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The Dark Angels are among the oldest of the chapters of the
Adeptus Astartes. Their history stretches back to the very beginning
of the Imperium, when they helped thwart the diabolical plans of
the Warmaster Horus. But despite their illustrious record, the
Dark Angels hide a dark secret — during this terrible time, part of
the legion chose the way of treachery and pride.

Now the Dark Angels and their successors form a grim
conclave as they strive to eliminate every member of the original legion who elected to
betray their oaths. Though they are loyal, on occassion their mission has led to them
abandoning battles and ignoring pleas for aid, and their motives have become suspect.

Now you can recreate the forbidding Dark Angels as never before. An array of new
plastic kits allow you to make their warriors and those of other Unforgiven chapters, along
with the specialist formations they use — the Ravenwing and the Deathwing. There is also
-a new range of metal models, including Company Masters whose ornate wargear captures
the spirit of these brooding heroes perfectly, and the amazing Master of the Ravenwing.

It is the time to hunt the Fallen. Take up your bolter in the name of The Lion!

Grombrindal, The White Dwarf
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DARK ANGELS

CODEX: DARK ANGELS

The Dark Angels were the very first Space Marine
Legion to be founded at the dawn of the Age of the
Imperium. Outwardly loyal, the Chapters descended
from the original Legion harbour a terrible secret,
one they will do anything to protect.

This 88-page Codex contains a detailed history of the Dark Angels’

mysterious origins, a complete Forces section, a full armoury and a
brand new Army List.

>>>TURN TO PAGE 21 TO LEARN OF THEIR ANCIENT SHAME!

88-page Codex

; de: 07030101009
%rren by Jervis :lo}inmandAmyHm

ON SALE MARCH 3rd

o N w—

ORICINS OF THE DARK AN BRI CHAPTER INSIGMIA TN

el ke o ko g o i’

HEROES OF THE CHAPTER

AL

TRM DA
e i 4 ot o ety st B e o 7 e
Ay i T o i ey e it B 0

Picturag for illstrative puspeses only. Produet contents may vary, Producls sold unpainted and unassembled. Certaln Cltadel products may be n‘dng\erms h‘asedmcaif.recfbf Prigis correit at time of going to press, please contact ug for current
availability and prices, Prices quoted are for products sold by Games Workshop through its own stores, ar website. danl rataiers are for g it Hhair awi prices,
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DARK ANGELS VETERAN SPACE MARINES

DARK ANGELS GRAND MASTER
This blister pack

contains 1Dark Angels
Grand Master and 1Watcher

- BOTH CHARACTERS INCLUDE BRAND NEW SCULPTED BACK BANNERS! '

WARHAMMER
E _ABROD,

>>>TURN TO PAGE 26
T0 SEE MORE MODELS
MADE WITH THIS KIT!

This plastic multi-part box set
contains 5 Dark Angels
Space Marines

THIS KIT CONTAINS

OVER 80 COMPONENTS
THAT CAN BEUSED TO

ADD DARK ANGELS
DETRILS TO ANY SPACE
MARINE SQUAD

'DARK ANGELS
CHIEF LIBRARIAN

This blister pack
contains 1Bark Angels
Chief Librarian

ON SALE MARCH 17th

InNorthom Esrope.

Pictutes far ilustrative purposes anly. Product contents may vary, Froducts sold unpainted and unassembled. Certain amderprmmrs m.sybe dang\emus If used incorreetly, Prices cormc: at Hme of gaing fo press, please contat us for current

availability and prices. Prices quoted are for products sold by Games Warkshap through ifs own stares,

refailers are i I.’mlmwnpnm




_NEW RELEASES

DARK ANGELS COMMAND SQUAD
WHILE STOCK LASTS

KIT CONTRINS THE DARK

ANGELS VETERAN FRAME

AND THE SPRCE MARINE
COMMAND FRAME

This piastic multi-part hox set
contains 3 Dark Angels
Space Marines

Product code: 99120101048
Sculpted by Jas Goodwin, Mark: Harrison,
Martin Footitt & Dave Thomas:

ON SALE MARCH 3rd

‘Roleased 10/03/07 in Northem Eurepe.

SPACE MARINE WITH STANDARD BEARER
PLASMA GUN

COMPANY CHAMPION APOTHECARY VETERAN SERGERANT

DARK ANGELS
COMPANY MASTER

This blister pack
contains 10ark Angels
Company Master

ON SALE MARCH 17th

eleasod 24/03/0)

Fictires for Mlusiative purpeses only, Product contents fray vary. Produgts s‘aidunpamm:f and unssssmbled: Cartain mmde\rpmduds may be dangerous if used incarrectly. Frices mm‘rfm\e af, gnmg o press, please confact us for current
‘avallabifity and prices, Prices quoted are for products sofd by Games Waorkshop theough its own stores, or website. retailers arg resp e far g ReiT own prices..
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DARK ANGELS RAVENWING BIKE SQUADRON

KIT CONTAINS THE This plastic multi-part box set
RAVENWING VEHICLE FRAME co:lams 3 Dark Angels
avenwing Bikers
>>>TURN T0 PAGE 30 TO SEE
THE COMPONENTS ON THE NEW

RAVENWING PLASTIC FRAME!

RAVENWING BIKER RAVENWING

VETERAN SERGEANT

DARK ANGELS MASTER OF THE RAVENWING \ AR
ARAER

MASTER &7 THE.
AT
WKITRE 5 LR
RANEHRING

SERCH IEL ALY

This metal box set
contains 1Dark Angels
Master of the Ravenwing

ON SALE MARCH 17th

Pictures for Mustrative purpases anly. Product contents may vane Produets sold unpainted and unassembled. Certain Citadel products may be dangerous if used fncarrectly. Prices nmectai time of going to press, please contact us. for current.
availability and prices. Prices quoted are for products sold by Games Workshog through its own stores, cals g or websile, fnd ratailers are rosp inifg their owit prices.




NEVY HELEASES
DARK ANGELS BATTLEFORCE

SPACE MARINE ARMED WITH SPACE MARINE ARMED WITH
This plastic m""i,na" PLASMA PISTOL AND MISSILE LAUNCHER
battieforce set contains COMBAT SHIELD
enough components to huild 5
Dark Angels Veteran Marines, 5
Dark Angels Command Squad
Spnace Marines, 5 Devastator
Space Marines, 5 Space
Marine Scouts and 1Rhine

ON SALE MARCH 3rd

ALSO CONTAINS
THE RAVENWING
VEHICLE FRAME

“Against buying contents seperately.

Picturgs for illustrative pul oy, Product contants may vary. Products soid unpai assembled. Ce il products may be dangerous If used ingarectly. Prices correct at time of going 1o press, pledse contact os for carfent
vzl il prices. Prices quoted ars for products sold by Games Workstop through its 7 3 ', Independent retafiers are respansible for determining their own prices.




NEW RELEASES
DARK ANGELS RAVENWING BATTLEFORCE KIT CONTAINS THE

RAVENWING VEHICLE FRAME

WARHAMMER
400800

e i >>>TURN TO PAGE 30 TO SEE
= THE COMPONENTS ON THE NEW
RAVENWING PLASTIC FRAME!

This plastic multi-part
hattieforce set contains 6
Ravenwing hikers, 1 Ravenwing
Attack Bike and 1Ravenwing
Landspeeder Tornado

Pictures for Mustrative pur ¢ Product contents may vary, Products it L Certain Citadel products may be dangerous if used incomecty. Prices correct at time of going fo press,. ontagt us for current
ava nd #ﬂu‘a Prices quoted are for products sold by Games m :nnp rr.‘muqr: rn own stares, catalogua or website. Independent retailers are fesponsiile for deteérmining their own p




_NEW HELEASES

SPACE MARINE DEVASTATORS

KIT CONTAINS EIGHT HEAVY WEAPONS!

This plastic multi-part box set
contains 5 Space Marine
Devastators

ES DEVASTATORS  £20
‘Denmark  Ki225
‘Euro €30
- 991207101652

Sculpted by Seb Perbet

Tim Adcock & Jes Goowin

DEVASTATOR DEVASTATOR
WITH LASCANNON SERGEANT

DEVASTATOR DEVASTATOR BEVASTATOR

DEVASTATOR
WITH PLASMA CANNON WITH MULTI-MELTA WITH HERWY BOLTER

WITH MISSILE LAUNCHER

Pletures for ilustrative purposes anly. Product contents may vary. Products sold unpainted and unassembled, Certain Citads! products may be dangerods if used incarectiy, Prices coraet at Hine. of going to press, please contact us for current
availability and prices. Prices quoted are for products seld By Games Workshop through its awn stores, or website, i

dep retailars arg for i Thair owi prices.
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SPACE MARINE LIBRARIANS O

Space Marine Librarian

>>>TURN TO PAGE 70 TO FIND

SPAGE MARINE LIBRARIAN TERMINATOR ~ ourmost

This blister pack contains
1Space Marine
Librarian Terminator

ON SALE MARCH 17th

Beleased 18/03/07 in Northern Eiirope.

INCLUDES THREE
ARM VARIANTS

dangsrous if usad insorrectly, Prices corct al lime of going to prass, please contact us Tar current availablity and prices. Prices quofad are fog
products sold by Games Worksfiop through its own stores, 3 or websits. | retailers. are for o iniing thei own pril
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BLACK LIBRARY

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

FLIGHT OF THE
EISENSTEIN

Having witnessed the terrible
massacre of Imperial forces on
Istvaan Ill, Death Guard Captain
Garroseizes a ship and sets a
course to Terra'to warn the
Emperor of Horus's treachery. But
when the fleeing Eisenstein is
damaged by enemy fire, it
becomes stranded in the warp —
the realm of the Dark Powers. Can
Garro and his men survive the
depredations of Chaos and get his
warning to the Emperor before
Horus's plans reach fruition?

Pictures for fustrative puirposes only. Product conterts may vary. Produsts sold ungainted and unassembied. Certain Citadsl
availability and prices, Prices quoled are for products sold by Games Workshop through its cwn stores,

Dan Abnett once again proves that
he's the master of intrigue as
Inquisitor Ravenor and his band of
lethal operatives seek out
corruption in the heart of the 415t
millennium. In the third book of
the series, Inquisitor Ravenor’s
pursuit of his arch-nemesis
Molotch takes him and his team to
places dark and dangerous.
Linknown to Ravenor, one of his
team hides a deadly secret that
could doom them all.

ON SALE MARCH 3rd

WARHAMMER
380

DAN ABNETT

www.blackiibrary.com

RETRIBUTION

With Viad and Konrad von
Carstein defeated, now is the time
for the most dangerous vampire
count of them all to take centre
stage. Strong, cunning and
resourceful, Mannfred von Carstein
assembles his Undead army and
prepares to strike at the heart of the
civilised lands. The men of the
Empire and their allies, the Dwarfs,
have one last chance to stop their
Undead foe - at the desolate
marshes of Hel Fenn. Award-
winning author Steven Savile
brings the Von Carstein trilogy to

an epic, blood-soaked climax!

£6.99
Kr100
“€11.50

ON SALE MARCH 3rd ON SALE MARCH 3rd

06t 10/63/07 I Nerther Europe.

(s \CLT10UL10N

STTVEN SAVILE

WARHAMMER
QUIZ BOOK

The Warhammer Quiz book will tax
the brains of even the most fervent
Games Workshop fans. Crammied
with questions about every race from
the immensely popular Warhammer
world, the novels of the Black Library
and more!

This is the ideal book for any
hardcore fan who wants to really put
their knowledge to the test.

WARHAMMER 40,000 QUIZ
BOOK ALSO AVAILABLE!

prohicts may be dangerous if used incormactly. Prices correct at time of going fo press, please contact us for curent

far ining thelr own grives.

o wibsite: TEtailers drg re




NEWHELEASES

FORGE WORLD

' Forge World makes a huge range of resin klts and accessories. These mclude 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.lorgeworld.couk

GREAT UNCLEAN ONE

This fantastically detailed rendition
of Father Nurgle’s proudest son,
the Great Unclean One stands an
unwholesome 4" high. Armed with
a fearsome looking blade, the
Greater Daemon of Nurgle looks
on mockingly at his victims, while
his favourite Nurglings grab at the
intestines spilling out of his
distended belly. Other details to
note are the exposed spine, broken
horns and grotesque tongue coiled
around the corrupted sword.
Sculpted by Daniel Cockersell,

DEATH CORPS OF KRIEG HEAVY FLAMER TEAM = DEATH CORPS OF KRIEG
Two-man heavy weapon team GRENADIERS _

 armed with a flamer, perfect for Cienadi
flushing out the enemy. ﬁgz .'e_ri ‘}:-e; I
Sculpted by Simon Egan, Will I an o Wi -e‘mguns_
Hayes and Mark Bedford. | || 20¢ Srmeters: Thede
S A squads are often
used to spearhead
assaults. Sculpted
by Simon Egan and
Will Hayes.

arwbsm mwrmam sible for dets mﬂrawnprm
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Make your armies ready for battle — a massive Warhammer global campaign
will take place later in the year. War on a massive scale approaches! '

eady your axes, swords, spears

Rand paint brushes, for there is
to be a new worldwide

Warhammer campaign this summer!

Many millennia ago, Alaric the
Mad, the greatest of all Dwarf
Runesmiths, forged a magical artefact
of immense power. Crafted from a
single piece of warpstane, the
Nemesis Crown was to be Alaric’s
greatest achievement, yet even he
was unaware of its true destructive
patentlal untll he had completed it. Terrified by what the
crown could do, Alaric hid it deep within what is today
known as the Great Forest. There it has rested undisturbed
down the centuries, until now. ;

An earthquake has opened the hiding place of the
crown, allowing its discovery by a small group of intrepid
Dwarf miners. All the miners were slain by the mallgnant
energies of the crown, apart from one..

The surviving Dwarf, driven mad as Alaric himself by
his experience, has told others of the rediscovery of the
Nemesis Crown, and rumours of what has been uncovered
have spread to all corners of the Warhammer world. Orc
and Empire scouting parties scour the woods searching for
the lost artefact, while High King Thorgrim Grudgebearer
readies the Dwarfs to reclaim their ancient treasure.

Further afield, other races scheme. Alliances are being
formed, treaties struck and broken, as creatures good and %y
evil hatch their plans to make this potent prize their own. :

This year one and one question alone sits upon the lips
of princes, warlords, tyrants and kings: Who will claim the
Nemesis Crown?

The campaign starts this summer. Now it's only March,
but we're telling you early so you’ll have plenty of time to
get your armies ready! The campaign will follow a similar
format to our previous worldwide events, which means
there will be a supporting website where you can register
your battles and let the world know what a great general
you are.

You can also expect plenty of new and exciting
models, including several plastic Warhammer kits. There
will also be a supplement with White Dwarf this spring,
telling the full story of the Nemesis Crown, and some
interesting... OW! (Don’t tell them about that, or next time
I'll use the sharp bit of my axe to hit you with —

Grombrindal). Well, suffice to say it's going to be great,

and that's not even including all the cool things that will

be going on in our stores as we approach the campaign.

Keep your eyes on the web and White
Dwarf for news of what’s happening when R
and where. In the meantime, we recommend
planning and painting a new army, because

you're going to need it! '




his May sees the release of the latest addition to

The Lord of the Rings strategy battle game:

Khazad-dim. This sourcebook is an invaluable
guide to collecting, modelling and gaming in the Dwarf
kingdom, Within its pages vou will find essential rules,
information and inspiration to bring the battles of
Middle-earth to your own tabletop.

From the noble king Durin and the stoic Dwarves of
his household, to the vicious Moria Goblins and the
terrifving monsters who lurk beneath Middle-earth, this
book contains background and rules for the warriors who
vie for supremacy in the under realims of Middle-earth.
Muster-the hardy Dwarves of Khazad-dim, their kinfolk
in Erebor or the remnants of Durin’s Folk. Dominate
Middle-earth with hordes of Maria Goblins, or the vile
Dwellers Below. Collecting advice, and example painting
schemes help vou build up your force, from a few
models into a vast army!

OUTIN WD 329

Furthermore, five scenarios explore the bitter histor
of warfare and bloodshed between the Moria Goblins
and Dwarves of Middle-earth. Ravage Khazad-dam with
the Goblin hordes and the might of the Balrog, or help
return Durin’s folk to glory by battling against Evil in the
dark, dangerous places of the world.

The new miniatures released alongside the
sourcebook will have champions of the Free Peoples anc
servants of Evil alike champing at the bit. The Dwarves
are bolstered by the arrival of a host of new Heroes and
Warriors, including Durin and Mardin (who carries a
nuge spear, which some players may recognise as the
weapon wielded by the Cave Troll in Balin's Tomb), as
well as Vault Warden tunnel righting teams, Rangers and
the long-awaited plastic Dwart Warriors. The Evil side,
on the other hand, gains Moria Goblin Prowlers and the
incredible new Dragon (pictured abovel. We'll bring you
the 1ull details in two issues” time.

1
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Vault Warden Team Dwarf Ballista

Dwarf Rangers.

Dwarf Warriors




_ NEWS

NEW PRAINT RANGE

PAINTING IS ABOUT TO GET A WHOLE LOT EASIER

promises to revolutionise how we hobbyists paint
our armies.

Foundation Paints are a complement to our Citadel
Colour range, and have been specially formulated to be
-applied straight over a black undercoat. That goes for
normally difficult colours such as red and yellow too.
The secret of the paint is that it is packed with pigment,
meaning you get smooth coverage every time.

The paints have been designed to be used in two
ways — you can paint an entire army with the range’s 18

T he Citadel Foundation range arrives soon, and it

ITADEL
UNDATION

MECHRITE
FED

CITADEL
"OUNDATION

IYANDEN
DARKSUN

colours. The special “one coat” nature of the paints
means that you can do this quickly. Alternatively, you
can use the Foundation Paints as a base, then highlight
them with Citadel Colour. Either usage significantly
accelerates the rate at which you can finish your models.

The paints also come in a new paint pot which
incorporate such features as a built-in tab, and special,
locking hinge.

We'll be locking at the paint range in detail next
issue. It’s already being used in the Studio, and is getting
a big thumbs up from the Hobby Team and ‘Eavy Metal.

CYTADEL
"OUNDATION

~MACHARIUS
“OLAR ORANGE

CYTADEL
"OUNDATION

ORKHIDE
SHADE

FOUNDATION PRINTS AVAILABLE TO PRE-ORDER SOON! CALL DIRECT FOR DETAILS

COUNTERFEITERS BEWARE

opying miniatures is illegal,

‘ but unfortunately, over the
last few years, we have
become aware of individuals with no
respect for the law, who have been
making counterfeit versions of

Games Workshop products.

This is not only of detriment to
ourselves, as creators of the
intellectual property such models
represent, but also to you, our
customers. If you buy counterfeit
models, you are paying for poor
quality copies of our miniatures
which in no way match the standards
of production of the genuine articles,

Recently, Games Workshop has
successfully brought to justice a

counterfeiter named Brian Beal (aka
Mac Ace), who had been producing
large quantities of counterfeit Citadel
miniatures in the USA and selling
them via eBay. Thanks to the sharp
eves of several customers, we were
able to gather sufficient evidence
against Mr Beal to begin legal
proceedings, and we are now pleased
to announce that Mr Beal’s
counterfeiting days are over,

It is vitally important to us to
defend our intellectual property and
the best interests of you, our valued
customers, and you can rest assured
that we will go to great lengths to
ensure that counterfeit copies are
taken off the market.

For further information on how to

‘'spot counterfeit miniatures visit:

www.games-workshop.co.uk
/Negal/counterfeiters

If you have suspicions regarding the
authenticity of any Citadel or Forge
World miniatures you come across,
do not hesitate to contact us.

By email:
legalq@games-workshop.co.uk

By post:

Anti-Counterfeit Team

The Legal Department
Games Workshop Group PLC
Willow Road

Lenton NG7 2WS$S

o R P S S el IR g e L N ST




PERE

Fight bloody and desperate battles of Warhammer 40,000 over
the shattered ruins of the once-great Chapel of Sanctuary!
Sculpted by Dave Andrews and supplied fully painted, this
magnificent scenery piece would look at home on any gaming
table, and is an essential centrepiece for any Dark Angel army!

Chapel of Sanctuary

Contains 1 complete Chapel of Sanctuary

Resin madel is supplied fully painted and comprises 2 pieces;

* | base and 1 wall section complete with plastic stained-glass windows

Product Code: 99220199024 :

£20.00 Minialures sald separately.

Www.games-workshop.co.uk/store/chapelofsanctuary

Lo SANCTUARY




Our brand new store in Epsom is having an Official Opening Party on the 3rd

OPENING TIMES: March! Coinciding with the release of the eagerly awaited Codex: Dark Angels,

Monday - Saturday: : o ; :
10.00am to 6.00pm there will be plenty of activities themed around this most mysterious of chapters

Sunday: to keep you entertained, as well as special guests appearing on the day!

11.00am to 5.00pm
SPECIAL GUESTS 10.00am - 2.00pm!

Jervis Johnson

Veteran Studio games designer Jervis Johnson will be familiar to
many hobbyists from his Standard Bearer articles in the pages of
White Dwarf, and 0
Death, which featured the Dark Angels

also the mind behind the new Dark Angels r et, and as one of
the most longstanding Games Workshop games designers, he’ll be
able to quench your thirst for knowledge of the Dark Angels. Don't
forget to get your new copy of Codex: Dark Angels for Jervis to sign!

Jervis |

Owen Rees
Current Editor of UK White Dwarf, Owen Rees is a longstanding and
fanatical Dark Angels player, and has featured in no less than four
Dark Angels battle reports in the pages of White Dwarf. Owen’s
army takes to the field once more in this month’s battle report, and
can be seen bringing the wrath of the Imperium down on the foul
‘xenos, the Tau. Turn to page 34 to witness the crushing power of the
new Dark Angels list! As one of the playtesters of the new Dark
‘Angels list, Owel placed to answer all vour guestions about
tactics and paint sche or the Unforgiven. Remember to bring
your new copy of White Dwarf (or even some old ones!) for Owen
Owjerr Reiss to sign on the day!
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= At the roundabout at the end.of the slip road, take the third exit anto A243
IKingston Roadk.
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« Follow directions above “From M25 Clockiwise” - point 3.
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Epsom Store Tel: 01372 751 881

www.games-workshop.co.uk/storefinder

SPECIAL EVENTS!

Dark Angels painting competition

Win signed copies of WD327, and the brand new Codex: Dark Angels! Simply bring along
a single painted miniature from the Warhammer 40,000 range. There will be two
categories, under 16 and over 16, with the winners determined by our special guests.

Question and Answer _

Quiz our guests on Codex: Dark Angels, strategies for the Unforgiven, painting tips and the
chapter’s mysterious history.

Signings

Get your new copy of Codex: Dark Angels signed by our guests on the day of its release,
and feel free to bring along any other Games Workshop books they have been involved in.

=(A202252

e |

Banstead

VIVE

Tadworth

Kingswood

Our brand new store,
Games Workshop
Epsom, is already open

so you don’t have to
wait until the official
opening party to visit!
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Codex: Dark Angels
Space Marine Devastator Squad
Dark Angels Command Squad

Eldar Harl
Eldar Harlequin Troupe Master
Eldar Harleguin Shadowseer

Eldar Harlequins with Harlequin’s Kisses

Eldar Harlequins with Fusion Pistols

OTHER RELEASES

Foundation Paint Set
Flight of the Eisenstein

‘Ravenor Rogue
Retribution

COMING NEXT MONTH

03/03/07
03/03/07
03/03/07
03/03/07 £50.00
03/03/07 )
03/03/07

17/03/07
17/03/07

14/04/07
1 4}’04/07

21/04/07 £18.0¢

21/04/07
21/04/07

21/04/07

03/03/07
03/03/07

Foundation
Paint Set

You can buy our products from
the following sources

Bigtures for ilustrative purposes only. Product canteats may vary. Produ

availablitty and currsnl Games Workshop prices. Prices quated are for products soid by Gamss Warkshap throuah ifs awn Storss, cat

q]

Eldar Harlequins

icts soid unpainted and unassembleo. Cerlain Citade! products may be dangeroos if used incarrectly. Prides corréct at time of gaing fa press, please contact ys for currant
ar wehsits, rofaliars are responsible for iniig helr own prices.




Design Notes

We talk to all the key
members behind the
Dark Angels project

New Range
All the brand new

models and kits
explored in detail

Battle Report

The Ravenwing versus
the Tau in this month's
epic battle report
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The first of the First Founding have returned with an all-new
codex and model range. Intrepid Dwarfer Andy Hall set out
to uncover the dark secrets of the fallen...

Space Marines whose name is spoken

with reverence throughout the
Imperium, yet very few know the truth of
their origins. Led by their Primarch, Lion
El'Jonson, they stormed across the galaxy
at the forefront of the Great Crusade,
bringing the Emperor’s light to the.
disparate worlds and lost colonies of
humanity. It was only when, after many
years, the crusading Dark Angels returned
to their home world that a great
dishonour befell them, the repercussions
of which still haunt them to this day. Now,
with the release of the brand new codex,
we tread the hallowed halls of the Design
Studio to get you the lowdown on these
monastic and secretive warriors.

The first port of call was the “wise man
of the Studio” himself, Jervis Johnson. As
many of you will know, Jervis has spent
much of the last six years immersed in our
Specialist Games, which means that
Codex: Dark Angels is the first Johnson-
authored book since he worked on Codex:
Space Wolves in 2000.

~ “The break from codex writing has
definitely helped,” says Jervis. “It's allowed
me to look on this project through fresh
eyes. And as a happy coincidence my son,
who is now 13, is following my well-
trodden footsteps into the hobby. It was.
very interesting to watch how he read and
digested the contents of the Space Marine
codex; I've learnt a lot from that. For
instance, in the past we have written
codexes with a lot of assumed knowledge.
With the Dark Angels, from the rules to the
background to the hobby section, we’ve
tried to be as all-encompassing as possible.
So the armoury, for example, is complete —
all weapons and wargear for the Dark
Angels is listed, so you don’t need a copy
of Codex: Space Marines to use this army.

“My guiding overall principle when
planning the book,” continues Jervis, “was
that the miniatures range should come first
and the army list and rules should be
driven by the models. Sounds obvious, |
know, but it hasn't always been the case in
the past. I've tried to rein back my games
design instinct and not write rules for rules’
sake. For instance there are no rules for
purity seals or badges. Yes, they should be
there on your models, but not because of
some obscure rules bonus — they should be
on your model because they are in
character with your force.”

This is not the only fresh principle that
Jervis has brought to codex-writing. For
example, when you buy squads of Dark

The Dark Angels are a Chapter of

Angels it is either as five-man Combat
Squads or in ten-man units. This more
accurately reflects the organisation of
Space Marines, actively translating the
doctrines of the Codex Astartes to the

gaming table. Also, there’s no more fussing.

about with frag grenades and bolt pistols;
all Dark Angels come with them as
standard. “It just simplifies things no end,”
Jervis explains, “and from a background
point of view there’s no reason why a
Space Marine squad would go into combat
without such essential wargear.” Handily,
the Veteran Squads of the Dark Angels do
not readily recruit when a member of their
squad is killed, and so they can comprise
anything from 5-10 men. This gives players
a “home” for any remaining models they
may have after their army has been sorted
into the new, stricter, squad structure.

The most famous of The Dark Angels’
companies are the First and Second,
known as the Deathwing and Ravenwing
respectively. “ wanted to make the
Deathwing and Ravenwing exciting and
unique choices.” Jervis says. “l also wanted
them to be able to work together in a '
viable way — it took lots of playtesting to
get it right!” The Deathwing now have the
“Deathwing Assault” special rule, which
allows up to half your Deathwing squads
to automatically Deep Strike in Turn 1.

continued on page 25

In the book

In this 88 page Codex you
will find:

e Complete history and
background of the Dark
Angels. Some secrets
are revealed, while new
mysteries are
uncovered.

e Full forces section.
Each and every special
character, troop type
and vehicle is examined.

» Brand new army list.

e Full colour showcase
and hobby section.

€ € The Deathwing Assault special
rule allows up to half of your

Deathwing squads to Deep Strike

in Turn 1. 99

The mailed fist of the (nner
Circle, the Deathwing are
an implacable foe.

e



SSEMBLE FOR WAR

if : Whether you want to give your Space Marines a Dark Angels flavour, or create
| a complete squad of robed veterans, the new plastic frame is highly versatile.

1-5  Torso fronts
6-11  Shoulder pads
12-18 Heads

19-20 Banners
21-25 Backpacks
26-28 Bolter arms
29  Power sword

38  Power mace
Power fist

35-37 Robed bodies
38  Combat shield
39-40 Holstered pistols
41

42

43

44

45  ‘Assault cannon®
46  Power sword*
47-49 Shoulder pads*
50-51 Pauldrons*

52  Ammo feed*

53  Storm shield®
54-55 Helmet wings
56-59 Chapter icons
60

61 Scroll cases
62-63 Combat knives
64-66 Dark Angel icons
67-70 Censers

71 Winged charm

* Deathwing components
‘designed to be used in
conjunction with the
plastic Terminator kit.

_ WHITE DWARF 'DARK ANGELS
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Dark Angel Assembly

= S_ra.ndéz.d )
» Optional |

“For the Ravenwing, | wanted to make
them different from White Scars, which are
an entirely Bike-and-Land-Speeder-
mounted army. So | gave the Ravenwing a
‘probing attack’ and scouting role. All
Ravenwing Bikes and Attack Bikes have the
Scout rule and a Teleport Homer — which
allows you to bring in Deep Striking
Terminators within 6" of the bike without
scattering. Coupled with the Deathwing
Assault rule, this gives Dark Angels players
a devastating tactical option.”

Not only that, but these special
companies have in their midst some of the
mightiest special characters in the galaxy.
“I've had a bee in my bonnet about special
characters for some time.” says Jervis (Yes,
we know, Johnson, you said so in the last
issye! — Grombrindal). “This time I've put
them directly into the army list. So there
should be no quibbles between opponents

if they are allowed to play with them or
not.” Ezekiel, Supreme Grand Master
Azrael and Master Belial all make a return,
whilst we also welcome Master Sammael
of the Ravenwing, who rides the last
known Imperial jetbike into battle. “Taking
Master Belial of the Deathwing allows you
to take Terminators as Troop choices, whilst
choosing Sammael means Ravenwing
Attack squads count as Troops. This means
you can create Deathwing or Ravenwing
armies should you wish,” explains Jervis.

(Some) secrets revealed
Andy Hoare was. tasked with collating,
reviewing and expanding on the Dark
Angel’s venerable background. “It all
started with two key pieces of Rick
Priestley fiction, The Feast Malediction
from Rogue Trader and The Lion and The
continued on page 27

{ | WV GANIES ol

Black Library

Tales from the Dark
Millennium contains a
new Dark Angels story,
“The Falls of Marakross®.
Also see “Sons of Fenris”,
which details the Dark
Angels’ and Space
Wolves” animosity.




L5 J w4 Space Marine with plasma gun.

: Battle-Brothers

Tactical squads are the most common
type of Space Marine squads in any
army, and are the most versatile,

Dark Angels Space Marines with bolters.

Frame Key

@ Dark Angels
© Tactical Marines

-. __"The battle-brothers of the Dark Angels are stoic in their duties, Q) Cevestylons
|__though they unknowingly bear the secret shame of the Chapter.

(2) Command Squad
{j‘l’erminator

Lise this key to see
which frames the various
compganents come from.

- Devastators

| Devastator squads are
equipped with
multiple heavy
weapons: They are
dep.’oyed wﬁerever

m
=
»?9
T332
3

wer'f armoured

L opposition, or require
chigh-calibre anti-
Ainfantry weaponry to
‘deal with hordes of
enermec

Devastator Sergeant.

Devastator with plasma cannon.

Sons of the Lion

The Dark Angels and their
Successor Chapters refer to
themselves collectively as The
Unforgiven. They include The
Angels of Vengeance, The Disciples
of Caliban and The Consecrators,
to name but a few. Each of the
Unforgiven Chapters follows the
Dark Angels’ pattern of
organisation. Many have
formations which are similar to the
Deathwing and Ravenwing
companies, although they are not
necessarily named as such.
Furthermore, the Masters and
upper hierarchy of these chapters
are members of the Inner Circle.

Guardians of the Covenant
2nd Company biker.

Disciples of Caliban
st Company Terminator.




(CIRCLE OF SECRECY

The command structure of the Dark Angels is secretive and steeped in
hidden lores and rituals; to rise in rank is to gain forbidden knowledge.

Command Squads

A Command Squad ofien
includes a Standard Bearer,
Company Champion and a
revered Apothecary.

Dark Angels Apothecary.

Company Standard Bearer.

Wolf, which recounts how the Primarch
Leman Russ and Lion El’Jonson duel after
Jonson killed an evil despot who had
personally insulted Russ. The Space Wolf
was angered for not having the honour of
slaying the traitor.” Both extracts are
reprinted in the new Dark Angels codex for
completeness.

From there, Andy turned to the seminal
Angels of Death codex, also written by
Rick and Jervis, which revealed the full
history of the Dark Angels for the first time,
revealing their monastic, secretive nature
to eager gamers. That codex introduced
now-famous Space Marine heroes such as
Supreme Grand Master Azrael and Ezekiel,
Grand Master of the Librarians.

This reflection brings us neatly to the
most recent, third version of the codex.
“There is a much more substantial
background section this time round,” says

Vieteran with plasma gun.

Company Champion with
storm shield and power sword.

Deathwing
Those who rise in
rank within the Dark
Angels may be
mducted into the.
they will be g;ven
sorme knowledge of
the Chapter’s dark
Y '~ secret. They are the
' mailed fist of the Inner
é Circle and none can
stand in their way.

