "
ASHBY-DELA- zoucn,m; Mulels: NORFDLK Tel: 01458 814 542 A e o T"r'“‘ e CARMARTHEN, Harings
Tel: (1590 416 62 GW NORWICH: MINEHEAD, Minehead Tays & Models: NEWCASTLE, Feniwick Lid: Tel: 011207 237 774
COALVILLE, Geqffx Toymaster: 12:14 Exchang Siree, Tl 0160'376 7656 Tel: 01633 705 350 Telz (1191 2325100 fﬂiﬁmgﬂ?f Cone:
Teli 330 TAUNTON, Krackers: . H A2 A0S
e —— onsae A Ction o Senye
: WELLS, WeHs Models: SUNDEIID\ND. lings: A ]
GW GRIMSEY: E“"’LFE;:"W Toungebers Werld: Tel: (1749 675 gl GWERSYLLT, Brite Iieas:
9 Wesl 51 Mary's Gate, Taly 0147 214 el : Tol: 0976 75645
FAKENHAM, Lou Lous Toys and Gills: WESTON SUPERMARE Il Teyx AL B‘f‘,*, JiAaat LLANELLL, AM Frast:
Teli Q112B BSA 110 Tol; (11363 777 277
\'(ovu. v.-ml (u|[ﬂ'bnn Centre: o
{ GORLESTON, Toy Tol; 11935 433 738 WARWICKSHIRE LLANDRINDOD WELLS, Corven Arts:
nnsm:l Modlels and Camputess: ; ] VEOVIL, Witch Engine: GW COVENTRY: . Tel: 06700 664 304
ek 01205 365 HOLT, Starlings Toymaster: DT935 47FHTE |_ it-39, Lipper Leved, Cathefal Lanes Shopping LLANDUDND, Dibs Toymaster:
GRANTHAM, Arbion & Walls; a1 IR S B Tel: 7311 1 01492 076 303
TELUTAN s 030 h“‘ LEAMINGTON SPA: LLANTWIT MAJOR, Rainbow Plaza:
GRANTHAM, Partprince Models and BIEELYNY w'"‘“"" LEparament lre m{mﬂg‘:mm 32 ke el Tal: 01926435771 fal: 0346752 118
Hobbies Ltd: T 4 > 2 BEDWORTH, hlt—m & Maodelfers Junction: s | Ltd:
Tel: 01476 592 001 NORTH w.\LsmM. Gamis N Fun: auri, Union St A TM‘:III:.I;CII:‘I‘){,P:E\.“I:\II,‘ Foster Pawell
LOUTH, Castalne: Tel- 67551 031 246 B 863 KENILWORTH, Abacraft Ars & Pctres: stk nles
Tok: 01307 Hik NORWICH, Battlenet: T e Tel: fi%dn 511 294 ; Tek: 0VGTE 784 4241
mnlnmnm ﬂdu Tuymastes: Tel: { a5 S ! RUGEY, Joto Railways & Madels: . o
Tel: 01507 473 328 NORWICH, leuls«uns- .:melsléﬁptag;rroysam Muodels: Tal- D178 SH2-371 !I‘::\d:ﬂ bDragm ¥e
pf: 00 rar
QUADRING, MS swrgw- Tel- ILIEK (I:a i samroen’upou.nvnn Much ado about toys: RHYL, Lightfuat Models & Tays:
I;:IUI':IITH:):FE s Model Shap: NORWICH, Izna.'!s'l: Tel 1574 399 i3 IRl s Tel 01745 131 564
spatlor ot bt Tel: 160 -'u'l'ii"l LONGTON, Mini-men: WILTSHIRE ﬂ'}_‘:ﬂl%ﬁlﬁlﬂ"‘::ﬁhnw
NORWICH, Toys Plus: ; A 011792 642 097
SKE:GNESS “" M"“'"I Shapi Tal: G1223'037 B39 1 Wincheser Streat. Toly 0172 233 0455 SWANSEA, West Coast Games Lid;
SHERINGHAM, Starlings Toymasters W SWINDON: Tel1 01792 533 464
Tal: 01204 422 168 54 Flnot Sreet. Tel- 0179 343 6036 TENBY, Clarice Toy

Ted: (A4 £43 4
Brlte Ideas:
b1 244

CALNE, SPS Stationery:

Tel. 011249 011560

DEVIZES, Hoggasaurus Toymaster:

Tel: 013480 723 841

MARLEOROUGH, H Duck: SCOTLAND

W ABERDEEN:

14 Lippur, Kirkgaie.
4

TAVERHAM, Narvic Models Lid:
Yol DIBO3 865713
WROXHAM, Paint House Toyshop:
Tel: 01603 705 B0+

SI'DI[-ON-'RH\'T. Battlezane Games &

NORTHAMPTONSHIRE Collectables: Tel 01672 512 170

* GW BROMLEY:
Uinit 24, The

Tel: 01782 B33 63] M.ELKSHAM Ihenmhop-
TAMWORTH, cwh Tays: Tel: 1325

» GW NORTHAMPTON:

6 Abingion Square. Ted: (1604 Tels Yha% SWINDON, s’m On Modelst oW AR
cw cuov[:oh CORYY, Westgate Department Store: Tol: 11793 522 00 10 Arran Mall. Tel: 0129361 0672
Tal: 01536 203 525 slm TROWBRIDGE, The Tay Shop: GW BRAEHEAL
-Iv- cenire), Keeley KI.'ITERNG Battlemnaster Games Lidk  GW IPSWICH: Tel; 01225 7RB.415 Braetrzad Shopping Centi, Kinpe Inch
GW ENFIELD 14 880 49 Suttermarket. Tel: 1147 sl
2 I "‘mﬁsll‘ﬂ“ Teli (41 D& 40
: e KETTERING, Green Angel Cards & Games: Fhlehlar By RE i)
G HAMMERSAAITH: it euhebanis Tl 011502 7 : T—
161 King Street Tal: (2011 B4 8744 2 BUI\‘ ST, EDMUNDS. Model Junclian: 44 High 51 Tal: 0136 724 9702
GAV HARROW: I:t‘rTEmNt,, \‘n-wnauur Kingdom: a4 7 a
21 5 Gtveat) Tl A0 e 2350 Tel 0153 DROITWITCH, Loak-rite Lid T/& Toyworld: ul: 0138 220 2382

Tel: 01905 713 403

OUNDEL, Ounidel News:

GW KE'\‘SINGTU\!'

snslrgisn Chimeh vol: 01832 273 518 FEL,I”OWE Warards T EVESHAM, datle Honour Uk 36 High Sireet Tel: (131 220 6540
1 RUSHDEN, Oshorne Sports & Toys Ted: 0194 275 535 Toh U1 3R s 8. GW FALKIRK: ]
Tel: 01933 110 415 HALESWORTH, Halesworth Toy Shop: 'fl‘l'lul‘?:'f"w""wﬂ“"- Topmaster: 12 Cow Wynd, Tuli 0132 362 4553
WELLINGBORDLUGH, Software Seller: Tel: 01986 874 32008 » GW GLASGOW: i
Tol 11931 441) 661 IPSWICH, Galaxy Madels & Hohbies Lid: L S Dl i TRACKihy Toy: #1 Unlon Streer, Tel: 0141 221 1673
Tol: 1147 729 274 BANCHORY Tnyami Gt Shop:
: WEHICH, Tl sk
AR NORTHUMBERLAND 1 ipbwichs Tel: 01330 &
GW RICHMOND: BERWICK UPON TWEED, Usrwick Compater Tel 5 535 bovinsaniaens BREctiN Earldl‘mrL
it B, Wesing Games and DVDs: Lowmon Toymaster Kingduan: 3 Pieis el 61356 623 263
300 948 5122 136 108 351 Tel: 01502 505 688 e DENCASTE CUPAR, The Nagpy Pin:
6 51322 34453 14

NH‘\I'\"AKKEY, Mlmm Toyland: Lirat 101, Th pnnades. Tel: 0130 237 0535

HE!HM\L Rab: ann‘mml Sore:
GW HARROGATE;

CRIEFF, Pinetres Hobhycraits:
Tel: D17b4 653 706

. nuwmuxer, D | Coltectables: 53 Statinn Parade. Tak: 0742 356 43 A
MD“"“ Tq "‘"-"' ol #1015 GW HULL DINGWALL, Sports anid Model Shop:
Lot smwm.umn M 30 Paragon Sireet, Tel: 0103 258 9570 o1: 01349 862 14t
m“m“ Tel: (11440 615 914 GW LEEDS {central); DUNFERMLINE, Abhey Madels:
NOTTIN IRE SUBBURY, FT Cames: 1216 Central Road, Tel: 0713 247 0834 Tel: 01403 731 116
S RETINGHAM [raamas Tl 1787 AGH 060 GW LEEDS {WHITE ROSE): EAST KILBRIDE, DTS Models:
i Frmekane, HElE 0110 B GaT y Unit 2803, Whie Rose Cerre. Teli 0113 2703470 Tél: 01353 238 948
 Wall, The Pl 3 WOODERIDGE, Toylown: ikt Yy Koo ey * : :
s GW WARHAMMER WORLD! Tel 01394263 m';‘ GW SHEFFIELD) (centrali: EDINBURGH, Marionville Models:
&w WATFORD: Willew Koad, Fal: 0115 916 8410 16 Filzwilliam Gale, T Tel 01313 1277 010
Ui Q. 14 e SifaL, Harlaquin Contre MANSFIELD, The Games Emporlum: GW SHEFFIELD, cw—mo\smu CENTRE: ELGIN, |.,nm,rom
LL] Tel 01623 B30T figh Tel: (143 547 26;

GW GUILDFORD:

2nd Impressions: NEWARK, Access Moidels:

?‘“""E“" . HENARK Linit 1, 4112 Timsgite. Yaol: D148 345 1793 bt i "* arauie Hins;
191 ol 01616 b s pr ¥ 5
GW WOKING
BLOOMSBURY, Just Games: s etk GLASGOW, Static Games:
Tal 207 123 3000 Tel: 01412 265 414

HADDINGTON,
Cyele Services:
Tel: D620 825 9A9

CHINGFD_RDv Hﬂb_b}‘ Stop: 144 Leridal, Tel: 0100 262 5014
RICHMOND, Anything Goes:
Tel; 01748 810135

A1 !Oll e 2 ODULSDEN Tay |r.mi Toys and Spoerls:
CHINGFORD, Rossis of Landan: Tel: 0208 666 'Ji?' i .