Deathwing Terminator

Andy. “For instance, the last edition of the
Dark Angels codex was 24 pages in total;
in the new book the background section
alone is 21 pages long.”

With a much larger page count can

€€ This time round, we've answered
some questions, yet the greatest
of them all remains secret. 99

veteran Dark Angel players expect to see
some brand new material? “We've
answered some questions,” says Andy, “yet
posed a few more. And even though some
secrets have been revealed, the greatest of
them all remains secret, although the clues
are there if you look carefully.”

continued on page 29
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ARK ANGELS LORDS

The Company Masters of the Dark Angels are the few who know the
truth of the Chapter’s founding, a burden that weighs heavy upon them.

| l '_

Every Company Master is a
hardened veteran, a master
strategist and accomplished
“warrior Wﬁ'o.ﬁa_s proven his

gxclusive 10
the Dark
fngels aymy

Companv Master with power Company Master with a master-

2 ‘Company Master with
- sword and plasma pistol. crafted power sword,

combi-weapon.

THREAT LEVEL: ()

Azrael, Supreme Grand Master

Commander Azrael is the present Supreme Grand Master of the
Dark Angels and he carries the honorific title of Keeper of the Truth.
Azrael is charismatic in a way that few other members of the
Inner Circle are - a vital, dynamic leader who knows and speaks his

mind without hesitation. His countenance is absolute, a beacon of
hope to those who fight alongside him and a vision of holy terror to
his foes. His orders are always given in a firm, unwavering tone, the
words of a man utterly confident of his cause.

Azrael goes to war with the Lion Helm, which is often carried by
the Helm Bearer. He also wears an ancient suit of artificer armour,
and wields the mighty Sword of Secrets and the Lion’s Wrath - a
powerful combi-weapon.

Profile Pts/Model WS BS S T W I A ILd Sv
Azrael 225 5 5 4 4 4 5 4 10 2+

Equipment: Protector, Lion Helm, Sword of Secrets, Lion’s Wrath, Dark
Angels Chapter Banner, bolt Pistol, frag and krak grenades.

Special Rules: Fearless, Independent Character, Rites of Battle.

WHITE DWARF  DARKANGELS
‘ I. .”_-.’ .'\:. B Sl s Ln RV




MASTER % RAVENWING

The Master of the Ravenwing is charged with the ultimate task, for it is his
company above all others that must chase down and capture the hated Fallen.

Master Sammael

Sammael is a true Angel of Death. From the
saddle of the last known Imperial jetbike he cuts
down any foolish enough to stand in his path with
the infamous Raven Sword, its blade cut from the
same meteorite as the Sword of Secrets. A highly
accomplished hunter of The Fallen, Sammael is
rightly honoured by his brethren and he is feared
by his foes as few holders of his rank have ever
been. None can doubt Sammael’s devotion, for he
will not rest until every last Fallen is captured,

THREATLEVEL: (3 ()

s T W
4 4(5) 3

Pts/Model WS ° BS
205 5 5

Profile.
- -Sammael

Equipment: Power Armour, Iron Halo, The Raven Sword, adamantium
mantle, jetbike, bolt pistol, frag and krak grenades,

Special Rules: Fearless, Rites of Battle,

Ld Sv
100 3+

1A
it 4o

The overarching aim of the Dark Angels
is to hunt down and capture The Fallen.
On the rare occasions one of the Fallen is
caught, he is taken to The Rock — the
space-bound Fortress-Monastery of the
Dark Angels — where he will be forced to
repent by the Interrogator-Chaplains. The
Dark Angels oath to hunt the Fallen takes
precedence above all else. Even if the Dark
Angels are on another mission, it is not
unknown, no matter how critical the
operation, for the Dark Angels to leave as
soon as they receive reports of a suspected
“Fallen” close by.

“"We've also taken a more detailed look
at the Successor Chapters than we have
ever done before,” adds Andy, “and how
the mysterious Inner Circle has influence
over not just the Dark Angels but the
Chapter’s Successors, too, giving them
power that'spans across the galaxy, not

only within the confines of The Rock.”
One interesting snippet of Warhammer
40,000 lore that Andy wanted to explore in
this book was the reason behind the
Deathwing's bone-coloured armour. “In an
organisation, or in this case, chapter, that
has so many secrets and levels of
knowledge, allegory and parables are used
and often encouraged,” explains Andy. “In
the case of the Deathwing, there is the
story of a squad of veterans going back to
one of the Dark Angels recruiting worlds,
only to find the taint of corruption. This is
known as the Tale of Two Heads Talking.
The cleansing of this world and the re-
painting of Deathwing armour from black
to white in honour of their memory is a
fitting fable to tell recruits, and those on
the outer circles, which mirrors the truth.”
“The Ravenwing and their reason to.
exist is even more. lntereslmg, continues

nf the Horus
¥ Space
> Chapters flelded
These sleek craft
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. The new plastic Ravenwing frame is packed full of accessories and weapons
_to customise not only your Ravenwing models, but other vehicles, too.

Assault cannon
S s il

4 Ammo box

5 Sensorprobe

6 Bolt feeder

7 Weapon mount
8-9  Heavy Bolter
100 Scanner areay
11-12 Satchels

13414 Legs

15-18 Torsos

19 Backpack

20-23 Heads

24 Pilot scope

25-27 Shoulder pads
28-29 lcons

30  Figurehead

31 Missife pod

32-33 Sword arms
34-36 Bike mantles

37  Master’s tome
38:43 Purity seals

44 Flowing parchment
45-47 Bike back-hanners
48-49 Grills (left/right)
50:51 Doors left/right)
52-54 Stowage
55-56 Hanging parchment
57-60 Dark Angel icons
61-70 Chapteriicons
71-73 Dreadnought plates
74-75 Front missile rack
76-77 Rear missile rack

O @

) @t-gi@i!_. @%
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HITE DWARF 'DARK ANGELS

Andy. “To all outside, and to some within
the Chapter, they are an unorthodox but
highly effective scouting and fast strike
force. In reality they were created for the
sole purpose of hunting down and capturing
the Fallen. This is why the Ravenwing,
above all, will leave in the midst of battle if
reports of sighted Fallen are received.”

All about clarity
The Dark Angels codex looks different to
our recent codex releases, and one of the
guys responsible for this was Pete Borlace.
Pete heads up the art and graphics team
here in the Studio.

“Since the Eldar Codex, we have added
a Forces section to the books. With all the
rules and descriptions in this part of the
book, this takes pressure off the Army List
section and allows it to fulfil its primary
focus as a practical gaming tool. For the

layout of the army list we have gone for an
economical design and distilled all the
information in a clear and concise bullet-
pointed format. This makes it easier and
quicker to build your army list — perfect for
in-game reference. Of course this will not
be unigue to the Dark Angels; going
forward, all codexes will follow this
‘function over form’ brief to a greater or
lesser extent.” A more functional and clear
army list does not mean the book is boring
or plain to look at, though. “Far from it!”
says Pete. “Every entry in the forces section
is illustrated, the vast majority of which are
brand new pieces of art from the likes of
Alex Boyd and Paul Dainton.”

Frame rates _
The most important part of this whole

‘exercise are the Citadel miniatures. We

spoke to the sculptors, Martin Footitt and




Attack Squadron

Ravenwing Attack Squadrons
consist of six Brethren riding
Space Marine Bikes, two riding
an Attack Bike, and two
crewing a Land Speeder. Each
bike is fitted with twin-linked
bolters, and the bikers often
carry an assault weapon, too.

TRy

Ravenwing
Land Speeder Typhoon.

Dave Thomas. Martin excitedly produces
the two key frames in the Dark Angels
release: the Dark Angels frame and the
Ravenwing frame. Martin was tasked with
sculpting many of the weapons, backpacks
and banners. “It was fun to add monastic
touches to the standard Space Marine
apparel,” says Martin. A particular favourite
of his is the sword suspended above the
backpack by being stuck through a couple
of candlesticks (see pg 24, component 25),
Other noticeable touches on the backpacks
include the use of skulls, draped cloth,
hooded Watcher figures and censers. “The
censers were a key design choice. Black
Templars carry lanterns, whilst the Dark
Angels have censers as their motif.”

“The projects and end products are
very different,” adds Dave. “The Black
Templars had an upgrade frame. The Dark
‘Angels components can be used in two

The vehicle frame
allows you to
make either a
Landspeeder
Typhoon or a
Landspeeder
Tornado.

Bikes shown at 80%

Ravenwing biker.

Ravenwing Attack Bike
with multi-melta.

As well as the jetbike, the components on the
vehicle frame allow you to mount the Master
of the Ravenwing ina Land Speeder.

Landspeeders
shown at 80%

ways: To create a squad of five complete
Veteran or Tactical robed Space Marines,
or to liberally sprinkle amongst the existing
10-man Space Marine sprue to give the
standard Space Marine squads a strong
Dark Angels identity. The robed bodies are
very characterful and you only need one or
two per squad to get the flavour. Of course
there’s nothing stopping you making whole
squads of robed Space Marines.”

As you would expect, there are
numerous shoulder pad designs on the
frame, too. “| used some old sketches that
Jes Goodwin did as reference. You also
have the Ravenwing symbol and the
broken sword of the Deathwing,” says
Martin, It's worth noting that the frame
contains Dark Angels components that
could be used elsewhere in your army, not
just on a single squad. “There is a whole
portion of the frame devoted to the

y pher. Sﬂme say he
the fabled lost

and would willingly
]:erform almost any act,
nearly fo tf_le pomi of




-embellish this tank.

Land Raider shown
at 80%

iged.
d worlhy, he will be
itted, If found
orthy, or simply
| unready, he may be mind
' Strubbed or worse. ;

” Land Raider Crusader
This Dark Angels Land Raider

Crusader has been painted by

‘the Studio’s “Favy Metal team as

- a Deathwmg fransport vehicle.

'Warl’d pa:ts have been used
extensively to customise and

Forge World

Space Marine

vehicle accessories
in brass and resin,
such as the doors
seen here, These
components can be
used to customise
your kits, making

each tank and
vehicle in your

Deathwing Land Raider Crusader.

Deathwing — assault cannons, Tetminator
legs, banners and even a storm shield.”

On seeing the frame for the first time it
is hard to get over how packed it is. “I'm
going to get a bit technical now,” warns
Dave. “Our frames in the past have used a
single drop manifold - this is where the
molten plastic is pumped into the frame,
and this gives us a natural limit on the size
and number of components we can put on,
Technology has since caught up, so we
now use a double drop manifold that gives
two entry points on to a frame (you can see
this on most of our frames in the form of a
shallow plastic circle in the centre of the
sprue) this increases the pressure and
allows us to make bigger frames and pack
components closer together. Effectively
you're getting double the number of

frame made a few years back.”

produce a range of

collection unigue.

.. Though famed for their fast vehicles, the Dark Angels can also bring
~_a devastating array of walkers and tanks to the field of battle.

Find out more at
m.mryewnrlﬂ.cn.uk

“The components are made as ‘3-ups’ —
three times normal size — using Green Stuff
-and plasti-card. Using a 3D laser scanner,
the 3-up model is then converted to a
digital construction in cyber-space. This is
then given a digital ‘polish’ and can then
be added to the frame,” says Martin. The
vehicle frame allows you to turn your
standard Space Marine Bikes, Attack Bikes
and Land Speeders into Ravenwing craft.
Not only that, but the many components
on the frame can be added to your Space
Marine tanks and Rhinos to give them a
Dark Angels flavour. “You can also turn
your Landspeeder into the Master of the
Ravenwing’s with the components on the
frame should you wish to field Sammael off
his jethike,” adds Martin.

Dave was also the sculptor behind the
fantastic new Master of the Ravenwing
model. Sammael rides into battle on an



The vast array of components

on the Ravenwing frame means
you can add all sorts of livery to
your Dark Angels tanks, giving
them a unified theme,

ancient relic, the last surviving jetbike.

“l was glad to be handed this project as
I've never really done straight line work
before,” Dave says. ' '

The design of the bike was the topic of
some discussion here in the studio. “I had
numerous chats with design and
background supremos Jes Goodwin, Alan
Merrett and John Blanche. Once a
consensus was reached, Roberto Cirillo,
one of our concept artists, did an initial
design. The front of the bike is inspired by
the ship prows from Battlefleet Gothic.”
With the jetbike design settled Dave started
work, adding his own touches with
ongoing input from others. “Like most
design in the Studio it became a very
organic process with input from lots of
people. For example, it was Jervis who
came up with the idea for Sammael’s
recessed storm bolter mountings.”

Dark Angels Dreadnought.

Predator shown
at 80%

Dark Angels Predator.

Sammael himself was less of an issue.
“My brief for the Company Master was
more open. So | made as cool an Inner

€€ To be incarcerated within The
Rock is a fate far worse than any
of you could imagine. 99

Circle Dark Angels character as possible. E
and then positioned him so he would fit on : v &
the jethike.” ;
Now that we have imparted to you : :
these secrets, it would be prudent to hide p : y
away before the Ravenwing catches you. e
To be caught and incarcerated within The B :
Rock with only an Interrogator-Chaplain
and his box of tools for company is a fate
far worse than any of you could imagine...
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n the first phase of the Third Sphere Expansion, Tau

forces landed upon a lonely, dry world known to the Tau

as Mon’Kali: The pre-eminent leader of the Tau forces
at this time was the newly appointed Commander
Shadowsun. At Mon’kali she ordered her forces, which
comprised of numerous Septs, to gather before launching
the next phase of the crusade.
" The advance elements of Shadowsun's forces, who had
established a forward base of operations, were surprised to
detect a weak signal emanating from a point deep in the

~wastelands of the primary continent. They followed this

signal out into the searing desert, where they came upon the
shattered ruins of a human settlement.

The signal was traced to a crashed human vessel. How
long since the ship had crashed, Shadowsun could not tell,
but the signal was weak.

Approaching the shuttle, Shadowsun’s warriors found

scraps of armour, of the type worn by the Imperium’s elite
forces. But this armour was black, and adorned with a
winged sword sigil not seen by the Tau race before,
Shadowsun ordered the armour fragments to be collected
for study. Her order was never carried out.
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The Dark Angels have a brand new codex, so we decided to
give them a real test. How would these combat specialists
fare against the awesome firepower of the Tau?

ith a fantastic new Dark Angels
Wforce waiting to take to the field,

and a revised background full of
dark secrets written by the Studio’s own
Andy Hoare, the stage was set for an epic
confrontation between two very different
armies. Owen Rees took command of the
Dark Angels, while Andy Hall controlled
the Tau.

The game was a Take and Hold
mission, with the objective being an
Imperial transponder located close to the
dome of the crashed Aquila ship wreckage.
For the battlefield layout we chose to
represent a ruined Imperial Colony at the
edge of a desert with an interesting mix of
Warhammer 40,000 ruined buildings, the

Battle for Macragge wrecked shuttle and
some desert terrain. Not only did this look
great, we though it would also be an
interesting experiment to see how these
two different areas of terrain worked in the
same game,

The mission was a Take and Hold with
no special rules or victory points. This
would keep the game simple, and the
winner would be whoever could get the
most scoring units with 12" of the Aquila
cockpit in the dead centre of the table. The
game size was set at 2000 points. With the
mission chosen, the players went off to
choose their army and plan their tactics for
the coming battle. Dwarfer Glenn More
was on hand to referee the game.

; : -. - :{
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he signal was
weak but there
/ was no doubting

its source. Cogitators and §

logic engines whirled as 5

!:hey confirmed the signal

was Imperial in origin.
Sammael, Master of

the Ravenwing looked at

the data screen, He

“turned to the small
group of gathered Dark
' Angels before him, All

AV AR ;ﬁ.%
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were members of the
Inner Circle. His voice
was barely above a
whisper as he spoke.
“It is as we
suspected.” He paused,
before adding, “You
know ‘what to de.” The:
gathering dispersed from
the audience room.
Sammacel looked

" back down at the reports [

before him. It mattered
little if the Xenos had
stumbled upon it or had
set out to claim the

| wrecked shutile, Within

| the wreckage was

something that the Inner
Cixcle desired and they

| would reclaim it

whatever the cost.
Sammael knew that even
now the Deathwing were
donning their Terminator |7
armour and Ravenwing
bikes were being hoarded
onto drop pods, while the
battle brothers were
loading their blessed
bolters. The Dark Angels
were going to war.

Mission:
Take and Hold

Mission level:
Alpha

Game Size:
2000 poinis

Participants:
Dark Angels (Owen Rees)
Tau (Andy Hall) '

Location:
Planet Mon’Kali
(Tau Syntax)

www.games-workshop.




-Owen is one of WD's Jocal
editors (if you live in the LIK
vou'll know thisl). Chaps like
him are responsible for
bringing you the latest news
-and happenings relevant to
your coantry. Owen's a mean
Dark Angels plaver, too,

o

HITE DWARF DARK ANGELS

S 3

%

y interest in the Unforgiven
Mborders on the obsessive, and |
have been through four

incarnations of my own Dark Angels
armies over the years.

Today, though, I'll be using the
exceptionally nice Studio Dark Angels
army to face my gaming nemesis, the Tau
Empire. My opponent and the mission will
make for a very interesting game. | believe
very strongly in one concept when playing
Warhammer 40,000: mission first.
Complete the mission and you will
invariably win the game. Sounds obvious,
but the amount of times I've played gamers
who have gone for the “kill them all”
approach and come undone is countless.

The traditional way for a Dark Angels
army to achieve this mission is to get on
the objective and hold it against all
comers, but this would be sheer madness

against Tau. The aliens’ firepower would
systematically tear Dark Angel units apart,
allowing them to move uncontested onto
the objective at the end of the game.
Likewise, if | adopt the strategy of having a
shootout the Tau will win — they are far
better at this than Dark Angels, with longer
range and higher strength weaponry.

So, I've decided to take the fight to the
enemy. My strategy is to distract, disrupt
and pin down the Tau with a powerful
flanking force, while simultaneously
providing strong firepower assistance from
central, well-positioned units. Both

‘elements will then converge on the

objective during the final two turns of the
game. | hope.

Tau are not great in close combat, but
they do have fantastic manoeuvrability in
their Crisis battlesuits. If | can pin down
Tau units in close combat and play the



© sammael — Master of the Ravenwing
Frag grenades, krak grenades, bolt pistol,

Iron Halo, Adamantium Mantle and the
Raven Sword. Rides a jethike with plasma
cannon and twin-linked storm bolter.

205 points

Battlesuits at their own game of hide and
seek, then | will take away their greatest
strength — firepower — and accentuate their
weakness in close combat.

The best thing about the new army list
is the tactics the combination of Deathwing
and Ravenwing gives you. The bikes can
Scout before the game begins, bringing
them 12" closer to the enemy. Add the first
turn’s movement, and this means that from
their deployment zone they can assault
anything within 30" on Turn 1! Best of all,
their teleport homers, and the Deathwing's
ability to come on right from the start,
means you can dump a load of Terminators
behind enemy lines quickly. A Ravenwing
Attack Squadron backed up by a Land
Speeder Tornado provided me with this.
ability. | then took Sammael to lead this
assault, as the model is just too cool to not
‘take, and is as hard as nails!

2000 points

Of course, to pull this off | need a unit
of Deathwing Terminators. Independent
characters wearing Terminator armour are
allowed to teleport in with the squad, so |
couldn't resist selecting an Interrogator-
Chaplain to accompany them — the look on
Andy’s face when not one, but two of the
hardest characters you can take with a
Dark Angels force pop-up will be priceless.

As tough as they are, | fully expect my
Deathwing and Ravenwing to die; Their
noble effort should buy the rest of my army
time to get into position, take the objective,
and destroy the Tau. Two Tactical squads, a
Scout squad, a Predator Annihilator and a
Devastator squad rounded off my force,

and will punish Andy’s Tau with long-range

firepower, He could blow these up with his
railguns, but if he concentrates on this
Heavy Support and ignores the flanking
force, he'll really know about it! 5
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© Interrogator-Chaplain
Terminator armour, storm
bolter, rosarius and
crozius arcanum.

145 points

(2] Deathwing
Terminator Squad
One assault cannon.

245 points

1314 Ravenwing

© G Attack Squadron |
Includes Sergeant with
power weapon and melta-
bombs, six Bikes, Attack
Bike with multi-melta, and
Land Speeder Tornado.

390 points:

& © 10 Scouts |
Incfudes Sergeant with
bolt pistol and close
combat weapon, four
Scouts with sniper rifles,
three with bolters, one
missile launcher and one
with shotgun.

185 points

© @ 1actical Squad | |
10 Space Marines, !
including plasma gun and
missile launcher.

190 points

@® @ Tactical Squad }
10 Space Marines
including plasma gun-and
missile fauncher.

190 points

® Ravenwing
Support Squadron
One Ravenwing Land.
Speeder with assault
cannon.

100 points

(® Devastator Squad
Lascannon, plasma
cannon, heavy bolter and
missile fauncher.

185 points

Predator
B Twin-linked
lascannons and lascannon
sponsons.

165 points

These Squadis have the |

Combat Squads special |
rule. This means that |
when Owen deploys his. |
army he can split each of
them down. The tactical
squads can be split into
five man squads. The
Ravenwing Attack

Squadron can be split inta

two bike squads, one:
Attack Bike and one Land.
Speeder Tornado. They
each count as separate.
units for.all intents and
purposes, even counting |
as scoring units. !
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Andy Hall is best known as
the editor of Fanatic online
magazine. He has also
recently joined the Studio
White Dwarf team as Staff
Writer the has two fobs,
lucky chapl). What better
way to welcome him aboard
than with a battle report?

okt ”

‘ve been playing with a Tau force for a
while now and so, whilst | wouldn’t
want to be termed a veteran (or
Shas’vre, to be correct), I'm no green
Shas'la either. For me it’s all about the Fire
Warriors, they’re my three-toed darlings!
Squads armed with rapid firing,

Strength 5 pulse rifles are great for tackling
‘Space Marines. Three large units of Fire

Warriors will therefore form my central
battle line and make their way to the

‘mission objective. Once there, they will

hopefully secure the perimeter. A fourth
unit of Fire Warriors armed with pulse
carbines and mounted in-a Devilfish will
be my “flying cavalry” force, used to save
the day by bolstering my line or helping to
tackle particularly difficult foes. 1 also
chose a unit of Kroot, with two Krootox
riders. These guys will foray ahead of the
battle line, drawing fire away from my Fire

E DWARF  DARK ANGELS

Warrior squads, and may even charge in
should any Scouts get in range. To all

‘intents and purposes they are expendable —

for the Greater Good, of course.

For my leader, | elected for the hero of
the Third Sphere expansion herself,
Commander Shadowsun — very much in

‘character, as my force contains troops from
two Septs. Shadowsun and her attached

Stealth Team will skulk around the

objective in the centre of the table.

However, her brief is flexible, so she’ll

shoot off to counter a Dreadnought,

Deathwing squad or problematic character
should the need arise.

I then picked the obligatory Crisis team.
Though the weapon fits were dictated to
me by the studio collection, missile pods,
plasma rifles and burst cannons are all fine
Space Marine-killing guns. This team will
be tasked with hunting down and



© Commander Shadowsun

Two fusion blasters, bonding knife,
multi-tracker, advanced target lock,
drone controller, command-link.
drone and two shield drones.

175 points

1993 points

destraying the Ravenwing, but they
certainly won't be shy in firing at
Deathwing Terminators should they find
themselves within range. My Shas’vre also
has a nasty little surprise if he’s unfortunate

enough to get into combat - a special issue

failsafe detonator, with a hearty S8 blast.
On to Fast Attack, and | took two

squads of Stingwings and a fusion blaster-
armed Piranha. I've only used Vespid once
before;, and | made the mistake of placing
them on a far flank with no support, where,
unsurprisingly, they died. In this game I'm
going to experiment by using them as close
support squads for my heavier choices, The
Piranha’s role will be twofold — the first as
a tank hunter, the second, if it’s still
functioning, will be to help secure the
objective in the final stages of the game by
flying in as a scoring unit.

My final three choices were all Heavy

Support. First was a Sniper team, because
it's another great anti-Space Marine
weapon. | would have liked to have a
second team if points had been permitting.
Next up were two Broadside Battlesuits as
you can't go wrong with twin-linked rail
guns and a 2+ save, Finally, | took a
Hammerhead with an ion cannon, great for
taking out Space Marine infantry, and it
will also act as a fire magnet, which I'm
quite happy for it to do,

So, to recap — with the Kroot acting as
a loose skirmishing screen, the Fire '
Warriors will advance in battle formation
to the objective supported by Shadowsun
and the Stealth team. The Piranha and
Crisis team will seek out tanks and
specialist Dark Angels squads, whilst my
Heavy Support will lay down mass
firepower and the Stingwings fly in close
support of my heavy units.

€ 3 Stealth Suits
Includes Shas’vre with
bonding knife and shield
drone.

120 points

#® 3 Crisis Suits
Two battlesuits with
plasma rifles, missile pods
and multi trackers, and a
Shas'vre with burst
cannon, plasma rifle,
multi-tracker and failsafe
detonator.

207 points

€) 10 Fire Warriors
Photon grenades. Includes
a Shas’ui with markerlight
and bonding knife.

135 points

@ 10 Fire Warriors
Photon grenades. Includes
a Shas’ui with bonding.
knife.

125 points

€ 10 Fire Warriors
Pheton grenades. Includes
a Shas’ui with bonding
knife.

125 points

© @ 12 Fire Warriors
Photon grenades, pulse
carbines. Includes a
Shas'ui with bonding
knife, and a Devilfish
transport with disruption
pod and decoy launchers.
237 points

€ © 12 Kroot

Includes a Kroot Shaper

and two Krootox riders.
175 points

D 6 Vespid Stingwings
Includes Strain Leader.
102 points

() 6 Vespid Stingwings
Includes Strain Leader.
102 points

(P Piranha
Disruption pod,
decoy launchers and
fusion gun.
75 points

(B 1 Sniper Drone Team |
80 points

(D 2 Broadside Battlesuits
Both with advanced
stabilisation systems;
includes Shas'vre with
additional multi-tracker
and shield drone.

(B Hammerhead

lon cannon, smart missile
system, distuption pod,
multi-tracker and decoy |
launchers. ;

145 paints -
e |
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2y Despite taking some earl
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Flank assault

The two sides deployed in brisk fashion,
After some frantic maths, Andy deployed
his key units within 5" of his table edge.
The Ravenwing can get 30" across the
table if they deploy 12" in and assault in
turn one, and Andy wanted to avoid that at
all costs!

The Tau deployed across the centre of
the battlefield. The Sniper Drones were
placed high on a building in the city,
giving them excellent fields of fire across to
the objective and down the main
boulevard of the settlement, a squad of
Stingwings in support. The Devilfish
carrying the carbine-armed Fire Warrior
reserves and the Broadsides were in the
-centre in the cover of a rock pillar.

Owen deployed his unit of Devastators
in the sanctum ruins on the far left of the
Dark Angels deployment zone. The
Predator was tucked in behind, safely
hidden from railgun shots for now. Four
combat squads of Tactical Space Marines
were placed in the centre not far from the
objective. In the city, on the Dark Angels
right flank, Owen deployed Sammael and
the Ravenwing.

Before the dice off for first turn was
rolled, the Ravenwing vehicles took their
free Scout move. The bikes roared up the
central boulevard towards the Tau. Owen
wan the choice of the first turn and elected
to make Andy go first.

The Tau wasted no time and advanced,
trying to bring as many guns into range as
possible. The Sniper team and Stingwings
in the city remained stationary, as did the
Fire Warriors on the far right flank. The
Sniper Drones scored first blood by killing
two Ravenwing bikers as they arrogantly
rode straight down the central lane towards
‘them (A). The rest of the Tau force that
could shoot brought their firepower to bear
‘on the Devastator squad in the sanctum
(C). However, despite 10 wounding hits —

casualties from the Tau
Sniper Drone team, the
Ravenwing Bikes i~
fearlessty speed down the
main boulevard of the
abandoned settlement.
Seeing a sizeable gap
between the rear
buildings and the Tau
baseline, the Ravenwing
Bikers — ignoring the
Vespid — prepare fo move
around and behind the
Tau lines in the
subseqguent turns.

Deathwing Terminators
can always Deep Strike
no matter what the
mission. What's more,
coupled with their
Deathwing Assault
special rule and the
teleport homers on the
Ravenwing bikes, up to
half the Deathwing
squads in a force can
automatically teleport
deep into the battlefield
in the first turn of the
game,

The Crisis Battlesuit team
attempt to shoot the
Devastators. Despite
moving in the Assault
phase the return fire kills
two battlesuits.

The Devastators were
wisely deployed in the
confines of the Sanctum.
This gave the Squad a 4+
cover save allowing them
to survive an onslaught of
firepower that would
have wiped them out if
they were in the open.

 AVENWING STRIKES

laking the initiative

. Whilst taking the first turn is usually perceived as the best option,

-~ this is not always the case. Owen opted to go second as he didn't
g3la's't' in a Take and Hold mission also gives a great advantage -
- yau get the last movement phase to advance your scoring units as
close to the objective as possible, with little opposition.

_ If Andy had deployed further forward into his deployment zone
. Owen may have taken the option of going first because it would have
. been possible for the Ravenwmg to speed across the battlefield,

- thanks to his Scout move, and assault in Turn 1. This meant the Dark
- Angels would have been in close combat before the Tau had even
rolled a die in anger. Not a great position to be in!

enough to kill each squad
member twice over — Owen
made all his cover saves ([2).
Andy cursed the dice gods out loud
(probably not the best idea) and
stormed up and down the gaming area,
much to the amusement of the admin and
HR staff, who were sitting close by.

The Dark Angels began their first turn
in-earnest. Using the teleport homer on the
Ravenwing bikes, the Deathwing deep
striked into a city building on the edge of
the desert wasteland, close to the objective
and the Tau force (B). The Ravenwing sped
around the building that was held by the

‘Sniper team. A combat squad of Scouts

made a break for another building in a
more central position and the Predator
broke cover to bring its lascannons to bear.
The Dark Angels tank took aim and
fired at the Crisis team who, despite having
used their special assault move to move
into cover, were still within sight and range

of the Predator. With Owen citing a deep

hatred of Crisis Battlesuits, the Devastators
also took aim. To Andy’s horror, only the
Shas'vre survived the onslaught. The
Devastator plasma cannon did overheat
but, true to form, Owen made his armour
save once more.

Combat Squads Alpha and Beta shot at
the Vespid on the Dark Angels’ left flank,
claiming three casualties. In the city, the
Scouts and Tornadoes took aim at the

Sniper team, killing two of the three

Drones. The Master of the Ravenwing fired
his plasma cannon but it overheated.
Fortunately, he made his armour save and
Owen breathed a sigh of relief.



211

Move  Assault Fall back

~

. Glenn says...
|
Owen’s use of the
Ravenwing Attack
Squadron’s Scout move
piled the pressure onto
Andy at an extremely
early stage in the game.
There are very few units
that can make it into the
enemy’s deployment zone
in Turn 1 and the
Ravenwing rank up there
with the best. Although
the Tau Sniper team
managed to kill two Dark
Angels bikes, they still
had the strength and
protected flank position
to threaten the Tau.
Andy did have many
powerful weapons at his
disposal, but due to the
ruined buildings he
couldn’t see the
Ravenwing and spent his
first turn firing upon the.
lesser threat of the
Devastators, Even after 8
wounding hits not a
single Devastator was
downed! When the
Deathwing teleported in,
it looked like the Tau had
their work cut out.

Dark Angels
B Sammael ) Scouts Beta

Interrgator- €) Combat Syuad.
Chaplain Alpha

o Deathwing, @ 'CDmb‘at Squad

Terminators Beta

E Bikes Alpha @ Combat Squad
o Cale

B Bikes Buta (12} 'Coﬁnbal Squad
Dela

E Tarmado E Tornada. 2

e Altack Bike @ Devastator

Lquad’
§) Scouts Alpha E Predatar
Tau
o Shadowsun @ Kroot
o Crisis Team o Kroot Gun
€) steatib eam (D Vewidowr
€ Firewarriors:  §F) Vespid vah
Shas
€3 Fire Warriors a Piranhia
Fio
© FireWariors. D Sniper Dmne
Tear:

Kor

(3 Fire Warriars Sroadsice
Battlesuits

Hammerhead




Although Shadowsun and
her Stealth Team could
have easily jumped into
cover, doing so would
mean having to take a
Dangerous Terrain test,
Instead, they simply
walked into the terrain,
which meant only having
to take a less risky
Difficult Terrain test,

Andy knew the Vespid
didn’t stand much chance
against the Space Marines
in an assault, but he had
hoped they would tie up
the Devastators for a turn
to prevent them from
shooting at his more
valuable units. In this
instance the gamble
didn’t pay off, and the
last surviving Vespid fell
back, leaving the
Devastators free to farget
the remaining Crisis
Battlesuit.

¥y el
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HITE DWARF DARK ANGELS

The Tau return fire
The Tau moved to maximise and direct
their firepower,

Shadowsun and the Stealth team
moved into cover close to the objective
and within shooting range of the
Deathwing squad (A).

The Tau Shooting phase began in the
city with the Stingwings aiming at the
bikers in the street below. Despite three
hits, only one bike was toppled. The
Broadsides brought their formidable
railguns to bear on the Predator across the
battlefield. The linear accelerators whined,
sending a solid projectile into the Space
Marine tank, destroying it in a plume of
acrid smoke. The Piranha, the Stingwings
and the Fire Warrior team (Shas) on the Tau
right all targeted the Devastators, but only
killed one as the Dark Angels made their
saves once again.

The ion cannon and the smart missile
system on the Hammerhead powered up
and shot at Combat Squad Beta. Once
more the Emperor smiled on the Astartes
and they made all their cover and armour
saves. The Kroot fired their rifles at the
same combat squad and fared much better
by killing two Space Marines. Fire Warrior
team Fio in the centre also fired into
Combat Squad Beta, managing an
impressive five wounding hits. Owen
finally failed some saves and the entire
squad was wiped out!

Fire Warrior team Kor near the city
fired their pulse rifles into the Deathwing,
Despite suffering two wounds, the tactical
dreadnought armour held strong.
Shadowsun and the Stealth team raised
their weapons at the Terminators. The Tau
Commander scored two hits with her
fusion blasters, but only one wounded and




E Sammael

Interrogatar-
o Chapl, aslﬁ

o Deathwing

Terminators

[ sikes Alpha.
[ ikes Beta,
H Tomado_
| @ recknie

@ SeoutsAipha

End of Turn 2

o Shadowsun
€ crisis Team
e Stealth Team

Dark Angels

D) Combat Squad
Beta

0 Combat Squad -
Cale :

@ Combat Squad
Delta

E Tmnado 2

Tau

@ Kraot,
©) oot Gun

@ Vespid Cyr

the other was saved by the cover. The
Stealth team had more success killing two
of the five Deathwing.

In the Tau Assault phase the Vespid
charged the Devastators (B), but were

brutally beaten. Despite this setback, things

were looking better for the Tau.

Dark Angels Turn 2 opened with
Vesp_id The su rwvmg Ra_venwmg_ sc_ooted__
behind the building occupied by the last
remaining Sniper Drone. Andy was
alarmed to see they were already within
assault range of Fire Warrior team Kor., The
Deathwing moved out of the cover of the
building and strode purposefully towards
the Stealthsuits and Commander
Shadowsun. The Tornadoes moved along
the Dark Angels right flank but remained:
within the boundary of the city.

' The Shooting phase began with the

€) Fire Warsiars
Shas -

o Fise Warriars ' Firan
Fio:

& Sniper Drone
Team

@ vespid vah

6 Fire Warriors
Kor

Broadside
Battfesuits

E Hammerhead

@ Fm'_‘ Warriors

l Dewlflsh

Tornadoes, which unleashed their assault
cannons into the Broadsides. Scoring seven

hits, all but two were saved. The Broadside

team lost a Shield Drone and took a
wound on one of the suits. The Attack Bike
shot at the lone Sniper Drone and missed,
as did the Scout squad whao finally took it
out. The Devastators destroyed the

Squad A!pha g@t a Iucky hit on the
Piranha, bringing it down to earth in a fiery
blaze. The rearmost Combat Squad (Delta)
fired a Krak missile at the Hammerhead but
it merely dented the hull.

In the Assault phase the Master of the
Ravenwing made light work of the Vespid
(Vah). However, the 'Ravenwing bikes were
held up by the Fire Warriors in an
impressive display by the Tau. Crucially,
the Deathwing failed a difficult terrain roll
to assault, leaving them in the open.

After an underwhelming

first turn, Andy needed to.

make some progress. He
began by sending his
Vespid into action on
both flanks. On the left,
he was hoping the Vespid
could tie up the
Devastators in assault
and prevent them from
shooting. The Vespid on
the right opened fire on
the Ravenwing bikes with
their neutron blasters (S5,
AP3). Unfortunately, the
Devastators beat the
Vespid in combat and
only one Ravenwing biker
was felled by neutron
that neutron blasters are
assault weapons, so the
Vespid on the right flank
could have followed up
their shooting with an
assault.

While the attempt to
pin the Devastators in
combat had failed
miserably, there was a
chance that the other
Vespid could have slowed
the Ravenwing down for
a turn. This kind of tactic
is risky, but when you
have the Ravenwing
rampaging down your
flank it is time to trust in
lady luck. As it was, they
were assaulted by the
Dark Angels and
destroyed to no purpose.




Turn 3

A potentially disastrous difficult terrain roll by
Owen in the previous turn had left the RE=" T, o 5
Deathwing and Chaplain in the open in front of ‘Owen's placement of the Deathwing may have been
the Tau gun line. In an effort to prevent them slightly flawed. While he took full advantage of being
-getting into assault, almost everything in the Tau able to Deep Strike on Turn 1 he landed them in full
-army opened fire upon them, killing two view of the Tau and in difficult terrain. This allowed
Terminators. In Owen's following turn the him to shoot but it meant that in Turn 2 he was

Deathwing finally made it into combat with the exposed to Tau gunfire and was slowed by the difficult
_ Broadsides and wiped them out. terrain so much he failed to make it into assault. This
left them floundering in the open, and it was only
34 Following a miraculous morale check of thanks to Owen’s good Iuck (or Andy’s bad luck) that
“double-1” in the previous turn, Fire Warrior they survived. 1t may have been wiser to have landed
team Kor continued to put up resistance against them out of sight in clearer terrain.

the Ravenwing, but it was to no avail and they
were quickly put to the sword.

(@ The Master of the Ravenwing swept around the
flank to threaten the Tau firing line, finally in a
position to affect the game.

- S|
L & A B)) In an effort to evade the Deathwing and make

k B some progress in claiming the objective, i
Shadowsun and the Stealth team moved onto l
the wrecked Aquila shuttle.

| 2 While the Devastators fired upon the
Hammerhead, every other Space Marine who
was able to opened fire on the Kroot in an
attempt to whittle them down, and remove their
'status as as a scoring unit.

i | 38 Scout Squad Beta continued its slow advance on
' the objective. Owen figured that if the faster
‘elements in the Dark Angels army failed in
claiming the objective, then these guys would
have a good chance.

O Scouts Beta

° Interrogator x\ Lt X

, Chaplain wWjah

it o Deathwing D Combiat Sguad
B Terminators Beta

Bikes Alpha B Combal Squad
Lale

End of Turn 3
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- n perlum,the Tau learn from expenence and ut:hse their
" technology to overcome those obstacles that stand in
. the way of the Greater Good.

Tau Stealthsuits have some unique abilities
but also share similar technology with larger
. battlesuit rigs like the Crisis and Broadside.
- Thanks to the phasing and vision dispersal
 abilities of the battlesuit, Tau Stealth teams
.~ can Infiltrate and are difficult to target. Like
_the larger Crisis Suits, they are equipped with
Jetpacks which allow them to move in the
_movement and assault phases,

The XV25 Stealthsuit
is a recent addition
to the Tau armoury.

Yo 4
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@:W) Tau XV25 and the
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advanced XV22 suit that
Shadowsun wears utilise
camouflage technology.
Enemies wishing to target
them must first take a
Night Fighting roll or be
unable to see them. This
happened to the Dark
Angels Scouts, robbing
them of an important
turn of shooting.

The Master of the
Ravenwing flew across
the Tau baseline and into
the rear of Fire Warrior
team Fio. The odds were
not in favour of the Tau.

The Ravenwing assaulted
the Kroot. The assault
was vicious, and only one
Kroot rider survived,
managing to kill a biker
in retaliation.

Fire Warrior team Shas
continued plugging away
at the remaining
Devastators, managing 5
Wounds but only one kill!

Having being stunned
and shaken in Turn 3, all
the Hammerhead could
do was move out of range
of the Attack Bike’s multi-
melta.

The remaining Deathwing
Terminator and the
Interrogator-Chaplain
advanced into Fire
Warrior team Fio, who
were already fighting
Sammael. To everyone’s

‘surprise, they survived

the round,

HITE DWARF 'DARK ANGELS

; tion of breaking down into two five-man units
“called Combat Squads. This makes the Dark Angels an

4 ext:emely flexible force. In the battle report, Owen broke

- both his Tactical units into Combat Squads, giving him two
* extra scoring units - very useful for a mission like Take and
Hold. Once the Combat Squads have been split, they are

trEated like individual units for the remainder of the game.

With Combat Squads, you can tallor the squad

; E. Devastator unit could be split mto two Combat squads, an
- anti-tank squad with two lascannons, and the other squad
- armed with two heavy bolters to take out massed ranks of

enemy mfantry

A Dark Angels Space
Marine with plasma gun.

The assaults begin
It was Tau turn 3, realising his central force
was in danger of having the Ravenwing

‘advance into them, Andy moved the Kroot

and Fire Warrior team Fio forward, as did
the Broadsides. Shadowsun and her Stealth
team flew back from the Terminators,
bringing their guns to bear.

The Broadsides opened the Shooting
phase, killing one Terminator with a railgun

shot. Despite concentrated fire from the

Hammerhead, Fire Warrior team Fio,
Shadowsun and the Stealth Suits causing
another 12 wounds, only one more
Deathwing was lost. After the dust had
settled, one Terminator and the Chaplain
remained standing — only two models, but
more than enough to bother the Tau.

The Kroot fired across the battlefield at
Combat Squad Cale, killing one more
robed Space Marine. The Fire Warrior team

Shas carried on firing at the Devastators —
who had now drawn a tremendous amount

of fire. The Assault phase was a stalemate
‘between the Ravenwing Bikers and the

engaged Fire Warriors, No wounds were
scored on either side. Shadowsun and the

Stealth suits jumped onto the objective.

Dark Angels Turn 3 began with

Sammael flying deep into the Tau

deployment zone. The indomitable
survivors of the Deathwing marched
towards the Broadsides. The Devastators
shot at the Hammerhead, stunning the
crew. Owen’s bad luck with plasma
weaponry continued as the plasma cannon
overheated again, killing its bearer. Both
Tornadoes let rip into the Kroot. Despite
scoring 9 hits, 6 were negated by cover.
The Tactical Combat Squads also failed to
kill any Kraot, who had hunkered down
into the debris of the crash site. In the



End of Turn 4 .

Assault phase, the Chaplain and Terminator
made short work of the Broadsides, and
then advanced into Fire Warrior team Fio.
However, the Ravenwing bikes were held
up again by the Fire Warriors, who rolled
an Insane Heroism result on their Morale
test.

In Tau Turn 4 things were starting to
look a bit shaky for the xenos. The
objective was under Tau control, but there
were another two turns to hold out. There
was still a squad of Andy’s beloved Fire
Warriors ready to be called to action in the
Devilfish — if they could hold out and then

flood the objective in the last few turns, the
Tau could pull off a neat victory. The
Hammerhead maved into cover (E). The
Kroot moved forward but it looked likely
they would be charged next turn.

The Flre Warriors on the Tau rlght flank

Owen displayed a large degree of tactical wit (and outrageous
luck) in this turn. His use of the Ravenwing on the right flank
worked brilliantly. The cover of the buildings combined with the
bike’s speed gave them an almost cumpletely safe passage to the
objective. While I'd happily award Owen points for excellent
tactical execution, Ill have to deduct them again for his lack of
style in his use of Sammael. While he was safe flying around the
flank, it took him several turns to get stuck in. Admittedly, he
single handedly despatched a unit of Vespid and accounted for
the majority of the kills in the assault against Fire Warrior team
Fio, but Sammael is Toughness 5, with 3 Wounds, carrying an
Adamantium Mantle, Iron Halo, ‘master-crafted power sword
and plasma cannon! This guy can take a solid rail gun shot to
the head and still keep on dishing out the damage. So, rather
than skulking around the edge of the board, Owen might have
got more out of him had he engaged the Tau head on. But then
that sort of behaviour would have wrecked his shiny paintwork.

Dark Angels

E Sammael 9 Seouts Bata
| Interrogatar- x Cormbat Sepnad
Rl Chaplain Alnh
e Deathwing @ Combat Squad
Terminators Beta
Bikés Alpha 0 Combat Squad
Cale :

@ Combat Squael
Delta

E Tornado 2

o Attack Bike & E)qev:;tater
| i

@ scousnon e

Tau

o Kroat Gun

o Stealth Team u A R
9 Fire Warriars ‘ Necaid
" Shas,
€ Fire Warriors . I Piranl
Fia
Moo e
Fire VWarri H
(6] Fire Warrors -]
n Devilfish E

scoring another wound (D). The Assault
phase loomed and Fire Warrior team Fio
lost the fight against the Deathwing,
However, another double-1 was rolled for
Morale and they stayed put for now. Fire
Warrior team Kor finally gave up the g i,host
and was wiped out,

The Dark Angels began to press their
advantage. Sammael moved into assault
range of the aIready engaged Fire Warriors
(B). The surviving Ravenwing bikers closed
on the Kroot (C).

Most of the Dark Angels not in combat
targeted Shadowsun'’s Stealth team, though
one of the Tornadoes, Combat Squad Alpha
and a unit of Scouts failed to see them (A).
The Assault phase was brutal — the Kroot
were wiped out and the Ravenwing
advanced into Shadowsun's Stealth Team,
while Sammael and the Deathwing fought
Fire Warrior team Fio (F).

Terminator arn

farmidable ch,




= p» ) The Dark Angels were

now in control of the
battlefield and had more
than enough scoring units
within range of the
objective to win.
However, the Dark
mtolerant of xenos and
‘50, led by Sammael, the
Ravenwing units sped
across the battlefield.
bearing down on the final
‘unit of Fire Warriors.

Fire Warrior team Shas
had spent the entire game
firing at the Devastators
‘that had been in cover of
‘the sanctum. However,
after the destruction of
the Hammerhead tank,
they were the last
remaining Tau squad on
the battlefield. The
Ravenwing and
Deathwing units didn’t
waste any time and killed
nine of them in a mass of
firepower. This left only
one Tau to be run down
by a vengeful Master of
the Ravenwing.

Dark Angels

B Sammael ) Scouts Bea
Interagator R o
o Chapias;t X Fplt
e Deathwing @ Combat squad
Termirators - Bea
x @ combat Squad
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' Bikes Hata ‘@ Combat Squad
Defta
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Attack Bike Devastator
o © pos
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VENGEANCE
UNFORGIVEN

The fi_n‘al stages

the battieﬁeld and t'he Fire Warriors
disembarked. The Devilfish landed in such
a way as to prevent the Deathwmg from

operatlonal agam the Hammerhead moved
into a promlnent firmg posntion and

_b_acl_( Fr_re Wa_rr}or team _Shas shot at_ﬂte

Devastators once again this time reducing
In t_he Assault phase, Shadowsun scored

two’ Hits'oh th'e bikéé bu't'fa'iféd to wo‘und

- O_wen cou]d_ sense a victory, but_
Shad’ewsun still remained on top of the

.passed hl_s Last Man S_tandmg test and_
prepared to fire his lascannon. The
Tornadoes swooped into range of the
Hammerhead and opened fire at it, as did
the last Devastator. However, thanks to its
decoy launchers, the Tau tank only lost its
ion cannon. Sammael fired his bike-

Turns 5 & 6

at the fresh Fire Warrlors squad h|ttmg six
and kllllng four after cover saves The

In the penu]tlmate Assault phase, the
Master of the Ravenwmg charged into

Bike wou nded one of the remammg Stealth

' suits Unfortunately for Andy, he. then

Morale test. The Hem of the Tau Emp:r:.e
and COmmander of ’the Third S'phere
remaining two Ravenwmg blkers

Andy was now playing for honour and
so landed the still-mobile Hammerhead on
the objective. The last surviving Fire
Warrior team shot at the fast-approaching
Master of the Ravenwing. Though they
-caused two wcunds, hoth were saved

both failed to. breach its armour, but a krak
missile from the surviving member of
Combat Squad Alpha scored a penetrating
hit, which destroyed the hardy Tau tank.

S unj jo pug

o Shadowsun
] ‘ "
€D steatth team

€ Fire Warriors
“Shas




Led by Sammael, the Ravenwing units
raced across the battlefield, heading
towards the last remaining Tau squad
(A). The Ravenwing fired killing nine of
the ten Fire Warriors. The last Tau
soldier on the battlefield was then
mercilessly chased down by the Master
of the Ravenwing (B). The Unforgiven
would keep their secrets safe, whilst the
Tau would mourn the loss of their
greatest commander since Farsight
betrayed the Greater Good.

T i e g AN

Scoring Units on Objective

Ravenwing Attack Squadron Tornado
Ravenwing Attack Squadron Attack Bike
Ravenwing Support Squadron Tornado

No Scoring (or any!) units

B




- UNPARALLELED FIRE
' SUPERIORITY... ALMOST

Superior Technology

The Tau Hammerhead
‘proved to be a tough nut
for the Dark Angels to
crack. Not only did it
draw lofs of fire away
from the Fire Warrior
squads, but the lon
Cannon, which only costs
15 points, slew many
powered armoured foes.
Even towards the end
of the game the tank kept
proving its worth by
sitting on the objective
until it was destroyed.

Curse the Unforgiven!

Andy: Ouch. That was far from the Tau’s
finest hour. With every model of my force
wiped off the battlefield, including
Commander Shadowsun, I'm sure I'll be
demoted back to a Shas’la and sent to

'some far-flung moon where all there is to
* worry about is a few wayward Krootox.

On reflection | was too keen to leave
my table edge. My plan to form a secure
perimeter around the objective was flawed.

man squad there was still a model left at
the end of the game.

| can't blame it on luck though, as there
are too many instances of my own
incompetence. For example, after
ineffectually shooting at the Devastators
and despite using their Jump Pack move in
the Assault phase, | left my Crisis
Battlesuits within range of the Space
Marine heavy weapons and paid the price.
If they had been deployed in the city, they

Instead, | could have
should not harried the
have moved ‘ ‘ -~ £ : : bikes instead.
o ool o My plan to form a secure gl
the baseline 1 ; that, playing
until at léa_‘st perlmeter around the with the Tau
s objective was flawed. )9 s oce
have avoided within your

close combat for as long as possible and
used my superior long range firepower to
keep the objective area relatively clear and
then swamp it with Kroot, vehicles and as
many Fire Warriors as possible in the final
stages of the game.

As it was | became so focused on how
critical the shooting phases in Turns 2 and
3 were that | started moving my troops
forward far too early, my intent being to get

‘as many weapons as possible in range by

Turn 2.
Despite massing firepower at a number

of Owen’s key squads, he rarely failed a

saving throw. Full credit goes to Owen
here for making sure that most of his
squads took advantage of cover, the saves
helping to negate the high AP of the Tau
weaponry. The Devastators were a clear
example of this — over the course of the
game they took 27 hits, yet out of a five-

If I'd have been a Space Marine...

deployment zone before you have even
rolled a dice is very intimidating. Without
‘that dreaded Scout move, my Sniper Drone
team would have got another clear round
of shooting at those Ravenwing bikes, A
rematch is definitely in order.

Turning Point -
~In the Shooting phase of Tau Turn 3,
eathwing squad and
inator Chaplain were shot at by
than half the Tau army.
¥ Desplte lesing two maodels, the
- Chaplain and last remaining
5 Te n'imator proved more than a
' benefit nf soakmg up so much
firepower was that Andy could not
| _maximise his fire in a crucial turn.

Trying to critique Owen’s decisions and tactical choices after
he won the game so resoundingly seems churlish. His plan to
charge down and break through one flank with the
Ravenwing, to then roll my forces up and off the battlefield,
was well executed and gave me very few options in return.
if  had to call him on one thing then maybe his use of

the Deathwing could have been even more effective by
getting them into combat before they had lost all but one of
their squad. However, as we saw, just one Terminator and a

‘Chaplain is enough when taking on Fire Warriors and Kroot
in close combat! This just goes to show how deadly the
Deathwing and Ravenwing are.

The Deathwing are the
muast elite force in the
Dark Arigels army and
will stap at nathing to
complete their objective.

WHITE DWARF

"DARK ANGELS



STRIKE FAST

AND STRIKE HARD

No respite, no forgiveness
Owen: Take that you xenos scum!
Everything went according to plan. The
flanking force hit home, swept round and
pinned down the Tau. Meanwhile, the
firebase distracted the Tau magnificently
and caused some serious destruction.
Then; in the last two turns all elements
moved in for the kill.

What this game demonstrates is the
amazing tactical flexibility of the Dark
Angels. The Ravenwing and Deathwing
combined make a true force to be
reckoned with. Andy recognised this at
once and denied me a first turn assault
move with the Ravenwing in Turn 1 by
keeping well back. In the future, | think |

units of Fire Warriors and a unit of Vespids.
He is a really scary character, and I'm not
sure Andy really knew how to tackle him.
And who can blame him when he can take
a railgun shot on the chin! |
Sammael wasn't the only hero of the
hour. The Devastators killed the hated
Crisis Battlesuits and soaked up an
amazing amount of return firepower (top
tip — always place Devastators in cover).
The Deathwing, too, were incredibly
resistant to the Tau's attention. Truly, with
their new Deathwing Assault and mixed
weaponry, they deserve the title of the
most feared troops in the galaxy. One, yes
one, Terminator and the Chaplain romped
through the centre of the Tau army. One
further point to

am going to

experiment with reiterate is that
splitting the ‘ ‘ 1 with their special
RlalwenWEr}:g up The RavenWlng and teleport rﬁie you
all over the T - can attac

board (thanks to Dea'thWIHg Comblned independent

Combat Squads).
This will serve to
confuse my
opponent as to
where the
Deathwing will land.
Sammael was truly magnificent. He's
an all-in-one super character. He has Rites
of Battle which kept my Space Marines
shooting at the right targets and staying in
the fight. He has a jetbike which can really
get him about the battlefield. In the game
he swung round the flank and killed two

If I'd have been a foul xenos...

Hindsight is a wonderful thing, it's always
easier to look at a game after it has been

the Tau army more in the centre and in the
home this would have freed up units for

Battlesuits to hunt down the Ravenwing.
Secondly, during the key point of the

team of Fire warriors to the fray. The
additional firepower from that unit could
well have saved the day for the Tau.

Finally, | would have ignored the Dark
Angels’ firebase, in particular the

going to capture the objective.

make a true force to
be reckoned with.99

played. However, | would have concentrated
buildings. While my flanking force was biting

counter-attacking, and also key units like the

game, | would have committed the Reserve

Devastators and Predator, as they were never

characters in
Terminator armour
to the squad — as
shown by the-
Interrogator-
Chaplain bloody rampage.

Overall | was extremely pleased with
how the game went. Andy was a great
opponent to play; hats off to him for his
keep-on-coming attitude when all looked
bleak! In the end though, the Tau could not
resist the fury of the Unforgiven. Qur
secrets will remain safe.

65%

Bringing Out the
Big Guns

The Dark Angels
Devastators not only
recouped their points
value by destroying key
units of the Tau force like
the Crisis Battlesuits, but
they also drew a great
deal of firepower away
from other elements of
the Dark Angels force.
There was even one
squad member left at the
end of the game - no
doubt the Inner Circle
will be marking him for
greatness.

The Crisis Battlesuit is a tough.and
highly manoeuvrable weapon

platform. The jetpack allows them.
to move again in the Assault phase,
making them difficult to pin dow.
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When it fell into ruin long ago, the fate of Arnor greatly
influenced the balance of power in Middle-earth. Mat Ward

takes a closer look...

enturies before The War of The
‘ Ring, a terrible war raged in the

north of Middle-earth as Arnor,
sister kingdom of Gondor, fought for
survival against the evil forces of Angmar.
By this time, Arnor was a faded shadow of
its former self, worn thin by plague and
hardship. The armies of Angmar, on the
other hand, were numerous and
bloodthirsty, their ranks strengthened by
foul beasts and emboldened by the darkest
of sorceries. Yet despite the horrendous
odds before them, the armies of Arnor
fought like lions. Rallied by determined
heroes, they made the foe pay in blood for
every town and stronghold that fell,

Eventually, the armies of Arnor

succumbed — they could not stand alone
against the brutish forces arrayed before
them. Fornost — Arnor’s capital — fell and
King Arvedui was lost soon thereafter.
Angmar and its Witch-king reigned
triumphant for a time, but was finally
shattered by an alliance of Free Peoples, of
Elves, Men and even Hobbits. Thus did the
north kingdom become a desolate and
lawless ruin.

But, what if...?

Though Arnor ultimately fell, it was not for
want of valour. Had the enemy been less
numerous —or Arnor’s allies swifter to join
the fray — the result of the war could have
been very different. Consider the
implications of a strong and thriving Arnor
in The War of The Ring...

Had the Witch-king beem defeated, the:
balance of power in the northern world
might have been irrevocably changed. The
rule of Arnor would have endured in the
regions. around Amon SQl, Bree and
Evendim, so denying many dark and
dangerous creatures a place to lair. Nor
would the repercussions end with armies
and nations. If the Witch-king had not only
been defeated, but slain at the Battle of
Fornost, the Nazgil would have lost a
great portion of their power, and Sauron
his most trusted lieutenant.

Destiny in your hands
Detailing as it does the armies of both
Arnor and Angmar, The Ruin of Arnor
allows you to play out the defence of the
North Kingdom. You can create your own
campaign by interspersing the scenarios in
the supplement (which represent the
pivotal moments in the campaign) with
Legions of Middle-earth scenarios to forge
your own, unique narrative describing the
events in between.

As an example, you could start your
campaign off with the A Clash of Piquets

scenario from Legions of Middle-earth. You
could add any survivors from this game to
a Meeting Engagement (also from Legions
of Middle-earth) before the walls of
Fornost, finally playing To Kill a King from
The Ruin of Arnor.

There’s no reason to stop at defending
(or crushing) Arnor either. Perhaps you
could lead the forces of Angmar on an
unholy crusade, laying waste to Rivendell,
the Blue Mountains, Mirkwood or even the
Shire. Alternatively, lead your newly
strengthened realm of Arnor to war
alongside the Dwarves of Moria as they
fight for their kingdom.

The beauty of using Legions of Middle-
earth scenarios to supplement your
campa:gn is that these games can be of any
size at all — there is no limit save your
collection of Citadel miniatures and your
imagination.

b

e

More information on the
North Kingdom and the
creatures that fight for
control of it is contained
in the The Ruin of Arnor
supplement. As well as a
wealth of background
information, the book
contains five army lists,
over thirty Warrior and
Hero profiles and six
brand new scenarios for
The Lord of the Rings.

{(The folk of Arnor dwindled, and
their foes devoured them, and their

lordship passed, leavin

g only green

mounds in the grassy hills. 7/

,"ﬁ'-
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DEFENDERS

The
ROYAL ARMY

1ot ARNOR

Arvedui,
Last King of Arnior
70 points

e The Seer’s Escort
Malbeth the Seer.
3 Danedain with
spears.
150 points
Royal Guard
1st Company
1 Captain of Arnor
with shield.
1 Warrior of Arnor
with banner.
12 Warriors of Arnor.

e Royal Guard
2nd Company

12 Warriors of Arnor.
96 points

e Royal Guard
3rd Company
12 Warriors of Arnor,
96 points

o Fornost Ranger Band,
7th Company
1 Dunedain
with spear.
‘8 Rangers of Arnor.
‘4 Rangers of Arnor
with spears,
125 points
The Hobbiton
Foresters
6 Hobbit Archers.
24 points

Total: 750 points

Mat puts together a force
from the time the proud
land of Arnor fell, and

takes a look at the
strengths and weaknesses
of this army of Men.

&Il take a look at an example
W Arnor army in a moment, but let's
R start with the basics. The armies

of Arnor have both a key strength and a
tragic weakness. Starting with the good

a Fight value of 4. This is a darh good
thing, as it instantly puts every one of your
Warriors at an advantage when fighting any
of Angmar’s rank and file troops.

_ The downside is that Warriors and
Captains of Arnor have 1 point of Courage
less than other Men — they’ve long since
lost hope in victory. This isn‘t as bad as it
sounds, as it just brings your army down to
the same level of bravery as that of your
opponent. Just bear in mind that your army

‘begins to dwindle as quickly as your foe's

once you've been broken,
What these two traits leave you with is

‘a strong early-game force. As you're more
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likely to win the fights, you needn't fret
about pitching in quickly. Indeed, you
want to push forward and break the foe as
fast as possible, before they can do it to

you! If the game goes on too long, you run

the increased risk of being broken — and, ‘as
any Evil player will testify, you don’t want
this with Courage 2 troops!

The Royal Army of Arnor

The example army above plays to the
strengths of the Arnor list, giving a tightly
balanced, competitive force.

Arvedui, Last King of Arnor. For an
army with low Courage, a Hero with
an extended Stand Fast! is a good
countermeasure. Try not to risk Arvedui
unnecessarily on the front lines, as
you'll want his high Courage to bolster
your troops if the hattle goes ill.



2

Malbeth the Seer and Diinedain
bodyguard. Malbeth accompanies your
main line of attack or defence, as he-
has the ability to warn your
combatants of impending harm and so
prevent the damage that would'
otherwise be caused. The Dinedain
are there to cover for Malbeth’s lack of
combat ability, and to provide a timely
heroic move to whisk the Seer from the
fight should things go ill.

Royal Guard Companies. These form
the backbone of the army, prowdmg
some tight-knit combat units which are
both numerous and strong in defence.
Depending on the scenario being
played, you can combine one or more
of these into a larger shieldwall, where
the banner’s zone of effect can cover
even more models.

4

The Hobbiton Foresters. At close range

(18"/42cm), these plucky Hobbits are-
archers to compare with your Rangers
of Arnor. Unlike the Rangers, however,
these little chaps are truly awful
combatants, so don't let the enermy
close on them. Why are they in the
army? They cost half the points of a
Ranger, and can be Ieft alone to do

PAINTING
ARMOUR

A defining feature of the
Arnor soldiery is their
polished armour. Here'’s
how it's done.

Begin by blocking in all of the
armoured areas of the model
with an even coat of Boltgun
Metal.

Apply.a thin wash of
Scorched Brown and Chaos
Black over the armour fo
provide shading.

Paint Mithril Silver onto all the
raised areas, leaving the
Boltgun Metal and the shading
visible in the recesses:

STWINT INIDNV 3l

www.game&worksh_op.cn.ukjtherumufarnot 55



RAVAGERS
of FORNOST

o The Witch-king of
Angmar (Allied Hero)
150 points
€) The Horde
12 Orcs with spears.
12 Orcs with shields,
6 Ores with bows.
6 Orcs with two-
handed weapons.
1 Orc with banner.
246 points
The Pack
1 Wild Warg Chieftain.
13 Wild Wargs.
179 points.
o The Ettenmoor Dead
3 Spectres.
1 Barrow-wight.
‘1 Shade.
195 points

Total: 770 points

Angmar. At first glance, you might be
tempted to write them off as jac
tr'a'dés' arid th us masters of ”

Actuallv |t s morea combmation of two
aptitudes, wh]ch in my mind go under the

Horde is a- btraightﬁjrward concept:

outnumber your enemy. Angrmar can

generally lay its hand on enough troops to
build a respectable swarm, and a horde of
inexpensive Warriors rwho let’s be clear
on this, shamelessly gang up on and trap
enemy soldiers to win) will carry you far.
However, it will only carry you so far, and

that's where the control element comes in.

Control is the art of shutting down key
elements of your opponent's army without
— and this is the important distinction —
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n contrast to the forces of Arnor, there's
nothing typical about the denizens of

The army of Angmar is a diverse
one, full of hordes of corrupt
Orcs, spirits and beasts, with
more than a few nasty surprlses
up its sleeves.

actually killing them. “What good is that?”
you might ask, and on the face of it,
control does seem a rather strange idea.
Remember, however, that abilities that
don’t kill cost less than those that do, so
you can have more of them. Besides,
there’s nothing in a contral style that says
you're not allowed to kill the foe after
you've controlled him. In a nutshell, that's
how control works. Use a Spectre to pull
an enemy out of formation, a Barrow-wight
to paralyse an enemy Hero, or perhaps
Shade to cripple enemy attempts to fi
Each of these scenarios follows wit
minions flowing over the bewildered
enemy, with predictable results.

The Ravagers of Fornost

This example army plays to the strengths of
the Angmar list, giving a tightly balanced,
competitive force.



The Witch-king of Angmar. Make no.
mistake, the Witch-king is the heart of
your army. Keep him safe, use his
spells to careful effect, and hushand his
Might for those crucial heroic moves.

The Horde. Properly supported, Orcs
will win you the game. Keep them
close to the Shade and use the Orcs’
spears to get those extra attacks. If an
Orc with a shield is in trouble, get him
to use the shielding rule and never
make a charge you don‘t think you can
win. Numbers are your strength; use
them well.

Wargs are deadly, but not if unleashed
too soon. Against higher Fight values,
always outnumber two to one, or
you're going to find your pack thins
disturbingly swiftly. You'll get the most

4

from your Wargs if you can get them
into position to charge home alongside

opportunity to set your Warg Chieftain
on a lone Hero —do it '

The Ettenmoor Dead. With these your

dangerous enemy and then repeatedly
kick them in the head as they snore

blissfully on. Most dangerous of all are -
the Shades. Any enemy within 6'"/T4ecm:

fight rolls. Accordingly, such mortal
fools suddenly find themselves at the
risk of losing even to mere Ores!

ANGMAR
BANNERS

Mark Jones shows us how
to paint an Orc banner
with an icon of Angmar.

A
-
=
5

o
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First, decide on an icon for
vour banner and draw it onio
a piece of paper, using a
cross as shown to mark the

cenlre point.

Next, paint a cross onto your

banner model! with Skull
White paint.

Copy the icon onto the
banner, using the cross.as a
guide, Finally, block in the
white bits and use Chaos -
Black paint to hide your
guidelines.

NV 3¢



ALLIANCES

Fair and Foul

Arnor and Minas Tirith

With no cavalry of its own, Arnor is well
advised to call upon Minas Tirith for aid. The
soldiery of Gondor can muster plenty of
lance-wielding Knights - severely increasing
the striking power of the army. As an added
bonus, Minas Tirith can also bring a mighty
Trebuchet to the battle - only the bravest or
most foolhardy opponent will stay bunched
up in the face of such a machine.