Tel: QEDG 529 1420
CLAPHAM, Russ:

Tol: 1207 L]

CLAPHAM JUNCTION, Toystop:
Tel- 0207 228 507y

DULW'lCH The Art Stationers:

- 0200 93 3938
FINCHIEY, Luisure Games:
Fol: 120001 146 2

HAMPSTEAD, Happ_v Relurns:
Tel: 0207 435 2431

HERNE HILL fost Wakiams:
7439855
D:!\K-HI‘SHIHDGE, Harrods:
Yol 207 730 1234

PUTNEY, Toystop:

Tok o

RUISLIP, John Sanders:

Tel: 01895 634 55

WIMBLEDON, Elys:

Tel: 02011 436 9191

WOOD GREEN SHOPPING CENTRE, Toy City:
Tel: D20 BAT 0720

1A Oush Feodie,
01865 242
ABINGDON, Just Toys:
Ted: 012 333
BANBURY, Trinder Bros:
Tel: 01295 262 54b
BICESTER, Dentims:

Telr 01 HGY 32
CARTERTON, (,Ilos Sports:
Ted; (1991 142 1%

COWLEY, Dcnmm:

Tek: (1063 743 746

DIDCOT, Dentans:

Tel: 011 235 618 366

OXFORD, smmsrwm.

4

THAME, Pied Petladlir:

Ted 01844 260 022

WALLINGFORD, Pellits of Wallingford:
Ted: 01491 B35 251

LkANl FIGH, !'Jiv!d Mann;
i

DORKING, Durhng Madels:
Tel: D306 881 747

EPSOM, Ottaker
Tal: 1413

unNH..\M, Darkstar:
Tel: 0 2 02324
OXTED, JH Lorimer Lt
100 G560 GR25
PURLEY, [H Larimer Lid:
Tel DBT 640 9714
REDHILL, Gamers Guild:
Teli
n(—J(‘J\n The Tuy Shap:!
7 240 300

WALTON DN THAMES, Treehouse Toys!
Tefr 01932 252 372

SUSSEX ARER

oW NKI(‘H TOM:

BEVERLEY, Mayfale Toymaster:
I 4 Bo2 777

HALIFAX, Halifax Modellers World:

Tedt 01422 349157
HhLIFh]ﬂ M.lgum:\'\‘urid.

HUDDERSFIELE, Games Emparium:

Tl 01484 532 930

HUUI)FRSFEELD, Something Wicked:

2

x:rcm.ev c;..mp Toymasters

LEETE Yayasy
132439 400
NURTHAI LERTON,
T & FM Grover Lids

1 1609 773 134
LY, Conways Taymaster:
Tel- 01941 462 065

PICKERING. ?uﬁ:nﬁ of Pickering:
2

INVERNESS, junners Taymaster;

Tel: 01463 233 234

I5LE OF LEWIS,

A D MacDonald and Son;

Tal: DB3 | 703 &5

KILMARNCCK, T4 Toys:

111563 520 262

KINROSS, The Hope Chest:

Tol: H1577 b 516

KIRKCALDY, The Hope Chesl:

Tel: 013 60 116

NORTH BERWICK, Laws Cycles:
Tel: 011620 890 643

CRKNEY, Mclennan-Taymaster:

01856 87) i

PAISLEY , Palslq' Mndvl Contre:
Tel 014148 894 21

PERTH, T4 Toy:

Q1738 639 450

PETERHEAL, (-rorgu Donald Ltd:
Tel: 01774

SHETLAND, h‘arm Dol Store:

Tel: 015 91 097

STIRLING, Do it @ Your Leisure:

WITHEY, Romnkrish: Trlt U126 PG 975

aw \o\.\NCH[ml e Tel: 01997 704 974 GW CRAWLEY e SL#RBURUUCH S|1=rr. Myth and Magic: THURSE), Durrans:

r ay, Tel: G129 355 2072 Tel: (456 441 113 Tede Td pas 1
: GW EASTHOURNE: ==t SELEY, A1 Spueis and Toys: TURRIFF, E Rae and Son:
(wwnr!:):lnbnm- : B} 5 Rowl T 64 1423 Tel: G1757 705 115 ok OTHAE 560 610
7 i ROGNOR REGIS, Trains Madels and Hobhies: SHEFFIELD, wargamcs Emporium:
ECCLES, Amican Mlnlalures. e o Tol: (11243 el: 01142 754 13 un’mmu IRELAND
D16] 78 e LT BURGESS HILL, Kid's stuff; W.\KEFIEID, Mndci and Craft Centre:

wl: (11052 67 7

MM\CHEFI'EK. wazemom, 1444257 374 097

Tel- D161 BI2 1992 HRIGGENGETH, 'ﬂhhv Hurse: CHICHESTER, Chichester Tays: wurmr. Johin Andersan - Toymasies: :

i (39 Tul: 01243 788 035 Tel: 01947 402 213 MILYMENA Cameron:

nswLim\' Funfayre: EAST c.mm,le, Ready Ta Run Madels WHITBY, Madels antd Movie Props Lud: Ariughshare 5, Co Aniris,
Tel: Q1601 670 46 1342300 817 Tal- 1947 603 124 (487 564 B2

118 WHITE DWARF FRONTLINE

GW Store UK Haobby Stockist



BANBRIDGE, David Rogers:
7 Britise 5L, Cn Dawn,

BANGOR, Replay Games
High 5, Co Dawr, e

COLERAINE, Muoures:
FoU1 Churely 51, Co Dy, Tel: 0126 544 44
CRUMLIN, Lilliput Construction Co:

b

52 Brambie Waog, Co An!
ENNISKILLEN, Modellers Cormer:
St Ted] 0406632 2367
LISBURN, Warld of Wond

37 Bridge L,
I’UR'IADOW'\ o Jedfe
5

Apping Luntre,;

1 1
['.Ih|l'| Tel: 015 :Ilb 223 864
l'W DUEI.IN

.-\!HIDNE, Tay City

Cangre, Co Wiestmeath, Tel: 090 647 1857

Bw\l.l.'lNA, Warld of Wondel

Diflon Terrace, Co Mayi, 4

BLACKPOOL, Wul:l of Wonder:

23 Murhpeint Bus Py, Cork Tel

!R.I\Y, ER Harris & Sons:
oW Ted: {12 57 905

CARI!ICK ON SHANNGN, MM[\N‘y

Main Strees; Lot

CASTLERAR, Md)l:mu:nxl

o Maya, Tel: 96 76076

CORK, Arl and Hobby Shop:

Dy apping Centre, Co Cork,

Teli 21 436 3580

coa: .ln and Hubly Shop:

entre, Co Cork,

&

214 210 445

136

1!“ I 434 7

CORK, Nodiy's Taymaster:

13-14 Commarket 5t Co Cork: Tel: 021 417
.

CORK, Other Realms:

Paud Sre 3|I|Jn;>e \|'\I.r'|l1: Cwk Cily,

Tel: 021 442 2

CORK, World ur Wnndu'.

Cos Cark, Tel: G121 4210445

CLONAKILTY, Coughlan Educational Supplles:
17 Rogsa 51, Co Cark, Tel: 023 3068
CLONMEL, Hagan's Toymaster:

31 Pupneld] Si, Co Tipperary, Tel: 052 1
CLONTARF, Furlongs:

4 Vempn Avenue, Duldin, Tel: 01 8
DUBLIN, Banba Immr-

48 My St 072 7100

DUN LAQGHAIRE, Banha Taymaster:

pin l.u:p.h Happing Centm, ©o Dablin,
2504

nuun.u.x. Pick n Save:

b, Tel 042 932

DUNGM\EN Murphy’s Toy and Cycle

o M :| 5‘.. Lo Waten
EMNIS, Warld of Wonder:
Woaddaay Car Park, Co Clare, Tol: 065 684 B67
ENNIS, Banba Toymaster:
Clearwater $/Centre, Dlili
GALWAY, Games Realn
BA The Com Sinme, Cn Gal
005
GALWAY, It's Magic:
Eyo S||||.|||. e

Tol: 9 3313

e 038 41376,

Tel: {1 H64 3910

Tel: 091 363

GALWAY, Toy City:

Unit 3, Wellpark, Gatiay, Tel:
GOREY, John Wehh:

|, TeliD5521118
KILKENAY, Michasd €rott
7 High 5t; Co Kilkenny, T
KILLORGLIN, OFSheas:
Lo Tz St, Kerry, Taol: 066 976 1910

Ick: I 061 313 477
LIMERICK, O Call&g'hll‘
Erack Rd, Co Limerick,

(3] BAG

v 51, O Limesick,
LOUGHREA,
Church 5t Cok
LUU(.-HKE! Hi

LOUGHRH\. Hur \1“1 “ﬂ‘hi ﬂf Wander:
03221897

Pusise 8L, (0 Tipperary, Tel 0671
NEWEBRIDGE, World af Waonder;
e bridye Riatail Fark, Kildare.
SIJGD, WA and AF Wands:

Tl 077 974 200 110 478

1! 066 712 147

WﬁTllfUlD 'I||n thl:y Shop:
‘Waterford, T

Tuum.es, Taymaster
Friar 5t Co Tig Y,
TII‘FEKA‘Y, Hn@in’s Tuymnsler
1 Pammel! Se, Co'T ¥
II?FERR“Y,MM || 5
GBS Wlain Streed, Cn Tipperary, Tel 062
WATERFORID, Fitzmaurice Toymaster:
Tel: 051 876 366

w

Ak Splskar SLC
WICKLOW, Hophin
Main Streel, Co Wie

INTERNATIONAL
AGCOUNTS

ELGI

BRLIGGE, Fair I

wewrglrast 162
Tel: OC3L AN 31
ARSCHOT, Cnm.-d T
sifisdiras

(03740116 36 B8 30

ANTWERFEN, Celtic Cross
Ak i 19, 1,

£ 4l
LEI.MN llw ﬂlnP
3000, Tel: DRA2 &

Bt 20 49 04

4 550

OQOSTENDE, ng .hrlhur
Amstrrdamst 40
Tel: D332 1
AMLST, Hermelin
A aat 36, 93
AALST, Interioys Aalst
Lange Zoutsraat 163, 4300,
T 2:433,

14148 6

Y ] |

m.n\mc(*«BEnGl; D Speelhoek

Langestragt A1, B270, Tel; 0032 (0150 41 49.23

BRUGGE, Mudethouwcenter West-Viaanderen

Lange: 2000, Tel: 0032 3420 71

BRUSSEL, Intertoys Laken

810 Averue Busleyden, 1024,

Tl 00 26871 4

BRUSSEL, intertoys Anderlechl
315,107

DEURNE, The Gamestors
Eisshoppent 4,210
Tel, +37 1 425
GENT, Intertoys Gent

Volderstraot 17, 9000, Tel: 0032 {15 224 42 86
GENT, Mumalmlmlds Erckhout

B G000, Tek: D032 1099
GENT, Lood-&5pelen

il at 43, 9000, Tef: G012 {14 124 47 34
GENT, Red Dragon cams Gent
Overpoarsiras
HALLE Mlslwu thgmmd