Fo8% R A

Elven Havens
'.' Arnor can rea”y struggle when going up against
. terror causing creatures, due to the low Courage of
its basic Warriors. If lhls is a hole in your army you'd
like to fill, look no further than Rivendell or the Grey
Havens. Both can supply you with bolder Warriors,
and some deadly Heroes.

=

4
¥
g
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1
i
b 27 Elf Warrior ait -
Ry 3 :,{,'
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Few realms stand alone in times of
war — Arnor and Angmar are no
exception. With Legions of Middle-
earth, it’s easy to choose what those
alliances should be.

RO R

- Khazad-dim

~ Everyone loves a Dwarf — who wouldn’t? They've

i good Fight and Courage values but, best of all, an

- unsurpassable high Defence across the width of the
‘army. Even basic Dwarf Warriors can be used to
spread a little starch across your front line, and that's

_to say nothing of the elites.

&
&
B
B -
[ Dwarf Warriors Dwarf Khazid Guard o )



Angmar and Moria

You've a choice of Moria Goblin armies to ally with
Angmar, but I'd always go with the Moria army list over
the Dwellers Below. This way, your Angmar army gets
even larger (Goblins), reduces your foe’s Courage (Moria
Goblin Drum) and chokes enemy Heroes in a blinding
swarm (Bat Swarms). You can even supplement your
limited Might stores with plentiful Moria Goblin
Captains, Make no mistake, Angmar allied with Moria
makes a powerful match-up.

; i ik RS
Barad-da nsters and Wraiths
A timely alliance with the Dark Tower holds many - Okay, I'm cheating here, but

benefits for Angmar. Though you’ll be unlikely to  both the Nazg(l and the.
want Sauron himself in smaller games, Barad-dar © Monsters of Middle-earth fill
gives you ac to all manner of Orcs to tweak your " much the same role — drafting
horde dynamic, as well as some devastating artillery I some serious Hero-power
~ pieces — my favourite of which is the Siege Bow. % ~into your fc Few
: - Angmar armies are
~omplete without at least
- one Ringwraith, but if
unstoppable for
your style, go for Galavhar
~ or the Balrog.

The Witch-king.
1gmar
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Scenario:

ARNNO

PARTICIPANTS

No more than 33% of
the Warrior models
from either force may
carry bows, and each
force must include at
least one Hero from
the same army list
from which you select
your Warriors.

GOOD

= 750 points’ worth of
models chosen from
the Arnor, Grey
Havens, Khazad-
diim, Rivendell,
and/or Minas Tirith
army lists.

EVIL

= 750 points’ worth of
models chosen from
the Angmar,
Dwellers Below,
Dunland, Barad-dr,
Corsair Fleets,
Khandish
Mercenaries,
Monsters of Middle-
earth and/or Nazgil
army lists.

Good Deployment

48"/120cm

The forces of the Witch-king have

descended upon Arnor, and the war

for its very survival begins in earnest.
Howling Wargs, chill Spectres and ruthless
Ores sweep into Amor s val leys, burning
hapless folk who cannot fiee swiftly
enough. Hope is not yet lost, however, for
the armies of Amor have been mustered to
withstand this dire onslaught, and
messengers have been'sent to a“iés,
decreed by not a single: engagement but in
dozens — maybe hundreds — of battles,
strung out across the hills and fells.

Layout
This battle could take place anywhere in

‘Arnor, and so can have a different set-up

each time it is fought. Any number of
terrain features can be used (we
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recommend between six and ten) but they
should be spaced evenly across the board.
No terrain feature can be placed within
3"/8cm of the centre of the board.
St'arting positions
wins the dice roll deploys half the models
in his force within 3"/8cm of a board edge
of his choice. The other player then
deploys half of his force within 3%/8cm of
the oppesite table edge. This first player
then deploys the rest of his force within
3"/8cm of his board edge. Finally, the
second player deploys the remainder of his
force within 3"/8cm of his board edge.

Special rules
After deployment, but before the first turn

'specral rules are in effect.



D6 Score
1-2

3-4

Effect
Nothing Untoward.

battlef:eid and the f:ght can continue
as normal.

Darkness Reigns

part of the mé,ht Models may not shoot:

at enemies who are more than
12%/28cm away. Because it's harder to
avoid a shot in the dark, all Shooting
attacks receive +1 to the:r wound rolls.

Foul Sorcery is Afoot!

An oppressive shadow lies over this
battlefield, sapping the will to fight
from all but the bravest. All Warriors
(Good and Evil) suffer a -1 penalty to
their Courage. Heroes, being made of
sterner stuff, are unaffected.

48"/120cm

Evil Deployment

Controlling a
Terrain Feature

A player controls a terrain
feature if he has more
models on it than his
opponent. Trolls and other
models with a Strength of
6 or more count as three
models for the purposes
of control.

Victory here cannot be gained simply by slaughtering the
enemy, but through control of the battlefield. The game ends
when one force is reduced to 25% of its starting numbers. At
this point, the player who scores the most victory points, wins
the game - if both players score the same, the game is a draw.
Victory points are scored at the end of the game, under the
following criteria:

You broke the opponent’s army

before your own army was broken. 1 point
The game ended because your

opponent’s army was reduced to 25%. 2 points
The enemy leader was slain. 1 point
Each terrain feature you control (see box, above). 1 point

1 INJIDNY 3
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‘\.
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PARTICIPANTS

This part of the narrative
campaign uses two
forces: Orcs & Goblins,
and Dwarfs. Next month
will see the introduction
of a third, The Empire.

in search of a long-lost mining outpost

ROMBOILD'S OATH

Part 1: The Lost Mines

This flrst part of our brand new Warhammer campalgn deals

with Dwarfs, Goblins, and the settling of ancient grudges.

any months ago, a Dwarf
xpeditionary party from Zhufbar,
led by veteran prospector Ruggi

Redbeard, struck out into the Great Forest

stablished millennia before by Ruggi’
ancestors. Their goal was to reach the
Howling Hills, where the mines, rich with
fat veins of Gromril, were said to lie. If the
mine || E‘\isted the Dwarfs were

m. However,

than the [
Goblins. E

Unknown to Grombold, his ancestral
mines have b n by none other
s’ bitter enemies, the Night
_ now, the remnants of that
first Dwarf expedition are imprisoned, use
as sport for the Goblin Boss or, sometin
as food for the Trolls...

The Campaign _

This first part of the campaign charts the

provr 255 m‘ the Dwarfs through two new
'e‘_<t month, we'll pro\frde two




Though it is constantly besieged by Orc
and Goblin tribes, Zhufbar stands strong,

Dwarf Engineers’ Guild, whose principle
shrine is based there. The deepest levels of -

Skaven have broken
into the ancient

Dwarf tunnels, where-
hard-hitten Miners vie
with the ratmen for
control of the chambers.

We used this classic model to
represent Grembeld. It, and
the metal Miner miniatures. in.
the picture to the [efi, are

available from Games
Workshop Direct.

GOBLINS
Two tribes of Goblins inhabit the area
surrounding the lost Dwarf mines. Above
ground are the Forest Goblins of the Iron
Web tribe. These Goblins are deadly in
numbers, and are actually in the employ of
Grimgor Ironhide, forced to pay the great
Warboss tribute. Their leader, Warboss
Gizgub, has also formed an uneasy
alliance with his neighbour, Uzguz, the
Night Goblin Warboss. i
Uzguz is the leader of the Wicked
Moon tribe of Night Goblins, who now
inhabit the ancient Dwarf mines and the
surrounding caverns. It is this sneaky and
tyrannical creature that holds Grombold's
kinfolk prisoner-even now.

The Great Forest is

GROMBOLD KRUDDSSON, DWARF THANE

Like many great heroes of Zhufbar, Grombold Kruddsson made his name as a
Miner, battling Skaven in the lower reaches of the hold. Proud of his heritage,
he carries into battle a runic mattock, which has been passed down through
generations of his family.

M Ws BS S T w I A
2 3

Ld Points
3 [ 4 4 5 3 9

130

Equipment: Gromril Armour; Mattock inscribed with two Runes of Cleaving
(+2 Strength) and a Master Rune of Swiftness (always strikes first).

SPECIAL RULES

Prospector: Grombold began his career as a Miner, and still retains ties of
brotherhood with his old guild. Grombold may always be deployed with a unit
of Miners who are using the Undergound Advance rule.




"\ CAMPAIGN SPECIAL RULES

The campaign has a few rules regarding the order in which
the scenarios should be played and the models you should
use. These guidelines help you to tell the campaign’s story.

ou can play each scenatio in two

different ways. You can choose an

army from the relevant Warhammer
Army bock, to the points values dictated
by the scenario. Alternatively, you can use
the “historical” army we have provided,
detailing the forces that were actually
present at the battles, as described in the
background. Whichever option you
choose, you will need access to copies of
the Dwarf and Orcs & Goblins Army Books
to play the scenarios presented this month.
You will alse need a copy of the Empire
Army Book to play next month’s games.

The exception to this is Grombold

Kruddsson. This character must be used in
both scenarios, as described on the
previous page, using any appropriate
model to represent him.

Scenarios

There are four scenarios in this campaign,
and each game you play furthers the story,
The scenarios are played in this order:

1. 'G‘romb‘o{d-’s Gambit

2. Last Stand

3. Meeting Engagement

4. Capture the Dwarf!
Winning the Campaign

The winner of the final battle wins the

‘campaign. However, your chances of

winning that scenario will be greatly

‘enhanced or reduced depending on how

well you perform in the preceding games.
Each scenario contains a “Victory or
Defeat” box, which details the effects of
winning or losing a battle on the campaign.




SCENARIO 1: GROMBOLD S GAMBIT
As the Dwarf expedition treks through the unfamiliar forest
terrain, they are unaware of hundreds of pairs of tiny eyes

watchmg their progress...

of the Great Forest. The Dwarf

expedition has marched for many
miles, and their progress through the dense
woodland has been arduous. As Grombold
leads his followers. determlnedly onwards
towards the Howling Hills, he is unaware
that they are being watched. The Forest
Goblins launch a sudden attack on the

Dwarfs, who now find themselves

T his scenario takes place in the depths

hapelessiy outnumbered Grombold orders

t_he mm__e, w_h:l.:_—: he and hI_S mos_t t_rusted_
Dwarfs turn to hold off the foe.

Participants

This scenario pits a Dwarf army of 1000
points, which must include Grombold
Kruddsson, against a 2000-point Goblin
army The Goblln force may not contam

and it must be Ied by a (Job_im Warbos‘s
The Battlefield
You wiII need a 6' x 4’ g,aming area. Set up

should be woods

Deployment

1. The Dwarf force sets up in the area
shown below. All units must face the
north edga Rangers and Miners may be
deployed aiter the Goblins have set up.

,

-Q_"a'

%

.~ GOBLIN DEPLOYMENT

2, The Goblins are then deployed. At least
one thlrd of the Goblin units (not

deploymenl zone.

3. The Dwarfs may now deploy any

G_ob]m player may (jieplgy Scouts (such
as a character with Maad's Map).

Who Goes First?
The Goblins get the first turn.

Game Length

The game lasts for five turns.

Winning t’he Gam'e

only for destroyed units and unlté 'béi'dv\'r T
half strength. The side with the most points
at the end of the game wins.

Victory or Defeat

If the Dwarfs win this game, then they
receive +100 poinls to spend on modefs in
listed. Addlt_]_onall\,{, if Grombold Krud_dson
survives this game he will be present in
Scenario 2.

If the Goblins win, the greenskins.
player receives an extra 4150 points to
spend on common or Forest Goblins in
Scenario. 4 (see next issue).

NIAWAO1d3d NI1d0

ZHUFBAR EXPEDITION
Grombold Kruddsson

Kimri the Crazed

(Dragon Slayer)

Great axe with the Master
Rune of Kragg the Grim and a
Rune of Fury.

20 Dwarf Warriors
Hand weapons, shields and
command group.

20 Dwarf Warriors
Great weapons and command

group.
10 Thunderers

19 Miners
Command group.

TOTAL: ....cve... 1029 points

IRON WEBS HORDE
Gizgub (Goblin Warboss)
Light armour, Sword of Battle,
Spiteful Shield and the Horn
of Urgok.

Zig Redeye
(Level 2 Goblin Shaman)
Skull Wand of Kaloth.

Arak Rateater

(Goblin Battle Standard)
Light armour and the Spider:
Banner.

Fangi (Goblin Big Boss)
Light armour, shield, Maad's
Map and the Backstabber’s
Blade.

2 x 40 Goblin Warriors
Spears, shields and command
group.

2 x 20 Goblin Warriors
Shart bows and command
group.

4 Stone Trolls
4 River Trolls

2 x 10 Spider Riders
Spears, shields and command
group, one has unit short
bows.

3 Snotling bases
TOTAL: .cis0000... 1989 points

SID¥04d TYINIOLSIH




HISTORICAL FORCES

SCENARIO 2 LAST STAND e i

The shattered Dwarf army has made a break for the mine,

and must now prepare to face whatever horrors lurk in the
depths of their once-proud halls...

ZHUFBAR EXPEDITION
Snorri Stonebrow (Thane)
Gromril armour with a Rune of
Shielding and Rune of Stone,
pistol and a hammer bearing
the Master Rune of Flight.

20 Dwarf Warriors

Hand weapons, shields and
command group.

10 Quarrellers

Shields and standard bearer.
20 Miners

Command group and biasting
charges.

TOTAL: ..........750 points*
*May include additional forces earned in

the last scenario:if Grombold is present,
he is the general.

WICKED MOON
NIGHT GOBLINS
Uzguz
(Night Goblin Big Boss)
Light armour, shield, Martog’s
Best Basha and Warboss Um’s
Best Boss At
Zag Zappa (Level 2 Night
Goblin Shaman)
Power Stone.
Snicket Flagwava
(Night Goblin Battle
Standard)
Bad Moon on a Stick.
2 x 40 Night Goblins
Spears, shields, nets and
command greup. One unit
contains two Fanatics.
2 x 20 Night Goblin Archers
Short bows and command
group.
Squig Herd (8 teams)
8 Squig Hoppers
Giant

TOTAL: cceveirnanne 1499 points

ATTACKER DEPLOYS 24"

AWAY FROM

DEFENDING UNITS

the Dwarf afmy as it enters the old

Thi‘s scenario follows the remainder of

entrance ‘and haq walted for as many of

their kin to catch up as possible. Knowing
that their force is now too depleted to face
all-comers, the Dwarfs swallow their pride

(Well, maybe just a little bit —

Grombrindal) and send runners to the
nearest Emplre fort to request ald The rest

instrange marks Onfy the sixth Iives, and
he is raving mad. Enraged, the Dwarfs set
about releasing their kin, until a shot in the
dark alerts them to the presence of

Dwarfs recogmse the stench of Groblf

Participants
This scenario pits a Dwarf army of 750

‘points against a Night Goblin army of 1500

points. The Night Goblin force may not
contain any Orc umts, and it must be led

The Battlefield
You will need @ 6' x 4' gaming area. This
battfe is set in an underground chamber, 50




barricades (each between 6-8" long) on the
outer edges of this square.

Deployment

1. The Dwarfs set up first, within the 18"
square deployment area. Rangers and
Miners must be deployed with the rest of
the army.

2. The Goblin force then deploys anywhere
on the board, with no unit closer than
24"'to a Dwarf model.

Who Goes First?
The Dwarfs get the first turn.

Game Length
The game lasts until one side is wiped out
or all ﬂeemg

Spemal Rules 2

Winning the Game
As soon as the game ends, calculate
Victory. Points for units in the Goblin army
that are destroyed or reduced to half
strength, and for any standards that the
Dwarf player may have captured. If the
result is greater than the starting points
value of the Dwarf force, then the Dwarfs
win, even if they were wiped out, If it is
equal to or less than the Dwarfs’ starting
value, then the Goblin player wins,

Victory or Defeat
If the Dwarfs win this game, then some of
them manage to escape the tunnels and
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POYKANA LIBRARIUS

To celebrate the release of our fantastic new Librarian models, we delve into the
recruitment, history and battlefield role of these potent psychic warriors.

Blood Angels Lexicanium

Space Wolves Rune Priest |

| These classic Librarian models |
. -are available from Games
- Workshop Direct.

Adeptus Astartes, outstanding

warriors who utilise their psychically
enhanced wisdom and knowledge to fulfil
the role of oracles and psychic
communicators within the Space Marine
chapters. Librarians can manipulate the
energy of the warp in extraordinary ways,
and to spectacular effect. Such powers
come at a price, however - for every
successful psyker, there are countless
others whose lack of control threatens to
doom them to an eternity of torment.

The tactical worth of the Librarians is
tremendous. The psychic shockwave and
turbulence that is created as a ship moves
in and out of warp space can be felt by
them, and so the actions of an enemy can
be effectively anticipated and countered,
With their powers of prescience, they can
sense and predict the movements of the
enemy, providing a distinct tactical
advantage. Messages and communications
can be sent through the Librarian, and
these are completely undetectable to all
but the most powerful of psykers.

It is on the battlefield, however, that the
abilities of the Librarians truly come to the
fore. The devastating psychic powers that
they wield can tip the balance in a close-
fought conflict, for a Librarian can channel
the power of the warp, striking at the
enemy with devastating blasts of energy,

I ibrarians are an integral part of the

€ Librarians can manipulate the
P energy of the warp in extraordinary
ways, and to spectacular effect. 99

rending them apart with pure force of will.
Librarians also perform a number of
other functions for a chapter. During
recruitment, the Librarians are responsible
for testing the psychic ability of aspirants,
They do this to find and nurture those who
show psychic talent, but mere importantly
to weed out those who possess some
ability but whose lack of willpower would
endanger the entire chapter. Those initiates
displaying the required psychic ability are
inducted into the Librarium, where they
commence years of intensive study in
conjunction with the strict training all
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Space Marines must undergo. Some
chapters take their Librarians solely from
amongst those chosen as potential Space
Marines, while other chapters select their
number from amongst the most talented
and disciplined of young Primaris Psykers
from the Scholastica Psykana,

The Librarians of every chapter
routinely engage the minds of its Space
Marines in order to ensure their purity.
They are meticulous in their record
keeping, chronicling any deviancy. Space
Marines who have been exposed to
psychic strain and trauma, such ‘as contact
with alien horrors or the warping influence
of Chaos, must undergo a series of
screening and cleansing rituals conducted
by the chapter Librarians and Apothecaries
in order to confirm the integrity of the
precious gene-seed. For the Space Marine
chapters, gene-seed is their life-blood, the
most invaluable of possessions, and must
be kept pure at all costs. Any trace of
corruption must be eradicated utterly if the
chapter is to survive, The Librarians are
also charged with the upkeep of the
Librarium, and it is their responsibility to
catalogue its secrets.

The Librarium
A Librarium is typically an ancient and
immense structure, housing the collective
knowledge that the chapter has acquired
over the millennia.
Servitor-scribes
and human serfs
work ceaselessly
within its walls,
labouring to
duplicate the older
texts as they are
gradually destroyed by time, transcribing
the treasures of the past. Thousand year-old
tomes, bound in cracked and faded leather,
sit side-by-side with technological wonders
inan immense and ever-expanding
collection. Imperial envoys tell fantastical
stories of the rare arcane technologies that
reside within a Librarium’s hallowed walls,
ancient, humming data repositories that
store unfathomable amounts of information
and countless data crystals, each one
holding a lifetime of accumulated wisdom.
Many Librariums contain an inner
Librarius, where the most heretical texts are



Adeptus Astartes Librarians

@ Psychic Hood

of rogue and alien psykers.

These intricately designed helmets, fitted with an
array of psychically conductive wires and crystals,
serves to amplify the psyker’s abilities, enabling him
to disrupt the manipulation of the warp by others. As
such, it is an effective counter to the psychic abilities

@ Force Weapons

Ritually purified force weapons are
utilised by most Librarians, They come in
a variety of forms, most often swords,
axes and staffs. Psychically attuned to
the mind of its wielder, the force weapon
acts as a conduit through which the
Librarian’s power is channelled. Psychic
energy flows around the crystalline
matrices efched into the weapon, to be
released on impact in an explosive
display. The weapons are particularly
effective against daemonic creatures,
which are vulnerable to attacks made
with warp energies.

kept. This area is accessible only to the
Chief Librarian, as merely glancing at the
pages of these volumes would send most

turned to when the need arises for psychic
communication. This power can even be
used to project the mind of the Librarian

WARHAMMER

/40,000

These models have heen
painted as Dark Angels,
but are suitable for most

Space Marine chapters.

The Emperor’s Tarot

Among the Librarians’

men spiralling into insanity. across warp space itself. This is a similar ?.y.riaq'm_ahgds of .
. . ability to that employed by the Astropaths ocussing their psychic
The Ranks of the Librarians of the Adeptus Astra Telepathica. However, pawers oif the hattlelield

The various ranks within the Librarians’

such is the strength of will of the Librarians

is the Emperor’s Tarot.
This can take the form of

order serve to describe the particular that, unlike the Astropaths, they have no anything from a deck of
functions that a Librarian performs. The need to undertake the tortuous ritual of cards to a small,

lowest rank is that of Lexicanium, whose Soul Binding. sophisticated handheld

job it is to act as record keeper, creating The Chief Librarians are the highest holo-unit. Whatever its

the initial documents that are to be added ranking members of their order, and their Out_e‘_r_ s_l_l_ __Hh?_'fal_‘(?f_ is

to the Librarium. These accounts vary in
nature from campaign and battle details to
the beliefs and philosophies of the chapter
The next rank is Codicier, awarded to the
older, more experienced Librarians who
evaluate the reports of the Lexicaniums,

mastery and control of the mystic arts is.
awesome to behold. The chapter and its
commanders rely heavily on the council of
these most powerful of psykers, as they
often have centuries of experience at their
disposal. Through a combination of

| by a great many. Imperial

citizens but nalurally, the

: : |
finalising their form for inclusion in the wisdom and their considerable powers of ' its cryptic symbo!ogy i
Librarium. The Epistolary stands a level premonition, the advice of the Chief B e '
higher still, and is one of those typically. Librarians is greatly respected. B : J
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Ezekiel is the present Grand Master of
Librarians within the Dark Angels Chapter.
He endures a tremendous burden, being
the sole bearer of the darkest and most
sinister secrets of this most insular of
“Chapters. He determines who may enter
the Inner Circle, for he alone can see into
the very soul of a man and judge whether
he can bear the burden of the knowledge

such a pasition brings. Ezekiel holds the

s T
4 4

BS
‘5

Profile
Ezekiel

Pts/Model WS
170 5

psychic hood, frag grenades, krak grenades.

Special Rules: Fearless, Independent Character, Psyker.

Ezekiel, Dark Angels Grand Master of Librarians

Book of Salvation as a mark of his position.
This book lists the names of all those of the
Fallen that the Darl Angels have captured
over the millennia, and as such is an item |
of great significance for the Chapter. d
Ezekiel also holds the title Guardian of the |
Keys in recognition of the role that he and
his brothers fulfil in keeping the dungeons
secure, where they psychically aid the |
Interrogator-Chaplains in their grisly work. ~

i
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‘Equipment: Secret's Shield, Deliverer; Traitor's Bane, Book of Salvation,

Psychic Powers: Force Barrier, Hellfire, Mind Worm.
Mephiston, Blood Angels Chief Librarian

Mephiston is an awe-inspiring figure,
viewed by the Blood Angels with fear
and reverence in equal measure. His
entrancing eyes penetrate into the very
depihs of the soul, engaging friend and foe
alike with their terrible brilliance. The
Bload Angels see him as the spiritual son

of their Primarch Sanguinius, and as a
great hope for the entire Chapter, for it
was he who first overcame the agonising
-experience of the Red Thirst. The Blood

2
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BS §
5 4

ws
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Profile
Mephiston

Pis/Model

T
217 3

artificer armour, frag grenades, krak grenades.

Special Rules: Independent Character, Psyker,

Psychic Powers: Storm of the Emperor’s Wrath, Might of Heroes
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Chief Librarian Tigurius is the
highest ranking of his order within
the proud and highly respected
Ultramarines Chapter. A fierce and
wise warrior-mystic, he attained his
exalted position after proving his worth
time and again over many years of
arduous campaigning, primarily against
the savage and brutal Orks. He was one
of the few survivors of the Ork attack

‘WS
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S
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Profile
Tigurius

Pts/Model
165

BS

5 4

krak grenades.

Special Rules: Independent Character, Psyker.
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T W |

Psychic Powers: Two Librarian psychic powers, selected after deployment.

‘Angels strive to emulate his courageous
strength of will, in the hope that they too

will be able to conquer their terrible curse.

In the depths of the madness brought on by - |
the Red Thirst, Mephiston re-lived the final |
agony of his dying Primarch. He arose i
transcendent from his insanity, suppressing
his overwhelming lust for blood through
sheer force of will and, though he survived |
this ordeal, he fights a continuing battle to /
keep the Black Rage in check.

Ld
10

A
4

W1 Sv |
3 5 2+ !

Equipment: Master-crafted plasma pistol, force weapon, psychic hood,

Transfixing Glare.

Tigurius, Ultramarines Chief Librarian -

on Boros, where he witnessed the mysterious
appearance of the black armoured Space

-Marines known as the Legion of the Damned.

His psychic mastery is augmented by the Hood |
of Hellfire, a uniquely modified psychic hood of/

‘ancient design, It is a powerful version of the |

standard psychic hood, an arcane creation that |
crackles with barely suppressed energy as it
lends power to the strength of Tigurius’
devastating mental assaults.

Ld Sv
10 3+

A
SN 5

&

3

Equipment: Hood of Helliire, bolt pistol, Rod of Tigurius, frag grenades,
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Painting a Librarian

The Codex Astartes states that
Librarians should wear dark
blue armour, with the left
shoulder pad bearing their
chapter colours, and a yellow
tabard. Although there are
deviations from this rule, the
majority of Librarians have
some element of their panoply
painted blue. We're going to
look at how to paint this
colour, as well as the Librarian
badge -and force weapons.

THE TECHNIQUES USED HERE ARE
DESCRIBED FULLY IN “HOW TO
PAINT CITADEL MINIATURES”

Librarian Badge

K

Paint the skull with a
hasecoat mix of Bestial
Brown and Vomit Brown.

Force Weapon

- —

The basecoat of the:
force sword blade is
painted Ice Blue.

Blue Power Armour

Librarian Badge
‘ @ Bestial Brown

@ Vomit Brown

BE;hed Bone l

.

Lexicanum fcon

Ice Blue
@ Biue Ink

O Skull White
@ Blood Red

@ Blazing Orange |

Apply an overbrush of
Vomit Brown as a first

highlight layer.

Apply a wash of Blue Ink
= around the raised areas

to add definition.

3 The second highlight is a

9 Paint the decoration

Codicier icon

Blue Power Armour
@ Regal Blue
_. Ultramarines Blue

© Skull White | | These icons are worn on the
@® Blue Ink Librarian’s yellow tabard.

Epistolary icon

Apply highlights to the
edges of the skull with
pure Bleached Bone.

1:1 mix of Vomit Brown
and Bleached Brown.

4 Highlight the blade with
" a T:1 mix of Ice Blue

Blood Red. Highlight
and Skull White.

with Blazing Orange.

Paint the armour with a
1:1 mix of Regal Blue
and Chaos Black.

2

Paint the armour plates
Regal Blue, leaving the
basecoat in the crevices,

Usea 1:1 mix of Add a little Skull White
) Ultramarines Blue and to the mix and paint the
Regal Blue to highlight. very edges of the armour..
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It’s that time of the
month when the
small creatures in
Jervis’ head spring
into action.
Swinging his mighty
logic engine round
on its squealing
bearings, they bring
its one huge,
unblinking, gelid
eye to focus upon
the subject of
painted armies...

»

All of our products are created to
a plan of tightly orchestrated
deadfines. A single project requires
miniatures to be designed, art to be
created, lext to be wiitten; books
to be laid out — and-that’s just-a
sample of what we to here in the
Studien. Cn top of that our
manutactyring wing is also keenly
run tmore keenly, they'd
undaubtedly say!) to ensure
everything is printed. moulded,
cast, boxed and dispatched in time
for its big launch day.

In order to bring our models
and books from concept to reality,
such a vast web of linnings is
required that it makes your brain
hutt just thinking about it,

STANDARD
BEARER

oes anyone ever hit deadlines? |
D know that | don’t. Poor old Guy is
forced to stand by my desk

wringing his hands and muttering “Come
on Jervis, you must have finished it by
now ~ you promised it to me weeks
ago...” When this doesn’t work he soon
resorts to threats of physical violence, and
when that doesn’t work either he is
reduced to bribery and pleading (That’s
because [ beat him with the flat of my axe
if anything comes in late — Grombrindal),
And so it is that this month’s Standard
Bearer comes to you courtesy of a full
English breakfast with all the trimmings in
our staff canteen. Well, | can’t let Guy
take me too much for granted, now can 12

Anyway, as | sit here, replete and
somewhat stuffed with high-cholesterol
goodness, I've been thinking about just
how useful deadlines can be. This isn't just
because they occasionally get me a free

breakfast (though that would make them
pretty wonderful things all on their own).
No, it’s because | think that without
deadlines it's unlikely that very much
would happen at all in this wonderful
hobby of ours.

I’'m an artist, darn it!

Take the rulebooks for our games, for
example. If you ask any of the writers who
work on the games development team if a
rulebook for a game is ever finished, then
they'll answer with a resounding no! The
fact of the matter is there is always
something that you feel can be improved
on, and without a deadline a designet
could keep on tinkering with a set of rules
pretty much forever, trying to make them
work “just right”. As a games designer
myself | know just how useful a deadline is
for making sure that a project gets off of
the drawing board and finished. Our

STANDARD BEARER




Citadel Miniatures designers and the artists
that illustrate our books are just as bad, of
course. They are to a man (and woman)
pertectionists, who would just love the
chance to spend a little bit more time
getting a model even more perfect than it
already is. In fact, without the draconian
deadlines so. rigldFy enforced by beloved
Studio Head, Max “The Enforcer” Bottrill,
it's unlikely we’d ever bring out any
models or books at all!

As an aside, a common question that
both the game and miniatures designers are
asked is if they ever get bored when they
have to work on something they’ve w.orkg,_d;
on before. This is a perfectly legitimate
question — the latest version of Codex:
Darle Angefs for example, is the third

different version of the book | have worked
on, while Jes Goodwin has been making
Space Marines and Eldar miniatures since
the 1980s. So do we get bored? Of course
not — we relish the opportunity to get back
into a book or miniatures range and try to
improve on what we did before, The
miniatures, books and artwork are our
muses, if | .can use such a tancy term, and
we will never grow tired of them.

You can use deadlines, too
Deadlines are not just useful for my
colleagues and I in the Design Studio -
they are just as useful, vital even, for
anyone who is painting an army for one of
our games. One of the greatest pleasures of
the hobby is playing with a fully-painted

Stirelio Graphic Designer Alun
Davies painted this Tay army o a
deadline — in this case it was
hpmme we wanted o pur his farce
i the Taw army hook.

army — using unpainted models just doesn't
compare, no matter what some people may
try and tell you. Unfortunately, and [ may
be doing all of you grave injustice here, in
my experience most hobbyists have thg’:'_
discipline of '@ mayily when it comes to
fir"riqh}ng off 'an am"ry' they have 'Star'ted
teeth grmed saymg o ');c')urseh “This tine |
really am going to get my Orc & Goblin
army painted and finished!” Then along
comes the next issue of White Dwarf with
all those pretty pictures of Jes' new Eldar
Harlequins, and they are just so gorgeous
and wonderful you decide you really must
have some for your collection. “I'lf
denmteiy finish off the Orcs next week,”
vou say, “...right-after I've painted these

“ Deadlines are useful, vital
even, for anyone painting an
army for one of our games. 99

Harlequins”, And then next month
something else comes along, and
qemethmg else the month after, and some
how or another that Orc army never g,ets
finished, Conme on, you know you've done.
it —we all have!

This kind of thing is why so many
peop!e end up with several half-painted
armies and not one that has been
completed. Fortunately, there is quite a
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White Dwaris Matt Hutson

painted this army up for-a Studio

«campaign, and has been slowly
adding to it ever since.

Write to Jervis at:

Jervis Johnson

¢/o White Dwarf
Design Studio

Games Workshop
Willow Road
Nottingham NG7 2WS
United Kingdom

Don't forget Jervis’
desire, stated, last
month, to play games in
Warhammer World with
those who let him know
about their visit far
enough in advance!

simple solution to this dilemma, which is
to give yourself a deadline for finishing an
army. These can be self-imposed if you
have truly iron discipline and resolve — “I
will finish my Ore army by the end of
Junel” — but in my experience very few of
us are so resolute. What seems to work
much better is to commit yourself to taking
part in an event or activity where you will
need a painted army in order to take part.
I'll give two examples of the Kind of thing

‘that | mean.

The first and most obvious example is
to enter a tournament that requires players
to bring along a painted army of a certain

size. Our own Grand Tournaments work

like this, and I have lost track of the
number of times that players at a Grand
Tournament have told me that one of the
real benefits of taking part was that it
meant that they had finally finished their
army. I've also lost track of the number of
times |'ve seen players finishing off their
army the night before the event, or even in
the morning before the first round starts.
Which just goes to show that it isn't only
me that finds it hard to hit deadlines!
However, entering lournaments is not
everybody's cup of tea, and if you are one
of these people then the summer
campaigns that we organise may act as a
better deadline for gelting an army ready.
As you probably already know, starting in

July Warhammer players from all over the

world will be batiling away to see who
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recovers the powerful magical artefact
known only as the Nemesis Crawn. You
can use the campaign as a way of giving

‘yourself a deadline by declaring to your_
friends that you will have a fully painted

army ready for the July kick-of. Of course,
you don't have to have a fully painted
army to/take part in the Nemesis Crown,

‘but trust me, it will be much more fun if

you do. 3

As it happens many of our stores are
running special collecting eard schemes
that are designed to help players get their
army ready for the start of the campaign,
and the staff will be more than happy to
offer advice and -encouragement in order to
help you finish your army in time. In fact,
if you start now you'll have plenty of time
to collect a brand new army and have it
ready in time for the start of the campaign.

A bold promise

| think that you'll love deadlines as much
as | do if you learn how to use them as a
way of getting your army fully painted-and
properly ready for battle. In fact, just
writing this article has got me so excited
that [ think that I'm geing to publicly set

‘myself-a July deadline for completing the

Goblin army that I've been meaning to
collect for years and years now. Come on,
if | can do it then you can too! Make the
pledge and get your army ready for the

start of July. We've all got plenty of time if

we start mow.



Warhammer Army Books reveal all
you need to know to take your
Citadel miniatures to war. Each one
contains the rules, army lists, history,
and more for your army.

Beasts of Chaos
The Children of Chaos,
Beastmen are savage
mutants bent upon the
utter destruction of the.
civilised world.

Bretonnia

The noble knights of
Bretonnia are the finest
heavy cavalry force in the
world; noble, proud and
unflinching in battle.

Dark Elves

This twisted kindred of
Elves are amongst the
world’s most evil beings,
and live to inflict suffering

| upon others.

Dwarfs

Stoic and stubborn, the
Dwarfs field expert
infantry forces backed up
by large artillery trains
and runic weapons,

WARHAMMER RULE BOOK
» The Game of Fantasy Battles -
In an age of darkness, of daemons and sorcery, great

armies and mighty heroes clash in a never-ending
struggle for the Warhammer world.

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

www.games-workshop.co.uk/warhammer

The Empire

The largest realm of Men,
the Empire boasts a wide
range of troop types,
innovative war machines,
and unusual tactics.

High Elves

The Elves of Ulthuan are
well-versed in magic, and
their glittering ranks of
elite soldiers are aided by
deadly sorceries.

Hordes of Chaos

The elite forces of Chaos
are made up of men who
have given themselves to.
the dark gods in exchange
for unearthly power.

Lizardmen

The servants of the lost
Old Ones are the world’s
greatest mages, their
armies consist of strange
reptilian creatures.

Ogre Kingdoms
Big, hungry, and morally
adaptable, the Ogres are
an army of monsters that
will fight for, or eat, just
about anyone.

Orcs & Goblins

Greenskins are found
everywhere, and live to
fight. Their armies are.
varied, full of warriors
who have little fear.

Skaven

Dwelling underground,
the ratmen scheme to
overthrow mankind with
their arcane machineries
and numberless hordes.

Tomb Kings
Once a great realm,
Khemri was made a
deathless land by evil
magic, where undying
kings war eternally.

Vampire Counts
The Vampires are Undead
lords, immortal beings
whose magic can raise
legions of Skeletons,
Zombies and worse.

Wood Elves
Hidden deep within the
magical forest of Loren,
the expert archers and
mages of the Wood Elves
forgive no trespass.



The glorious sound of thousands of feet marching in time, the
resplendent lines of regally attired warriors, wheeling in perfect unison
to face the enemy... The movement of armies creates a great mental
image for games of Warhammer, or so Adam Troke says. He introduces
us to the art of the Movement phase.

he practicality of the Movement
phase in Warhammer sometimes

seems a little unglamorous at first
glance. Sure, if you're like me, you make
little marching noises as you push your
regiments into their new positions (clip-
clop noises for the cavalry), but essentially
Movement is a precursor to Magic,
Shooting and Close Combat — those are the
phases where all the whizzes, bangs and
bloodshed happen! The Movement phase,
however, should not be overlooked.
Th - wisdom in planning your
movement as carefully as possible.

The first thing to comment on
movement in Warhammer is how
fundamental it is to victory. There's simply
‘no other way of putting it — if you mess up
in the Movement phase, you are doomed.
I've seen the cleverest Magic Item combos
fail, and the most expensive units crushed
because of shoddy movement.

-games to know a few things. S

authority when it comes to the art of
Warhammer, but I've played enough
0, here's
what I've come up with - the six-fold

(according to Adam).

1) Mental map & plan ahead.
2) He who hesitates is lost.
3) Charge, not be charged.
4) Flanking.

5) Difficulties with terrain.

6) Flee for your lives!

Thankfully, I've managed to rope in
some of the guys around the office to help
me do my job, too. Each of them has
presented a nugget of Warhammer




It might sound obvious, but it's worth
saying. Plan out your route-map for the
journey. Toa many times 've been with
friends on a long drive, and we've got
horribly lost. What saves us every time is a
map. When it comes to Warhammer, the
same principle applies - let me explain.

When placing your units at the start of
the game, you'll have hopefully worked
out a course of action for what they are
going to do in the following turns. “Mental
map” refers to the imaginary route | have
in my head for each unit during the game
(and sometimes a very real map, in the
case of large games). By doing this, you
can work out where each unit needs to be,
and by when. Now there are things that
can get in the way (combats, casualties,
march blockers, etc.) but the principle is
sound. The best time to plan your moves
for the game is as you are setting up your
troops, but it's during your Movement
phase that it comes into practice.

2 He who hesitates is lost

1 Mental map & plan ahead

My army of choice is the Empire, and
my mental maps always involve the
Knightly Orders. Since these gents are the
hammer-blow for my army, | need to make
sure they get to where they need to be. So,
the units to either side get the task of
guarding the knights’ flanks until Sigmar’s
finest are ready to smash home. By using
nice large units, I’'m secure in the
knowledge that my knights will make it
without getting an obnoxious chariot
charge in the side.

The other important aspect of the
“mental map” is to ensure that your units
don't block each other off. Be honest, how
many times have you cluttered up your
own movement phase by sticking
something in the way of your fast troops.
With a sound idea of what you're doing,
you can't go far wrong. In large games, or
those that really matter, | sometimes even
write down my move order beforehand as
a reminder during the battle.

Top Tip

Andy Hoare: | often

advance my Hordes of
Chaos units in a
staggered fashion, one
Chaos Warriors unit
forward and one
Marauder unit just
behind it. As they move
forward, this often
results in my Chaos
Warriors getting flank-
charged, which is fine,
because the Warriors:
should be able to hold
out for a turn, allowing
the Marauders to flank-
charge the flank-charging
enemy, who hopefully
can’t take on both units
at once.

Someone once said that the only thing
worse than doing the wrong thing is doing
nothing. | doubt they played Warhammer,
but it applies nonetheless. In the face of
certain enemy units, | sometimes freeze
up, hoping my opponent will make a
whopping mistake and deliver victory to
me. I'm sure I'm not alone in having my
thmgs like Go_bim Fanatics, _nge Ironguts_
and Steam Tanks generally cause
indecision in me, for example. However,
doing nothing seldom works.

It's all a matter of taking the bull by the
horns really, since Warhammer movement

often comes down to a battle of w:fls Both.

control of the baﬁieﬂeid Never give up
that sense of initiative. You need your
enemy fo be reacting to your moves and
not the other way round.

~ Of course, if you've got the first turn,
it's nice and easy for you to establish the
pace of the game, but it’s a harder task if
you're going second. Make sure that you
stick to your plan — simply reacting to your
enemy’s moves is a recipe for disaster.

The solution? Get in there. By being
the player to take the plunge, you get to
a_nd_ it's like that in most awkward
movemem situations. Hang about, and all
you're doing is letting your opponent
decide the order of things. If you know one
unit is going to take a pounding, send out.
the sucker who's labelled for death and get

on with seizing the initiative back!

Adam Troke: As | mentioned earlier, Goblin Fanatics freak me out and so |
often struggle to give them a 16" exclusion zone. All this really achieves is a
dirty great swathe of the board that my warriors stare at nervously, shuffling
their feet and wishing their witless commander would make up his mind.
Enter the Free Company! | use a detachment of five to draw out Fanatics —
they’re cheap as chips and don't cause Panic when they flee.
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3 Charge, don’t be charged

Alessio Cavatore: The
charge of a Bretonnian
lance (or two) can
shatter any enemy.
However, a clever
opponent can spoil your
day by placing carefully
angled sacrificial units in
the face of your knights.
When you charge, they
either flee or stand and
die, with the result that
your brave knights are
now sitting ducks, ready
fo be charged in return
by the really hard uniis
behind the expendable
‘screen! Fight fire with
fire, | say. Make sure
your army has a few very
hard hitting units (like
Grail Knights), but
always back them up
with a few throwaway
units of your own (that’s
what mounted Yeomen
were created for, but
even Knights Errant can
do it). This way you can
clear small screening
units out of the way and
set up that one charge
that really matters,
straight through the
heart of the enemy army!

You can ignore this if your army contains
nothing but Empire Handgunners or war
machines, but otherwise there’s a sound
principle to be learned here: units fight
better when they charge. And | don’t mean
just the obvious Ogre Bull charges and
chariots scoring impacts hits either. Every
unit gets to strike first on the turn they
charge, so it’s a benefit everyone wants,
So, the only question is how do you
make sure you can be the charger? Well,
firstly and most obviously is to be better
than your opponent at guessing ranges!
More than once, being a dab hand at
estimating 8" has allowed my Swordsmen
to get the jump on Orcs or Lizardmen, but
usually there’s a ruse involved. The most
common is to use a disposable unit to

TACTICA: THE MOVEMENT PHASE

“take the hit" and die in-a messy fashion.
With our fall guys duly butchered, we're
then free to crash into the stranded enemy
and put them to the sword. Of course, this
isn’t without risk, because they may
overrun, but if you take that into account
you can position models facing where they
are going to be.

You can try using a unit fast enough to
get away from the enemy, and against
infantry this often works. Fast Cavalry are
great at this, and can buy your real combat
units time to get the charge. Pistoliers are
my favourites, as they can tempt the
enemy to charge them and then stand and
shoot with their pistols. This allows me to
inflict a bit of damage before sacrificing
them for the greater good of my army!




4 Flanking

Top Tip @/

Phil Kelly: The difference
between a unit of Ogres
winning a combat and
losing it is usually down
to the Bull Charge. If a
unit of three or more
Ogres charge over half
their charge distance
then they each cause an
impact hit at their basic
Strength. This, in
addition to their
impressive number of
attacks, can tip the
balance against a fully
ranked unit. Simple
enough, right? Wrong. A
canny opponent will pre-
empt this tactic by
gamely moving his own
unit right up in the faces
of your Ogres, denying
their Bull Charge. This is
where plan B comes in.
Make sure that if your
opponent moves
forwards to negate your
Bull Charge, he comes
into charge range of your
Gnoblars too. This allows
you to add your own
rank bonus to the
combat, robbing him of
his advantage.

When you are moving your units, bear in
mind how their final facing will impact
them next turn. If you need to, end your
move with a wheel, so that you are only
ever presenting your front facing to the
enemy. Just a few degrees either way can
be the difference between a front and a
flank charge, as the difference between a
flank and a rear charge can be less than a
model’s base width. Make sure that you
look very carefully at the final positioning
of your regiments before you end your
movement phase.

Likewise, look carefully at your
enemy’s. facmg,s before you declare any
charges. You're allowed to determine if a
unit is in the front, side or rear facing
before you declare your: charges so take a
moment to do this if there is-any doubt —
once you've starting. movmg things about
it can often be too late.

Making your own flank-o-matic out of
paper is easy, and can help you to quickly
work out which facing you're going to
charge (as shown, right). Simply line the
flat edge up along the front of your unit,
and Bob's your uncle.

: The ﬂank—o—mafrc proues rhar i
[he Knights can flank cha
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5 Difficulties with Terrain

Mark Latham: Models
can make a normal move
before or after they
enter/exit the building -
'so feel free to use them
fo take shortcuts through
the enemy lines. Many
players use buildings to
protect the flanks of their
units, butting up against
the walls on either side.
This often allows you to
run between their units
and into the house with
skirmishers, causing all
kinds of problems for
your opponent.

We all know that terrain can foul up our
plans, but it's such a basic principle of
movement, that I'd be quite remiss if |
didn't at least highlight some of the key
pitfalls and tactics that crop up when
dealing with terrain.

Take the long route: The first pitfall is quite
simply the lure of “Taking a short-cut”. Be
really careful if you're planning on going
through woods, marshes or other difficult
terrain with a regiment. When you're in
Difficult Terrain you cannot march, so your
movement drops to a pitiful amount, and
you'll often spend two or three turns

“extracting yourself, That's not such a big

problem if it is a small unit, but it is

‘crippling if your prized block of twenty

Greatswords get stuck lurking about in the
woods.

Adam Troke: Now, this one is dirty, but the Undead players out there will thank me for it. Since
only wounds inflicted count towards combat resolution when storming a building, an Ethereal
model can theoretically hold a building against enemy troops indefinitely, as long as the enemy
aren’t armed with any Magic weapons. To that end, Banshees are the perfect models to move
into houses. They'll disrupt movement around them, prove impossible to shift without serious
attention and they increase the range of their shriek, thanks to the large footprint of the

building. Not bad, eh?
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King of the castle: Buildings are more
interactive in the current version of
Warhammer than in the previous edition,
and this means that you can now use them
to your advantage. Seize buildings as
troops and they can hold off the enemy for
ages. This is especially useful if the
building is near the centre of the board,
since enemy units will have their March
moves disrupted by your warriors. If your
unit is armed with missile weapons
(handguns are particularly lethal), you can
fire from the windows, too, sometimes
gaining your models a 360° fire arc!
Shadow Warriors, Chameleon Skinks,
Huntsmen and the like are all great units to
take a building with, although you can
always put in more hardy warriors, like
White Lions or Flagellants if you want.




6 Flee for your lives!

G ::ausfﬁg e
friends, c?&ﬁn

In the current version of Warhammer, it's
more dangerous than ever to have your
units flee unexpectedly. This can
completely foul up your plans unless you
plan ahead. Every time a fleeing unit with
Unit Strength of 5 or greater flees through
a friendly unit it is required to take a Panic
test, so you need to try and prevent that
happening as often as possible.

Avoid multi-regiment pile-ups. This is
when units form a queue. In this situation,
it's easy for a unit to fail a Panic test from
shooting or magic and race back through
several friendly regiments, which is exactly
what you want to avoid. By queuing your
units like this you are inviting unnecessary
Panic tests in the following phases — don’t
do it, it's bad.

Deserters will be shot. Units that flee
into non-fleeing enemy units (with Unit
Strength 5 or more) are destroyed. Simple
eh? With that in mind, you can position

Fast Cavalry are great at sweeping around
behind a decaswe i gfvf ready to. ambﬂsff :

your fastest/most manoeuvrable units to get
round behind enemies — denying them the
chance to flee from charges, or simply
butchering them if they panic or lose
combats. Fast Cavalry, Skirmishers and
Scouts are all especially good at this and
their very presence will often throw your
opponent off guard.

Fast Cavalry units are incredibly good
at nipping through enemy lines, because
Cavalry models are each Unit Strength 2
you can afford to take a casualty or two as
well. The same goes for Pegasus Knights,
Harpies, Furies and any other fliers.

I’'m out of space now, so let's recap the
mast important principles: have a plan and
stick to it; be the aggressor (or at least
don’t just be reactionary); don't be dim
and blunder into terrain needlessly; look
out for flanking opportunities and, for
goodness’ sake, don't make life any easier
for your opponent by queuing units up..
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Adam Troke: Skirmishers
are so effective in the
Movement stakes, that
they’re worth
highlighting on their
own. They can move in
any direction without
penalty and they're able
to cavort through terrain
like it's open ground.
Add to this their 360°
line of sight, and they’re
really one of the most
impressive units in the
game when it comes to
outmanoeuvring the foe.
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An example of a completed Blood Angels Devastator squad.

Devastator sprue Components

0g Géo

The release of the new
Devastator kit means
you can now get all
the basic Space
Marine squad types in
plastic. We take a look
at this detail-laden set,
nd how it works with
xisting components.




"WARHAMMER

The kit includes a total of eight heavy weapons, plus associated
evas a nrs specialist backpacks. This means you can make a Devastator squad
and upgrade your Tactical Squads with a variety of big guns.

Mounted Assembly

1 Sergeant head

3 Plasma pistol hand

5 Chainsword arm

7 Grenade hand

9 Sergeant right arm

11-13 Shoulder ds

Ammo pack

Q.'

fe
®
®
@
)

18-19 Heavy bolter
backpack

21 Heavy bolter
ammo feed

Hevy bolter left arm

Sholr pad

29-30 Missile launcher
_3-_33_ P! a_ma_ cannon
backpack

36_ Plasma can__
left arm

D

Multi-melta

4244 I.scann .

-55 ange_rs nd
purity seals

The Devastator
frame comes with

the command legs
and hodies frame.
The parts here that
come from that frame
are marked with a
green dot.

=

®

5§

o Standard
Optional
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[
We equipped our ten-man Ultramarines Devastator squad
with heavy bolters and lascannons for a dual battlefield
role. The extra men come from a Tactical Squad boxed set.

Battlefield Role: The
lascannon is the m

powerful man-portable
veapon the Imperium

p and is capable ¢
punching through the thickest
armour with bolts of fo d
light. Tank crews rightly

such guns when wi

the unerring Space Mai

Weapon Range Str AP ‘pe
Lascannon 48" 9 2 Heavy 1

Here we have combined two Devastator kits to create an anti-
v infantry squad equipped with heavy bolters. This left us with
enough pieces to create a lascannon-armed anti-tank squad too.

Heavy Bolter

Battlefield Role: A larger
version of the v in carried
by all Space Marines, this
weapon is common in the
ies of man. It rapidly fires
of small, self-
ed projectiles, which
ily against even the
st of infantry, as well as
light vehicles and alien beasts,

Weapon Range Str AP Type
Heavy Bolter 36" 5 4 Heavy 3
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/40,000,

This squad was made by combining the new Dark Angels and
Devastator kits, to create a unit of Space Marines bedecked in
: the characterful garb of the Unforgiven.

Plasma Gannon
Battlefield Role: Though they
are prone to overheating,
plasma cannons are versatile
weapons that hurl sup
heated gas as hot as the he;
of a star. Their area effect can
kill whole squads of heavily
nfantry with one
" blow vehicles
slag.

Weapon Range Str AP
Plasma Cannon 36" 7
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Range

Missile Launcher (Krak) 48"
Missile Launcher (Frag) 48"

WHITE DWARF  DEV/

Missile Launcher

Battlefield Role: Missile

l‘rdgme'ﬁs on impact,
the Space Marine to
scythe down large numbers of
weaker enem

Heavy 1
Heavy 1, Blast

apon
Multi-melta

These Blood Angels carry a mix of weaponry, in order to respond
to a number of battlefield threats and opportunities. Note the blue
helmets, which denote the Space Marines’ role as Devastators.

Multi-metta

Battlefi eld Role: A

whén Pmplu\a d aga
\"E.hl(..lt‘a, the: armuur of
ly breach. It is
o powerful enemy
, wh nect to be
cooked alive in their armour.

Range Str AP Tvpe

24"

8 1 Heavy 1, Melta
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[:.' 4 Green Stuff

OLBOX

.Green Stuff is an indispensable part of any modeller’s toolbox. It
comes into its own filling gaps during multi-part, metal model
assembly, or when converting miniatures for an army.

Instructions for use

Mix equal parts of the blue and
yellow putty thoroughly until it is
a uniform green colour. A good
way to do this is to fold it into
itself a few times, twist it and
then roll it (Figure 7).
Sometimes, you might find
hard bits where the Green Stuff
has set. If so, cut them out with a
hobby knife and discard them.

nlohr g

Safety First

Green Stuff can be
irritating to the eyes
and skin. If you have
sensitive skin, wear
suitable gloves when
handling it. In case of
contact with the eyes,
rinse immediately with
plenty of water and
seek medical advice.
Don’t forget to wash
your hands thoroughly
after use.

Gap filling

To fill a gap between two
parts of a miniature, make a thin
sausage of putty and lay it over
the gap. Push the putty into the
gap with a sculpting tool (Figure
2). Smooth the edges and let the
Green Stuff cure. If you need to
sculpt details, let it harden for
20 minutes before doing so.

Keep your sculpting tool wet
with a little water to prevent it
sticking to the putty.

Simple Textures

'

Leftovers , f !

T i 1. Roll out a sausage of putty, approximately 6mm

If, like us, you a_Iways end up Wlth in diameter, and then flatten it,

leftover Green Stuff, why not use it to o

make terrain, such as these Warhammer 2. Cut the putty into separate sections, 12mm long.

?
40,000 Sandbags' 3. Take each separate sandbag shape and press it

onto a base, building up a wall. Finish the
sandbags off by scoring lines down each side.

Chainmail
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Continuing our series

of advanced painting

masterclasses, we take

a look at Galavhar, the
error of Arnor, and

see how the "Eavy
Aetal team tackled

his awesome demon.

Glavhar is a creature from an
G earlier time, a winged demon with

a hunger for blood. How he came
to survive the terrible wars against
Morgoth will never be known, but survive
he did. Despite his bestial appearance,
Gilavhar is a creature of malign and
subtle cunning - a true terror in the night
to those who stray into his domain.

We asked another malign and subtle

creature, ‘'Eavy Metal’s Pete Foley, to show
us how to paint this impressive model.

Preparing the model
Before painting any miniature, it's well
worth spending some time closely
inspecting the components and cleaning
off any flash or mould lines with a hobby
knife and a set of files. Pete did this, then
used a pin vice and brass wire to attach the
wings to Gilavhar's body, and then hid the
joins with Green Stuff (see page 89).

As this colour scheme is very dark, Pete
used an undercoat of Chaos Black spray,
touched up with thinned-down paint.

Begin by taking a Citadel Large Brush and blocking in all the basecoats. It’s not important
to be terribly neat at this stage, as there’ll be plenty of opportunity to tidy up later.

WINGS

. BASE: Codex Grey

‘Brown, and paint the
tongue with Tanned Flesh.
several coats to cover the

black undercoat smoothly.

‘Paint the wing membranes
with Codex Grey, being
careful to leave the black
connecting flesh areas
untouched. These will be

FACE AND ABDOMEN

BASE: 40% Chaos Black
40% Codex Grey
20% I Flesh

I TEETH

. BASE: Bubonic Brown

\ TONGUE

. BASE: fanned Flesh

SKIN

highlighting stages.

BASE: 50% Chaos Black
50% Codex Grey




Stage 2

At this stage, you begin to blend the different shades of grey on the wings, and start to define the smaller details on the
face. This is actually the most important stage, because if you rush these initial highlights, yow'll end up with a rough
finish. Blending is the most difficult technique to master, but is well worth the effort here.

WINGS FACE AND ABDOMEN
WASH: 50% Chaos Black . HIGHLIGHT: 30% Chaos Black
0% Codex Grey. . 30% Codex Grey
40% EIf Flesh

| TEETH

15t HIGHLIGHT: Bleached Bane

"\ TONGUE

@ HIGHLIGHT: Dwarf Flesh

FACE STAGE 2
Use several thin layers of
Bleached Bone to highlight
the teeth, and the same
technique with Dwarf Flesh
for the tongue. This affords
your paint a translucent
quality, making it easier to
blend the highlights.

SKIN

HIGHLIGHT: 30% Chaos Black
20% Codex Grey

r_h'u bft'i".ldﬂ'l.l:‘ ASES WORTSHOF
technique is

covered in myre

detail in How to

Paint Citadel

an

essential reference
for all the
approaches
described here.

the base colour and start to
build up the highlights in
HORNS AND TALONS STAGE 1 thin fayers, blending as you

WINGS STAGE 2

Begin to blend the Demon's skin to the wing The talons and horns are painted the same go.0n a dark model like this
membrane by applying a wash mixed from colour as the skin, but the highlights are it's important to apply the
Chaos Black and Codex Grey. applied more sparingly. highlights smoothly.
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With the groundwork laid down, it is time to start adding more highlights and picking out the details even further. At this
stage, the texture of the wings is picked out and the highlights become more dramatic.

WINGS FACE AND ABDOMEN
HIGHLIGHT: 50% Codex Grey . HIGHLIGHT: 20% Chaos Black
. 50% Fartress Grey “ ¥ 20% Codex Grey
60% EIf Flesh

l TEETH
O 2nd HIGHLIGHT: Skull White

FACE STAGE 3
A little Skull White is added
to Bleached Bone and
‘layered onto the teeth to
highlight them further. At
this point, paint the eyeballs
with Space Wolves Grey,
adding Skull White to this
for the highlights.

DARK SKIN
. HIGHLIGHT: Codex Grey

WINGS STAGE 3

! between the dark and pafe
HORNS AND TALONS STAGE 3 skin areas of the Demon.

With a lighter grey mix and a Basecoat brush, Fine lines of Fortress Grey are painted onto The dark skin then has some
-overbrush the wings, leaving the darker grey the talons, claws and horns, making them very fine Codex Grey
shading visible in the recesses. look almost reflective. highlights applied.
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'Sta_ge 4

The final stage sees the model spring to life, with naturalistic highlighting and mottling effects. All that’s left to do after
this stage is to base the model using your preferred technique.

FACE AND ABDOMEN

STIPPLE: 50% Fortress Grey
50% Eif Flesh

WASH: Cadex Grey

SKIN

WASH: 70% Chaos Black
30% Codex Grey

FACE STAGE 4
The tips of the teeth are
picked out with a tiny Skull
White highlight. A glaze of
Tanned Flesh fi mshes the

are Elf Flesh Flnally, dotin
the pupils with Chaos Black.

WINGS

STIPPLE: Fortress Grey

TALONS AND HORNS

O VARNISH: "Ard Coat

BASE

. BASE: Bestial Brown

2nd DRYBRUSH: Bleached Bone

Tst DRYBRUSH: Vomit Brown

ina cm:ular, jabhing motion.
Do the same on the
abdomen and thighs,
though more precisely.

WINGS AND ABDOMEN

) BASE: Dwarf Flesh
Tst HIGHLIGHT: EIf Flesh

. BASE; Scab Red
. 1st HIGHLIGHT: Blood Red

2nd HIGHLIGHT: 50% Bload Red
i 50% Dwarf Flesh

For many of our models, the

and drybrushing
techniques. The fleshy
underbelly and deep red
skin are seamlessly blended
in a similar way to Pete’s
Demon. However, the
transition between the
colours is more extreme
here, and required more
highlight layers and thin
glazes to achieve.

60%

uung ji4 49 JINFHIS HNOT0D EAI.I.VN:H_H.I.'IV
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ontinuing our look at
ome of the world’s
)est miniatures
yainters, we shine the
potlight on the work
f ‘Eavy metal painter,
irsten Williams.

Since Kirsten Williams walked into a Games

start, “So the Skaven immediately

appealed to me.” However,
Kirsten's love for the scurrying rat men
didn’t materialise until her second visit to
Games Workshop. “It was the summer of
’93 and I was with my younger brother
walking down Croydon high street; we
saw Games Workshop and my brother
wanted fo go in. We played a game of
Warhammer 40,000 and | thoroughly
thrashed him with a Gretchin army. When
we went back again I had a good leok
around the shelves and it was then that |
first clapped eyes on the Skaven. | knew
I'd be a servant of the Thirteen for the rest
of my days.”

Being female in what is often perceived
as a boy’s hobby was no barrier for Kirsten.
“l was in the Boy Scouts for six years, I've
always loved horror films, kept pet rats,
and am a committed LARPer (That’s a Live
Action Role-player to you and me —
Grombrindal) — I'm a real tomboy!” Kirsten
soon became a regular at
her local store and from
there joined Games
Workshop in October “97.
She spent the next few
years in and around the
London Hobby Centres as
a full-time member of staff.
So how did Kirsten make
the step from full-timer to ‘Eavy Metal team
member? “I love my job; I've wanted to be
an 'Eavy metal painter since | was 14.
When | was a regular at the Croydon store
we were lucky enough to have two

/ I I love rats,” states Kirsten from the

excellent ‘Eavy metal standard painters. |

made a point of coming in after school and
nagging them to teach me how to do stuff.
I'd be at the store painting table every
weekend. Once | learned the techniques |
kept practising and practising.”

It wasn't just in the store that Kirsten
would use her new found skills with the
paintbrush, Throughout her GCSE and A-
Level art courses, Kirsten used the
techniques she had learned at Games
Workshop Croydon. “Much to my teacher’s
annoyance, | brought my Citadel Colour
paints and used those instead of the paints
provided by the school. Despite me
bugging her, she wouldn't let me use
figures as subjects for my art projects.
However, my A-Level dissertation was on
dragons, so a couple of Citadel miniatures
snuck in there.”

Workshop store almost on a whim in the early
’90s, she has been hooked on painting Citadel
miniatures. She joined the ’Eavy metal team in
January 2000 and has been a valued, prolific
member ever since.

When Kirsten isn’t busy with her
paintbrush she still likes to indulge in her
artistic side — she and her husband write,
design and illustrate comics, drawing
inspiration from her time running around
stately parks with big rubber weapons as a
LARPer. Still, the majority of Kirsten’s time
is taken up with painting miniatures. “Like
any skill,” Kirsten says, “you need to keep
practising to maintain a high standard. And
never think you know it all; there are

:always more techniques to master.”

It was this positive attitude that kept
Kirsten entering Golden Demon, despite
not doing as well as she’d hoped in the
first few years. “l have a tendency to leave
things until the last minute,” she admits,
“With my early Golden Demon projects, |
would frequently get through the first cut,
but no further, because | left too little time
for my project. | would only really get
started on it about 72 hours before the
show, finishing about 3am on the Saturday
morning before Games Day.”

‘ Never think that you know it
all; there are always more
techniques to master. ,,

However, Kirsten was finally noticed
for her great work at Golden Demon 1999,
getting her battle scene entry into the
hallowed finalists’ cabinet.

“It was an Undead Griffon ridden by a
Liche being attacked by a Wood Elf Lord
on Eagle.” (see pg 96). Though she
narrowly failed to gain an award, a few
months afterwards she was invited to
Games Workshop's Head Office to have
her models photographed.

“I took numerous projects with me,
including my Sisters of Batile and lots of
my Skaven. It just so happened that ‘Eavy
Metal’s Keith Robertson noticed them, and
so | was asked to come up for a job
interview a short time later. I've been here
and loving it ever since!”

Despite being on the ‘Eavy metal team
for so long, Kirsten has been suspiciously

absent from Golden Demon for a while

now. “I plan to enter the Open Category
every year,” she says, “but it just always
seems to creep up so quickly. I'll be there
this year, | promise!”



Slaaneshi Daemon Chariot

Kirsten wanted to make this scratch-built chariot loak lithe and fast, and so opted to use lots of Elven bits. For instance
the main carriage is the Dark Elf chariot, the numerous blades come from High and Dark EIf ranges (A). For the Steeds,
the Daemonette riders were removed using a rotary tool, and armour plates made from Green Stuff were added to the
Steeds’ backs (B). The reins were made of jewellery chain (C); Kirsten says getting the right lengths and attaching them
to the heads of the Steeds was a painstaking process. ' ' '

as the harness for this were made from Green
model. Patience was Stuff. They were added
needed to get the chains after removing the

tor the right length. Daemanette riders from
' the steeds.

% ? Jewellers chain was used o The armoured plates
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Champion of Nurgle

Kirsten wanted to get over just how gruesome and gut-
wrenching a Champion of Nurgle should be. She used
numerous washes and glazes of Green, Brown and Red
Inks to achieve his unhealthy look (A). The scenic base is
worthy of note, as the bubbles floating up from the
rancid puddles are made from different-sized glass beads
(B) purchased from a craft shop.

" e |
4 ¢ I
Al A Fiih

The bubbles floating on the base were The horse’s flesh is marked
made from small glass beads. with the sign of Nurgle.

Liche vs. Spellsinger Battle Scene

This is the model that nearly earned Kirsten a trophy at Golden Demon 1999. The Liche is heavily converted from metal
Undead components, a Skeleton Regiment kit (A) and some Bretonnian Knight bits. The Spellsinger is a slightly simpler
conversion, made from a Warhawk Rider and an old Wood EIf Sorceress (B) model. The two models are joined by a
lance made from a length of solid brass wire (C), and pins in the wings (D).
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Rough Rider

This inducted Imperial Guard Rough Rider is a conversion for Kirsten’s ongoing Witch Hunters army — a project she
has been working on for over nine years! The creature is a Lizardman Cold One (A) and the torso is from the
Immolator Battle Sister (B). The legs were originally from a plastic Wood EIf Glade Rider, heavily filed down and built
back up again with Green stuff to create the carapace armour (C). The skirt was also made out of Green Stuff. This is
the first in what Kirsten hopes will eventually be a squad of 10 Rough Riders.

Creating and using glazes

The scales on the Rough Rider model were finished off
using a glaze, which is one of Kirsten’s favourite
techniques. Glazes are very useful for adding a
smooth, reflective finish and can also be good at
"knocking back” over-highlighted areas. To create a
glaze, choose an ink in the colour you need and add a
tiny amount to some water. The aim is to literally give
colour to the water, nothing more. In this example,
Kirsten highlighted the blue scales all the way up to
Skull White, then, to stop the white dominating the
texture and making it look chalky, she applied blue
glaze in several layers,

Daemonhunters Inquisitor

This is one of Kirsten’s favourite models from the

ot o
i
Sy 2
=

Gl
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Ultramarines Company Standard Bearer

The reason this fine model was
chosen for this showcase was
the banner. Kirsten enjoys
“flatwork” and this was her
first attempt at it within the
context of our miniatures. An
old black and white transfer
was placed on the plastic
banner as a guide and Kirsten
built it up from there.