HALLE, Tap 1 Toys Halle
iekstrant 66, 1500, 0032 (H2 356 04

032
K'Dll'ﬂllll(. .-\Ihlon
)'-t-rr Aksistraal 52, BSO0, Tel: 432 (56) 3 44

XORTEIIK. De Conpcorde
[erupeasiraat 40, 300, Tel: 0002 (M66 37 05 65
MERKSEM, Game Garden, The
Eredabaan 376, 2170, Tofi (032 003 666 37 73
NE!RPEJ o S‘p!“enhllk
i, Tiel: 003
OOS'FENDF, Tlmms

fat -s #4001,
4963
OV Ekljﬂt—, lnlcmvp Omuse
2 e 140

11 7449749

IIDEELARE Bda(k Btmkx

Sputinsriee i
ROESEKM\E Wlﬂl"i \Ver:l.d
Henri
Tk

ST NIKLAXS, Hq :

19 Rue B

Illl.ﬁ“ll
SOFIA, Magic Warkls
1008; Slayiskon 2qr.0
SOFJA Murin

':l\’dn.l <

CROATIA

CAKOWEL, Hama centar
Reiban a "Medjimuba®
OSIJE, Land of Magic
00, Merkator Contar, Gacka 10
00385 312
CSIEK, Zelda
Trg A, Starcevica
RIJEKA, I"am! Master
Krizs
SPLIT, umi or Magle

Sir133

SLAV‘ONSNI BRCID Lesic
Strossmaverovia 7

\-'ML\ZDlN. Lanl of Magic:

42000, Tel: -JUJB, 41200161

5 4870077

DN, Frankopanska 22, T
FAGREE, Land of Magic
10000, R 13,

CIECH REPUBLIC
BRNO-ABOVRESKY, Corny Ryt
Chilaeloavn 3, Tel; 0430 COSES408.
CEH(E BUDEIOVICE, Chaotit
aryasave 5, Telt 0042 H112481
| RADEC KRALOVE, Knikupectvi Valhalla
Ledck 1651, Tek; 0042 495522004
HEREC, Ogri Do
Silkenva J.\c\n Tel. o
PRAHA, Cerny Ryl
Za oricskon branon
PRAHA, Ogrl Daupe
Miklandskn 4122, Tel;

060093 336

42571411697
DENMARK
GW KEHENHAYN
Freckerl ad KL, 116 13120217

AARHUS €, [ragony Lair
Sot. Knuds Tone 3, 8000, Tal: (613 063
CDENSE €, Biragons L

e 71, st S

N, Tied: 65391 9701

]
, A0DD, Tal; 4636 1548
: Slagelse

ren

lerntranagade 2, 6700, Teo 7518 1109
HILLEREHD, Hobby & Fritid
Husbruips 4, 400, Tefl 26210 2616

KBBENHAVN NV, Arena Knbenhavn
Hentemasterve] B0 2400, Tel; 38335

e
AALBORG, Aalhm Hobby Service
Mmregade TH 9000, Tell 98121315
AALBORG, Bog & ié Aalborg
Nydure 5, 9000, Tel: 9811 6611
AALRORG SV, BO Buger .I\albm-g
Al 08, Y200, Tel- 3
AARS, Tin ogugn
Sarclengacde 6, 9600, Tek: 9862 4302
Aa\nENM Legehieden Aaherird
eie 17, B30, Toll P62 24
ALBERTSLUNDY, Bog & idé Albertslumd
Staticnstonvet 2, 2630, Tel: 4364 8477
ALLERE, Bog & idé Allermd
M.I racluensve) 8, 3450, To
AARH US €, Goblin Gate
Koy H000, Tel: 6419 4311
AARHLS ", Habhby House
Marregade 51,8000, T 8
ASNAS, Bug & Ide Asnies
Asivaie Cenlrof 3, 3550, Tel

AWz 2770

5965
CHARLOTTENLLING, Bog & idé Charottenlund
921

legenhorg Alle Tel: 3964 3840
ESBJERG, BO Ruger Gahjurg

Kongemsgards 33, , Tal; 7512 1177
ESPERGERDE, B0 Buger Espergierie
Fsporgarde Consiel, Vester Tanv2, 60, Tel
4

FARLIM, Bag & idé Farum
Faris Bytory &4, 3520, Tel: 4495 1225
FEEDERICIA. Bog & idé Fredericia

addn 370 7000

76245

SKIVE, Jydsk Boghandel
MNariegade 19, 7800, Ted
SLAGELSE, Uldutten

i , Tel: 5053 5
som Legekaden Sara
x,.\rl. aden 11, 4160, Tel: S7H3 3705
sewr:um Bnguenlmt

Lnjrstafteve] 19, Leitofio, db6), Tel: SE50E610
SVENDBORG, 8.0, or Syendborg
Cerrisgade 20, 5700, Telt 6217 22590
SVENDBORG, F.

Klaslipla {
TASTRLIP, Genbrugshager
Kenevef 95, 2630, Tel; £171 ¢
THESTED Bllddy Lry‘!nj
Vi e a7h 1993
'IORSH!\"N. P.fF 'I’homns Dam Wholesale
Boke 2140, Faro lamds, 29EITTEIHY
VEJLE, B.O. Bw;er\'qle
At 10, 5

VEBURC Battle Bunker

i 15, B&0, Tel: Bb
\'IE&!RI’J. Schous Bop & ié
Hisilsevet 5, 880, Tel- 872
\‘WY, R\dmﬂ Boy & idd

1 1 ‘E(u Tel: BG11 9930

STANLEY, Falkland Loﬂv:l:lhhx
The Genesal Ston

FINLAND

GW HELSINK]

Simivnkatu 4, 00100, Tel: 00338 075 154
HELFINKI, Fantasiapelil Helsioki

134

Legekaden Fred Vithankatu 48, DO, Tel: (4 450
Cadihilbsye| 36, 2000, Tel| 3819 7025 LAHTI, Puglenkaun Pekit
FRE IND; Legekiaden F | K E 3 B, 15730 Tel: 037515151
Jernbanagate 31, 3600, Tel: 4738 3959 ESPOO, Melimpsta
FREDERIKSYERK, Hohby & Lnneh] Litapy 0813328
Shurragacto 18, 1300, Tel: 47721 JOEMSLIL, Fantasiapedit joonsua
GILLELEJE, l|||'f‘$ Legetel Kauppakatu 32 1 3143144

Tal 403D 30490

B, &5
GIE\( BO nngn Humil
Hundige Setecenter, 2070, ¥ Tot i 40
HADERSLEY, Legekaden Hadersley

Mormajado 206100, Tel: 1385
HADSTEN, Mosgquito Cykel Center
Kirkovej |, 8370, Tel: Ba®E 0839
HELSINGE, Schwarle Bog & ldé

Cstergacde 17 - 19, 3200, Tel: 4875 4001
HELSINGE, Teaterhixen
Fregheriksbungye] 1200, Ted: 2092 2991

HELSINGER, BO Roger Helsi

Snirups Plads T, 300, Teel: 4827 5600
HERNING, BO Bisger Herning
Bredgate b, 7400, Tel: 97124
HERNING, Budkdy Legetoj

H t, Mrersirya) 17

HILLERBD, I.(g!k*d!ﬂ Hllrrm‘l
de 27, 340 ol 4 Bl
H}QRRING !D“ I: e Hhrﬂng
ngade 1, 1, Tele & 299,
HIRRING, ﬂnm]! Bughandel
P Markiders plads 4, um.u Ted
HOLB K, Geppels ey
Smedelundypade 22 €, -i‘{.(l Tel: 5944 1554
HOLBEK, Storkfelt Bog & idé

Ahlgade 17, 4300, Tel; 5943 0074

HOLTE, Legetajshutikken

Mol madipunks 23, 1. 2040 Tel:
HORSENS, Legekieden Horsens
Hospitalsgade 15, 6700, Tel! 73
HERSHOLM, GAD Hirsholm

aden. 55 C, 2970, Tel: 4586 D406

B2 1744

546 1782

16017

KEIBENHAVN K, Fantask

skt Peclorsiracdn 35, 1433, Tel: 1393 8530
KaGE, Kege Bog & Fapithandel
o 12, 46400, 665 L6IE2
wwluc, B.0. Bager Kolding
venler 52, B, T
KOLDING, Good Ganes
Ldshygado 11 G000, T
LYNGRY, B0 Buger Lynghy
Lynginy Slorenneor 54, 2600, Tel: 4587 0445
LYNGRY, ER Games
730, 21 - A5ET 509
NASTVED, Halsted o & |r.|!
Marstved Stoocend 4700,
N\‘KMNG M Marsa ﬂaglmm
Fiil: 8772 G700

NY&MING I' Hundehuset

7550 0304

14141

Jernbanegade: 33, HI00, Vol 5400 Git4s
ODDER, Legekaden Odder
Rosens o 34 8 alzd

DDENSE €, BB Gamoes
adks 43, 5000, Tel: 6612 9929

Odense C
FUE], 3000, Ted 6B11 4033

T .-Sbl.': i
RANDERS, Bog & ilé Kanders
Brardregado 6, AS00, Tel: 8643 0810
RANDERS, Byrge Sarensen Hobly
Rardhustarvel 4, BE, Tal: BE42 G014
!aNDEIE Ihnd:n Hnl‘ll?” Import
Achefgada 13, 8900, Trl: A643 1‘4 13
RINGKBBING, Buddy Legetaj
Adpade 4, BASD, Tol: 9742 080G
RINGSTED, Buidy Legetaj
Siperngach 15, 4 TE7 10
N.BDO\"(' B0, Hager Radovre
Rackyern Contrum 116, ZH10, Tell 3647 0405
REINNE, Durthe's Hublystue
Liltetore © Tl 9449
RDSI([LD(. Bmkﬂh\g
Aljtaci 20C, 4000, Tel: 4632 1463
SEHY, Boger & Pagis S
Cirannegade 22, 1300, 0846 16
SILKEBORE, Bug & Iié Silkeborg
Vesteeyade 3133, AT, WAL 0287
sw\cm Legelw.lnns

it rpatiived |0, 9990, Ted; 9844 5465
WI\D!REOEG Schenidl Bog & 86

Ao 32 ), Tel 1452 D027
SKIBHY, Haj & idé Skibby
L 2, 4050, Tel: 475 2502

JYVASKYLA, Fantasiapelit Jyvaskyla
Kauppakain 240100, Ted: 014 216629
OULU, Fantasiapelit Qulu
Epulukatu 20, 90100, Tel: 0F 374
TAMPERE, anmlapol'r 'l')lmpl:r:
Hormankati 252000
TURKLI, Fanta: II l'lll'lzu
(li hatu 134, 20100, Tef:
KUGRIO, Fantasiapelit Kuoplo
Melylyhian 180, Ted: 017 361 7148
FORSSA, Fun Stuff & Cards
Hameensie 7 Torikeskis, 30107, T
HAMEENLINNA, Lelisshoppi
Palokuanankatu 17, 13100, Tel: 13 682 3950
HEINOLA, Talousmuavi ja belu
Kauppakatu, 19, 18100, 103 7153905
HYVINKAAL, Royal Toys
Munttikata 5, 05830, \<\I (15439176
ISALMI, Taikatalo
Savionkatu 12, 74100, Tel: 017 826350
IMATRA, Kirla-Lahja Alex Ky
Mansikankaia 3, S5120, Teliis 4319555
[-'\MINKIPOHJA Vanha Kaartl
e 2054,