The Wrath of Change

Kirsten was asked to create a scenic base for this Chaos Sorcerer and his familiar so they could be photographed. The
twisted and corrupted tree (A) was actually a piece of scrap wood she acquired from the Studio hobby team. Faces
made out of Green Stuff were added to the trunk to make the tree look even more Chaotic. The poor unfortunates in the
throes of change (B) were made from the Empire Militia frame; the gruesome eyeballs, mouths and tentacles (C) mostly
came from the Chaos Mutation frame, while a few other bits were made from Green Stuff.

The patiern was painted Shining Gold, then
highlighted with Burnished Gold and Skull
White. Kirsten used a Fine Detail brush for this
delicate work.

The mutations were
created with bodies and
heads from the Empire
“Militia frame and some
choice components from
the Chaos Mutation framie.
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The Games Workshop
hobby is all about
modelling, painting and
gaming with Citadel
miniatures. Games
Workshop’s range of tools
allows you to get the most
out of the model’ling aspect.

HOBBY

ESSENTIALS

lNVALUABLE ACCESSORIES FOR YOUR MODELLING

TOOLS

: i .
Drill Bits  Set of Files Pin Vice set Curved Pliers Tweezers. Sculpting Tool
£6.00* £5.00 £8.00 © £7.00 £4.00 £4.00

*Sek 80, Sek 100, Nkr 100, Sek 120, Nkr 120, Sek 115, Nkr 125, Sek 80, Mk 85, Sek 50, Nkr 45,
Ntf a5, Dkr 85, €11.50 Dkr 100, €13 Dkr 100, €12.50° Dkr 70, €9 Dkr 45, €6.25

Bkr 70, €9 "

MODELLING MATERIALS

Gravel

Snow
£5.00 £5.00
Sek 70, Sek 70, Nkr 75,
Nkr 75, Ckr 50, €7.50
Dkr 50,
€7.50

Flock
£5.00

Sek. 70, Nkr 75,
Dkr- 50 €7.50

Sand

£5.00
Sek 70, Nk; 75, Dkr 50 €? 50
Pictures for lusteative purposes onle Product contents may vary, Produets sold unpainted and unassembled. Certain Ciladel producls may e dangerous if used incafreetly. Prices. conset al lime of going fo press, plsase contact us for current

Static Grass
£5.00
Sek 70; Nkr 75, Dkr 50, €7.50

availziiiy and correat Games Workshoo pnces. Prices quoted are for peaduels sold by Games Werkshop through its own stores, ¢

DAMES
WoRISHOP

WATER EFFEGTS
EAU ARTIFICIELLE
WASSEREFFEKTE
EFEQTO DE AGUA
EFEETTO BAGMATO
Y=o 7=z =

Her el

Water Effects

£12.00 P Glug

Sek 180, Nkr 180, £3.00

Dkr 150, €20. Sek 50, Mkr 55,
Dlr 45, €6.25

These Citadel products may be dangerous if used
incorrectly. Games, Workshop does not
recommend them for children under 16 without
adult supervision:

Plastic Cutters
£7.00 -

Sek 115, Nkr 125,
Dkr 100, €12.50

ADHESIVES AND EFFECTS

Super Glue Plastic Glue
£3.00 £3.00 ]
Sek 50, Mkr 55, Sk 50, MNkr 55,
Dkr 45, €6.25 Dkr 45, €6.25

Green Stuff
£5.00

Sek 70, Nk 75,
Dkr 50, €7.50

their own prices,

retaers are respons
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Never shopped online hefore? Here's why )

=ONLINE STORE

Exclusive Models

Fast, secure and straight to your door!

SPECIALIST WHITE

THE LORD OF = oy GAMES WORNSHOP

THE RINGS

WARHAMMER
40,000

UK ONLINE STORE WARHAMMER

Rdvance Orders MNew Releases Terms and Conditions Help Checkout

+++DIRECT EXCLUSIVEs++
DWARF LORD WITH
GREAT WEAPON 1
511301 £6.00

+++DIRECT EXCLUSIVE+++
WARDANCER 2

VeriSign

Secured

Free standard defivery when
you spend £100 or more.
Click here for more details!

2003 Catilogips — £5.00

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

 EASY: The Online Store has never been easier to/use; with straishtforward navigation categorised by
garme, vouwill be-able to find everything that you want.

SECURE: We use VeriSign 128-bit encryption which, put simply, nieans that the Online Store is
100% safe to use.

STRAIGHT TO YOUR DOOR: Your models are delivered wherever vou want. You won't even have

to go out!

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

CHEAP: When you take a trip into tlown — paying for your bus fare; petrol, parking, a coffee and 3
hite to eal, the costs can rapidly stack up. By using the Online Store you could be spending a lot less

money and saving time too!

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

www.games-workshop.co.uk/store




The Gomplete Range

Everything in store and a lot more! The Online Store carries
everything a traditional Hobby Centre does, plus a lot more that
you just can’t get anywhere else. We also have huge stock levels
and if an item is out of stock it is probably in the warehouse so we
can get it back for you within a few days.

BELTSE: L

- WARHAMMER FLOAE At
= 40000, /S, ey
e an!nkc:naa'.\m\:n: "j‘jm_‘-'w"ﬂ"m
g
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NEW WRRAAMMER ARMY BOOK

Advance Orders

iR

POST OFFER

If you've never used the Online
Store before, here is the perfect
chance to give il a go!

Every order placed between
12am on Friday 23rd of February
and. 10am Monday 26th February
over the amount of £18 (that's the
price of a regiment box set)
through the UK Online Store will
be delivered straight-to your door
without paying a penny in
postage!

Offer only available to orders being
delivered to the United Kingdom and
Narthern Ireland and on our standard
‘Rayal Mail Express’ postage.

All orders placed after T0am on
Monday the 26th of February will be
charged postage at our standard rate.
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part in the'event how he got on and what he
would take away with him from the experience.

ndy: A keen hobbyist and tournament player, | thought I'd try

my hand ar something new and enter the niore relaxed

atmosphere of a campaign weekend. The 2006 campaign
weekend held extra appeal for me as it marked the beginning of the
summer campaign, The Fall of Medusa V. The chance to be involved
in the apening phases of the grand assault was too much to pass up.
I'decided to use my lron Hands Space Marines, fielding a force
comprising a 1,500 point main army and an additional 400 point
Combat Patrol. As campaign weekends are a relaxed gaming



sk 2 AL : - Occupie: by th .Tau. Erﬁpll;: Once agarn wa readred fcr
' b_ le, this time bringing home a victory for the team,
gﬁggﬂi[}éﬁ% were gl yed. A s S e though by the end of the game 1 had'but a handful of
dmrfesd :my;?t%ams de idm on thzfzfmleq rac:;s .sumv ng Space Marines, including one Scout sniper who'd
Gk andedly brought down a Tau Piranha. Sadly other
and objectives. S :
' ‘members of our Imperial team did not fare so well, losing

most of their games.

¢ In our first game, we found ourselves battling the Tyranids

A in a series of Combat Patrol Doubles games set within the

M mnfmefa of the Labyrinth- beneath the city of Sybilla Terhus
1 teamed up wrth my friend, Joel, and together we

managed a draw against the allens; thanks primarily to

G Things stepped up in the third game as we progressed to a

A 1,500 point game, this time against the Ork menace in the
- region of Corinthi. | find it very challalg:m, playing against

[l Joel's Devastator squads and their impressive shooting. Orks — no matter how many go down to bolter fire, it never
" Elsewhere, our comirades were doing well as our Imperial seems to make a dent'in their endless waves! With this in
team crushed the Tyranids. :_ mind | set up as far back along the table edge as possible.

www.games-workshop.co.uk/campaignweekends 103



Space Marines.

Each miniature in
Andy’s magnificent
army has been lovingly
converted. Here is but
a selection of his
amazing lron Hands

‘objectives and even

104 WHITE DWARF DARK STARS

b

highlight being my sole-surviving Iron
Father, bludgeoning the Ork Warboss to
death with his Crozius Arcanun.

As the stakes grew, so too did the size of

flank of four Dreadnoughts on the rampage

and there was not a Tyranid organism left
alive on the battlefield.

6 6 Unfortunately, the Orks were
disinclined to go along with my

SUNDAY
A very important lesson was to be learnt
first thing on Sunday morning in the second
1,900 point game of the weekend ~
remember the mission.

‘The scenario was Breakout in our first
lengagement with the arrogant Eldar.
However, despite any warm feelings |
might have had towards shooting up the
Eldar with only their 4+ Armour saves to
protect them, it was my own artogance
that would lead to my downfall.

With heavy bolter and
assault cannon fire tearing
through Eldar bodies =
across the battlefield | wiped
the Biel-Tan army out in four
very bloody turns. But I'd e
forgotten the scenario

with two turns
remaining, it was not

plan, opting instead to hop aboard

euvre my units off the
ieve a mission victory.

6 saw our team return to Charybdis

b its armoured body;,
‘blewing the ancient

combat. Not even Joel’s crack-shot
Devastator unit could help us now as the
last of our valiant warriors, like the rest of
our Imperial team, was trapped and cut
down within Corinthi.

‘!Ui l"
L Ty

| eten 2
S



The Imperium is quick to aci, hoping the activities af the renegade Inquisitor.
However, Ghobi's actions have drawn the attentions of other races including the enigmatic
Eldar, the malicious Dark Eldar, fearsome Orks and the brutal forces of Chaos.

With the risk of their hidden past becoming exposed, the Dark Angels have little choice but
to respond, and with the Inquisition demanding answers, the Dark Angels find only enemies
on all sides...

To play, you will need a legal 1,000 points force and a 500 point reserve which when added
together make a legal 1,500 points force using the Standard Force Organisation chart. You
will also require a Combat Patrol force for your chosen army that follows the army building
regulations in the rules pack. These can be downloaded from the UK Events Diary online.
Your ticket covers seven games across both days, lunch on both days and an evening
meal on Saturday.

Age Limit: 16+ Ticket Price: £50

Please Note! There are 42 tickets for The following races are limited to only
Imperial players which include the 14 tickets per race:

following codices: Imperial Guard, Dark Angels, Eldar, Dark Eldar, Orks
Space Marines, Black Templars, and Chaos Space Marines.

Daemonhunters and Witch Hunters.
Get your Dark Stars tickets now by calling 0115 91 40000
www.games-workshop.co.uk/campaignweekends
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AN INTRODUCTION TO

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

of the Rings strategy battle game immediately.

s
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BOX CONTENTS

34 Plastic Miniatures Balin’s Tomb Plastic scenery Gaming Essentials

Many of these models are only available Recreate the Chamber of Mazarbul on the  Full version of The Lord of

in this boxed set! tabletop! the Rings strategy battle
eame rules!

= Frodo » Merry & Pippin  » Legolas « Four pillars « Well
« Sam « Baromir « Gimli SRy « Balin Tomb = Small rf"',"'“ 12-page rules manual
= Gandalf s Aragorn « 24 Goblins Two, trapdears s Dosd Dwstves » Fantastic introductory booklet

= Cave Troll (with two weapon options) «The Book of Mazariil « Four dice = Two Rulers

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




- Saturday 10th March sees every Hobby Centre across the country
celebrating the release of the new Dark Angels and Space Marines
miniatures with an awesome modelling day, and YOU’RE INVITED!

arch 2007 is the time of the Dark
MAngeIs — first among all the

Adeptus Astartes. In this, their
most detailed codex to date, the full
history and background of this mighty
Space Marine chapter is explored, from
their rise 1o glory during the time of the
Great Crusades of Mankind and the
Emperor, to their subsequent descent into
darkness, known as The Fall.

Together with a new codex is a whole

new range of Space Marine miniatures
Jincluding plastic sprues for Dark Angel
Veterans and the Ravenwing, as well as a
~ brand new metal Master of the Ravenwn:g
s 3

Every store in the UK will be running
all manner of Dark Angels games and
activities
and demonstrating ways to assemble and
paint the new miniatures — many of which
will be available to buy on the day!

All the events are free and all you need
to do is turn up. We strongly recommend
you arri .arly as pnsalbie at vour POLaI
Games
diaappmntment

‘Check with your local Games Workshop

Hobby Centre before Saturday 10th March
to find out what’s happening in your s
Turn to page 116 to find your nearest
Hobby Cen log onto:
www.games-workshop.co.uk/storefinder

howcasing the lavish new codex

Don't forget to bring, or
buy, any essential hobby
tools such as clippers,
files and glue with you
on the day!
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THE COMBINATIONS
ARE ENDLESS!

You can combine the new plastic Dark Angel and Space Marine Devastator sprues with
: . any of the pre-existing plastic Space Marines. With all the extras included on the sprues,
i S i e you can really personalise your force, making each warrior a characterful individual. Find
) out how to make all these combinations, and many more, on Saturday 10th March instare!

-’ =

DARK ANGEL VETERANS SQUAD
99120101047 £12

Use the new [N i Add plastic Convert
plastic Dark  [GE ; 3 heavy entire units of
Angels sprues weapons to plastic Space
: bt : with the vou Black Wolf Long
MVEN‘:gigg}Tg#l;g(ig:DRON Assault squad Templar Fang packs!
. sprues to ‘Crusader
create your squachs!
awn Unigue

Jurnp infantry!

'SPACE MARINE DEVASTATOR SQUAD
99120101053 £20

Sy SPACE MARINE ASSAULT SQUAD This Space Marine Devastator,

| 99120101034 £15 painted by ‘Eavy Metal takes
elements from the new plastic
sprues, and combines them with
the head, body and legs from the
Tactical squad sprue,

This Ravenwing Land Speeder uses
components from the new plastic
Dark Angel Ravenwing sprue to

add a little extra character.




COMING NEXT MONTH INSTORE...

EASTER

""\-

\wmmym / ELDAR HARLEQUINS

From the depths of the webway come the Eldar
Harlequins — a mysterious subculture of the Eldar
whose every performance is a dance of death.
Dressed in striking costumes of every colour, the
Harlequins are a challenge for any painter. This
Easter, why not visit your local Hobby Centre to
see a preview of these amazing new miniatures
and find out why they are a painter’s dream!

WARHAMMER:  NEMESIS CROWN

This summer’s global campaign, the Nemesis \/ \/
Crown, is fast approaching, and the Easter break b O { B
is the perfect opportunity to come into stores and AYA i
prepare your armies for war on a scale never -

before seen! All our store staff will be able to help W0 A¢>

you quickly paint your armies to a great standard!

[ORD#R AINGS KHAZAD-DOM 2 % &
g <R %

TRATEGY BATTLE GAME

The latest Sourcebook for The I.ord of The Rings

www.games-workshop.ce



“23nd-24th June 2007
Warllammer Wﬂl'lll
"Oﬂlll!ﬂlam.

Join forces with a friend to create a larger
hammer allied army,

d¥ace alliances are encouraged, which
s a totally different Warhammer gaming

will need the following to take part:
0 p‘oints Warhammer force for both
ers in the team.

5 R“‘ The combined forces will total no more than
1,500 pomts

tea and coffee both momings, and
s on Saturday to get you started. :




Store and Community news

FRONTLINEQ! !

Need to find a store or club near you?
www.games-workshop.co.uk/storefinder

Our newly revamped online store finder is easy to use and features detailed maps, and directions straight
from your door to the nearest Games Workshop store, Independent Stockist or GCN gaming club! Use the
store finder to find new opponents in your area by searching for local GCN clubs!

Iy — Y
GAMES WORKSHOP NOTTINGHAM

Address Contact Details
. 4 ® 352 Friar Lane ® Tei; 01159 AEDE5L
(Games Workshop Online Store Finder # Nettingham : .
i ® Engiand
Wl
Fmgﬂf’ﬂ‘? o the. Em Werkshop Online Store om0

Ta o ehetalls of your local Games Warks Directions
Mosby Centres; Independent Stockists and
L. Bepart on Algerney Street snd cobvinue West for 0.02 maes,

g Chatn, $imply eniur your audress detsds
I one Dﬂ the Tizlds: 9::4

Aoad: e A

e

Posk Code Fou buscads.
(g riers i R

Seanen

Just type in your road name and city, or a
full postcode and then click on the
‘Search’ button below.

Turit nght orin Geows Raad and conbnue Ny Ea5t for 0,07 miles.
Turn oght orte ASGIFE Castie Bsulivard and continae Sast for D08 miles,
Tuen baft by Maid Marian Wey 2nd condrue Narth for .07 miles,

Cantinue siaight sl e mue arﬂ Lo i Pt Wist fur 0, 14 mdes,
A the roundaboi, ke the third = r Lane and contimue East for 0,
7. Ariive at you destinatios and (mnnue Warit: Wcs( for .01 Ml

et

& tote: The directions given ane from where yau enterd in te Store Fader,
& ou can call Games Warkshop Direst on. 011591 80080 whe cin adyise youl

r Games Workshop Hobby Centres

\_losation of your aearest store; Stockists or cub. J

On the next page there will be a map of
your area, with all GW stores, GCN clubs
and Independent Stockists marked.

Click on any location to view a detailed
map and a full set of directions from your
address directly to the store or club!

Z2DARK ANGELS AT
THE CITADEL MINIATURES HALL

o doubt you will have seen many of
N the new Dark Angels miniatures

throughout the pages of this issue of
White Dwarf, but why settle for pictures
when you can see the real thing! The
studio’s collection of Dark Angels, painted
by the world class ‘Eavy Metal team, will
be on display throughout this month in the
Citadel Miniatures Hall.

This Dark Angels Librarian in Terminator armour is
one of the awesome new models you could see at
the Citadel Miniatures Hall!

Check out this month’s Store & Cluh finder as well as the Events Diary

Toys Toys Toys
12?Higyh Sg‘yeet
Bamett Herefordshire

Tel 020{‘} 449 0966

9 | BX
1‘@5‘:-0:1'114._2 550437 :
_I*ﬁmétanton Models

hgate
Hunstanton, Norfolk
PE36 6BA
Tel: @1485,5333'254

in
Sh _ebrook, Man&fle[d
NG20 8AN

Tel: 01623 746570

www.games-workshop.co.uk/shepping

4
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Upcoming Events

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

whitedwarf@games-workshop.co.uk

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

® Tst April WD331 (uly)
e st May WD332 (August)
® 1st June WD333 (September)

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

Events diary abbreviation guide

........................ Warhammer
Warhammer 40,000

.......................... Blood Bowl
WAB....Warhammer Ancient Battles
WPS...Warhammer Players' Society
WECW Warhammer English Civil War
EpiC....vi.ovnne Epic Armageddon
LEITR The Lord of The Rings

................ .Games Workshop
.Grand Tournament

MAY 19TH-2QTH 2007

e

presents:

'GRAND TOURNAMENT: Final
WARHAMMER 40,000
Date: 3rd and 4th March, 2007
Venue: Warhammer World, Nottingham
‘Age Limit: 16+

Details: Qualifiers from the heats compete for
thelr 2007 rankmg in the Grand Final. They

Warhammer 40,000 army and will play six
games over the weekend, with the winner
being recognised as the 2007 Warhammer
“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 91 40000
Website: www.games-workshop.co.uk/events

OMIFTEEGR presents:

Date: 4th March 2007

Venue: Crowne Plaza, Congress Road,
Glasgow

Details: This event includes a painting
competition, terrain workshops, participation
games, army workshops, as well as the latest
releases and hobby supplies.

Tournament tickets cost £40 (admits 2 people).
Open Pass costs £10 (admits 1 person).
Contact: Hobby Specialists — 0115 91 40000
Website: www.games-workshop.co.uk/conflicts

GCN presents:

Winds of Magic 2007
Warhammer

Date: 10th March 2007

Venue: Harmans Water C@mmumty Centre
‘Details: The Winds of Magic 2007 is a
Warhammer Doubles Tournament using the
;}O{Jbbint force, combmed with a partner to
make a 1,000 point army. The day will start
-at 9am and include 4 games.,

Tickets cost £10 per person (£20 per team).
Contact: chair@bfgclub.org.uk

‘Wehsite: www.bfgclub.org.uk

THE EVENTS DIARY

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

(GAES WORRSHOP I T

SPACE MARINE
MEGA MODELLING DAY

Date: 10th March 2007
Venue: Games Workshop Hobby Centres
arﬂund the UK

new Dark Ange!s and Space Marine
Devasrators visit any GW store and fmd out
really arel An event no Space Marine
enthusiast should miss. Discover new ways to
‘assemble your wartiors of the Imperium,
-combining the new sprues with existing
‘Space Marines! From Space Wolf Long Fangs
to Black Templar Castellans, let your
imagination run wild!

Contact: Hobby Specialists — 0115 91 40000
Website: www.games-workshop.co.ulk/storefinder

presents:

CONFLICT
SOUTH-WEST

Date: 11th March 2007

Venue: British Empire & Commonwealth
Museum, Clock Tower Yard, Bristol

Details: This event includes a painting
-competition, terrain workshops, participation
.games, army workshops, as well as the latest
Tournament tlckets_ cost £40 (adrriits 2 people).
‘Open Pass costs £10 (admits 1 person).
‘Contact: Hobby Specialists — 0115 91 40000
‘Website: www.games-workshop.co.uk/conflicts

QS WORESHOP, presents:

Rise of Kingdoms:
The Return to
Karak Eight Peaks

Warhammer Campaign Weekend
Date: 14th-15th April

Venue: Warhammer World, Nottingham

Age Limit: 16+

Details: The Dwarven hold of Karak Eight
Peaks has seen many years of conflict,
bloodshed and horror. Now great armies rise
to take control of the mighty kingdom;..

114 WHITE DWARF FRONTLINE

Event information correct at time of Boing ta press. Games Workshop is not responsible for events not run by Games Warkshop,
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You will need a 1,000 point Warhammer
army and an an 800 point Reinforcements list:
that can be combined to make an 1,800
point list. In addition, you will need a 500
point Border Patrol. Tickets
for this event cost £50. Follow the weblink
below for more details about this event.
Contact: Hobby Specialists - 0115 9140000
Website: www,games-workshop.co.uk/

campaignweekends

...'
GAUES WORHSHOP S (LT 124 i

Rise of Kingdoms.~

The Talismans of Ulthuan
Morheim Campaign Weekend

Date: 14th-15th April

Venue: Warhammer World, Nottingham

Age Limit: 16+

Details: The Dwarven hold of Karak Eight
Peaks has seen many years of conflict,
bloodshed and horror. Now great armies rise
to take control of the mighty kingdom...

The Mordheim campaign weekend runs
parallel to the Rise of Kindoms Warhammer
campaign weekend. You will need a 500
gold crown warband to take part in this
campaign. Tickets for this event cost £50.
Follow the link below for more details about
this event.

Contact: Hobby Specialists — 0115 91 40000
Website: www.games-workshop.co.uk/
campaignweekends

RGP presents:

[EISIBI‘II Europe
Grand Tournament

Date: 14th-15th April

Venue: Warsaw

Age Limit: 16+

Details: The Eastern European Grand

Tournament welcomes more than 200

entrants from more than seven different

countries. This year will see teams coming

from Moscow, Siberia, Prague, Budapest and

Denmark to name a few. This is also the first

year that we will be introducing The Lord of

The Rings into the event to join the

Warhammer 40,000 and Warhammer games.
This event is  strictly first come, first.

served, as we sell out every year.

Tickets cost £10

Contact: Hobby Specialists — 0115 91 40000

Website: htpy/ne games-workshop.com/events

 presents:
Blood Bowl
Yorkshire Rosehowl IV

Date: Sunday 15th April
Venue: Games Workshop Wakefield
Details: The Yorkshire Rosebowl

www.games-workshop.co.uk/events

Championships are back. Have you got what
it takes to smash yvour opponents into the
ground and lift the fabled Rosebowl? To join
this Blood Bowl tournament you will need a
1 million Gold Crowne starting team with no
star players. Tickets cost £10

Contact: GW Wakefield on 01924 369431
for more details.

presents
Grand Tournament

Date: Sunday 21st-22nd April

Venue: Remisen, Blegdamsvej 132, 2100
Kabenhavn &

Details: The first of the new style Northern
Europe Grand Tournaments for both
Warhammer and Warhammer 40,000. 80
tickets will be available for each systern —
book early to avoid disappoiniment. To
download the rulespack go to the Northern
European webs:te listed below.

Order, Games Workshop Copenhagen and
selected Independent Stockists. Call Mail
Order and reserve yours now.

Contact: +44 (0) 115 918 4040

Website: httpy/ne.games-workshop.co.uk

presents:

Blood Bowl
Grand Tournament

Date: 12th-13th May

Venue: Warhammer World, Nottingham

Age Limit: 16+

Details: To attend this season’s Blood Bow!
Grand Tournament, you will need a

1 000 000 Gold Crowne starl:ng team,

lunch, tea & dOl]gh!"IuLﬁ on borh days, and an
evening meal and activities on the Saturday.
Tickets cost £50

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

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.

I:IINEIIBT 2007

Gonflict Scotland .....4/3/07
Gonflict South West ..11/3/07
Conflict North 21/8/01

Gonflict Seuth............3/6/07
prepare for war...

Event information correct at time of going to press. Games Workshop is nol responsible for events not run by Games Warkshop,

www.games-workshop.co.uk/events.
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Our club list allows
you to find
independent clubs
that are a part of
the Gaming Club
Network. The clubs
listed on page 121
all have:

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

Public liability
insurance to protect
the members against
accident.

A good standard of
club rules and a club
constitution.

[ ]
>
4
=
o
=
£
T
Y
o
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3

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

] e T
FULL RANGE OF PRODUCTS

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

IN-STORE ORDER POINT

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

¢ FREE PAINTING & MODELLING ADVICE

oIORE & GLUB FINDER

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

[, W gisl,
¥

No matter what your level of painting or
modelling skill, if you spend 30 minutes
with one of our members of staff you will
see those skills improved and might find out
something you never knew!

FREE GAMING & TACTICS ADVICE
All our staff are experienced gamers (after
all it's what they do for a living!). They can

‘give you sound tactical advice, help you

build battle-winning armies and clear up
most of your rules queries.

FREE BEGINNERS PROGRAMME

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

GAMING ROOMS

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

116 WHITE DWARF FRONTLINE

GW Store

UK Hobby Stockist



—HI]HIIIEI-

the evenlng on tiértam nights. Cail your Ioéal Hmbby Centre' for more detaﬂsf
You can fmd a full list of our UK retail outlets and clubs on our website:

www.games- Worksbopgéa.u%taref nder.
If you're unsure where your nearest todqst is Incated then call Direct on:

alore directory
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BIRMINGHAM, Cr.msnl: Caml:n‘
Tal: 21 477 vz

GREAT BARR, Gaming Crypts

Tel: 0128 250 5600

RURERY, Ray's Hobbies & Toys:

ﬂODM]N Brldmclln_

Tef 0121 4533200 TR
SUTTON cowFrELD. Digital Dragons: BUDE, Nitro RC: |
Tl G4 T BT Tel: 1224 357 170
LIDE, Mare Valu DOSCHESTER, Dorchester Tops:
Tel-OT2Ea 3523 1-{1'J‘a'||5

EAL“QUTH, \ﬁmder}ann‘

EASTROURNE, Phantasia:
Il 47427 723 488
H.m.s BIM_!M nFHa)dl:' FERNDOWN, Hobbycraft:
5 Tehi G202 Sa2.444
SHAFTESEURY, ledlngs-

Tol: D1P47 152175

T N{WQI..M’ Planet Hobbywnad: .
A\‘lMUHY ﬂw Necesslllesa Tel: 01047 B30 51 SHERBOURNE, :"' Giioner:Howse:
el o1l i 5T ALISTELL, .-\deba Toys:

sumNcum .'\ban.us Toys: Tek 7 4 7312

Tol; ST AUSTELL, .s.. Miniatires:

(.Emnubaobs. Haoward Marehall: Tel: 726 7325 WEPACLUTH, Retimelis

el niTas L1 I\m Dragnn’s Haoard:

T KI\"NE. Hn‘hhymh. el

108 330 TRURO, Twma!!
PRINCES RISEOROUGH, Treats: Tl 1472 372 452
1 242354 Eanta,
CAMERIDGESHIRE = GW DURHAM I
* GW CAMERIDG o Tel: 0721 474 1052 20 RPG TN
i 2 437 1330 > GTON: J
WY ERARLINGIEG cd, Tl B170 e 1251

CW THURROCK:
& i

3 ety el TS BDSE
ELY. G‘ywm!r? Tel DI433 (37 et
Tel i 60 3 n!sHod)mml\D Windsack Modets:
uus]'mcncw, Sparts & Fishions: T 3 i
i ib .SEAH'\M. GameMI’War.

PEIIEanmJ H, The Gluey Goblin: Tet: (1341
Tl 01
PETERBOROH Gﬂ. Weslgate Departmient Store:
Tl 133 54515
* GW CARLISLE:
S‘FNEU'S« Flrswwpm' Games: ity Late, Tell G122 1159 8216

2! (V420 IS
ST NEOTS, Westgate Degartment Stors:

-FURNESS, Heaths:
9435
BOVWNESS-CON-WYINOERMERE,
kinsan & Sons:
UT 53 843 D47
cnm&nmoum Tlm Toy Shop:
A F2%
lteswlcl(. ul:ehmd Toys and Hobbies;
Tl 01700 775 275

I.EIGH—ON §E|\, Calhex Bowks:
i\E &7

GUERNSE\‘ gi JHERS PORT, Carousd-

Rr\ LEIGH, Toyann:l:._
D2 77550

!U'ITDN “IM-ASHFIELD, mhu Gumhg

e
\Ch AR, el 07814157 148

“To be exactly sure they have wnat you want in slur:k W rommmend

ca.'hng 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.

BCUR’TDN DN THE WATER,
Bourton Madel Railway:
Tel, 51451 30 bt
swucurfk. Hobhycm‘L
tQ14527424
mouu,. Anlics::
Tel: DFAS3 71 437
STROLID, Psisoft Games!
o] DB70 J42 7478
TEWKESBURY, Toy Zone:
Tol- P16k 295 776

HAMPSHIRE

ow BASINLS roxr

PORT wm..m:

ANDOVER, Haggasairus Taymaster;

Teis (1126

FAEEHAM. Fare!vsm Toys and Hodbies:
NT32

NEw MALTO ! To;-s of Maw Milton:
1 0142

PEYEKSFIEJ.B FB"}‘ Madels:
i F

ps RSFIELD, Fun far All:
Tel: 01736 355 271
N:W.!CHrsrﬂ. Wu(or Matlels:

Tel.
umcwoob, Tors af Ringwood:

RDMS[Y Enundabnul'

Teb 1794 512135

MF'ION Hidden Fostress Lead:
710550

Tulsua

SOUTHSEA, Southsen Mol

Tel: 07152 733 3
WATB{LOOVJILE, Farever Tups Lid:

HEREFORDSHIRE
BABNET, Toya Toys Torsé
Tl (R0 44051

LEUM!NSFER. “afbn’! Muodels & Crafts:
Tel: GASER BIZFUZ

ROSS (PN WYE, Revalutions:

Teli OGS Sed g

HERTFORDSHIRE

GW HE NEL HEMPSTEAL:.

Tel: M362 767 271
Hﬂ'ﬂ'ﬁoﬁl}, Mmpme Madele:
Tl

novsm Tnyshnpc
qr ALBANS, £ s:.du and San;

Tel: 01727 504 6L

STEVENAGE, K5 Modu|s|

Tel: 21430 Feb £16

WELWYN GARDEN CITY, Toys Tays Toys:
Telo 70y 30 319

RYDE, The Sports & Model Shop:
Tel: 1403 562 454

m‘DL Fun, Fact and Fanlasy:
TOTEAY A1F 30

GW BLUEWATER:
L 1B, L

fw r_aNmmuu
4 it 5, dndik Bax L

(;\\" MJ\IDSYONE

w, Tel: 0162 267 733
oW 'I'UNEND[:F WELLS:

A Caniclon Streen Tel- 0153 351 5783
ASHFORD, GZ Emnpuwr! Ll

Tail= 1233 s

BEXLEY HEAT it Krazy:
Tl 20208 Fi7Y
BROADSTAFRS, Time & Space:

T 044 GBS

Tt 01 580 732230
CPAY(OI!I} Hohbyeradt:
q 713208

DL\\"E Tum:rs Morkh
i

ERSHAM, .Mim.ns Toys
7 e 3

GRAVESEND, 'lhe!nmp Centre:
Tel- 01474 534 140

HERNE BnY, sil?imvgs
MRIDSTO\IE Hobhymm‘

Tee i F ks

MARGATE, T.mnuiu Kingeom:

Ta!

SEVENDAKS, JH Lorimer:
TelNFIL 852 401
sevenmxs Manklows;

'IONBRIDGE. Edk Sluﬂ"
TS
WDODCHURCN 'Fhv Madel Shap:
£

15 Miller

ASHTO! UNDER I J’Nl:. ﬁoll!dabﬂul Toys:

Di.
O
ﬂURle\". AI‘MWV Bnllﬂ-
12 01 282470 546
Sl.llt\" Conways Taymaster:
=1 O1RIT 16 3

CHORLEY, Hampsons Toys & Nursery World:

Telt DF2Z5T 253 UAD.
CLITHEROE, Cowgllls of Clitheroe Lid:
T () 423 367 S

mmM.m&swns-.