2328

03 4762884

IflMSn\.laaLhnSaari
i 1, 42100, Tel: 014 7

97215

.hwENP'  Askerielutarvikefilke Taitaville
413 47 10

KERAVA, Antikvariaattl Kersa

PL 38, Torlkata T, 04201, Tel: 04 2944210

KOTKA, Esgle Card
Keskuskaty 25, 4
KOUVOLA, Munviepox

5100, Tal: 05 3177955
KULSANKOSKL Kirja Savinen
Kauppa-aukio 1, 43700, Tel 05 3
MAARIEHAMN, Dillen
Torggatan 7, 23700, 01415578
MANTSALA, Papada
Lahdentii 561, (HE00,
MIKKELI, Muppela
Maahesrankalu 14, 50100, Tel: $15 301611
BORI, Porin Pitkis
FrertianTor 2.5 28100, Tel: 02 635 2880
PORI, Parin .lemlu
epdrikaly 7, 24100, Tel-02 632 667 |
PORVCHD, Pualenkuun MII Parvan
Mannesheirlakaty 10
RAAHE, Rashen Astartebu ia Paperi
Lalwlekgrventio 12, 37130

Wanhan Rauman POP-pell

Nartamonkatu |4, 20700, Tel: 02 0224840

19 6HA 1917

igacenter Jissl

00, Tol (16 3560545
SALO, Salon Harraste

Wilkonkati 11, 24240, Tel: 016 25605
SAVONLINNA, Savanlinnan Anttkvariaatti
havinkata 51, 37100, Ted 075§ 534412
SEINAJORL, Fanlasialinna

Vapaudentie AN O, Tel; D40567H 338
A Pitkikiekko

in kata 4, 6OTOH,
TAMPERE, Gamelife

Rautatian! FFT00L, Tely 03 2121244
VAASA, Nirunar
Ralshankaty 15, 33270

Kaupyiakas 3, 37600
VAMMAL, Info- Tyriiin Kirjakauppa
Marrttibanbat TH, Tel: 03 512 7133

GREECE
ATHENS, Fantasy Shop: Peristeri
Thnmistokleus 52 & Theakiitu,
Tel: 0030 5774344
ATHENS, Action Hobldes
Chotargos: Telr 0030 21006564515
ATHENS, Fantasy Shop: Halandri
Kotokotrand & B, Ted 0030 210 697 3%6
ATHENS, Fantasy Shop
1 Septenwinou 65, Tel: 0030 210 8231072
ATHENS, Fantasy shogi: Ag. Paraskesi

25, T 0 21000531
- Kifisia

VALKEAKDSKIL, \‘alkuﬂnullnmhr,n
0

(bl E

Tel: (030 210 8016021
ATHENS, Fantasy Shop: Peiralas
usilanion 116, Tel: 0030210 41

57

Exarcheia

, Tl (D 210 JB2ERTT

ATHENS, Kalm Amaraishon

Kondili 130 10 141675

ATHENS, I(absa (_hl'u & Cames
dimir wabis 714
i o

ATHENS, Kaissa Glyfadas
Aorikin 4, Tel: DES0-210

ATHENS, Kaissa Halandriou

Duiskisie Plakontias, 130 210 BB95485
ATHENS, Kalssa Monokeros

Tritis Septervriou 0030 210 HE13 990
ATHENS, Kam I’agutlw

gio id: Pagratl,

20 1
ATHENS, lsma Pelraia

y Tl D030 210 4296 hih

=
2

Dl 22, Tel: DG 'lu STHBI0F

CHANIA, Kaissa Chanion

73 100, 108 Kydenias 82, Tel: 0030 2.1 008598
CRETE, Fantasy Shop: Herakdeion

Idamieres 2, Tol: (O30 2000300312

CRETE, Kalssa Hania .
Wyddanias 107, Tek 0030 2607 BRA%G
HALKIDA, CD Cormer
Mizoull 74, Tel: (130 2221 047313
KALLITHEA, Fantasy Shop Kallithea
Iakheo: 109, Teb: 003025230 28782
LARISA, Kaissa Larisas

22,0030 2410 537437

PATRA, Fantasy ShopiTatra

Fandanassis 75, Tol: 0030 2610 227014
PATRAS, Kalssa Patras

Goanar & Ssini 24, Telt 0000 26106256

PERISTERIOU, Kaissa Peristering

PIRELS, Dl\a@nlﬁ ye Store

Fleming 42, Keratsini, Tel: 00302 106929769

Tﬂess.nLomu, Fantasy Shup: Thessaloniki
o

L& D Gaunai,
0193

ahsa Thessalanikis
546 22, ‘1\!.\4 Tm 00 3002310 257397

VOLOS, Fantasy Shop

Glavan 34100 & Cialias, Tel: 10,

) 24210

BUDAPEST, Silverland

10136, Lajos . 410; Tof; U036 125 1
BUDAFEST, Trallhaslang

0061, Andrassy ut. 33, 1
GYOR, New Ork

] '\rzn\.l u 13 |—-.-
Fal: 1),
MISKOLE, Deron

3525, Deryre u, 7, Tel: D036 464 11528
STOMEATHELY, Sarkanytuz

74

9700, Kessuth |, u. 20, Tel: 0036 703 188 B15
SZEKFSFEHERVAR, Legendak Csarnoka

A0 Plryer . 42, Tel- {0136 700 837 926
SZEGED, Caillagvey

A7 ad, Gogalu |: Doks6 2003 271 501
VESZPREM, Sarkanyliz

206, Kossuth ut. 10a, Tel: 01336 705 494 130
ICELAND

REVKJAVIK, Nevus
FVERFISGATA 1903 125, Tel: 4354

ISRAEL
HAIFA, Kitaro
Halfa grand mall, Te
HERZLIA, Freak
Sakoloy 29, Tol: 00872
HAMAT HASHARON, Tapuah
Chlshkin 33, Tel 00972 15404713
RAMAT HASHARON, Tapuah Fantasy
Sehiilow 30
TEl.-ﬂ\"iV. Kitarn
Morkaz ba Jlg-. F
7

0972 4500232

SISEI0TY

cha 120

2imel2

TEL A\"I\v‘
By Ol

muwts, 15C i Diza
51236 Kauinas 31, Tel: 370

ﬂllTl

NETHERLANDS

(‘.W AMSTERDAM

okin 36 1012 KT, Tal: 020 622 3863
c.w DEN HAAG
Sehorlstradt 128, 251 1A, Tel: 070 3
GW HAARLES
Cilersiraat 20, 2011 GA, el
GW ROTTERDAM
Van I Iplants 452 3002 AR

T Thil
\R\:HL“ 5 n"IM\\ Arnie

m
Tuks 026370 Hude

ERERESY

-uit
7 11 P Telt 043 323 1653
De Dobbelsteen
176, 5034 SH) Tel 013
.M(JLH Games-n-Siull
eemmootenplas M, &0
57O

44 3700

1 VK,

ALKMAAR, Boakers & Strippers
Rogorsiraat 19, 1011 HE, Tol
ALMERE HAVEN, Fantasia
kerkgracht 41 E Tel; 024531 6017
AMERSFOORT, Spellenwinckel
Scherbierstraat -6, 1811 EA, T
ASSEN, Plak

Stationatraal | 1KV, Tel n'n 2"| E
BERGEN 0}'100“ a!" Buys T
Lievevrouwest % 1: D164 '5 DE48
DEN EOSCH De Dubh:lstﬂ:n

V434700322

73614

DEN HAAG, Spellenhuis
Zoutmangirant 94, 3518 GT, Tel: 0
EMSCHEDE, Pijplines
Pljpenstraat 34, 7511 GR4 Tl 053 430 5727
GRONIN([\I lﬂnlc.lf,: 'a Holiliys

4711 TR Tul: rhl] 1129314
MFDDELEURG; IJL Burcht
andnmekaii 19,4331 )G, ol 0 Sk
MIMEGEN, Moenen & Mariken
Joerenstraal 70, H317 MF,
el 231019
IJIEH:HI Whoops
11, 3517, 30430 4123
VEN!.O Muodedbouw Listhart

A4 4282

RS ERE RN S S R | | )]

NE Elite Store

NE Partner Store

www.games-workshop.co.uk/storefinder

119



] e R e SR S T

D AB17

ZOETERMEER, RC-Pitetop
‘Dorpastraat 17 712 AL Tel: 079:316 0560
ALMELD, Somberg Modeibouw

Crotestraat 136, 7607 CW, Tel: 054 681 2987
ALPHEN AAMN DEN RIN, Top 1
Tuys Arle v Panie

Hooftslraat bh-hl, 29046 GL, Tel: 0172 47 2254
AMSTELVEEN, Het Ganzenbord.

Pardevinker 59, 1186 76, Tel: 020 643 2352
AMSTELVEEN, De Graot Toy Special Store
Rembrandthof42, 1187 F1. Tel: 0201347 1344
APELDOORM, Top 1 Toys - De Kinderdroom
Clransjerse 158, Z311WG, Tel: Thivan
BERGEYK, Woulers Technohabby

Pankenstraar 31 1CF, Ted; 049 735 02468
BLARICUM, RC-Fun

10 Molenweg, | .
BREDA, Ml“‘bﬂllw Bluelf
Boscheiraat 23, 4611 GA, Tel; 07
BREDA, D Dabbelsteen
Boschatraat 110, 4611 GR, Tel: 076 5284700
BUSSUM, Bakyx Modelreinen

Laardenyeg 3, 1402 BA,
DELFT, EIf Fantasy Shop
Vrouwenregt 3, 2617 KK,
DELFT, Top 1 Toys Speldumd
Vippobviusbiurt 3125, Tel: 115 213 4516
DEN BOSCH, Gameforce Den Boscl
Visghtrrsiraad 311 GK, Tedi 73 7505863
DEN HAAG, Eif Fantasy Shop

Thioorfelnde 51, 2514 GO, 1ﬂ| 07 A5E1257
DEN HAAG, Inherloys Thereskastraat

at al; 070 347 3120

DE\'ENTEK Knlhhnl Coml.cs

Miguwisteaat I8, TLIT LM, Tel: 057 061 GB7D
[HOIREIRECHT, Hobby Modelbouw Dordrecht
Voorstraat 360, 3311 CX, Tel: 078631 2711
EDE, Tinnen Suidaal
Wioerdesleln 24, 6714 €5, Tul: 0318 65 3256
EINDHOVEN, Gamefarce Eindhoven
Visseesiraat 18a, 5672 0T, Tel: 04001447000
EMMEN, Spirithoes
Dﬁhtslr:.ll 154, TB11 A, Tel:
GELEEN, Tactica
Al erstraat 3, 6103 €, Ted: (M6 474 3016
GOES, Fantus Fantasy Store
Croene Weidje 16, 4461 W,
K174
GORINCHEM, Mcm.n Modelbouw
Kwekelsraat 30, 4201 |\ 18 363 8000
GOLDA, Interioys w/id Wal
Misdwi Mkt 70, 2801 GF, Tal: 010 251 3525
GOUDA, The Movie Store
Lenge Groenendaal 114, Tel: 018 2523550
GRONINGEN, Wirw,
Clude Kik i 't Ja L Tal: 030 514 8424
HARDERWIK, Top 1 l‘n~,~s volgm Spal Habhy
Hanrdogatstraat 4, 3841 C) 0341 |Imﬁ"
HEERENVEEN, op 1 Tays \Mlgars Spel Haohby
an Harempaed 814, Tel: 0513 624561
HENGELD, Top 1 Tnyx Mud::} van Wezel
Rurg I)l'wnpll.‘.r 7,7 2

S H 2200
HOORN, H'r!l Gele Token
Eipate Cast 35, 1621 BR, Tel 021921 8613
LEELWARDEN, Brallinga Specl
51 Japobsatraal 4, 8977 HT, Tel 0542
LEIDEN, Tolkienwinkel
Litrechiue Ja rI1IJ 24,2313 KW,

T
LELYSTAR, Tmnvnhlnh
Bottor 44-15, B247 JE, Ted; (032 025 31160
masmcm, Houn]el
sty 18 226GV,

4035 32T

321 8396

Telt 015 2130967

391 645707

011 323

W,

682

Teli 047 363 B
NEUNEN, Scheflens Speelgoed
Parkstraa 71 : D40 283 2984
CEGSTGEEST, De Tombe Iuvl for Boys...
and Men

ol

nt.n-sstj:mnn Maurits Model-Hubby
- l'nhnw:'” 9261 RG, Tel: D185 62

PANNINGEN, Top 1 Tovs Marc Janssen

Markl TH; 4081 AN, Teli 07 7-463456G
PAPENDRECHT, Modelboww:

Hredembuls 18714, 3352 HD Tel: 078 6411795
ROERMOND, Rloembortick Hermien

Nassanstaqt B6, G047 ED, Tel: 047 5321710
ROOSENDAAL, Jadin
Cludde Marki 50, 3701 P, Tol; 01465 55 7564

ROTTERDAM, Freetime Warrior
lankes Fransstraat 122-A, Tok:
SCHIEDAM, BTS
Cooerelaan 4%, 3114 CB, Tel: 010-473 8755
SCHINDEL, Top 1 Tays Anniek
Inafdsiradt 133, 3941 AD, e
mﬁl:

35477758

SLLIS, Tw T loys E w’d W\«n
Clude Karkstraat 7, 4324 CT, Tel:

SPUKENISSE, Lard of Magic
Spuistraat 7, 3201 AR, [
TIEL, Goblincave

Fonneblovmsiraat 12, Tel; 0344 654 689

UDEN, Goblin
Brabantpigin 16, 5401 G5, Tel: 041 327 0662
UTRECHT, ENf Fantasy Shop

Clude gracht 207, 3531 MH, Tel: 0302017157
UTRECHT, Subcultures

Chthe i VEAWERF, Tolo 0302511122
uTlECHT MNever Land (Wieder & Kugant}
Gracht 202, 3511 NR, Teli 030 233

VELSERBROEK, Mol Plastic Mudeflouw
Zadelmakerstraat 64, Tel: 023 3375392
WASSENAAR, Top 1 Tays Koawenhaven
gtaat 79, 2242 KK, Tel: 070 5 I
WINTERSWIIK, Top 1 Toys \O\'In rswiik
Mlstarstraat B0, 7101 FX, 5t 2827
ZUTPHEN, Vireemie Zaak
Caene prarkt 2, 7201 HX, Tal:
TWOLLE, Boskenhalte

GW O5LO
Whilerpata 7, 0179,

22353390

BERGEN, Here Be Games
inwdllagata 7, 307, Tel: 17 5532°47 90

ALESUND, Kremmerhuset

L cls w24, Spietkavik. N-6022
]

ARENDAL, Hubiby Huset Arendal
Torvgaten 1, NABI6, 37404565
AREMDAL, Norli Arenasenter
Trest 100, No4 15454
HAERUM, Ringa Baerums Verk Leker
Meshus bedon 2, 8-1317, Tel: 0671338
HERGEN, YES Vi Loker Oasen Leker
Orsor Starsentor, Tel: 055161380
BERGEN, Dutland Bergen
Fortunen 4, 5013, Tel: 35061132
BERGEN, Ringo Lekekiossen
sire Mesttunen] 16, K- .
BIORKLANGEN, FX Habby

iy A5, Bjorkeveian 21940,

923650

95
SODQ’, Underholdnlnymiwrfn
Sandgt. 3, N-A00k; Tel! ¥3525070

DOKKA, Yes vi leker Dokka

Bergines sonteret N2BFD, Tel: G 12090
EGERSUND, Brlo Glasmagasinet Sgrey
Stongl 33-36, N-1370, Tal] 51461900
FAUSKE, Ringa Smart

o N-AH, Tel: 75646022
FLISA, Ringo Bamseiar

Flisa Stormarked, N-2270, Tel: B95ALH0
FREDRIKSTAD, Leketorver

Brack Gt =11, Tel; 69315630

FORDE, Ringo Lelkehuset

Satehiaigen 5, MBE0,
GIBVIK, Ringn Leke-Ofsen

Sinrgt 10, N-2A15, Tel: G110&210
HAMAR, Lekehusel Max]

Addak Botis of. 48, MN-2316, Tel: 553
HARSTAD, Smatt o Ritt

Strand Gata, NFA00,
HITHA, Ringo Hitra
Jomen Kjopsenter NT240, Tol 72441245
HITRA, Yes Twins

Hitratorges 724D, Tal: 72441195
ESSHEIM, Eriu Jessbeim

Inssheim Stomsenten, N-2050, Tel: 63971770
KONGSBERG, Ringo Rolf Liane AS
Kirkegaten 6, N Tali 32731161
KONGSVINGER, Ringo Gigata Leker
Jernbanagt, b, 81311, Tel: 62817611
KRAGERD, Brio i(arii Hakbby:

Tarvet 4, N3F7U, Ted: 35960404
KRISTIANSAND, Dmlaml Kristiansand
Markensgt. 24, No4611, Tel: IB099420
KROKSTADELVA, Helmax Leker,

Buskerud Storsenter Sandarandi 24, N-3054,
Tol: 32073510

LANGESUND, Ringo Taramgess Eftf, Por
Tarves 4. N-3070, ek 3597 3662

LARVIK, Ringo Sukrates

Tpdling Velen 38, 3262, Tel: 33185437

MO | RANA, Ringa Lekehjarnet Mo
Nonfahl Grivgs Gt 8, N622,
MOLDE, Yes vi leker Leke Jornet
Target 1 M6312, Tel 9363
MOS|EEN, Hobbysentret

CML Hllvigsgt. 18, N-8G31, Tal: 75
MOSS, Brio Frisenfeldt
Dronningengs 1330, Tel: 69231290
MYSEN, Brio Saker og Ting

Inrpbana gaten 13, Mo1850, Tel: (98901534
NARVIK, Brio Lek Center Narvik

1 Amisentoed, !

8201

7706

mere

NARVIK, Ringo Barnas Verden
Konuenagt, B6-70, N-8314, Tel: 76986505
NESBRU, Ringo Eventyrland

Vogalund Veien b N1394, Tal: 66779410
051, Yos Nesadden Bekhandel
Tangen Contrum, Mesodden, Tel: 669
OSLO, Bria Notabene Lamberiseter
Larygkaslyy N-1150, el 22200557
0510, Cutland Jernbanen

Jernbinetorget 1, N0154, Tel: 22177010
O5LO, Cutlandd Faleet

Harl jnhans Cal 3, Ted 22340410
O5L0, Brio CC Vest

Lifle Akeraelen 16, N-0383; Tel: 22711777
RANDABERG, Ringo Sito

Randberg voien 172 N4GFD, Tel: 514249100
SANDNES, O Saeland

Langpaten 44, N-4031, Telt 51661509
SANDVIKA, Hobby Larsen
Sunedvika Storsentar, M-1300, Trh
SKI, Brio Tilt-lnn
Jernbanesvingen &, N-1401; Tel: 6443
SKEEN, Ringa Bjwrns 'I.nioer

Llestievet NITIT, Te

07

SOLA, Enlgo Sala carzr o Leker
Solakeossen, N-4050, Tel: 31631763

SONCDAL, Ringo Sagndal Glasmagasin

Sognirgen Storsentne, N.GR5 1 7671 B80

SORTLAND, Ringo Bamse Leker

Baglrden, B-I400, T2l FRTTIE7S

STAVANGER, Vesledrikk

Skagen 12, N-4006, Te 35232

STAVANGER, Outland Stavarger

Kirke Y WG, 31938080

STOKMARKNES, ﬂuhﬂurl!m Abtietrykker

Markesdagt, 13, N-F455,

SYEKLYVEN, Ringo Blindheim
Kyrkovoion, 6219, Sykklyven, Tt

TENSBERG, Gledeshusel

3, pate 47, M-3110, Tel: 92251707

TROMEE, Tromen Brukthakhandel
Kirkest. 6, NG00, T 6974

TI'(D"IDHEEM\. Gatham,

te 21, 7011, Tindhariim,

75151717

TRONDHEIM, Outland Ixmdhcnwm-u-gm\n
58, 7011, Trondhein, Tel: #353
TROUNDHEIM, Tronderfrim
St Olavs G 11 N-FOA2, Teks ?QQLCﬂJD
TYNSET, Ringa Tynset Bokhan

Brugs, 24, N2R00, Tel: fal‘l.’llm 4

s
A, N1, TR0

POLAND

BLA.LY‘SFDK. Deparlamenl Gier

REElS'KO Bb\h\. Grom

|: 0048 334 124’ b

43300, Skl
K,

Fskra

srewskiegn 16, Tel- 0048 585 201 952
GLIWICE, Game Stafion

ul. Boh, Gt W
Tiel: D4R 504
}FL[NI:\ ﬁOR.\ Avalan Galeria Karkonoska

KAYDWICE, Bard Centrum Gior
40049, Kosriuszki 8, Tei: (048 322
KI!lC[— Sklep RPG Gracz
wbramicl,

37
KRAKOW, Bard Centrum Gier
31135, Batiregt 3007, Tel: 00:4)126:320
735
LODE, 'Afk' Firma Kslegarska
QU 103, Ihoarkoivska B0, Tal: 0048 426 394
i)
LOZ, Gamelord
riowska 100, Tel: 0048 631 1161