L P72 BT )
LANCASTER, Micro Markets:
Tal: o5 Y .
LEIGH, Taymaster:
91542671 116
MORECAMBE, Micen Markets: -
Tel: 01324 416 305
OLDHAM, Ottakers:
Tel: 01615 05 13
omsmkx, Tayhrst

1: 1635 373500

FOUF.IEN LE FYLOE, Aabas bonltare:

ALE mmln Models:
pulchs N Pl
msron y Habbnalt

Tel: 0

GAN, Wi nMnde'CelNN'
|¢'."1'I"2 s

r\\ LEICE

OOAL\"JILE, l.'.l:nﬁn anmas'u
Ted:@iss0 A3, a

ADI JIANH FJOI1S

00 2 745 280

s‘.eve’s Collestables and Models:

On \!YON-(I.E\"ELYS, ToyZsave Collectables:
id

www.games-workshop.co.uk/storefinder



LINGOLWSHIRE ARER
W GRIMSEY:

9 Vesk 5 Maney Gair, Teh: 0147 234 7757

11 ot el VWatorude
E 0152 4545027
BOSTON, Models and Compulers:
Tok: 01205 365 102,

GRANTHAM, Arhon & Waits:

Tel: 01664 B53 030

GRANTHAM, Furtprince Models and

Holshies Lid:

Tei: GEa76 542 901

LOUTH, Castaline:

Fel: 1507 602 149 .

MABIHHOWE; Belas Toymaster:

Tel 01507471 328
Qw\DRINc M8 Sturgess:

S Tel: 01775 821 J67
SCUNTHORPE, Shermans Model Shop:
Tel: 01724 f42 439

“SKEGNESS, The Model Shop:
Te2: 41 754 763 420
sP.-\LDING Maslm"s Madels:
Tel- 01775 727 274

LONDON
GW BRENT CROSS:

* GW BROMLEY)
Linit 24, The sall, Bromdoy,
3 &

farket Tel 007 2403106

.u’ e R .Trl BAGA 3R 3230
G H'\\lMllSMITH

oW KNCSI'H'U oN T!HMEE
39 File-Howd. Tal: 0208 347 5224
oW JONUD'\I lDl'FOIlD AT

ow m(HMBI\- 3

Lénit 0, Westrinster House, Kow Rugd
Tel: 0200948 §122

CW ROMFORE:

12 (Nm.ral\. .’\K:.u." Ted: 1708 742 140

&Lli'eﬂm T‘ﬁ Tel 0175 446 D675

= Paw i shiaps

5 2830

c\v WJ\IEORD-
e, Hadewln Ceatie.

BLACKHEATH, dnd Impressions:

Tel: 852 4192 i

BLOOMSBURY, Just Games:

Tel: 0207 323 3060,

Cuwcmﬂ Habb-r Stop:
10108 520 FAET

CHIM(‘IO&!'J. Wls of London:
Tel: D208 579 1920

CLAPHAM, Ru
Tel: Q207 22
CLAPHAM JUNCTION, Toyitop:
D27 328 wi7s

DULWICH, The Art Statianers:
Ted: DB 693 5935

FINCHLSV Ll:lwm Games:

GREENFDIID thhy:mﬁ

Tl B208 747 7500

HAMPSTEAD, Mappy Heturns:

Tei G207 438 2431

HERNE HILL, it Williams:

Tel: 0207 720 5455

ltMcmsslllDGE, Harrods:

Tel: 207 70 1214

PUTNEY, Tows

Tol: 1200 708 Has

ROMFORD, Hobbycradt:

Tel: 0700 770 030

HUISLIP, fohn Sanders:

Tel: 01605 634 838

WIMBLEDON, Elys:

Tl [0 0465197

WDGD’GRH—N SHOPPING CENTRE, Tuy City:
BTN R !

_mmusrm RER

MANCHESTER (central

L'r\.kl et Wi S0l - Arnednie Cpatne
Tel:p67 531-56”

GW TRAFFORD CENTRE:
fnid | Dot

Miniatures:
50

C ; Waterstones:
Tl UFE1 H32 1987

MERSEVSIDE AREA

* GW LIVERPOGE

Cersre, Raree

W saUT HPGR!'
Urar K2, darkifs Place Shonpirg Cenre,

Ted: @170 450 12!
ST HELENS, 1D Garning:
Tel: 11744 755 705
SOUTHPORT, Claymore Ganmes:
Tel: 11704 545349

MIDBLESER

EAST SHEEN, Play Insite Cust:
Tel: DI0EE Fab 230

EAST SHEEN, Fandemonium:
Tk 02087 760 Aick
ENFIELD), Jennings Stores:
Tl 7254 803 1604

KORFOLK

GW NORWICH:

12:15 Duchange Steovd, Ted: 1160 376 7636
EAST DEREHAM, Starlings Toymaster:

Tiek: 1 362 697 768

EAST DEREHAM, Youngsters Waorld:
Tel: (1788 562
FAKENHAM, Lou Loas Tays and Gifis:
Tel-01aEBII T8
GORLESTON, Toy King:
Tel; 1403 443 (137

HOLT, Starfings Toymaster:
Ted: 31263 713 1001
HUNSTANTON, Hunstanton Models:
Toli 01485 F32324
KINGS LYMN, Wi
Tel: 01353 760 981
NORTH WALSHAM, Games N Fun:
Tl U781 091 2w

Departient Store:

NORWICH, Battle
Tol: 11603 765 505

- NORWICH, Kerrisons:

Tel: (1043 284008

NORWICH, Langleys

Tol: (1 60% 623959
s

Tays
D223 32 639

T

‘SHERINGHAM, Starlings Tovmasters

Tee: QAT B2 3nk

AVERHAM, Norvic Madels L1d:
| mz.n: #h5214
Paint House Toyshop:
I'<| mﬁm e B4
IRE

* GW NORTHAMPTON:
24 26 \m fur S

Tel:q¥ . G
(.'BRHY, Maw Diepartment Store:

Tel: 0536 H03523

KETTERING, Dattiemasier Games Lid:
Tel= 01536 414 B850

KETTERING, Grvm Angel Cards & Games:
Ted: 01536 353

KETTERING, Tnymasmr Kingdom:

Tol: 01536 512 307

NORTHAMPTON, Hobbycraft:
Tel:Gisls 591 500

| OUNDEL, Qundef Mews:

Trl: T3 273 571
RUSHDEN, Osbome Sparts & Toys:
Tl 01935 312 413
WELLINGROROUGH, Software Seller:
Tel: 1533 240 841

NORTHUMBERLAND

CASHINGTON, Blue Box Models:

r:|:(}|f>?052!2?3 - o
BERMICK LIPON TWEED, Berwick Computer
Games and DVDs:

Tul 01285309 531

HEXHAM, Robhs Departient Store:

Tel: 11434 503 151

RPETH, TG Allan:

B0 315 136

Tl

'NOTTINGHAMSHIRE

GW MOTTINGHAM (Central):
Jda Friar Lane, T

GW WAIH.KMMER \'\OELD'

W o, Larion. Tel: 0115 915 2410

N\‘\NEFIELD lmpl'ﬂﬂon

Tl 18 =6

MANSFIELD, The G.ames' Emparium:

Tel: 61622 644022

NEWARK, Access Models:

Tol: D1626623 116

MOTTINGHAM, Hobbycraft:

Tel: DG45 057 6349

SUTTON-IN-ASHFIELD, Blg Boys Tays:

Tel: 01523 3

WORKSOP, Mindel Base:
Tal; 01904 507 752

- Naw ein, Hll St
101365 2427152
ABINGDON, Just Toys:
Tl Q1235 524 134
BANBURY, Trinder Briis:
Tel: 01295 262

HICESTER, Dentons:
Ful: DIEAT. 324 45
CARTERTON, Giles Sports:
Tiel: GEETT 42 196

DIDCOT, Dentons:
Tek: (1295 816514
OXFORD, inmlk Toymaster;
Ted: (113
THAME, ﬁ.d Puiajler.

ol D184 260 112

WJ\LL!N(‘FORD, Pmﬂsof\'\‘allmgﬁnn{-

WITNE\" Roml:rl’ﬂh
T 01993 70 979

* GW SHREWSEURY:

TELFORD, \ﬁn-.ld Games:

Tel: 41857 676 702
BRIDGENCRTH, Hoblhy Harse:
Fel: D174 6 766 659

OSWESTRY, Funiayre:

Tel: D1ED1 L0 64k

m.r-om, Qucslmg Knlght Games:

&RIDG&WATER‘. Gamu Mart:

Tul: 01278 433 657

BURNHAM ON SEA, GW Hurley:

Tel: 01278 785 241

CHARD, Games Wizard:

Ter A LaD 2 (0]

CHEDDAR com; Class Creatians Lid:
The Li 7 S0,

LTl N d?d\’z-‘o

CLEVEDON, |1 Taymaster:
Telt 01275 341 819
FROME, The Ellenbray Press:
Tel: 1273 462 136

FROME, Pmml. Murid Centre:
3

Tial.
CLASTONELRY, Podalers Taymaster;
Tel: 0T 438 834 562

“MINEHEAD, M.mdmﬂd Toys & Madels:

Tel: 01643 7
TALNT
Tel GTp2E 335 USJ’
WELLS, Wels Models:
01748 (75 253

WESTON SLIPER mna 1) Tays:
Tol- 01944 418 1

FEOVIL, Yeovil Cnseumcﬂm.
Ted: GR93 430 739

YEOWIL, Witch Engine:

Tel: NI 315 427077

STAFFORDSHIRE

. GW AL RT(J'\ oN TRENT:

it 8, Unioa Court
Iel Mze 153 5865

GW STORE:

2F Faftord 51, Teh D178 200 5257

CANNOCK, The Gamers Cupboard:
Tal: DFOTR AT2463

ALSAGER, Al r Toys and Models:
el D];;f?ﬂ;gﬁc?l L

LONGTON, Mini-m
Fal: 01762 315 A1
NEWCASTLE UINDER LYME, Surdowner
Modiels:

Tel; at7uz

STAFFOIRD, Tea Fat Gobfing;

Tek: D17H5 244 439

smx&cw “TRENT, Eattlozane Games &
lertablos:

T|-| 01782 833 623
STOKE-ON m!m Minimen;
fel- 01782

o
Tel: O1827: 300 600

SUFFOLK

= GW IPSWICH:

49 Bulksrmarket. Tel: 01473 210,031
CELES, Toy Box:

1502 712 765

BURY ST, EDMIJNOS, Model Junetion:
Teii 1284 757 4

BURY 5T, :en.uuwns, Starlings Toyaster:
0l 07264 7h

FELIXSTOW] w.: ks Tanis:
Tel: 111354 275 555
HALESWORTH, Haleswarth Tay Shap:
Tel: 03950 874 270
IPSWICH, Galaxy Mmiars & Hobbies Ltd:
01474 729273

LOWESTOFT, Taymaster Kingdom:
e 01302 365 6005
NEWMARKET, Moons Toyland:
Tol- 01634 663 147
SYOWM.\EKI.‘I D} Callectahies:
148 77
SrcmMAnKEr, s.mp:un & Suns:
Tel: 01443 517014
SUDBURY, FT Games:

Tel: 77 466 D)
WOODBRIDGE, Toytown:
Tel: (1394 383 170

SURREY

Uit 1, 043 Tuasgas, Tel: 006345 1743
GW WOKRING
Wt 3 Sleary Courl Tel: 0148 577 1675
CAMBERLEY, Morming Star:
Tial: 04 276 6
CCII.ILSDEN raylors Tuys and Sparts:
247 B
cmmcn. D:wd Marn:
Tal: 633 273 §77
nomm,, Darking Modets:
Tek: (1346 881 747
EFSOM, Otfaleers:
Tel 0l 5t
EPSOM, Treshnuse mm
Tel: 039147 253 272
FARNHAM, Darkstar;
Tal 03253 130324
ONTED, [ Lorimer [td:
Tei 0205 b35 8625
PURLEY, [H Larimer [td:
Tel DTHT 60 9716
‘REDHHILE, Gamers Guitd:
Tel 4377 789 124
REIGATE, The Toy Shop:
Fel: 01737245 3
WALTON DN THAMES, Trechouse Toys:
Tel- g6 252 272
SUSSEN
cw BRIGHTON:

7, Nily Payllions. Tel: 0127 320 3303
W Chaty LE
11 Beamcheoay: Tol: §124 355-2072
GW EASTBOLRNE: i
13 Termins Rnad Tel D132 362 1423
BOGNCR REGIS, Trains Maodels and Hoblies:
Tel: 01243 564 737
BURGESS HIEL, Kid's Stuff:

Tel: 31 577

CHICHESTER, Chichinstor Toys:
Teki 01241 782 055

EAST cm\lmw. Ready T Run Modeis
Tek: 01347

HAYWARDS Hin\TH SIRIN Ltd:

Tel D144 455 993

HORSHAM, Gentle Gallery:

Tl 1405 258 567

T HORSHAM, Ottakpers:

Tel: 47405 ’65 ona
SEAFORD, Big Kids Toy Shop:
Tel: 0T324 239 099
" SOUTHWICK, The Disging Tears:
CTelioizza 5“:1 L3

|STEYNING, Gentle Gallery:
Tol: 1563 812 633 -
UCKFIELD, Kid's Stuff:

Tel: 01925 748 356
WORTHING, KC's Games Shap:
Tal: DI%3 237 983

TYNE AND WEAR AREA

- OW h[u( ASTLE (Central

Ur 1 b N i Cere

" “x) 2413

GW Ml TllfJ (METRO CENTRE):
Tbe f\ua‘!@ it

Tl U121 442 7410
'\EWO\S'rJ.E. Ferwick Ltd:
e 0

31

NORTH SHIRD‘. SR Ghﬂsmn & Somz
01952 570335

SUNDERU«ND. ]bp\lwig::

Tel: 115 102 I-

WHITLEY B’

Teld: 81812531 f:»

LW .C OVENTRY:

et ot Liries Sapiag
23731

'UMI'?IH 'i

W LEAMINGTON 58,
AT fegvnt Stroet Tel 4357
BEDWORTH, Railway & Modellers Junctioa:

Tal: 02475 316 285

OVENTRY, Hobbycraft:
1: 02475 234 J??L‘:
KENILWORTH, Abacraft Arls & Pictures:
Tef: 01026 511 204
RUGRY, Joto Railways & Models;
01788 502 373

A
ﬂﬁwlt 51

LESBLIRY

Vincester Streed, Tl (1173 233 D435
Gw SWINDON:

16 Brunel Mlaza. Teh 0179 343 6010

CALNE, SPS Stationery:

Teli 01249 813 Sat

VIZES, satsrus Toymaster:
Te o 80 p !

MARLEOROUGH, H Duck:
Tel: 01672518 170
MELKSHAM, The e Toyshop:
Tol: 01225 76 415
SWINDON, Spot On Models:
11793 342 Y95
TROWBRIDGE, The Tay Shapt
Tol: (V25 768 41

WORCESTERSHIRE

= GW WORCESTER;

23 Lyehy --.nall L.th’u‘- S
Teb; 0110 561

D&OITMTEH

Look-rite 11d T/ Tryworkd:

Tel- 01965 772 403

_E\‘BHﬁ.M. Ba\!h Honaars LK:

nmmrc_u Hoggunums Toymaster:
ol M52 7hE 052

STOURFORT ON SEVERN,

TP Activity Toys

Tish G245 57

BN

Gi\.' DONCASTER: .

Steet, Diondster,

T b 2320535

CW HARROGATE:

53 Matioa Faride, Tél: 1427386 4370
W HL
3D Paran Sirc st Tel: D148 2754 9878
GW LEEDS (Central):

14-36 Crintrad Road. Tal: 0113 242 0854
C\\c’ I’-HDS [\'a'HITE ROSE)!

ter Ross Copton,

70

W QHF\FFIHD iContral:
1. Fitzy: i ate, el 0114 275 0114
GW SHEFFIELD
AMEADOWHALL CENTRE:
l. Uppar Ml frext 1o

ening
T :UI I ’5“' 93'(6
* GW WAKEFIELD;
95 Kirkzaze, the Rldlr.'= Cenars,
Teel: D190 436 923
GW YORK: . .
134 Lengal: Tel: 0940 453 5014
RICHMOND, Anything Goes:
Tel: (11744 aw 135
air Toymasier:
DIsAZ 062 737 i
BRIDLINGTON, Crappers:
Tel-OTIREBTF 727
HALIFAX, Hadifax Modellirs World:
Tel 01423 345 157
HALIFAX, Mag.umc Waorld:
Tel: (1422 330547
HUDDERSFIELEY, Games Emparium;
Tel: 01484 53 438
HUDDERSFIELD, Semething Wicked:
Tel: DI4EA 558 226
KEIGHLEY, Canways Toymastes:
Tuf; (‘?',}: G 5
[EED’S, Holibycraft;
f0173 35‘ nzo

ums Toyworld:
Tk G112 939 50D
NOR'IHALIH?ON T& FM Grover Lid:
Tel: (T605 234 3

LEY, Cipn! T s
Tel: 01943 452 Das
PICKERING, Puffers of Pickering:
Tel: (1751 472 7A2
POCKLINGTON, Childs Play;
Tal: 01759 304 047

. Myl
0454 141 ns3
Y, AT Spaﬂsadeoys-
i (H757 705 115

'SHEPTJE.B Warganves Emparium:

Tel: 01142 754 525

SHEFFIELD, Wargames Eimporium Garmirg

entre:
Te L1142 BB

WANEF[ELD. Mudel and Cmﬁ C:er'
Tal 01924 174 097

WHITRY, Jaha Aivderscn - Toymaiter:
Ti 1047 ROF T3

WHITEY, Madels and Mavie Praps Lid:
Tef1 (447 603 123

GW CARDIFF:

SV HIgh Stredt. Tel: 02927064 417
* GV NEWPDIRT:

25 Shinanr Siiot, Tels
G SWANSEA: .
45 Prinicess Way, Tal: 0170
EARDIGAN, Helm?s Dewp:
Tol: 43239 431 621

Tul: (1873 &3 hes
ABERYSTWYTH, Albatross:
Tel: D190 617 536
BANGOR, ACME Compiters:
Tel: () 248 371 457
BRECON, | Clark Tays &G
Tel: 01474 +22.365
BREDGEND, Joust for Fun:
Tet 01650 747 Bl
CARMARTHEN, Good News:
Teiz 012607 237 7a%
CARMARTHER, Hanilnps:
Tel: 01267 357 ¥74

P ITS BIuS

harils of Abirgavenny

T CHEPSTOW, Arlists Cormer:
Telz 197 B23ng
- GWYNEDD, LT Lelsura:

Teb 0934T 281 a0
GWERSYLLT, Britc Ideas:
Tel 014978 755451

Tel: O3ET

-L'TUEHIHI:_

LLANELLL, AM Fmsk

.14
LL\NDEINDOU Wil.l.s; Corven Arts:
Tef: DEPCA G4 S04
LLANDUDNGD, Dits Taymaster:
Tol- (1492 57 503
LLANTWIT MAJOR, Ilﬂnbw Plaza:
Tel 0ia4s 724 118
MILFORD HAVEN, Foster Powwell Lid:
Tel: D16 657 171
PORTHCAWL, Game |t
Tel: A5G The 428

+ PEMBROKE, Dragan Alley:

1164h 621 -ISH
RIYL, Lightinot Models & Tays:
Tel: ¢1735 3371 5| 4

- SWANSEA, C

Shaj

§: 01792 B2 (197
SWANSEA, West Coast Games Ld:
Tal:B1792 513
TENBY, Clarice Tays:
Tel: 0134 Bad 44
WREXHAM, Brile Ideas:
Tek: L1974 261 244

SCOTLARD

= GW ABERDEEN:

Uit 1, 1212 Upier Kickgane

122 46 2574

GWAYR: . .

0 Arrain Mall, Ted; 0129 261 0673
GW BHAEHEAD:

115 nraehead Shopaing Cintre,
Ringe frich Reosd, Tel: D21 B35 G4
G DUNDEE:
148 Cormemerciet Streel. Tel: 01148 220 #3582
W EDINBURG]
136 High Siront
G FALKIRK:
12 Cow Wond, Tel: 11132 462 4533

Tal:

0131 220°6540

A1 Unfors Steeer, Ted: 8741 2211673
BANCHORY, Toy and Gift Shop:
Tol: 1370 825 356

BRECHIN, Gardiners:

Tel: 622 265

© CRIEFF, Happy Craft Compary:

Fal: 01764 63377
CUPAR, The Nagpy Fin:
Tel 01334 653160
DINGWALL, Sparts inil Model Skap:
Tel: (i 344 da 140
DUNFERMUINE, Abboy Models:
Tel: 01342 731 175
DUMFRIES, Taytown:
o,

EAST SHBRIDE, D’rs'Muﬁr_lu
Tol: 01355 248 95
EDINBURGH, [T —
1513 |?? aig
ELGIN Imngrs'lﬁ\vmasier.
Tel:013] 542 @
rour mu.nw. Tlm Granite Huuse:
1 01397 703 b
GLASGOW, M&ImGaan
Tl 477 265 414
HADDINGTON, Madel Mayhem:
Tel: 01620 825931
INVERNESS, iz Taymaster:
Tei: (1463 345
ISLE OF LEWS,
A D MacBanald anl Son:
Tal 0851 705 850
KILMARNOCK, T4 Toys:
Td 0563 520262

ROSS, The Hepe Chest:
ot
KIRKCALDY, The Hape Chesl:
Tel: 1592 2500114
NORTH BERWICK, Laws el

ommsv “(TNnan-'lnymaﬂ:r'
Tel: 0156 877 783

PETERHEAD, Cral'gf Domakd Lid:
Tt 0777 454 737

SHETLAND, Harrys Depf Store:
e-'DI-I"fﬂ:ll i

 STIRLING, Do 1t @ Your Lefsure:

Tef: 01786 &3t 975
THURSD, Durrans:

Tel: 07847 593 7169
TURRIFF, E Rag and Son:
Tl BAE 562 610

NORTHERM IRELAND

(E\V BELFAS

Bk ol the Ctre

A0, Coctle Caurt (e
Ted: (69 021364+

- HALLYMENA, Camnnm

23 Frowsh bane 52, O A,

Tal: D2R-15E4282 ]

smsﬂmuz Rngel‘: Tamier.

7 Tricge T Co Den,

BANGOR, Replny Eshien

97 High 5t Co Do, 128-01 455210

COLERAINE, Toymaster Coleraine:

F-11 Chiirch St; Co Derry,

TEE IR TG

ENN]SKH.'LEN Madellers [‘omer.
Co-Femmarigh

("I {\. -hG322367

LISBURN, Wﬂﬂd “of Wander Lisbura:

Ei s i 5, £0 Anlrin,

21
mmr.al)o\cm Jeffer's Toymaster:
Maredolie St Co G,
Tel- 126,35 50

E
GW BLANCHARDSTOWN:
Rlanchankine Shopging Cortre,
2035 318 223 ot

BLIN:
it 3, Lo |
Fel: 0035 315 125 77

BALLINA, Warld of Wonder:
Dlfon Tesmice, Co Wi, Tel 0974

 BLACKPOOL, World af Wonder:

23 Norhoaint Bus P, Cork,

Tedi 0214 10445

BRAY, ER Marris & Sos:

Co Wicklow, Yol 012 867 955

CARRICK ON SHANNON, Mubvey's:

Main Streee |oitrm, Tel: 071 962 2346

CASTLEBAR, McDermaotts:

Coy Mayo, Ted: 096 Fob76

CORK, Art and Hobby Shop:

Dnl 1A Shoppine Crntre, Co £ ok,
1 G2t 436 J500

-conn Artand Hosiy Shop:

T Cak;

upg g Cantre

comc, .\lnddr‘k ?Wna. 3
1314 Coyrmim -1 &
Tel: (127 427 5

WHITE DWARF FRONTLINE

GW Store

UK Hobby §



_ml]fllllil-

CORK, Other Realms:
Faull et Shoaping, Centee, Cork City,
Tl 021 AR 2
CORK, World of Waonder:

O Cork, Tel (27 4210405
CLONARILTY, Coughlan Educational Supglies:
11 'Kedsa 5, Ca Cock, Tel: 013 33068
CLONMEL Hogan's Toymaster
Farnall 5, Cis Tippariry,

152 23973
CHNTARF, Fuerlon
i Al Bk,
Tel: 07 853 1305
DROGHEDA, Art and Habby Drogheda:
15, Scvich ol S, C L, Te: 041

DUDLIN, Hana Toymaster:
48 Mary 51 Te FEI00
D_l.[N'i.M)GH—\i&E. Barha Topmaster:

Mmphy‘s Toy and 6 Ie Specialists:
8 Main 5. Co Wl

Tel: 38 415376

ENMIS, Wirld of Worder:
Woodgay Car Patk, Ca Chage,

Tel: 5041 8557

Hanha Toy
earaiios SCense, wm
Tel- 01 864 2470
GALWAY, Games Realm:

R Taum Rel.

i
GOREY, John Webs:
iy Vestond Tidr U35 20116
KILKENNY, Art and Hobby Kilkenny
|_J-a “giice H Lana, Market Cross, 8,

I‘!iﬂﬂ\ll\’\‘ Ml"\it( Crodty’s:
High &1 Ca Kilkerny,

|-‘I 050 51038

K!LLOICLIN 0'ﬂ|ris'

L e S, Ky

LIMERICK, Hellywaod Empsire:
340 Thiine 8. Cas Limrricis,
Tal: 067 312 477

LIMWICK. D’Ealhm:ns.

. Tek Q31081 403
mucum\ Mary's Toymaster:

2 wzin Er CoCoek, Tel: 006 4347)
LOUGHREA, Mirghy’s World of Wandes:
'I 'IS k A, Lu Core,

NMS. M and Naas:
L 9, Soale ST, Co Kildare: Trl: 145 873 322
NAVAN, Game Bandits

init 1, Tonmate-Lare, Lo Meath,

6907

'r‘

GTA 624 500
SLIGD, WA an A.FWunds‘
Cos Sliga, Ted: 071 119 202 190 478
SHLLOREAN, Nimbic FHige
o Duliin, Tk (M2 589 78 -

Willanm 5 CoOffaly;
WATERFORD, '-Hw thh,‘ Shop
3 ITH' Cay, Cn

WPS'[POR'I Mﬁdofwmdil‘ﬂ
Britige 5, Cor Moy, Tel: 0828 25131
THURLES, Toymaster:

Friar 51, T Tipperady, Tel: 062 5 3z
HWEWY, Flagan's Taymaster:

1 Pt j‘?r,, y,m T 52
TIPI’ERAK\‘ Whelarr's:
B-BE R Soee, O Tipeasy,
Tel: 162 513 :
WATERFORD, Fuzmurice Torymaster:
Tel: 051 870 5
WATERFORD, Ta!| Tabes Boakshop
30 Michas! Sures, Tei: 051 B73 067
WEXFORD, Play & Le
B 3akskar 81, Co W gk‘rd. Tet: D33 23180
WIEKLOW, Hopkis
Hain Streed, Cor ‘.'..Jm.w\ Ted: (MO-67 235

INTERNATIONAL AGCOUNTS

i
Tel: 1238 81 63
DENDEMONDE, Tip Top Maens .
Sinl-Gillseast 75, 9200 Dendermands
Tel: 5221 17 98

GENT, Lood & Spefen -

Kuaringos
Tul: 11 32535
LEOPOLDEBURS, NV Moestermans

LEUVEN, e maepuoe
300 Levi=n,

M.ECM!L[N, De! Spelfanaat

carnarkt 12, 206 Mexielen
T e
DOSTENDE, King Arthar
Paeralann 90 a0 Onsoas
. ()5 51 575

R

MLST, Hermelljn
Lt 36, G300 Aalu,

3414063 )

hNIWE,m’EN Md Dngm G:rme:

ek -
arkenbege,

BRUGGE, Modelboiweentes
H&swla.m:d. e, Lanizesirant T4, 2000 Bnugae,

BEL"SSEL Intertays Anderlecht

aan 315, 1070, Brasal,

Tel dSIEAL IR

BRUSSEL, Interioys Laken

BeiliAvnnue Busleyden, 1000 Bryssel,
Pt s

DEURMNE, The Gamestore
B haitzan -9, 2100 [-eurma
Tel 5 5535

G:Nl Intertoys Gent
Vldirstesat 17, 9000 Gent
Tel 4 224 42

A ‘Diragon Games
Cenl, Dverpoonstnaal 116, 9000 Gent
HALLE, Mishra's Pl. i
l\lrmnfﬂ(‘;'ﬂ"vwg If.lg, TG0 Halle,

HALLE, Top 1 Toys
Basilickstrng ﬁf\- 15X Hafle,
Tel: 3 35604
HASSE‘,T, Obernﬂn
Kedigischie Slaiwes 27, 3500
Haoelt, Tef: 11 431 336
IXELLES, Intertays mafles
l\-l £ il 1050 bl

KORTIRI, Baba
Sint-Amardsgiain 27, 550U
KORTRIE, De Concarde

KOR'TN!'C,A!NM

Droummnikse 52, 8300 Kotk
Tei: 3243 07 o
NEERPELT, 't Spellanhius
Fabiekatrast 10 3910 Mparpelr

Tel: 11 74 49 79

DOSTENDE, Thiwns

.‘.‘.I -iB. HE00 Du_s!':mi!‘.

s Overi
e 2, d9 Ciarifse,
aH7 42 53

2
BOESELARE, Black Border
Statfarstines 55 1300 Rewsalare:
Teli 1 2R 50

ioin: 246100 S ik,

i
TDURN;\L Intertays Tournai

19 Run Rovate: P00 Toarmal,
Tl 6% 21 o
BULGARIA

SOFIA, Magic Warlds

1000, Skt e =g,

SEAFLA,

. Minsia
THI3, Sredna Ger 512133

OSUEK, Land of Magic
Al

Leinan Gacka 1

Tei: 38 E
OSIEK, Zelda,

Trg . Hervica
RIJEKA, Ca\m Master

il
Tel: {1385 214
SLAVONSKI !mﬂ Lesic
Sramagriova 7

M, Land of Magic:
110, Tel: £
z».rnm Landl of Magic
1ikipanha 3" Tel: GO3E5 14570077
ZAEE!.B Land of
10060, Radicewa 13, 'I:[ ORIRSTA2390T

CIECH REPUBLIC
ERNO-ABOVRESKY, Carny Ryt
Chiarketa 3, Tel 605584082
CESKE BUDE]GV!C,E Chaotit
 Tol: G042 50748

422007101

134
Hﬁ.l\l)ﬁc KRALOVE, Knifkupectvi Vathalla
Letcy 1651, Tel: D42 445512 'DDQ
LIB.ER!C\. %rl Doupe.
il 3

l‘l. UI0RA1 595 336

i i'l Tel, OP420 223372461

PRAHA, Cigri Doupe

Miulandiha 412, Tel: 0920 224 934 111
VEETIN, Atlantis

Prifira 42, Tel: 00 42 571417657

GW KBBENHAYN
e KL, 1380,

AALIORE, Deagons Lair
[ Kennedys; Plads 1 9008 Aalborg,

i 12 16 38

REILS €, Deagons Lalr

rurdly Torv 3, BRI Aarhius ¢
0 B3

Fieleingar, Rizen)
Talr45 21 4J Az
HILLERGED, Hal
4,340

LR

AVM K, Farzos Cigare
Skirdersatfa 27, 1057 Kabaifuvn K,
Teii2a 3222110

WOBENHAVN N, Arna fabenlavn
Rentemesterse 80, 2400 Kshenhan NV,
Tel: 83 2570

NASTVED, Arena Nastved

~4 7 aJ?O:J Masturd,

ODE!\«SE ( Drragons Lair
H,ule 71, seib, 500 Oderice C,

nanows Ar c:.-m.-;
od dionstenter, a0 Redoum,

Fal a,{ 35
ROSK“DE (.m.lhc Roskilide
A0 Heeleifele,

ARRENRA, Logekanden Asbenrd
kel A bzr- * Adbenth,
1Y
AALBORG, Allhorg Halshy Service
Murtena 18, 0000 Aalbor

AALEORG SV, B
Alborg 51 Cenve
Teli 9579 15 43
AARHLIS €, Goblin Gate

#y gw.m 2F, W0, Aarhus €,

ALLEREFD, Bog & Idé Allerad
.0 marsensiel 8, 3430 Allensd,
Tel; 8817 27 70

ASMES, Bog & Ide Asnies
Agnies Cenlne2; 4350 A,
Tel 30 B5 G014 ;

CH.I\RLD’ITENLUND,Bug & ité Charlatentund
. 49201 Chasiattentiznd,

ESB‘.I Bunkeren

||-mh|u| ydu 2 BP0 rbws
Tel: 751815

HB]ERC, s.p‘ HAnger Eshjerg .
Kangersgark 33, b7 Ebien:,
Tel: 75121177

ESBIERG, Adventure Corner
Skalepade 80, BPON Febijenz
Telz35 1118 36
‘ESPERGARDE, 8.0,

Beger Eiperparde
\’ﬁilt,;! l{:.lw 2,3060
4

FREDERECIA, Jmi 2 Fun
Panmanieaie 35, TO08H Frederecia,
25 01
A, Bog & Ide Fredericia
Sithersgade 37, 00N Fredericia,
Tal: 76 64 59 65

Legeicrden
i dU'-»bs\\f. \5- 20007 Frateriksbiorg,
Tel:38 1

erbanegade 11, 30 Fredunkssind,
Ted: 47 36 19 39
Glllﬁﬂl‘. Lillys Legataf
rz :A= .-, 3450 Giltleleie,
B

b
GRENA, Bog & Jﬂ Grénd

Tuenet 8, B500 Grend,

Talidly 4219 33

GREVE, B.0. Bager Hundige
Huridige Stuecenter, 2670 Drevs,
Tel: 4390 &
HELSINGE, 1.0, Dager He

Chtesmadn 17.-19, 3200 I-h i,
Ted: 4870 4301

HELSINGE, Teaterbixen
Froderikeborave] 10, 4200 Helsinge.
Tel: 1852 66 77

HELSINGEIR, Hobby & Fritld
Ruseabilieve) 2, 20

Fedr 8 27 454
HELSINGER, 5.0, ss'ger Helsingar

Siriripé Flads T, 3000 H

Tel; 49 21 500

HERNING, Budly Legeta

Herrig C Merkure 17, 7400 Hemin:
Qrx
HERNING, Farges Kalder
Smailegade 12, 7400 Hemning,
Tal: 3510 1897

NERN G, 1.0, Bger Heming
ager f; 74
Te 3A7 AT

HILLERGD, Legekarden Hillenad
Sloisezde 217, 3208 Hillerwd,

Tek: 45 24 61 81

HIGFRRING, Roﬂd& Boghandel
hmum r, n!s 408 el

H’O].B&K, SIML‘fQN ﬁog& 03

Abhead 41,431

Tel: 349 430674

HOLTE, lwmhumdun

Hulte Lt 540 Holie,

Tl #

HORSENS, Lepekaden Horsens

aligacs 15, H700 Horen
75 A1 A0T

HERSHDIM- GAD Horsholm

Huvedgaden 55 C; 2870 Harholm,

Tal: 45 86 0L

HUMLER/EK, Rodes

Tarpenieol 4, 1\1\0 Humleha &,

el te

JGALUN’DDORG Koch's B?!r& Papir

werdilcade. 8, 4—1"!0 h‘a]lm

el 50 51 00 54

K]RLI!HP ide & Hobly

irszade: {J 2.8 MhbRielerup,

KBBENHAVA K, Fantask:
Sl Pedersirede 15, 1453 Kebenhaun K.
Tel: 3347 85 10
l«acs, Kege Eog & Papishande].
e T2, 45000 Kuige.
TS 5 0 e
KOLDING, Good Gam
Lﬁh!aa[le’)i, ] Dtt‘ldm[‘.