LUBLIN, Krzys
20-00%, Kapucynska b, Te

OPOLE, HMS || Computers
45-014, Krakowska 21a; Tel (045 774

POINAM, Bard Centrum Gier

{51806, Sw. Marcing 41, Tel: 0048 610 538
77

POINAN, Sklep Wilezek

ul Fielona 1, Tel: 0048 615 016 T2066
SWIEBQDZIN, Crempioni

0. Poludniowe 39, 66200,

Talt 04 FOBZ2DA5T

TORUN, Sklep Papiemnicey

WARBZAWA th Ksiazki

Pl Wilsona 4, Tal: u.HH R R

wanmw&. Cytade
i Kami

sty 4,

w.-\nsz.v\w.-\ Klﬂ:pml:l Bellana

wskie Proedmiescie 11

Tol 0044 2200 263 707

WARSZAWA, Faber Fab!r s

O2:515, Pulawska 11, ME 22E A9) 265
WARSZAWA, Km:rg.\mla Saska CENTAUR
039066 Braxylijska 9, Tel: 0048 236 175 7
WARSZAWA, Sklep Marien

ot Saskich 174 Fint.72,
1334230130
WARSZAWA, Warsaw Madel Centre
ul. Powsinsks 42444, 02-903,

Tel: 0040 22 70
W&RSZAWA Wauaw Mudrl C:ntre

WARSZAWA, Warsaw Madel Centre
ul Outrobeanmska 73 o, Tel: 0048220
WROCLAW, Shumhhrlc Centrum Gi
ul. Ladna 53, Tob: G041 60D 426 371
WROCLAW, Sl’elv Pfa(wmla Fwwmywu
ul, Sokobn

WRDCLAW Bard Cenlmm Gler

30053, Srevska b7, T
ZIELONA GORA, Avalon
DT L, - Bormaterow b
ROMANIA

Cl IJJ [ NAPOCA, 0!;11

MINSI(, \‘:Ia.l\:llmm:h cnr
Jaha Kulas s, Fxbibition contoe DLYME,
Tel: 0024 (358212

MINSK, Valahanavich ent
Manherova av b, Palsce of Sports, secomd

Tel (0BUZT B54E426
MOSCOW, Alegric

peshayit Prospekt Mire
B as i
MOSCOW, Alegris
Melro station Dubianka, Miasaickaya bt
Tek: 70859283337
MIOSCOW, Urdin Julce
a 1905 gocda” Z
+7057E1635
I\‘ORE.ISK Na Styke Mirov
ayi s, second floor, Dom Sy,
08029 6548426
NOVOSIBIRSK, lcehummer
Krasnuy v, am Bysa
SARATON, Dotskiy Mir
K B, Detekiy hir seciond foos
wlel: b4 5840
ST PETERBURGH, Art-Miniatures
Sedav, b1, third flaar, tade cenfer Evrika,
Tel; GORTR 3321828
TAMBOV, Hobby and Igrushki
i oy £l bk,
Tol; 007! 1811

SERBIA-MONTENEGRD
BELGRADE, Exit Hobby Store
Clht Llubing 7, Tel: 00347 11 62 7827

Inreadskio

vy Mk

BELGRADE, ANET Hobbystore
. i5ka 6,1 100G, Tedl O 38111 3612 525
!ncmr, ANET Hobbystore

Lyecan 5!:.:\ T, Ted: DO3ET 112652236

81 h3827
NOVI SAD, Valhala

1000, Masarikowa 18, Tel O 381 21355
WOV SAD, Dragan

1000, Krafjn Althsandra 4,

{0 387 636 24038

DGORICA, Meatron Podgorica

i Repubike, Tel: (00 387 89 060 baY
ZRENJANIN, Takeda

23000, Sasajkijina 5, Tel: 00 381 21n4572

SLOVENIA
uunu.«m\. Crna Lukija

384 012802220

11, Tel: 00304

BLOEMFONTEIN, The Dungeon

13 Shirrt Senant, 9307, Tel: 0027 51 447 2034

CJ\P(:TUW'N The Hovs and Mens Hobby Shop
or Valle

g Corife,

i i the

e, no L Palm

W rmiene Cenlre,
& Road, M"uurhyldt ol [cl

, 3345 fan
. Tel: 002

Samnzs Avenue, Crasgihall Pa
11 BA0-9252
JOHANNESBLIRG, Feswex Retail
w,. -

* 11 BEd3ETS
JDH.I\NNKSBUKG, Wizards Warehouse
Eemver level, Ten Vale, Tel: 002727 BB3
LINMEYER, Dragons Den

203 Peter Avenue, 27 082 B24 4124
PRETORIA, The Smelly Troll

297 Lyniwwoad Road, Tel: (027 0833 079107
MNDBU RG. DI!\QrLlM

hitwater, Relgablic B

RUS‘[HERC-, Quantiom Books & Games
bl 1 Helengoseph Drive,

239375
somH AFRch. Hattle Planet
H Canitre, 177 Cevila Stre

GAVLE, Hobihyshapen
an 25, BO311, Tel; 026186299

v i
Sinrgatan 44, 53 26, Tel: MHGFFOI60
ESKILSTUNA, Lasses Leksaker
Kungs? 1, 632 20, Tel: (16130335
KARLSTAD, spel och FaMasI
Kustgastan 6, 65224, Tab: 052 15 10.70
KRISTIANSTAD, Spel P& wllgann
Ot Vadlgatan 2291 31, Tel: p441010497
MALMA, Ltopta, Malmi
miinlagatan 8, 2
WORRKOPING, Hni‘l! hhmaﬂ
Drotmings 14, A2 :-1 Tal: 01116212
NORRKOPING, Lekbuset
liirrigatan 21, B
NORRTALJE, n
Taltaricirpsvigen i, Tat 32, Tel: 0176 37000
STOCKHOLM, Sclence Fiction Bokhandein
an 40, 111 27, Tl 06215052
sI.INDSW\LL Djanspel och bickes
Kipmanga 832 32, Tel: 0§
UPPML:\. Prisfyndet

OIB106607

vnernAs Zottartunds
sragatan 33, 722 12, Tol
VAXJO, Helges Hila
Klostarg, 4 352 30, Ted: DET15 25 01
ANGELHOLM, Lds.desmagaglnel

11044 91

Frambidspatun 1,002 B4, Tel; 1431 00527
ARVIKA, Perry Data

Kapmangatan 4, 6713 1066
ASARUM, Lek & Fritid

Granvdzen 1, 37457, 234029506

AVESTA, Vega Videa

Kungspatan 16, 774 30, Tol: 022680078
mu.ks Hobbix

|, Tel: (33418380

Chfinsvizen-25,
Drﬂnrons, Buskul

sgatan 2, 89330, Tel; 00 46 584 52 034
ESIIISTUNA Rarnens Hus
Folkestaleden 40, 635 10, T
FALKOPING, MysPys
Storgatan 22-26, 52141, Tek: 05
FALKEMBERG, Brio Fafkenberg
Storgatans 35, 311 31, Tel: 46 (00 346 607 60
FALUN, Tv-spnkh'hwﬂ
Fa ST IS
FINSPANG, Alltifek

calkupnsgatan 1, 61230,

16481138

FARJESTADEN, Leksaksmagasinet
Olanchs Kopstad, 366 11, Teli 045334570
GISLAVED, Alhe Leksaker

dira Stomgatin. 1 132 137
GALLIVARE, Lekia
Megal] Vilgen 1 16, Toly
HALMSTAD, Briv-Halmstad

037110733

HURHKSVALL, Abhins Leksaler

Stamgatan. 24, B24 30, Tol: DRGO595082

TONKOPING, Play Planet

51 G ipen, 55454, Tol: 0361
KALMAR, Djtoy

Skeppsbrig 12, 392 31, Tel; Daa022002
KALMAR, Kalmar Lek & Hobly
Stddea Linggatan 32, 392 32, T
KARLSHAMN, Leksakshuset
Ronnbiyg 37, 374 35, Tel: (43410381
KARLSKOGA, Leklddan

Berwanansy 17, 697 31, Tulr 058633333
KARLSKROMNA, Fad & Fiction

Murra Kingsy 7, 37133,k 045516710
KARLSKRONA, Leksakshuset
Laflersbedisgl.5, 37 1
KATRINEHOLM, Leksaksboden
Kipmangatan. 19, 6 130, Tel: 01 50 79720
KIRUNA, Lekhuset
Box 2051, 921 82, Telt
KOPING, M1 Hobby

Schellépatan 7, 73732, Tali 0716416178
KUNGALY, Lek & Hahhy

Widstea Calan 62, 442 31, Tel: 30313540
KLINGSBACKA, Lek & Hobhy

S Iorgeatan &, 434 30, P 4% Me
L.lHDLH, Leksaksaffiren

2, Tel: (3010063

34

ABOZATTT

bl B

8082550

Lanopwr.. Game Maniacs
aphagsgatan 11, 531 00, Tel-07
memc. Sagoland
Svedengatan 18, 58271, Tel: 011122290
LINKOPING, Skogatrollet
Bambameg 5a, SAF 20,
LIUNGEY, Briv-Ljunghy
Fekilsgatan 1, 341 30, Tel; 037
LULEA, Barnens Hus
Barny 25, 973 40,
LUND, Spel pd Clemenstorget
Clermenstnnget 6, 22331, 046127810
LYCKEBY, Serleslussen
Riksy 34, 371 62, 045529159
MALMO, Lek & Spel pa Didkneg
Djikrieg, 5, Tehoad
MDM Lek & Hobby
33 Morsi K

n, 211

CEnrim, 79,

\ 5007 1
NACKA, Amusar

Sitoctugatan 10, Terminulaman 3, 131 34, Tel:
(16440540

NYKOPING, Laka TV Spel
Gallaria Axet, Vistra Storgatan 13, 61131, Tal:
|I'uu"ln|\IJ

OREBRO, Lekeenter

Ryatin 32, 70211, Tel: 0190114583
OREBRO, Modellex Al

Ergelbrekisgatan 30, 702 12, Tel: 0198111534
ORMINGE, Happles

Ormings Centnim, 132 00

OSKARSHAMN, Brio-Oskarshamn

Lille terpet 572 30, Tel: D497 170 fin
OSTERSUND, Hobbyboden

Kopmangatan 31, 831 30, Tel: 063573310
PITEA, Barnens Hus

Bickiy 55,941 47, Tel pA1119910

RIMBO, Fan 'lsyhuhllrn

Kopmannag.
SALA, Elans Lekeaker
Riahusgatan 140, 73330, T
susLL:m':A Barnens Hus
a5, G4 42, Te
su:LlrrrE.\ Lek & Hubby

Nypatir 3131, el 097012800
SOLENTUNA, Barnens Hus
Bolistangy, 1,192 ¥4, Tn
STENUNGSUND, Barnhusiet