KOLDING, 8.0, Boger Kolding

Kolding Swrcente: 52, 1400 Kulrz-n@.

Tel- 75 50 35 34

LYNGEY, B.O. Sager Lyngly

]_yu ighty Swm.nln 54,2200 Lyngby,
el 35 6704 4

LYNGEY, Fam: Cigarer

Sernbanepdatlven 63, 2800 Lyngly

NYKEBING F, Hundehuset

fembuanegatie 33, 48600 S knbin

Tel: 54 B0 I8 45"

N\"WBING M, Marse Boghandel

e 1 'sno h.-’«sbm M,

TS BT
OODER,
Rosens Cader 32 =300 ch.»
Tef: 86 5442 74
Odense C
0l Orlense ©,

0., Boger Eosen;lndmlrel

R sgeriel 5 L.ul Clpail

JAZ{J Oldetizet 50 Tal: 6615 99 2.;
RANDERS, Bog & ide Randers.

\f'adre..,adp . 9N Randers,

Ted: BG 43 08 10

IL-\NDEHS,. Sarrensen Hal

Rldnustaret 4 8000 Raridors,

Teh: 864258140

RANDERS, Randers Hubby Imgert

Adidgad: 13, &‘NID Raneirs,

Tel: 8443 70,21

RINGREBING, a.uu,f Legets]

Aleade 4, 6035 Ringhut-ing

Ted: 97 32 0F O

RiNCSTEIJ, ﬂuddp Legetaj
e |

O Ringsted,
Tel 57 67 1.5 i

HEHOVRE, 8.0, v Redovre
Rm"ow it 116, 2610 Redi e,
04 55
mNNE. Darihe's Hoblystue
Lillenry 14, S
T?I 55 95 9444
ROSKILDE, @nske!
i 1AC, 4000 ;%alulm-
Tk 4630 1163
SKAGEN, Legehden Skagen
. Lanires mﬁ:; A0; 89905l
Tel:5A A3 54 65 -
SKANOERBORG, Schmidt Bog & idé
a0 Skandedian

2,

Tcl ué 5. l“ﬁ
SKIVE, Jydsk Boghandel
N %, 700 Ski
Tel: ;f?l 25 R
SLAGE!SE, UHMM
Ny 274100

ST HEDDINGE, Habbystalde
Leirstofeie] 19, Lejadin, -16(( 51 Heeldlingz,
Tel- 5650 614 10

SYENEXBORC, Farve & Hobliy Hiamet.
Rlosterplads 7, 5700 Sviendboig,

Tel-u} 41 31 31

SVENDBORG, B.0. Bager Svendbnrg
Gerriléae 28, 5700 Svencbiois,

Teh 62 17

TASTRUF, Genbrugshager.

Kngeini 9%, 2630 T,

Tel 4171 6115

mamn Buddy L

1&194, ..fw Fieted,

T
\'i.lll:. B 0 Wr Vejle

oritre, 10, Sentemade T4-26, 7 103 Vajle,
Trd: 75 42 05 44

\"I!OI'IG» Balibe Burker

e 1, #3900 itioes

VORDIMGECHT Legekaden
i, e Vardingberg,

Vaordinghory
roT: 5534 0437

TﬂlllNN Mogasame
Tadts mnt

Ted: 0 312 553844
TARTU, Volakamber
Faurt 3¢ Buli 6

Talo 00 372 7441 525

FINLAND
GW HELSINKL
§||ru rc JIIJ 9 IJ]SJJ

HFI &mkr. '|rrasmpe|:| Helsiakl
ik alu S8, 0010 Helsink,
Ted: (M B3 DA0D

LAHTI, Puolénkuun Fellt
Rautatienkary 1
Tel: 03751 5151

JDENSLIL, Fantasiapelit Joensuu
Keipskan 32 20100 fogtsuu,

1y smru\, Fantaslapelit fyvisiyld
s at 2, U1 Jpveskyls,

KUGFHIO, Funtasiagel %
Tutliprartiiahs ab:af; 70 10 tunpio,
Tel: 017 3011748

oL, Faﬂlamaweill Ouly

FORSSA, Fun Stuff & Cards

Hurmentie 7 Torirskus, 30701 Forsea,
Teli ) 435 k585

HAMEENLINAA, Lelushappi

nm mmankata 17, 13100 Hamomiinra;
&2 3950

HElNou Talousmucyl ja lefu

1 ml.,'u e
3905

Tel:
HYVINKA, ¥
Mol S, (AT Hu-us\w.
Tel: 11143 9176

Hsu.Ml Taikatalo

IMATRA, Kirja-Lahja Alex Ky
Marsiknkis 3120 e,

ke
o Laenpid,

KEILI\-'A‘ Anfikvariaatti Kersa
Trrikara 1, 0420 | Krave,

£05 199 4210

KO!M Eagk Card

5, AfiG0 Kotk
el s 2% rats

KOLVOLA, Muoviepay
Waltakes 3, 45100 Kausola,
Tel: 05,331 FO55
KUUSANKOSKI, Kirja Savinen
15700 Kansarhkl,

Foll Pum\ Piﬂm

POll\"EIG, *Puplenkusin Pelit Parvoa

MannedRiming A 10, 06700 Porma,

Ted: 019 5146377

HAAHE, Raahen Astartelu ia Paper
Lahdekorventie 22, 27130 Raah\'

Tel: 08 123 6815

HALIMA, Wanhan Rauman POP-peii

Martanankals 14, 26100 Rarna,

Tel: 02 123 4740

issl
Revakai 20, 56270 Koveriem,
of: 16 155 0545
SALD, Sulon Hamme
1240 Saloy

SAVOINLINNA, Savontinnan Anfikvariaatti
Olwinkaly 51, 571K Savoalinna;
Tl 01553 4412

SH\MIBNI, NMI ko
aflor s Fsaindlokl.

snwklom, rasialinna:
. 51, G010 B ok,

[zl {hll 561 ﬁ’h‘ﬁ
'IAMPERE lniu Kml:'bsk
i, b B, 53100 Tampers,

VAASA, N|

Rauhsmksiy W; IIS T Vs,
Tel: D5 41 70T
\"AI.KD\KOSKI Koskividhde

ety 91 Krshek ra 2 ks ITE0E
4
uAMMAf..s\. |nio « Tyrvilin Kirjakauppa.
Gartrilankaty w Harmimala,
Tek 8351274
VEHMAA, \fmhaknrtl
ucnkylsatie 54, 23210 Vehtiag,
L 050 537 w00

GREECE

ATHENS, Fantasy Shop: Peristeri

Ihemisteleans 53 & Theokrlz,

Tel: 030 21QET 74

ATHENS, Action Hobbies

Chotorzos, Tel: 0030 110 8504315

ATHENS, Fanlasy Shop: Halandel

Rolokotrn & Gini 6, Tel 6030 210 G347 350

ATHENS, Fantasy Shop

iou B35, Tel: D900 210 BE3GTE

.u'HENb, Fantasy Shap: Ag. Paraskevi'

Ao lesanica 346, Tel 0930 210 6005312

ATHENS, Fanta:

onrres Td-34

ATHENS, Flmasy me, Kifisia

Lipeseani” 5 L% Kyl adan.

Tel: 40310 B1EDAT

ATHENSfmIaSyShOp Peiraias
plantau 114, Tel: 0030:210 4135757

.I\IH'EN&- Fantasy Shop: Exarchela
Theristobleins £3-45, Tol- 030 210 3428577
ATHENS, Knissa Amarousio
Kenghli 7, Tel: 0030 210 (141675
ATHENS, Kaissa Chess & Games

Hadligirore o 8 & fpobintaus 1148 72,

Q070 0 366580

ATHENS, Kaissa Glyfadas,

Waorikoa. 4, Tel: 0030 210 8682 057
ATHENS, Kasa Halandriou

Dankicis Plakentiaz, Tek 0O 210 6518455
ATHENS, Rausuanohere

amms, hlssa Pagratiau
'L\” QJ_l,.-. .

Peiraka
176, Tel 60110 2104398 =0
ATHENS, Kajssa Pigasns
Dilea 22, Tel: 003 zms;-‘aua?
CHANIA, Kalesa Chaniol
737700, 109 Kydani s 51. Tl Q030 287
CRETE, Fantasy Shop: Herahision
tdomancs 2, Te! GO 280 301372
CRETE, Kaissa Flani
Kasdoias 07, Ted: 30 28210 86398
HALKIDA, cD Comer
Mizuli 25, Tel: 1221 0473
KALLITHEA, Fantasy Shop Kalliz
Irakleais 110 Tul: D30 2221028782
LARESA, Kaissa Larisas
Kensmavnnizing 22, (035 2414 537337
MAROUSI, Battle Bunker
Sy v 9, Tel: (930 2102528734
PATRA, Fantasy Shop:Fatra
Pentarsassis 55, Fel: (6110 2418 421014
PATRAS, Kalisa Pateas
Ciounard & Shkin 24, Tek G030 2010605632
PERISTERIOL), Kaissa Peristerivg
< 853, | 2135 Porfatrrl,

ARG

[eB R L T
THESSALONKI, hnlnrf Shogp: Thessalanild
Pl Mavaria
Tel: (38 2410 P
THESS&LGNI.KE Kaisaa Thessatoniids
S4f: 22, Skra 4, Tel: IO 30 2310 257 397

115,

Tt min 74ic 2

HENGARY

BEIDAFEST, SIVERLAND |

161, Lajos o, 40, Ted 0036 125 04157
BUDAPEST, Trollhardang

1065, K symesis 027, e D36 1 3213878
GYOR, New Ork

A2t A |.u. T3 e,

Tol: U03E T06 012 31

MISKOLC, Deron

A525; Arany D 1113, Teel: £036 45 517728
SZOMBATHELY, Sarkanytuz .

5700, Kossuth L 1. 30, Tel: D036 03 1
STERESFEMERVAR, Leprndak Crarmoka
O Kanaly | u, 7, Tel DGR #1055
SZEGED, Crillagvey
22, Grasl u, 15,
VESZPREM, Sarkanytuz

200 Noiwsaitr ut. 1%, Ted; 0036 705 974 130

6. 208 1737501

REVKJAVIK, Newus
HVERFISGATA THI3 125, Tel; 552 9011

Hokin 36, 1012 KT,
el L2622 3363
GW DEN HANG

oW szuu
29, 2011 GA,

e
Teb 23 551 T
uW ROTTERDAM

ity 452, 3012 A,

ARNHEM, Spellowarties Amberm
Steendraat 4, BEZE C), Amhem;
26 :I?I] "025

Hinih ||r|=|a|.r,.|.1[ 50, 5217 5.

T 075 6745530

Speltekife

8911 TH, Léeanwarden,

uf\aswlcm vlleg
Bouzsedspsriaat 10,
Ti 43325 Ta453 0
'HLBLI!!G D Dolibelieen

gesrant 170, 5038 &H, Tilbung,
Icl 113 544 5700

NE Elite Store

NE Partner Store

www.games-workshop.co.uk/storefinder
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Z\‘\OLLE Cnnls neStuff
38, 8011 VX, Baclile,

Tt (I!] i B3I
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Tt (_nmpmwwlmns
(Warbiamimer Workd)

Contact: Chris and Scott.

E-mal; infodl] sicompanyvelerans not

Aftermath (East Anglia) .

Contart: Lee Liwe:

Phiofs: 074921 859 581

E-mail! lealowsEhimpenworld com.

Armageddon Inc, (Bucks)
Canlact: farmes Schofield
P?none_: (_11_494_ 66_5 '?L\S

Battlenet (Norwich) .

Contact: Richard Mifler

Phone: 07710 702297

E-mail: Rechard@battlenet co uk:

Battlescar (Paole)

Contact: Paul Cleveland
Phone: 01202 385 632
E-mail: paul@battiescarn oo vk

Blackfish (North Walsham}
Contact Cave Hicks "
Phone: 0777 312 874,

Bracknell Forest Gamers.
Fhove: 07951 936 955
E-rmail - chair@higclobong uk

BRBEA (Bognor Regis)
Canta F?ag:k H):;I*‘

Phone: 0769 319683 -
E—m'aii'-mrfrankhrll@vahnn.mm .

Bridgend YMCA Games, Club
Contact: Matt Churchill

Fhone; 0 656 666205 -

E-mnail: veluetiiend@yahoo.co.uk

Brighton Warlords
Contact: Peter Cooks
Phuone OFGF 405 4240
E:mail: Petercooket 23@ntworld com

Buckenham Bone Cruahe}s

Contact’ Paul Girling

Wesite: wni ba.nhamandﬂmhudﬁ couk:
Awaigames

Cellar Dwellers (Huddepsfield)
Contact: Richasd Ambfer

Phane: 017984 113
Email; ubersguack@yashoo.couk

Chelmstord Bunker
Contast: David Chilvers.
E-mail; bunkwseﬂﬂai’y@\ahm couk

Clapham Wargames Guild (London)
Contact: Thumas:Petit
PhUn r: 07066 969 - 309

Coppull & Chorley xmms
fﬁlu Jonathan Tavler-Yorke
Webisite: hitafcack-wargamipsciubinet

Colchester Games Club -
Contact: Diavid Fregvian
Phane: 07839 775 572

E-mail: |W@Lﬁciueslemamexiub arg uk:

Cross Swords Gaming Club [Dmn}
Comtact: Anthomy Cross

Phione: 01752 537 134

E-miail: enquiriesGoross-awonds co.uk.

Crypt mgf.ﬁ. (Becles)
Contact: (i ne Worster
Pheine (7913 fhlb 5449 <aller Gpm)

Curious Bwarf (Becclesp.
Cantact: Giles Robinson
FthE Oa 9222 3B600

Da Wot Notts (Nottingham)

- Scoi Miskin

- 07815 449875 !
Ermail: Seon Miskin@htapenworid com

Dice and Dagger (Bude)
Conact: Kot Baker
E-mail: celiotherngwitanl. com.

Dudley Darklords
me.at; Paul Sheldon
Phone: 01584 288 360

Dursley Games Club
Contacl; Dan Bishop -
Phane: (1453 549 377

Dysartes (Sheffield)
& crlta ot Nick Johnsan

E- nrnF M.‘(mx.ls[cr@(ly“mes R

Edinburgh Pub Bowl League

2 e Avery.
37 360713
ervedin@hotmail com

Gambit Games UK (Brighlon)
Contact: Gareth Wynn

E-rizi]. gareth. \\ynnwmmlv. orld.com -
Games Cleb Cannock

Conmact: Richard Brice-Nyi

Phone: 01543 459 229

E-mriaul: Tormrich@hcenye fsned ook

Gatekeepers Wargames Clob (Shrewsbury):
Contact: James Sherry
E-mml-. mlu@aw.ei:e:r

Gobstyhs (Lincoln)
(_crwgﬁwﬂi Platten
o

Halton Daemans (Runcorn)

Cantact: janetie Flerming -

Phone: 01928 715 351

E-mail: janmedemmg@halmn govuk

Hammer N Ales (Milton)
Cordact: Jvan Butler
Phone; 07752 533462

E-maf: harmier_n_alés_ portsmouth@hotmail ool

Hyde Clarendon Strategy Games Club
Cantact: Paul Mather
E-mail; poul [hatherBtareside, ac; ule

Fhane 01534 ?38]‘3‘
E-rmaif: noelwarlock@tzel com

KA (Kirkby in Ashfield)
Comtact: Che Wehster
E-mail; blackialcomr@lbrus net

F’.ho
E_-ma!i'-M'__‘clmcmuima_'gang'lyh.rp uk

Last Stand (East Anglia)

Contact: john White

Phone: 07661 136140

E-ritail] whiteveaterOi3a@hatmail com

Leeds Night Owls
Q}umct teve Nglan
Phore: 0113 225 D461

leerpwl Gaming Gw!d
Contact: Leon Lynch
Email: club leon@hatmail co.uk

Maccwargames (Macclesfield)
Contact. Duncan Harradine
Phora_ UIB25 612 579

s (Maldenheﬂd}
Coniact: Francis Joso.
E-mdail: fjased@limey. pfus cam
Mididleshorough Gamers Club:
Contact: Colin Wilso
P‘hor‘a 0794627 27 AT
Mitcham Marauders (Mitcham)
Contacl: Jason Fowlar
CUFTE 3403472
il mitchhammaraudess@hotmait coauk

Phone: 07 6’?9"}\239

E-rmail: nkichward@hotmail com
Morthamplon Warlords

Contact: Mark Peat

Phone: G77 (018482 57,

E-maif; markysparky30@hotmail com

Morth West Warriors (Kendal)
Conct. Adam Tumer.

e 07905 410 067
E-mal: arce%@hatmall ¢om

Northumnbrian

Adverturer's Guild

Confact: Mark Anderson Couler
Phane: 0772 767 398

E-rnail: napenline@hotmail co.uk

Nuneaton MnrM and -
Gaming Clab - 4
Canidr,l Brian MECl?m ek
'PhanB: DI‘]?E 384.558 3

mfwd Gaming Club
Cantact: Mike Sharp
Phone: 07802 To4143

E-rnail: mike shaspdiibtopemwonld com
N!Dm'rxcammﬁclub Elwshdl!l]
Contact: Darred "

Phane: 1933 411 559
Erma-r.- d:urr_‘ll.l'em @nthworld com

1ers

Porthury Km@lh

leatl Alan:Vowlas

17771 985488
lanvowlesdmsn com

League of Gamers
Congact Andy Meechan
E-miail- feapi ¥ i

Royal Guild of Minted Boards (Cheshire) -
Contact: Christopher Fry

Phone: 07976 87A712

E-mail: chrs fny@ryupfilms com.

lledcar Ircmheasd-s

Pnone 0[642 :032!1?

Sad Muppets Soc.er.v
{Basingstoke):

Confact David Offen-lames.
E-rrail: d.wnd@sadnwppeﬂs org -

The Spiky Club (Reading)
Cnnl‘au Dav »d Cole:

Soutlwml Tugr Soldiess Club-
Pfam Ciaynes
691. Boh 641

South foord:h:re Mv‘mgamers
Contrct: Darren Bassedr
Phone: 01865 300 160

STAGsmE&mf)
“arl

St Aidans Wartiors Club
Contact: Alan Maxwsll
Phone:0141 6371963

E=mail; randomwords@hotmail.coock

Stanhope Gaming Group

Contact: Simon Carnon

Phone: DF243 642 344,

E-mail: simon@cannon kent uk net

Stirting Wargamers

Conact: Paul Brooks

Fliona: OFE7 632033

E-mail: paul@fecandleal plus.cam

Bishop Stortford Stormers

Cantact: Rchard Bower

Phone: 01279 467 b or 07867 807 b27
Eormani]: shistortiordstonmer vo uk

Suffolk and Essex Gamers
Contagt: Mark Aldhoise.
Phore: 03440 ?355_89

games Club {{pswich
Contact: Malt Holden

Phiong: 01473 827 208
Email: mati@hoidenhouse freeseno couk

Swindon and Disteict Wargamers
Contact: Paul Netile.
Prrnr:e [!I?*B! 7000

ames Club {London}
Martin Turne:
E-mail: martim urner@iiess com

Tempus Fugitives (Thurrock Lakeside ﬁhopplns Mall!
Contact: Suan Mackaness

Phone 07707 155668

\M:‘bﬁ.ltE WA tempuﬁfu;,lin P50 uk

TGC {Tamworth).

Contact: Phil Hanmgan

Phane: 01627 287450

E-mail: plull:am:nganzmdfm ahm m Uk

That Dam Gaming Club iNMmBe\dam)
Contact. arthew Ckeerie
: matt_okeeffe@hutmail.com

Talworth 15t Founding
Conact: Peter Coms
Phéne: D7FAE 7901 6

Contact: Colin Stons
Phnn? 0175 3404211

Walburton Wai Th
Contact: #ike Roddham
Phone 01245 554785

Watford W‘Irgamstederﬂ{Bﬂn
Lomact: Robert Phipos .

b 01494 265244
[ rnail pisia-bea ok

Warlards of Walsall

Contact; john Davis
e 01322 FI4I78

E-mail: war%urds £ waisall@lm!maxl.cm

Wa:zurye, Souusend

Contact: Michael Ryan -

Fharse, 01269 634805

Email: swampyBS@blueyonder.co.uk

Waking 15t Founiding
Contact: Peter Corps
Phune: 07758 790136

York Garrison (York) .
l'.nntau Rcbey Iﬂnkms

E-mail: garrison_

NE Elite Store

NE Partner Store

www.games-workshop.co.uk/storefinder
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- Online Store, Army Sets and Advance Orders :

DRDERING DIRECT

Fast, secure and straight to your door!

122 WHITE DWARF ORDERING DIRECT

Games Workshop Direct is a fast,
accurate and convenient service
that allows you to order your
miniatures and other hobby
products from the comfort of
your home.

e We aim to despatch all orders in three days,
straight to your door.

* You can order ANY Games Workshop product.

e Our Advance Order service lets you order
models and products before they are released,
guaranteeing you'll get them on the day of
release.

e Available now are a range of models only
available through Direct. Check out what's
on offer this month.

HOW YOU CAN ORDER!

¢ On the internet: Visit our secure Online Store at:

¢ In-Store: Order from any Games Workshop Hobby Centre at the
‘in-store order point.

8162 (Northern Europe)

* By Post: Or the traditional way: Games Workshop Direct Sales,
Willow Road, Lenton, Nottingham, NG7 2WS$S

AVAILABLE NOW FROM:
* THE ONLINE STORE
* DIRECT

Codex: Dark Angels is also available from the
Online Store!

Gamss Workshap through its own stores,

Incartictly. Prices corrsct at time of going o press, please contact us for curront auailability and Games Workshap prices, Prices quotse ars for products Soid by

ratailers ars Jar their own prives.

or website. |




Y 111111 {H
FINDING WARHAMMER 40,000 ONLINE

With the release of the new Dark Angels range, we thought it would be good to show you how
to find and order Warhammer 40,000 miniatures online. We chose the mighty Grand Master of
Librarians, Ezekiel, as an example.

y WARHAMMER  THE L3 D dar 3 ( )
UK ONLINE STORE WARHAMMER =
48,000 OETH ]1_ T
Advanes Drifars Mew Ralnases Tarm = \.I’osr.m an Firsthorn
r\E‘L fis
Orks
———] Space Marines
—Black Templars
b i r—— — Blood r’\"g_ls
o 5 = Dark Angels Exzabini 15 0 powerful Poykerang Masin: o s dak ongel Libmeiass; He s an sncenay
= 5pace Wolves e g B e b Eoeet b o il Coton e o o o e
i o — Dark Angels aren & bl contons & kgl modet
* Dark Angels 1Q i S o
|5 L ounhy: v A )
Gowomirs
= =4 Esekisl Feron Swerd
Diark a'-\r\-ﬂﬂl =i mfw . A
‘] Go to the Games Workshop 2 Click ‘Dark Angels’ on the left 3 Then Scroll Down and click the
" Online Store at: www,games- " navigation. =" ‘Dark Angels Grand Master of
workshop.co.uk/store then click Librarians Ezekiel” link. Click the
the ‘Warhammer 40,000 tab. at ‘Add to Cart’ button underneath
the top of the screen, Ezekiel once.
@ ) WHITE
Price: £9.00 Release: O X GAMES WORKSHOP
Item Type: Blister Part Cotle: HOARE
Quantity: o {(CAdgva Cant| Checkout
Ezekiel Force Sword
A Welcome Guest (Log Out)
Items: 001
Value: £8.00
I ) | Postage: £4.00
4. I you want to buy more than one D Q R l< q NGELS 5. Once you have chosen the
*  of each figure, change the " models you wish to purchase,
‘Quantity’ to the number you want move to the final stage and
before you click ‘Add to Cart". payment by elicking "View your

cart’ at the top right of the screen.

FINAL STAGE AND PAYING

Rt Check the number of 1tems to make syre all is: correct and then

Don'T forpet it if pou get
your arde fo £100 it i f)
be seal rsepostt

i (formeriy Swrtch}

We do not accept the following cards:
American Express, Visa Electron, Solo.

Total: £11.00
plus shipging and Rangting

(o) (e 5 E c l.l red

{7 Procesd 15 tha Charbost )

ore.. savetime,shop online.. www.games-workshop.co.uk/store.. fast, secure and straight to your door.. WWW.games-wo

Pictures for lustrative purpeses only. Product conténts may vary. Products sold unpainted and unassembled. Ceriain Citadel products may be dangarous If usad
fnicarrechly. Pricas corract af time of going to press, please contact us for currenl availabillty and Games Workshap prms Prf!,\es quotad are for products sold by
Games: Workshop through its own stores, qus or websits, rewm arg i i thir 0w prices.

www.games-workshop.co.uk/store 123



The Deathwing:

s 1 Master of the
Ravenwing on Jetbike
box set. ..........£20.00

¢ 1 Space Marine

Chaplain in Terminator Armour blister
. .£8.00
. T Space Marlne Termlnators box set
...£25.00

time, shop online.. www.games-workshop

124 WHITE DWARF ORDERING DIRECT

e 2 Dark Angels Veteran Upgrade Sprues

Battle Company:

s 1 Space Marine Scouts
box set.. L£10.00

e 1 Space Marme Scout\s
with Sniper Rifles box set ..........

£12.00
* 1 Space Marine Tactical Squad box set

® 1 Space Marine Devaststors box set
. L £20.00
s T Space Miaritis Prodator Tank....£25.00

The Ravenwing:

s 1 Space Marine Land
Speeder box set........£15.00

* 1 Ravenwing Battleforce

Ravenwing Battleforce Contains:
® 1 Space Marine Attack Bike
¢ | Space Marine Land Speeder
® 6 Space Marine Bikes

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

store.. fast, secure and siraioht to your door.. www.games-workshop.co.u

Fictores for illustrative purposes only, Product canients may vary. Products sold unpainted and unassembled. Certain Citadel o roducts may be
dangerous if used incomrectly. Prices comect at time of going (o press please contact us for cutrent availability and prices. Prices quoted ase for
praducts sold I)) Garnes Workshop through its awn stores, catalogue or wébsite, Independent retailers are respansible for determining their

‘awhn pI'ICF'T



ght to your do

JIRDERING DIREGT

REPORT ARMIES ONLINE!

SR _ i T sy TR e e
Battlesuits: f Fire Warriors: Rilies of the Tau: _
o 1 Commander Shadowsun - e 4 Tau Fire Warrior box sets i e 2 Tau Vespid Stingwings v
BOX S8 cviriieieeieann . £15.00 T .14 HOX SIS vovvrevrenenn. £30.00 s
s 1Tau XV25 Stealth Armour e 1Tau Devilfish APC box set S e 1 Kroot Carnivore Squad Vg
boxset sl 200 | s 220,00 . BOX SEt rvvresnennennns £18.00 /
* 3 Tau XV8 Battlesuit box sets e 1Tau Piranha w1 5,00 e 7 Kroot Krootox blisters /

e ESCRDA P S—
= 2 Tau XV88 Broadside Battlesuit box sets
ceeesesiesenesesetstesesessesssessossene e £30,00

e 1 Tau Sniper Drone Team ..........£15.00
¢ 1 Hammerhead ... . £25.00

Pictures far illustrative purpoges anly. Praduct contents may vary. Products sold unpainted and unassembled, Certain Citadel products may be
dangéraus if used incorectly. Prices correct 3t time of going to press, please contact us for curent availability and prices. Prices quated are for -

products suld By Games Workshap through its own stores, catal

oW [rices,

or website, Independent retailers are responsible for determining their

www.games-workshop.co.uk/store 125



__URDERING DIREC!

HARLEQAIDY

Available to Advance Order From 3rd March!

“For the warrior dancers
of the Harlequins, there
1s no distinction between

art and war.

*Contains 5 Harlequins
and 1 Harlequin Troupe
Master!

Pictures for illustrative purooses only. Product contents may vary. Praducts sold unpainted and unassembled, Gertain Citadel products may be

126 WHITE DWARE ORDERING DIRECT dangerous if used incorrectly. Prices correct at time of going o press, pléase conlact is for cuprent avaifability and prices. Prices quoted are jor
products sold by Games Workshop through ils own stores, catalogize or website. Independent retailers are responsible for determining their
own prices.



| e _
. CONFLICT ScoTLanp | DBONFLICT SOUTH-WEST |
! —— Sunday 11th March ———

|

——— Sunday 4th March ——— |
: - British Empire & Commonwealth
Crownéinaf)a, C((j);gges% Road, i { Museum, Clock Tower Yard, Temple |
LA RS | Meads, Bristol, BS1 6QH |

~ CONFLICT NORTH | | |
| |

| Sunday Z?th May | ] Sunday 3rd June |

: Royal Armouries Museum, . Alexandra Palace, Alexandra Palace |

Armouries Drive, Leeds, West | | ;
Yorkehire, LS10 11T | ! Way, Wood Green, London, N22 7AY |

Doubles Tournament ticket: £40 Open Pass: £10
(admits two people) (admits one person)
The event includes: * Painting Competition * Terrain Workshops ¢ Participation Games
e Army Workshops e Latest Releases and Hobby Supplies

Tickets available to buy from Saturday 13" January.
Ask staff for further details, or call the Hobby Specialists on 0115 91 40000.

CONFLICT SOUTH
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SUBSCRIPTION OFFER T

Take out a year’s subscription for just £36 -
saving you a great £12 off the cost of the
cover price, effectively giving you three
issues free! That's £3 per issue.

But you only get it for this price
when you take out a subscription!
Subscriptions guarantee you will
not miss an issue, and offer savings
over buying individual copies. There
are a number of ways to subscribe.

 Call Games Workshc;p direct on
0115 91 40000

* Log on to
www.games-workshop.co.ul/store/whitedwarf/

* Visit your nearest Game$ Workshop store

e Complete the form below and return to:

GW DIRECT SALES, WILLQW ROAD,
LENTON, NOTTINGHAM, NG7 2W$

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.

I 'viould like to subscribe to White Dwarf starting with issue number: WD 1]

| would like to subscribe for:

I -am am existing bscriber il

MY DETAILS

(LT o 1= DU

2 YEARS 24 is

tam a new subscriber [

FOIEMAME! .ovvreeeenacaeraresnmnennnenn, SUFAAME:

Country:

Tel fine STD COtRN i s e s i i

The subscription is a gift for the person detailed below [] mick box it appropriate)

e EOPBIATIGS  ossisesssasssrvpimiismersnpinis  OUTRETIIE: wxsyasaesmo b s
Posteode:

Country:.

TRl BT O isinimsnnm e S5 5 S L e R Qe

METHOD OF PAYMENT

Postal Order (UK only)/Cheque [] (made payable fo Games Workshop Ltd)

I

|V

Valid from:

o5 [

oodd

Cardholder's Name:

0 we: 0000 0000 0000 0000000

oo

Issue No:

000

Expiry date:
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The Harlequins of the Laughing God are the most mysterious of all the Eldar. Next issue sees the return
of these deadly warriors, with a new of range of fantastic Citadel miniatures. We put them though their
paces in a battle report, where the Eldar seek the aid of the Harlequins to combat the powers of Chaos!

Citadel Foundation !
Paint Set

(‘1 [y
Olll{a; DHEL

MECHRITE
RED

El'nllllllllll's llalll llll'lls 0‘2 E"il whzch are specmlly
The Dwarfs seek Zi;e aid of Thlé A We look at some ftendlsi.l. tad:;s f)(:;r:t?;agtz‘:ni?e:‘z?e

Clta_del l_nmiatures
easier than ever!

- Shootmg Phase Tax:tica
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