Stay g, ok 30, el 030380104
STOCKHOLM, Dragons Lale

Kungeholmstnrg 8,112 21, Tel: 0B 65460 50
STROMSTAD, Kjells Lek & Hobby
Sordrn Hamngatan 8, 4 Tal: 05
SVEDALA, Elbe
Story 4 233 31, Tl 040400316

SAFFLE, Bergers bek & Boskitning

WiA Shorgatan 1, 661 30, GAI10ES
SODERHAMN, Tarnens His

E-Cinles, 826 40, Tol 027074220
STOCKHOLM, Happles Hnmmarhv Sjtistad
Hammarky Alle 8, 72
TOMELILLA, Alfs leksal:er

Norregatan B, 273 30, Tel- 041710205
TROLLHATTAN, Partal

Lacluglerhvizen 12, 461 70, Tel: 032079499
TUMBA, Leksakskungen

G22410314

135990

A2ETI40

189

Tienba Torg 7, 1
TUMBA, Kom & Lek
By W, Tl 085 3060011

TARY, thby& Prylar

Vallatoep 1F TBYSZ, T

UMER, Barnens Hus

By 17, S 48, Tel: 080777

V.\RBEIG Spelbutiken
aeratan i, 432 4 3

VEILKNUA. Leksakslagret

Lasarerezatan 21, 574 40, Tel: 034319990

VIMMERBY, Brio wmmerby

Stirlra Incusirigatan 15,

049241784

VISBY, Lekstugan

Héstgaton 18, B2 57, Tal: 0498215

VASTERVIK, Lekstugan

Hamn Gatan 18, 357 30, Tel

VASTRA FRELLNDA, Toys

Marknrigatan, 421 2

VAXIE, Helge Hila

Kipstory. 4,352 30, FediT

YSTAD, Tv Spebshiirnan

Tobakzpatan 1 371 41, Tel: 041166680

TURKEY
ISTANBLIL, Sihir
finsdas, Sinangpen 235, Fol: 000
ISTANBUL, Gerekli Seyler
Tesvikiyr, Sk 111, Tel: 0080 212 291 Obia
ISTANBUL, Ureten

fakirky, Tiabeparsy Sk '8, Tel: 0090 213 660 5264
LZMIR, Excalibur

Alsarsak, 1447 8k Tal DO%D

KIEV, Charge
\ 2

CASTOG0426

79955

129847069

Mutr Borisesica), Apt 29,

120
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1st Company Velerans

(Warhammer World)

Contact: Chris and Scott:
E-mail: infa@ 1 steompanyveterans.net
Aftermath (East Anglia)

Contact: Lee Lowe

Phone; 07921 839 581

E-mail: leslowe@btopenworld.com

Armageddon Inc. (Bucks)
Contact: James Schofield
Phane: 01494 G5 905

Battlenel (Norwichi
ct: Richard:

E-mail: Richard@battienet ook

Banlt‘scar (Poale).

E-miail: pavl@hatlescar.ca uk

Blackfish (North. Wa]sham}
Cantact: Guy Blashi
E-rmaili: gus-dashlll@'vahnn ek

_S_ra_,ckrye_ll Forest Gamers
Phone: 07951 936 955
E<miail: chair@bigclih.arguk

‘Bm}a.’. {Bugnor Regis}
Contact: Frank Hill .

Phone: DF&96 319643

E-mail: mrfrankhili@yahoo. com

Bridgend \'MC.»\ Games Chils
Contact: Mait Churchill

‘Phone: 01656 666298

Ecrrail: velvetfiend@yahoo. ook

‘Brighton Warlords
Contact: Feter Conke
797 xtOEr 4240

‘Buckenham Bone Crushers

Contact: Paul Giring

Wabsite: wwwbanhamantthebucks coiuk
SWATRATTILS

‘Cellar Dwellers (Huddersiield)
Cantack: Richard Ambler

Wiehsite: (17984 113074

Ernail; UBERSQUACK@yahoo.co.uk
“Chelmsford Bunker
-Contact: David Chilver

E-rmail: bunkersecrerary@iyahdn.couk

jCiapham Wargames ¢ Guﬂd {London)
Contact: Themas Petit
I"hone 0?‘)66 965 380

'claylon Warlords{Hampshire)
“Contact: Roger Smith.

Phine: 07711 556 296

E-mail; Roger_gs_smith@hotmail.com

Coppull & Chorley Knights.
Contact: jonathan Taylar-Yorke
“Website: httpafcack-wargamesclub.net

Cu]chnsber_(i‘amcs_ Club

E-mail: club.org.uk

Phone: 07859 775 572

'Crnss words Gamsng Club
Anthony Cross.

E-mail: enquiries@ernss- ~swiords.ca,uk
Phane: 01752 837 133

Crypt Keepers {Beccles]

- Contact: Christing Worster

Phone: 07913 606 549 {after bpm)
Da Wot Notts (Nottingham)

Coinact: Seott Miskin

Phene: 07135 449875

Email: Scott.Miskingbtopenworld.com

Dice and Bag;ier (Bude)
Contact: Xurl daker
E-mall: celtofkernow@anl com

Dudley Darklords
- Contact: Paul Sheldon
Phone: 01 384 288 560

Dursley Games Club
Contact: Dan Bishep
Phone: DT453 549 377

Dysarles
Lontach

Phione: 07

E-mall: wehrnastar@dy-arlt_s O

Edinburgh Pub Bowl League
Contact: [Tave A

E-mail: iide',-cdm@homuul' Com

Gambit Games UK
‘Confact: Gareth Wynn

E<maily Gareth. wynn&ﬁ&@nllwm}ﬂ com

‘Gateleepers Wargames Club (Shrewsbury)
“Conlact: James Shermy

E-mail: info@gatekespers mea.uk

-Gobstyks (Lincoln)
Cont
Phis

Will Platten
1522 803310
E-mail; info@gobstyks.co.uk

Hammer N Ales
“Contact: Daniel Few

Phone: 07816 889028
E-miail: sonofspy@hotmall.com

-Hyde Clarendon Strategy Games Club

Contact: Paul Mather
E-mail; paylmather@tameside:ac.uk

|ersey Privateers Gaming Club
Contact: Faul Noel-
Phona: 91534 738192

“E-mail: noelwarlock®@aol.com

K.LA erdiands]
Contact: Che Webster
E-mail:Blackialcon@bosonet

* Kirrfemuir Wargames Club

Contatt: Michael Anderson
Fhone: 01382 454068
E-miatl: wwwiKisriemuinyargaresclubio.ok

E Last Stand {Eaﬁt Angha}

Contact: John White

“ Phone: 07861 136140
- Expnail: whitewsiterD03 4@ hotmail.com

Emails Club feon@hotmal.co.uk

Maccwa mes !Mﬂcclesi‘eid}

« Phone: 01625 612:579

E-mail: Harradine2002@yanhoo.couk
Madgamers (Maidenhead)

Caritact: Denis Jackman

Phone: (7628 5404934

Middleshorough Gamers Club

* Contact: Shaun Atherton
Phione: 61642 272 021

Mitcham Marauders (Mitchan)

Contact: jason Fowler

Phusre: 0776 3403472

E-mail: mitchhammarauders@hotmail.co.uk

MNewmarket Dwarf

Wargames Society

Contact: Chis Peachay.
Phone; 07967551 289, .
E-matl; nktdwarf@hotmail.com

North We Warnsrs {Hendal]
Contact A
Phione: 07905 410 067

E-mail: Ore6@hotmail.com

Northumbrian

Adventurer’s Guild

Cantact: Mark Anderson Coulter
0772 767 398
nagoniine@hatmail.ci.uk

gulie_"aton.l\?ld'dti and

ng Club
) McCarmack
F’hon 0?‘}?& HH4 558
Oxford Gaming Club
Contacts vike Sharp
Bhone: 07802 764143
E-mail; Mike sharpé@btopenworld.cam

Phoenix G'a'minﬁ Club (Ruthden)
Cuntact: Darrell Lee
Phone: 07951 728142

Plymouth Association of Wargamers
Contact: Grlando Murrish

Phone: 0175 251 1402
Portbury Knights
Contct; Alan Vawles
Phom 7771 9B548E

E-mail: alanvowles@msn.com

Rainhill Wargames Club
C 1z Paul Tennant
E-miail; paultennant@hotmail com

Royal Guild of Minted Boards (Cheshire)
Contact: Christopher Fry

Phone: 07976 878732

E-myail: ChyisFry@@F ryupfilms.com

Contact:
Pi\one 0] 42 53207

Sad Muppets Society
(Basingstoke)

Contact: David Difen-lames
E-mail: david@sadmuppets o

The Spiky Club (Reading)
L2 avid Cole
- spikyclub@hotmail.cam

South Oxfordshire Wargamers
Gontact: Darren Bassett
Phone: (1865 3000160

5T AG S (Teliord)

Contact; Carl Evans

Phone: G1952 597927 ,

Email: Phoenix2 2@blueyonder.co, uk

St Aidans Warriors Club

Contact; Alan Maxwell

Phone; D141 6371963

E-miail: randomwords@hotmail.coiuk

Stirling Wargamers

Contact: Paul Brooks

Phone: 67879 612033

E-mail: paul@treeandlaaf.plus.com

Stortford Slormrs
Contact: Richard Bower
Phone: (01279 465574
F-mail: rhmabbyy.co,uk

Suffolk and Essex Gamers
Contact: Mark Aldhoute
Phone: 01440 765589

Swarmm Wargames Club

Contact: Matt Hlolden

Phone: 01473 827 208

E-mail: matt@haldenhouse reesenecok

Swindon and District Wargamers
Cantact: Faul Nettle

Phane: 01793 700609

Email: pettle tribe@ntlworld.com

Tanelorn Wargames Clhyb
Contact: Martin Turner
E-mail: Martin Turner@iess.com

Tempus Fugitives (Thurrock Lakeside Shopping Mall)
Contact; Stuart Mackaness

‘Phone: 07787 155668

Website: wwiwilempusfugitives.co.uk

TGC (Tamworth)

Contact; Phil Hannigan

‘Phorie: 01827 207446
E-mail: phitharnigan2002@yahoo.couk

That Dam Gs’m’aing Club (Nivwniiiléraam}
keeife

Tolworth 1st Founding
Contack: Peter Corps
Phong: D7 268 790156

Tunbridge Wells Wargame Society

{LConfact: Colin Stehe

Phone; 0175 3400211

‘E-mail: colin@rastone. freeservecouk

Walburton Wargamers

Phone; 01245 554185 ]
Email; walbertonwangamers@yahon.co.uk

Watford Wargames Federation
Cantact: Robert Phipps
Phone: 01494 465244
E-mail: rpa-b-aco.uk

Warlords of Walsall

Contact: fohn Dayis

Phut 1922 724378

E-rails warlneds._of_walsali@hotmatlcom

Warzone: Southend

“Confact: Michael fyan

Phone: 01269 H94805
Ermail: SwampyBaablueyonderco.uk

“Woking 1st Founding

Contact; Peter Corps
Fhone: 07788 790136

Yeovil Games

“Contact; Chris: Lowe

Phone: 07811 843747

York Garrison (York)

‘Contact: Robey Jenkins

Phone: 074967 277994
E-mail: garrizon narlarmm,-ﬁvyahuo com

=

NE Partner Store

www.games-workshop.co.uk/storefinder
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Christmas is here and
getting your presents
couldn't be easier when

you use the Online Store.

e ALL YOUR
CHRISTMAS NEEDS
Great for that big present
AND the stocking fillers!

e DON'T LEAVE HOME

From order to delivery.

e ENTIRE RANGE

Available whenever you
want.

o EASY TO USE

All models grouped by
system.

e GUARANTEED
DELIVERY

If you advance order!

¢ ADVANCE ORDER
POSTAGE
It's only £2!

! VeriSign
Secured

=
g
e
4

_) THIS CHRISTMAS

Free Postage

*When you spend £100 or more.

From September 4th 2006 all orders of £100 or
more being delivered to the UK will benefit from
free postage if the standard 'Royal Mail Express
(RME)' postage option is used.

Christmas Delivery Dates

Special RMS Delivery 21/12/06
Standard RME Delivery 16/12/06

The Direct Sales office will be closed on the
following dates:
*23/12/06-26/12/06

*30/12/06-01/01/07

How you can Order!

* On the Internet: Visit our secure Online Store at:
www.games-workshop.co.uk/store

e 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)

e 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

___GALL THE RUBBY SPECIALISIS: Ull9 9140000

122 WHITE DWARF ORDERING DIRECT

Pictures for ilfustrative purposes only. Product cantents may vary. Products sold unpainfed and unassembled. Carlain Chade! producis may be dangerous if vsed
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—__OHRDERING DIRECT

- s Editinn P1aV Sheet!
; Wﬂﬂmﬁ (sioe. New Eldar Godex and mod

Ty *  (sine}  Battie tactics and painting advice = Tons of gaming action!

plis unveiled » Eldar Rattie Report

VWABHAMIMER =i

NIGHT GOBLINS

THE REVURN OF THEO
-DESIGNERSWOTES : 2 e \
-HEW Mmm‘lllﬂs“m‘::‘ ‘ T THE HARADRIM TAKE ON KHAND!

. MASSIVE BATTLE REP e . ’ L RIGN

Looking for a Christmas present that lasts all year round?

A White Dwarf subscription is the perfect gift!

Take out a subscription today and you get yor favourite hobby magazine delivered straight
to your door every month, a week earlier than everyone else. You can also take advantage
of other great offers, such as pre-release Games Day tickets — not to mention the fantastic
savings you make just by subscribing!
* A one year subscription saves you a great £12 off the cost off the cover price
— that’s three free issues!
* A one year subscription saves you a whopping £36 off the cost of
the cover price - that’s nine free issues!
To subsribe today log on to the Online Store at:
www.games-workshop.co.uk/store/whitedwarf
or call our Hobby Specialists on 0115 91 40000

Gift Vouchers

Don’t know your elf from your elbow? Give them a Gift
Voucher! Gift Vouchers are the perfect gift for every hobbyist,
allowing them to get exactly what they want for Christmas and

come in £5, £10 and £20 denominations.

Pictures for ilustrative piposes only. Praduct corlents may vary, Products soid utpainted and unassembled. Cerain Citade! products may be dangerous If psed
Incarrectly. Prices correct at time of going o press, pleass contact us for current availability and Games Workshap pricas. Prices quoted are for products soid by

Games Workshop through its own stores, gig oF Wabisita. retailers are for ifiing their oW prices. WWW.gamFES'WOrkshop.co.u";’s‘tore 123
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xMAS GIFT SETS

Beginners gift set

e Battle for Skull Pass, Battle for
Macragge or Mines of Moria

*Hobby starter set

*Chaos Black spray

Deluxe heginners gift set

eBattle for Skull Pass, Battle for
Macragge or Mines of Moria
*Hobby starter set
*Chaos Black spray
eHow to Paint

Citadel Miniatures
*Main Range Catalogue
e Battle Dice
*Tape measure

Dy | 1 g
<14 - £y,

www.games-workshop.co.uk/store
~ GALL THE HOBBY SPEGIALIDID: 01109740000 @@

Pletures for Mustrative purpases only. Product contants may vary. Products sold unpainted and unassembled. Certain Citadsl products may be dangerous if usad ingarrecily,
124 WHITE DWARF ORDERING DIRECT Prices cofrect at time of going to press, please contact us for currsnt avallability and Games Workshop prices. Prices quated are for products sold by Gamss Workshop
through its ewn stores, catalague o retailers are responsible for ing their own pricas.
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Warhammer terrain gift set B e

*How to Make Wargames Terrain HOW TO MAKE
*Grass Mat @ WARGAMES

eHedges and Walls TERRAIN
*Woods = o Py
e Hills

Warhammer 40,000 Terrain gift set”

eImperial Sector

e Urban Walls kit
*Rough Coat spray
ePlastic Glue

AAUES WORESHOP
eHow to Make HOW TO MAKE

Wargames Terrain WARGANHLS
e Ruins of Middle-earth TERRAIN
e Grass Mat | =1 N
*Woods j e A B0V
o Hills

Gamers gift set

eSmall figure case
eBlast templates {
*Tape measure
*Dice

Sty ity !

\ " pAMES E | P N e

=y, WOREEHOP W= i ot

" | 1 | H i b Al

L : s ‘_'.i"l.:! biidl .

W il Q‘ | i,

4 9 S |
! g e i) MODELS NOT INCLUDED

* Gift sets containing spray paints can only be shipped to addressesinthe UK P

Picturas for ilustrative purposes onty Product contents may vary, Prodcts sold unpainted and unassembiec, Cerfain Citadel producis may be dangerous if wsed incorrectly, Prices eorrect at
time of going 1o press, pieass contact us for current availability and Games Workshap prices, Prices quoted are for produsts soid by Games Warkshop through its own slorss, catalogue or - WWW. Zames-wo rksh op.co.u k{S'tD re 125
website, Independent refaflers are respansible for determiniiy their own pricas.



THE EMPIRE

Available to advance order now!

AE5) Army Set RELEASED 16/12/06 gttt

* Against buying the contents separately

| Bipfures for Husirative purposes anly, Producf contants may vary. Prodiicts soid unpantted and unassembied, Certain Giiadel producls may be dangerous If used
126 WHITE DWARF ORDERING DIRECT incarrectly. Frices correct al ik of poing 10 press, plaase contact us for currant avaiiability and Games Warkshop prices. Prices quated are for prodcts sold by
Games Warkshop through s awn sforas, catalngue orwehsite, Independent retailers are résponsitle for defermining thefr own prices.



The Empire Army Book reieasep 6/1/06

Empire State Troops RELEASED 06/01/06

WARFAMMER s
. 4 = i

| WARFAMMER
] - ';r -

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 ar by post,

* Choose from loads of madels and products
not yet released in our Hobby Centres,

* Postage for Advance Orders is only £2*,
50 you can afford to get more models for
your money.

Advance order now:

24th November (released 16th December)

o Empire army deal ........cocooevrnenne.. £135.00
Advance order now:

25th November (released 6th January)

s Empire Army Book .. i £12.00
¢ Empire Battalion ... £50,00
& Empire General e 212,00
¢ Empire State Troops ......... £12.00
® Empire State Handgunners £12.00
o Empire Detachments ..o £30.00
Advance order now:

9th December (released 20th January)

o Empire Pistoliers ... £12.00

* Ludwig Schwarzhelm ... L

o Empire Warrior Priest ...

* Mounted Engineer on
mechanical steed ......... T e s

*£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 fast available product is
released.

Empire General

RELEASED 06/01/06

Pletutes for ilustrative purposes oy, Product contents may vary, Producls sold unpainted and unassembled, Gertsin Gitatel groducts may e dangerous If used
imcorractly. Prices correct at fime of going 10 piess, pléese contact us far current ayanability and Garmes Workehop prives. Prices quated are for produdts sold by Www.g'ames-workshop.(_'O.uf(f store

Gamss Workshap thrgugh its own stores, catalogue or wabsits, Indspandent ratallers are responsiis far datermining their own prices.

Makes 1 foot and T mounted.
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But you only get it for this price when you
take out a subseription! Subcriptions
guarantee yot will'not miss an issue, and
offer savings over buying individual
copies. There are a number of ways to

subscribe.

¢ Call Games Workshop Direct on:
0115 91 40000

¢ Logon to
www.games-workshop.co. uk/store/whitedwarf/

HE ARMORIM TAHE W RN |
*1 CONPLETE KRSRATIVE CAMPAIEN

s Visit your nearest Games Workshop store

¢ Complete the form below and return to:

GW DIRECT SALES, WILLOW ROAD, LENTON,
NOTTINGHAM, NG7 2W$§

SUBSCRIPTION OFFER1

Take outa year's subscrnptmn for just £36, saving you a great £12 off $e cost of the cover
price, effectively giving you three issues free! That's £3.30 per issue. 1

SUBSCRIPTION OFFER 2

Take out a two year subscription for just £60, saving you a massive £36 off the cost of
the cover price, effectively giving you nine issues free! That's £2.50 per issue.

| would like to subscribe to White Dwarf starting with issue number: WD ][]
1 would like to s
1 YEAR 12 issuesmosuen £36.00 2 YEARS 24 issues ¢

| am an existing s I am a new subscriber [ plea

MY DETAILS
f o Surname: ...

Postcode: ...

[T Uty e e R

B LA 0 e 8B oTo o e R O R RN S A R O 0 S g

The subscription is a gift for the person detailed below [_] tick hox if appropriate)

AT TS VS DT HEE o orererenensrasnnsenssnsmon o FIOTETIATTIE s on v svsnanad s on shabasisitunieisns SOURRAIIBY e i SRR aEE

AAErEss: i e R e e e POBICDEE N e s
............................................................................................. BT L Yl o b

T i ST D ol . o e S e R e e L i e s

METHOD OF PAYMENT

Postal Order (UK only)/Cheque [] (made payable to Games Workshop Ltd)

] O 0 ve: 0000 0000 0000 0000000
Valid from: e Expiry date: 58 o lssue No: OE

G 0 o L i e e e S s e e el R s g i

ired if recipient is under 1 ply by e advantage of t
ivered to UK addresses, o
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NEW TROOP TYPES

NEW MINIATURES

NEW RANGEI OF MOIIEI.S iﬂCL!I[lING

440,000 3 T CTRATEGY BATTLE GAME

Prince Yriel’s Eldar Corsairs Guide to the Elves of the Grey Havens
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